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IntrODUCTION
Hello and welcome to Cardography™! We believe this is the perfect companion for
your favorite roleplaying game. Cardography is meant to be utilized to enhance your
gameplay, and to enrich the players’ experience. If at any point you feel like something
within the story should change to make your friends have a more enjoyable time, by all
means do it!
There are quite a few ways that you can use Cardography in game play. They are
bulleted out below, but we wanted to go into a bit more detail here to get your
ideas going.
Growing up we all loved gigantic dungeon maps that allowed campaigns to last
for months on end! Those were a huge inspiration for creating the dungeon within
this deck.
There are quite a few ways that you can use Cardography in game play. First and
foremost you can run an entire campaign using the cards in the layout that they were
originally created. See the map in its full glory on page 83. We also loved the idea of
being able to play quick pick up dungeon crawls. Imagine you and a couple of friends
waiting for the doors to a convention hall to open up, and you want to kill some
time playing your favorite RPG. All you have to do is simply arrange a few of your
Cardography dungeon cards, and see where the adventure takes you!
Throughout these pages are everything you need to take your characters on exciting
quests, over and over again! The way you choose to lay out the dungeon will create a
new adventure each time that will be exciting for both you, as a Game Master, and the
friends you play with.

Game Master’s Guide
to the Wajue
PREPARING THE ADVENTURE
WAYS TO PLAY
The module and cards of the Wajue Mines can be played many ways:
As a complete structured campaign (using the map in its original layout)
As serialized adventures (using the cards in the numbered order)
As a random adventure (selecting any number of cards to create
your own map)
We suggest playing Atmar’s Cardography™ Tunneling the Wajue Mines in its
entirety. Then try one of our alternate scenarios below, or make your own variation.

ALTERNATIVE SCENARIOS
Shifting Sands: Shuffle all the cards and traverse a randomized dungeon.
Beastly Brawl: Select the cards with these room numbers (19, 25, 27, 36, 40, 42,
and 53) shuffle them, dealing them out at random.
Quick Crawl: Select 13 random cards and shuffle them, dealing them out
at random.
Forever Campaign: Mix & match this deck with cards from other
Cardography decks.

Key To Page Layout
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ADJUSTING THE ADVENTURE

THE SETTING

Tunneling the Wajue Mines is designed for adventure groups level 6-10 with a party
of four to six heroes. Each adventuring group is different. If you feels the encounters
of the Wajue Mines are too challenging or not challenging enough you may elect to
adjust them accordingly. Adding one additional creature per character is an easy onthe-fly adjustment. Other adjustments or suggestions for specific encounters within
the module accompany some scenes.

This adventure is written to be set in the world of Revilo but can easily be injected
into any campaign setting of your choice.

RANDOM ENCOUNTERS
While resting or remaining in the same room for an extended period in the
Wajue Mines, it is possible for wandering creatures to come upon the party.
The number of creatures in each encounter provided is adjustable depending
on the power level of the party. For every hour a party remains in the same
room, roll a d20 with the result of a 1-14 incurring no encounter. On a result
of 15-20, roll a d6 and apply the following:
d6 result				Random Encounter
1.

A swarm of 6 - 10 Salazarites and one Salazarite Queen burst into
the room from beneath the floor in front of you!

2. A pack of 5 - 9 Hundenfiends stalk down the corridor in search of a meal.
3. Shifting Sands: The tunnel begins to crumble in around you. Each 		
creature in this room must succeed a DC 15 Strength (Athletics) or
Dexterity (Acrobatics) check to escape the room before it collapses. Failure
means the creature is trapped under the rubble until they are able to
escape. Flip the room’s card to reflect its impassibility.
4. A crowd of 4-8 Ruchongs scuttle down the hallway, intent on
devouring you.
5. A patrol of 10-15 Sorcia Guards or Malin Thugs (whichever would be more
troublesome) make their way into this room.
6. A monstrous Livna tunnels into this room, attacking angrily.

