1. A massive, ancient tree stands in one corner, with a face carved in its bark.
Smaller saplings dot the cave floor where the larger tree grows out to the
surface. They can communicate telepathically with the party, providing dun-
geon lore, giving quests, or offering guidance. It might ask for afavor in return
for its help or guard a secret passage and valuable items blocked with a riddle.

Homegrown in the heart of
the countryside, the Druid, Peater
Moss Fertilini tends fo his organic,

all-natural, biodegradable dungeon.
Little does he know, something went
haywire in the compost bin.

2. Patches of bioluminescent mushrooms grow in the shadows. Harvesting
these mushrooms can provide useful alchemical ingredients or temporary light
sources. Some might have effects when consumed, such as night vision or

X hallucinations. The mushrooms might form patterns or constellations that
hint at hidden mechanisms or pathways.

3. This room is full of skeletons controlled by blighted vines. If the skeletons
are destroyed, the vines detach and get one last attack before wilting.

Your quest is to get to the root
of the problem, prune the
undead weeds and save
the dungeon.
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4. Sweet smelling mandrakes sleep in pots in a hushed nursery. Upon
yiad, plucking the mandrakes, they cry loudly alerting nearby monsters, however
underneath each, is a treasure. Grinding the plant leaves with water yields a

Unbeknown to Fertilini, his
ne/ghbor, Neal Chammg,
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ripe and smell sweet and earthy. | bundle of these ‘Everfresh
Foods’keeps players satiated for the length of 5 normal
rations. There are 1d6 + 3 bundlles. Off to the side of the

large room, stands a watering-well that splashes you if you
get too close which causes hair to grow at a miraculous pace.

10. Alaboratory for gene mixing on plant seeds, miscella-
neous experiments and research both successful and

11. Within the shelves, sit various plant life frozen in meticu-
lously labeled jars. This room has all kinds of plant seeds and
herbal remedies. Any spell components that involve organic
matter can be found preserved here.

12. Avenus fly trap sits in a large pot in the center of the
room with goldin its mouth (1000g). If gold is grabbed from
the mouth, a second mouth on the pot of the monster appears
and bites at the foot off the thief (an even trade, of course).

13. A small toolshed with mundane items used in the garden.

14. A large zombified mound of refuse, ‘The Trash Terror’, ag-
gressively shambles about. [t seems the sorcerer s garbage
made its way into the compost. Upon killing the mass, a lever
is revealed negating all magic in the dungeon. It drops a wallet
with the sorcerers ID cardin it and 200g, a Wand of Cold,
and a +1 tattered pair of elvish boots.

15. The stink of the compost is most potent at the back
of the room, egg shells, apple cores, and banana peels rot
with items that don’t belong including 2 muddy spellbooks
signed by the druid with I new spellin each.




