
The heroes are on a mission that is 
appropriate to your campaign, and they have 
a lead on a major magic item or other treasure
as appropriate. It’s located in this dungeon.

Until two weeks ago, this dungeon was empty.
Now it is occupied by cultists following a mad 
druid. One of the druid’s lieutenants has 
brought worshipers here, a site once sacred to
one of the Old Gods. The mad druid desires 
control of five forgotten shrines dedicated to 
the Old Gods, and he believes he can bring 
them back to power with a human sacrifice if 
he can figure out which human they want.

Original template by Chgowiz (chgowiz@gmail.com) ● http://chgowiz-games.blogspot.com 
Modified by Cory Tucholski (tucholskic@gmail.com) ● http://corytucholski.com

Exterior
The entrance is concealed and guarded by 2 elite cult acolytes (human adept 3). Once the acolytes are defeated, the PCs can find the entrance with a DC 15 Search check .

Dungeon
1. Moldy Room: This featureless small room is extremely cold. The walls have tufts of brown fur growing from the corners. Brown mold lines the walls of this room and people 
who venture too close risk 3d6 nonlethal cold damage.
2. Cultist Berthing: Several rows of sleeping bags line the stone walls. Torches cast flickering shadows about the room. The cultists have adopted this as a bedroom. 2 lounge 
here and will attack the PCs when they enter the room (warrior 3). Searching the sleeping bags yields 30 gp, 12 sp, and 22 cp. One of the cultists had a mace and another had 
a pair of nunchukus. There are ten ordinary torches hanging from the walls.
3. Bedroom: You open the door to a large, surprisingly opulent bedroom. A comfortable bed with a purple quilt is on the west wall, an elaborate tapestry on the east wall, and a 
vanity with mirror is on the south wall next to the door. A painting of the nearby lands hangs to the north. The mad druid’s lieutenant has taken this over as a bedroom. The 
painting is worth 400 gp. On the vanity is a list of names, many of which have been crossed off and the PCs will recognize some as important figures in the campaign setting 
(DC 10 Knowledge [nobility] or DC 12 Knowledge [local] check). Like area 2, ordinary torches light this room (this time only 4).
4. Trap! This room appears to be a study with a writing desk on the south wall, charts and graphs with illegible notes on the west wall. Candles on the desk provide light and the 
room looks inviting and cozy. It is home to 2 medium monstrous spiders who await someone to be cut off from help by the portcullis, then attack that person 3 rounds after. 
Anyone who walks on the square south of the door will spring a portcullis trap, which locks that person in the room. The trigger can be avoided with a DC 12 Tumble check. The
candles on the desk are the equivalent of everburning torches.
5. Mechanical Room: Mechanized gears and levers line this room. It is especially warm and smells musty in here. A constant hum invades your ears. The door to this room is 
locked with an average lock (requires a successful DC 25 Open Lock). The levers reset the portcullis trap from room 4 and the pit trap from room 7 (Two separate DC 20 Search 
checks to figure out which ones; +5 if the PCs have seen the traps in action).
6. Brown Mold Redux: You shiver as you walk into this room. A large patch of brown mold lays across the floor, reminding you of a bearskin rug. The northeast corner has a 
treasure chest covered in cobwebs. This room has brown mold bisecting it. Anyone wishing to get to the treasure chest must traverse the mold, receiving 3d6 nonlethal cold 
damage in the process. The chest contains 85 gp.
7. Treasure Vault:: The hall widens into a room littered with coins, ornate weaponry, and other art objects. There are so many coins and other debris laying around this room 
each square (except for the two squares with the X) counts as difficult terrain. Among the treasure assortment are 3 animated objects: 2 swords (SZ small, Atk+1 melee [d8]) 
and a tapestry on the west wall (SZ large; SA blind on successful grapple). The swords will try to back the PCs into the tapestry then take advantage of their blindness if the 
tapestry can grapple them. The X marks a 20 ft. deep pit trap (2d6 fall). The treasure horde includes the object that brought the PCs on this quest in the first place, as well as
514 gp, 1848 cp, an aquamarine (700 gp), a chrysoberyl (70 gp), 2 cognizance crystals (1pt, 1000 gp), a power stone (painful strike, sustenance; total 300 gp), a divine
scroll with command (25 gp), a divine scroll with divine favor and produce flame (50 gp), and a wand of silence with 3 charges (275 gp).
8. Shrine to the Elder God: An arch gives way to a cavernous room with 30 ft. vaulted ceilings and a strange altar honoring a tentacled beast. Next to the altar, hood raised, 
stands a dark-robed stranger with tentacles dangling from his jaw. He demands to know what you’re doing here. The archway is inscribed the same symbols that surround the 
altar. A DC 20 Decipher Script, Knowledge (religion), or Knowledge (the planes) check reveals they praise a deity but no way to identify which one. The cult leader is human 
(Druid 3/Cleric 3) and a DC 15 Disguise or Sense Motive check determines he’s not an aberration with tentacles on his face. The cult leader fights to the death and will commit 
suicide if captured. The rank-and-file cultists know nothing that would interest the PCs. The PCs should go on with their mission and the cult will remain a mystery—for now...

Shrine of the Old Gods – Part One

LIGHTING
Unless otherwise noted, the dungeon is pitch black. 
All characters without darkvision will require 
illumination.

FLOORS & CEILINGS
Ceilings are 15 feet high except for room 8.

WANDERING MONSTERS
Roll d6 every 20 minutes:
1. d4+2 dire rats
2. d4 cultists
3. 2 small monstrous spiders
4. Bat swarm
5. d4+1 cultists
6. Rat swarm
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