The Wajue is a vast expanse of arid and empty landlocked desert on the continent of Revilo.
Upon first glance the Wajue Desert seems like a hostile and barren landscape, but a seasoned
traveller knows that there is more beneath the surface than meets the eye. The scarcity of
resources and the harsh environment prevents few creatures from spending time above the
surface. However, in the tunnels below this desolate wasteland lies one of the most captivating
and industrious civilizations in Revilo, the great cities of the Sorcias.
These cities have been built into long, empty tunnels made by the giant Livna worms. This
maze of tunnels is criss-crossed by mining shafts and hand-dug dwellings for the masses of
Sorcias who live and work within the mines.
The most profound technology within the Sorcian cities is their industrious applications of
the Livna gas. For hundreds of years the Sorcian society has employed the gas to power its
engines, lifts, and trolly systems. The gas has also been incorporated in traditional cooking
and heating methods utilized by the bulk of Sorcian homes. Canisters of brass are filled and
circulated throughout the city by a network of delivery workers and an intricate overhead
conveyor system.
Unfortunately, as the sources of the gas deposits became increasingly distant to the main
conveyor lines, Cabally-drawn carts and Sorcian muscle have had to put forth the additional
effort to transport the containers to the nearest distribution post. Most Livna gas harvesting
now occurs in more remote tunnels, where security of the gas canisters is beginning to stretch
well beyond the means of the Sorcian guard.
These particular mines are in the deep tunnels on the fringes of the great Dalakbruel city
center. They hold newly discovered ore and gas deposits. From the faint, lingering smell of
sulfur and rot, it is apparent that a Livna has made its way through these parts in recent weeks.
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Current Issues &
Adventure Hooks
Bustling Black Market: The Livna worms, along with their invaluable gas and eggs
are reaching a critical point in their scarcity. A Malin-run black market fueled by
poaching these creatures has vastly contributed to this, and there are rumors that
the High Council itself may be to blame.
Missing Fuel: Unaccounted Livna gas has been going missing from the local
reservoirs, depleting the already waning stores.
Terror from the Deep: Terrors encroaching from the deep mines are making
traversal of these tunnels quite dangerous.
GM’s Note
This story contains elements that differ depending on the party’s reputation
with one of two factions that hold authority in these mines, the Sorcian Guard of
Dalakbruel and the Malin Cartel. Characters will have the opportunity to either assist
the guards in uprooting the illegal organization, or the cartel by smuggling a “very
important shipment” out of the mines and on to an anonymous client that has a
stronghold to the south in the Badlands. A clever adventuring party may be able to
work for both sides, but will more than likely create a few powerful enemies if their
ruse is uncovered.

ASPECTS OF THE WAJUE MINES
Below are a list of Aspects that are common throughout the setting
and can easily be used in your game.
History of Mistrust: All doors in the Wajue Mines are securely locked locked,
requiring a successful DC 20 Dexterity check made by a character using
thieves’ tools unless otherwise specified.
Very Dark: While the blistering sun of Revilo scorches the Wajue surface with
blinding rays, the underground environment is dark, and in parts devoid of
light entirely. Sorcias navigate and illuminate their spaces with Livna gas lanterns. They can also rely on a unique network of optical crystals that penetrate
into the subsurface and transmit the sun’s light through sections of the black
tunnels. These crystalline structures are formed as a result of lightning striking
the desert surface, creating channels of molten sand underground that hardens into a crystal root system.
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Tunneling: A character with a digging implement may take the time to tunnel
any direction in the Wajue Mines, allowing them to create holes and passageways not depicted on the cards. Characters may use this to create traps for
their foes or simply to traverse the map with more ease. Adventurers beware,
tunneling into Livna gas deposits can be deadly. It takes 15 minutes to remove
5 cubic feet of sand in the tunnels of the Wajue. When tunneling, the sound
and vibrations triggers a roll on the random encounter table per 5 cubic feet
of earth tunneled. If the party is using powered equipment, two rolls are made,
generating an encounter if either roll is a result of 15 or higher. The Sorcia
guards in these tunnels will take great exception to any tunneling that is not
“approved and up-to-code,” as unauthorized digging is known to cause caveins, all too often at the cost of Sorcian life and months of labor.
Excavation: From time to time, the sandy soil that forms the Wajue Mines
gives way, collapsing into a heap of earth and support beams. To restore a
tunnel or chamber that has collapsed an adventuring party must excavate.
Characters may attempt to excavate a collapsed room, spending roughly 30
minutes per 10 cubic feet of sand removed. Every creature that takes part in
this task must make a DC 25 Constitution saving throw or gain a point of exhaustion from the laborious process. For each additional creature involved in
this task, the time required to complete is reduced and the Constitution saving
throw DC is reduced by 5, to a minimum of DC 10.
Authority of the Dalakbruel High Council: From time to time, the sandy soil
that forms the Wajue Mines gives way, collapsing into a heap of earth and support beams. To restore a tunnel or chamber that has collapsed an adventuring
party must excavate. Characters may attempt to excavate a collapsed room,
spending roughly 30 minutes per 10 cubic feet of sand removed. Every creature that takes part in this task must make a DC 25 Constitution saving throw
or gain a point of exhaustion from the laborious process. For each additional
creature involved in this task, the time required to complete is reduced and the
Constitution saving throw DC is reduced by 5, to a minimum of DC 10.

