THE CELLAR OF HOLDING...

A low level adventure for one or more players best
used for young mages, apprentances, and their friends.
DM notes 1talics. Descriptions to read aloud in bold.

One or more players either apprentice for a mage, attend a magic school, etc, and are being punished for whatever is
appropriate in their current adventure. As a result, they are forced to spend the afternoon cleaning the Cellar of Holding
rather than goofing off and having fun. If none of those conditions apply they might also be hired by an e ccentric old

wizard to clean out his basement, or any other reasonable scenario.

The rickety basement stairs squeak in protest as you descend them, but
they'e probably older than your grandparents, so they arent going any-
where. Whenywrud:thcmﬂ;euﬁoor,yousmdontheﬁmﬂoor\
of the two-story basement refered to by everyone as the Cellar of |
Holding because of the sheer amount of crap in it. Every wall is
crammed with shelves, and every shelf is full of stoff.

¢ things, like rusted weapons, moldering trophics, and extra copics
of magic texts you've glready been forced to suffer through, are deadly
dull. There are other more interesting curious tucked away here and
there that might be of use.. Now, you only have two choices that don't
mnvolve disobeying your master: starting from the top down or the
bottom wp. The basement contains many odds and ends but is, in fact, an
extra dimension space. The rumors are right about that much. Each floor is
currently [Messyl. It would take 2d6 man hours for cither floor to get to
[Cluttered] and an additional 2d6 man hours to get to [Clean]. Thats an
average of 28 hours. So, for a party of 4, thats Wtﬂpast dinner time,” and
for one player... WELL ™ hed be here all ~week after his studies. -Elowever,
today, there will not be a lot of deaning. Before the group can even decide
if they are going to start on the first floor or the second, . there is a terrific
crash from below them, and the door into the cellar slams shut as an
| anomalous wind begins to blow. @

| blurred figure rushing down the stairs to the third floor. You
only have a moment to recall that there isn't s
be a third floor before you notice the rift in one of
the walls, which shows an impossiblc scene as the
wall flutters in the powerful winds. The players |
can roll a knowledge clieck to determine that !
the nft is the astral plane. A Githyanki
prospector has found the vault and
raided it, and in doing so, has

osed to

.caused a small time loop,

~as the timelessness
of the Astral @
Planc nuxcs with

the magic of this place.
Whether the pfaycrs go up
or down the stars, they end up
on the third floor.. Thcy may attempt
to repair the rift with a difficult craft roll,
‘but if they scarch other floors, they may find -
k\i‘ltf.-‘tns_ that will aid them in that regard.

The Cellar of Holding is a 1-page dungeon created by D. Winchester for the
2024 OPDC under the CC BY-SA 4.0 license. To see more of lus work, including
webnovels. books. and one page RPGs, check out lus website at Caffeineforge.com
(https://creativecommons.org/licenses/by-sa/4.0/)

@ you rush downstairs to find the source of the racket, you sce j

®

[ Whether they fill into the growing abyss o flec to the next floor, the resule

is the same: everything is fine, When you reach the next floor, everything
is eerily quict, There is no rift, and there is no wind, Indeed, it's as if
the whole thing never happened... Before they can escape, the whole thing
starts all over agam. They hear the crash and feel the wind. All PC’s are
healed, and expended spell slots are restored. The only change is that 1f any
surviving PCs managed to find the cthereal thread of the necdle mp:cr, it
significantly boosts their chances of repairing the rift on the next floor.

The loop will repeat as many times as necessary until the rift is repaired.
Kargen wall not remember the PCs, but any PCs that survived the loops
will remember all previous iterations of the loop. Depending on if they
- capture _their Githyanki thicf, or kill him, the magician in charge of dns‘
" Basement will handle the sfm‘hng of their chores very drffcmndy

Whether the PGs -qucstion, kill, “or negotiate with Kargen, thr: rift b%
grown too wide to dose, and they retreat to the next floor (or try to
escape to the previous one.) Both paths lead to the same place: the third
floor. Now, the gale winds are howling, and the room is being torn
apart by the rift. You arc tempted to flee from this level as
well, but if you do, how do you know it won't be even
worse? It requires an  average athletics success to  escape
to the next floor. Keen-cyed PCs may spot a
giant sewing necdle in one corner of the room
after the wind rips everything on top of it away.
No, its not a ncedle; its a rapier made from a
giant needle. Still, it would help you ~dose
the nﬁ just the same if only ft
: was smaller. =
A

grown. ltnowtakesupmostof
the wall it's on. Only after that do
you notice the poorly dressed Glthymh
. muttering to himself. “Come on, come on,
’ wheres the good stuffi?~ Kargren, known to his
ancndsasngmn‘:cLuddcss ﬁmﬂyn‘:oughthcd
his bxg score; but there 1 no gold in this basement.
Smpnsedd)rPCs,hcwﬂltaIktoughbutmcndcrar ﬂc.-:
(if given the chance. On him, he has various exotic picces ofloo&:

Still, most importantly, he has an cthereal thread that cc

scaftﬁrhscmcntbadtupasamrmafdrfﬁaﬂtyd:cdﬂ.




