
The PCs, concerned about the growing influence of 
a cult dedicated to the Old Gods, seek a sage who 
is learned in the ways of the Old Ones.

He can offer no insight
into who the Chosen of
the Old Ones might be
apart from a birthmark
that will appear on this
person on their 21st

birthday—an octopus with
menacing eyes right
above the tentacles.

Of the alignment of the stars, he knows that a 
nearby shrine holds the answers in its texts. He can 
guide the PCs there, but as he is old and feeble he 
is unable to help them clear the dungeon.
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Room Key
1-2. Entrance: At the entrance (1) stands 2 ogres (barbarian 4). As they 
engage the PCs, they yell for help from the ogre mage in (2).
2a. Ogre Treasure Room: The ogres have horded 2298 gp, 9 sp, 2 cp, and 
a lolite gem worth 80 gp into this room.
3 – 7. As PCs explore these rooms, roll 1d8 on the random encounters chart,
above, to determine what they find in each one.
8. Guardian of the Gods: An ancient guardian naga keeps vigil over this 
holy site. The cultists have struck a deal with it, allowing them sanctuary in 
the rooms. The PCs can attempt a DC 35 Diplomacy check. If successful, 
the naga allows safe passage. Give the players +15 to the check if they offer 
it a magic weapon. Award XP as if the PCs defeated the naga in battle for 
successfully negotiating with it.
8a. Naga Treasure: The naga has 1300 gp, a small vial of exotic perfume 
worth 600 gp; an arcane scroll with locate object and magic mouth; a divine 
scroll with cure light wounds, deathwatch, and produce flame; and a potion 
of aid. The naga will fight the PCs if they raid this room.
9. Library: Among the various scrolls, the PCs find an arcane scroll with 
summon monster I; another with endure elements and knock; a third with 
burning hands, hypnotism, and glitterdust; and a final one with undetectable 
alignment, bear's endurance, and bull's strength. On the desk are two 
wands, one eagle's splendor (33 charges) and a fox's cunning (43 charges). 
Also on the desk is the real treasure, a codex that explains how to read the 
standing stones. The PCs can't read the book, but the pictures tell all.
10. Cultist's Rooms: These rooms are bare, with only sleeping bags and a 
travel kit in each. Each room carries a 1 in 4 chance of having a cultist (N 
human ranger 10). Assume the first cultist is surprised. The cultist yells for 
help immediately, summoning 1d3 additional cultists (N human warrior 3) 
from the unopened rooms. In the travel kit from Room 10c there's a small 
silver key that fits the lock of room 12. (The PCs must specify they are 
searching that travel kit to find the key.)
11. Master's Chambers: This well-furnished bedroom has a ceramic vase 
worth 70 gp, a feathered coin purse worth 150 gp, a fine leather ribbon set 

with blue quartz worth 400 gp, a sable vest set with star ruby worth 7000 gp, 
and a silk hunter's cap worth 90 gp.
12. Treasure Room: The strong wooden door to this room is locked with 
the silver key from area 10c. If the PCs cannot locate the key, they will have 
to force it (2 in. thick, break DC 25, hardness 5, hp 20, open lock DC 30). 
Inside are various gems adding up to 2234 gp; a carved wooden staff 
studded with electrum (600 gp); lapis lazuli ring set with blue quartz (300 gp);
leather belt set with bloodstone (1000 gp); small bag of incense (600 gp); 
dusty rose prism ioun stone (5000 gp); potions of aid, 2 bear's endurance, 
enlarge person, levitate, and magic fang; darkwood tower shield +1; and a 
heavy steel shield +1.
13. When the PCs step out into this area, read the blue text for area 14. This 
is where the megaraptors will engage the party.
14. Standing Stones: An ancient, impressive array of monolithic stones 
forms a wilderness sanctuary. A menacing figure dressed in black, flowing 
robes stands in the middle, arms spread to the sky. “You have interfered in 
our affairs for the last time!” Grant Vervain Rathmore, the mad druid (NE f 
human druid 13) a surprise round to cast Summon Nature's Ally VII, 
conjuring a pair of megaraptors to deal with the PCs. This counts as her 7th 
level spell for the day. As the megaraptors engage the PCs, the mad druid 
will imbibe a potion of mage armor, then a potion of protection from arrows 
(DR 10/magic). She withdraws from combat and runs to the nearest tree and
uses tree stride to escape if the PCs are getting the upper hand.

Concluding the Adventure
If the PCs beat or drive off Rathmore, they can attempt to discern the star 
alignment for bringing back the Old Gods. This requires a DC 30 Knowledge 
(nature) check, with a +2 synergy bonus if they have at least 5 ranks in 
Knowledge (architecture & engineering) and a +10 circumstance bonus if 
they studied the book in the library. If they successful, let them know that the 
proper alignment occurs 30 days from today.

Shrine of The Old Gods – Part III

The cave has shadowy illumination due to a 
harmless, phosphorescent fungus. All ceilings are 
10 ft. high.

Rooms 2-8 have walls of unworked stone (5 ft. thick,
break DC 65, hardness 8, hp 900). Rooms 9-12 are 
hewn stone (3 ft. thick, break DC 50, hardness 8, hp
540).

Random Encounters
1 – 2. No encounter
3 – 4. 1d4 cultists (N human ranger 10)
5 – 6. 1d3 cultists (N human ranger 10)
7 – 8. 1d4+1 cultists (N human ranger 10)

ADVENTURE BACKGROUND

DUNGEON  FEATURES

mailto:chgowiz@gmail.com
mailto:tucholskic@gmail.com