Denizens of the Wajue
Malin Cartel
Until roughly two centuries ago, the Malin were thought to be a fictitious species
that inhabited only the stories Sorcian mothers told their children to get them to
behave. Legends spoke of a dangerous people that dwelled in the deepest, darkest
places of the Wajue, wrangling and riding the great Livna worms for an unknown
purpose. The first recorded interaction between the Sorcia and the Malin was rather
unpleasant, as both peoples assumed rights to the tunnels below the Wajue Desert.
Malin tradition is deeply rooted in both raising and cohabitating with the Livna.
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Sorcias as a whole consider the Livnas to be almost sacred, and feel they should
be left alone and not handled or trained. The Malin cities lie far beneath where
the Sorcias reside and the Malin live there peacefully. A small, devious sect known
as the Malin Cartel deals with the outside world whenever it’s most profitable.
The authority of the Dalakbruel High Council is encroaching upon the Cartel’s
underground compound in the form of Sorcian soldiers enforcing their city’s
regulations. This threatens these Malins’ way life, which most Sorcias perceive as
improper and backwards.
Sorcian Miners
Sorcian miners are the people of the working class that operate, haul, heave, and
otherwise perform the grunt work in the Livna tunnels below the Wajue. The Sorcian
culture is built on the backs of these hard working citizens. The intricate knowledge
of mining methodology is thought by outsiders to be innate to the Sorcias. In
reality it has been developed within the Wajue mines, all too often at expense of
life and limb. It is well known that mining accidents and the shifting sands of the
Wajue occasionally cause tunnels to collapse without warning, burying unfortunate
workers under tons of loose earth. A long-lived Sorcian miner can often be heard
boasting of their near misses, reflecting their renowned skill as an excavator.
Miners in general are proud of their speed and efficiency at clearing collapsed
chambers. Aspiring youth often venture up the Tunnelway to find success in the
great City of Dalakbruel, but they typically find themselves back among the miners
within a year’s time, broke and jaded from the Sorcian family politics that govern the
land. Occasionally, a Sorcia will return with mining rights for a generous stretch of
tunnel. It is normally safe to assume that in these cases, the rights were earned by
rendering a great service to whatever House is presently in control of the Dalakbruel
Council, going well above and beyond the duties of a normal citizen.
Sorcian Guard of the Wajue Mines
A Sorcia of common birth has the option to gain their family favor by by enlisting
in the Court Guard as a young adult. These conscripts swear a sacred oath and are
drilled in single and ranked combat, as well as schooled in the laws of Dalakbruel
and the importance of the Nine Houses. The Court Guard keeps order within
Dalakbruel and up the Tunnelway into the mines, arresting those who dare break
the law of their Council. The Court Guard have developed separate divisions
devoted to different areas of their concern, including contraband removal and civil
peacekeeping. The most elite and trusted Court Guard eventually get promoted to
the Council Guard, tasked with keeping the Judges of the High Council safe from
assassination and espionage alike. Council Guard are granted a portion of tunnel to
be freshly excavated by the local miners. This grants the landholder first priority on
all precious gems and ores excavated from their estate, as well as exclusive mining
rights within 1 cubic mile of their new tunnel.
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A pair of suspended conveyor belts pass overhead in and out of
the mine. Those moving out are full polished brass canisters filled
with ores, while those moving in only hold empty canisters. The
few Sorcian miners and a foreman are filling wagons drawn by a
pair of blue-gray Caballies, and pay little attention to you.
Near the entrance is a signboard plastered with wanted posters
for known criminals in the area, offering a handsome reward in coin. Most of
these individuals are Malin, but there are a couple of Sorcias and even some
Outlander faces as well. You also see postings for well-paying deputized positions charged with the recovery and return of Livna eggs and gas.
Upon inspection, the adventurers will see several fliers and posters with names and
expertly rendered pictures of some of the tunnels most notorious offenders.
Criedow Scrubbottom is a burly, bald Sorcia wanted for breaching the Livna Concordant.
His crimes are listed specifically as the distillation and distribution of Ichor Liquor. The reward for his capture is listed as 150 gold pieces.
Groat Hizzarjat is depicted as a Malin that is missing his left eye, his dark, greasy hair
slicked back. He is wanted for a laundry-list of criminal activity, including facilitating the
illegal distribution of Ichor Liquor and general mischief. The reward for his capture is listed
as 150 gold pieces.
Jarta Kneffronx is a female Malin that is slight in build. Her crimes are listed as “obstruction of the Council’s justice, theft of Livna gas and eggs, and disturbance of the peace.” Her
reward is listed at 150 gold pieces.
Eurice “Scowl” Wellsforth is an Outlander with a particularly noticeable grimace, which
crinkles the skin between his eyes, making him look as though he is smelling something
foul. You can guess that his distinct glower is what has earned him his alias. His crimes are
listed as “poaching of Livna eggs and armed robbery.” The reward for information leading
to his capture is listed as 50 gold pieces.
Wazzle Fozbot is a hairless Malin with a distinct scar on his upper lip. Wanted for assassination of a Sorcia noble, his reward is listed at 1,000 gold pieces, and is the only poster that
has “Dead or Alive” printed along the bottom.
Giezal Garravossa is an obese, mustachioed Malin wanted for racketeering and suspected
murder. The reward for information leading to his capture is by far the highest of any of the
individuals listed, at 800 gold pieces.

