
A previous ally to the PCs noticed an evil cult 
recruiting in town. He tried quietly subverting them, 
then an open confrontation, but neither worked. He 
feels that tracking down the leader is the only option
left.

Seeking a solution to their vexing problem, the PCs 
return to town to talk to their friend. However, he has
already been missing for 3 days.

If the PCs ask, the cleric’s name was on the list of 
names found in the first adventure and it wasn’t 
crossed out.
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Investigation

• No one at the church knows what the cleric was up to. Permission to search his office is granted with a DC 20 Diplomacy check. In the office are notes
about a cult to forgotten gods and a sketch of the cult’s symbol. A successful DC 15 Knowledge (religion) or Knowledge (local) check reminds the PCs
this was the cult from the first adventure.

• No one will give permission to search the cleric’s home. The PCs will have to break in. His home study has further notes on the cult to the forgotten 
gods. Four locations are marked on a map of the region, none of them very far from the town. One of the locations is the shrine detailed below, the 
others have no bearing on this adventure and are left to the DM to detail.

• A DC 10 Gather Information or a DC 20 Knowledge (local) check reveal the marked spots on the map correspond with ancient ruins.

Treant
A treant asks the PCs for help. The cultists are trampling on the forests and using fire irresponsibly. The treant wants them out. If the PCs can bring it proof 
that the cultists are gone from the forest, he will tell them this group is one branch of a large cult that intends to bring back the worship of the brutal Old 
Gods through a human sacrifice. The sacrifice must be a Chosen of the Old Ones and the cult is still searching for that person. The treant merely 
overheard this information and cannot elaborate any more. For obtaining this information, award the PCs XP as if they defeated the treant in combat.

Campsite
The PCs encounter 3 cultists (N warrior 3) led by an acolyte (NE adept 5). The adept is armed with a masterwork warhammer. One tent was obviously 
for the leaders and contains 382 gp plus 710 gp worth of gems, an arcane scroll with disguise self, magic mouth, and rope trick written on it, and a
potion of remove paralysis. The other tent has 163 gp and a potion of cure light wounds within. If the PCs capture a cultist or the acolyte, he will point 
the way to the ruins that are half an hour north of here. The PCs can also find the shrine with the Track feat or two DC 20 Survival checks.

Shrine
There are 2 warriors guarding the door (N warrior 4). If the PCs manage to get past them, they must face La’Sonia (NE f drow cleric 8). La’Sonia fights to 
the death and will commit suicide rather than be questioned. The cleric ally is currently stable at -7 hp. If the PCs aid him, he is grateful and will give the 
PCs whatever aid they desire and treasure appropriate to your campaign and this encounter. Additionally, he is able to elaborate on this cult from his 
research. He knows that before the pantheon of current deities, the people worshiped evil gods whispered as the Old Ones, known today only to a handful 
of sages. When the Old Ones were supplanted by the current set of deities, thus losing all of their human worshipers, they prophesied that a Chosen of the 
Old Ones would be born, and that Chosen must be sacrificed upon a sacred altar of unspeakable evil when the stars and moon are just right. This sacrifice 
will restore the Old Ones to prominence. Regrettably, the ally doesn’t know what the alignment looks like nor who the Chosen could be.

Shrine of the Old Gods – Part Two

Feel free to throw in an encounter or two to liven up 
the proceedings, either role-play or combat. The 
information that the PCs can discover and where it 
is located is detailed below. How that information is 
presented is left to you, the DM, and your players.

The PCs will travel west of town for 6 hours to find 
the campsite. For every hour that they travel, roll 
1d8 on the following table:
1-2: No encounter
3: Dire Tiger
4: 2 Leopards
5: 2 Giant Wasps
6: Huge Monstrous Spider
7: Juvenile Green Dragon (unique encounter—once 
encountered treat as “no encounter” if rolled again)
8: Treant (unique encounter; see below—once 
encountered treat as “no encounter” if rolled again)

ADVENTURE BACKGROUND

WILDERNESS  ENCOUNTERS

The campsite map was 
made using map tiles 

available from the 
Dungeon Tiles Master 
Set: Wilderness. You 
will need more than 
one set to duplicate 

this layout.

The shrine map was made 
with map tiles from the 
GameMastery: Shrines 

map pack.

KEY:
Clr: Cleric Ally
L: La’Sonia
W: Cultist Warriors
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