On a successful DC 12 Intelligence (Investigation) check, it is revealed that there is
a stone button on the wall, just five feet outside of the cell.
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ROOM 1

However, the Dalakbruel High Council legislation, known as the Livna Concordant,
makes this practice illegal by Sorcian law.

ROOM 2

A mixture of off-duty guards, miners, and other locals are gathered around a large central campfire listening to a small jugband.
Suspended over the flames by a metal hook is a massive cauldron. You can hear bubbles and pops as the delicious-smelling
stew simmers. Along one edge you see what looks like a hand
pump for a well. Dug along the walls of this room are simple
dwellings.

There is a distraught looking Sorcian woman (Tiera Siltwater, see page 58) among the
crowd who wants the adventurers to retrieve her husband’s remains. He had a Watchful
Eye family heirloom that was her father’s with him that she also would like back.
Tiera reveals that he was killed by horned, bug-like creatures to the northeast of this very
campsite.
The guardsmen will let the party know of the troubles with poachers escalating in the recent months. If the party agrees to help combat the poachers the guard captain will give
them each a metal badge, granting them authority to confiscate contraband and imprison
those caught in possession. The guards make it clear that this does not permit them to kill
or hurt anyone except in self-defense, and to knock perpetrators unconscious rather than
kill them.

If adventurers are seeking passage into the tunnels:

“How’re you folks doin’ today? First time in the Wajue? What’s your purpose
for visitin’ the tunnels today? How long do ya plan on staying?”
If adventurers are seeking passage into the tunnels:

“How’s the tunnels today? Did you witness any suspicious Malin activity?
What’re ya transportin’ out? Where’s your cargo destined?”

Guards will check for Livna eggs and other contraband with those on the way out of the
mines. On the way in, if the party answers the guards’ line of questioning satisfactorily, they
will get badges granting them the authority to carry out the law and capture any involved in
the Livna egg cartel. The guards make it clear that this does not permit them to kill or hurt
anyone except in self-defense, and to knock perpetrators unconscious rather than kill them.

10

ROOM 3

As you enter this room, six armored Sorcias jump to attention.
One of them holds out their hand in authoritative greeting and
begins questioning you in a friendly tone.

ROOM 4

As you enter this room you’re greeted by a matronly Sorcia
woman from behind a long wooden bar along the wall, and the
cacophony of a crowd deep in their cups. The wood-burned
sign above the bar reads “Ma’s House.” You can overhear the
barkeep as she speaks loudly to a parton:
“I’m really worried about the poor dear, I don’t think he understands just how untrustworthy folk in the deep mines can be.”
She then turns, greeting you warmly, and introduces herself simply as “Ma.”

If asked to elaborate she will readily tell the party of her nephew, U’lah, who is a naive merchant trying to corner the trade market with the Malin, and their deep mine resources. She
will ask the party to bring him back to her if they happen upon him in their journeys.

ROOM 5

If U’lah is returned safely to Ma, she will gift the party with a leather wrapped flagon with
silver filigree inset in its base, handle, and rim. She says it’ll allow you to “outdrink anyone in
these mines, or pretty much anywhere.” This is the Flagon of the Pure. See Page 62

As you enter the room you recognize what was formerly a
vertical mine shaft. Long drained of mineral and Livna gas
wealth, the walls of this high-ceilinged cavern are now lined
with small alcoves. The pockets have become the residences of
miners and other poor families.
Each dwelling is closed from the open cavern by either a cloth
sheet or skin door.

At the Players Request: A character who succeeds on a DC 11 Perception
(Wisdom) check notices there to be a few lit fires flickering from alcoves
scattered about.

Sargus Amplcart is the only miner who takes an interest in the adventuring group, and will
beckon them into his home. See Page 57
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ROOM 5 Con’t.

Sargus was employed by the Slatesaw Sorcian noble house, and tasked with the extraction
of Livna gas, originally reserved for workers of a future generation. This stolen gas was then
funneled through a black market connection. It was returned to the main supply, and labeled
a “surplus.” The Sorcian peoples enjoyed the impression of prosperity during the Slatesaw
regin so much that many called for the first ever double term for a noble house.
Sargus’ only evidence of these events is a pendant belonging to Slatesaw House that authorized the premature extractions of Livna gas. Sargus misplaced the pendent deep down in a
Livna gas extraction tunnel in the old mines, and doesn’t remember exactly where. He wants
to redeem himself by revealing that the Slatesaws have cheated the mining class out of their
fuel stores. He is very afraid of what will happen to him and his family if any of the Slatesaws
find out that he did not keep their secret.
If the adventurers agree to bring back his evidence, he will give them an embarrassed warning of the explosive mines he rigged in the extraction room as a defensive measure. He says
“Forgive me, it was a long time ago.”

If the adventuring party explores the bottom of this mine they clearly see several stalagmites lining the floor of this cavern.

A character who succeeds on a DC 20 Wisdom (Perception) check notices
that these stalagmites seem to quiver slightly with each footfall of the party.

At the Players’ Request: A character who succeeds on a DC 24 Intelligence
(Nature) check notices that the stalagmites are in actuality Ruchong, vicious
bug-like creatures, that are known to hide underground posing as stalagmites
with their top horns exposed while awaiting unwitting prey to venture past.

When you walk through the opening into the mine shaft
the rubble on the floor tumbles through the grated metal
scaffolding that has replaced the floor beneath you. The stones
topple and clang, echoing through the empty abyss.
The dirt and stone floor here gives way to wooden scaffolding
lining the walls and descending downward. There is also
scaffolding leading across the room to the other side. This mine is dark and
abandoned, as all of the valuable ores have been depleted.

At the Players’ Request: If a character wishes ascertain the depth of this
cavern, they may throw a small stone of other comparable object down this
mine shaft. After a few seconds it can be heard colliding and skittering to a
stop on the hard-packed mine floor, indicating the floor of the mineshaft to be
roughly 200 feet down.
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As you enter into this well-maintained passageway, you hear a
frustrated voice stammering protests as a well-dressed Sorcia is
backed into a corner by six tough looking Malin thugs.

The well dressed Sorcia is U’lah, Ma’s nephew. See Page 60. He has a coin
purse on him containing 200 gp. He is intent on striking up a small trade deal with the Malin
organization in these tunnels. The Malin thugs insist they are sales representatives intent on
making such a deal, but this is obviously untrue.
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ROOM 8

Peering down into the void the adventurers can feel the insides of their stomachs turn and
they become eerily aware that the the mined void extends well over 100 feet into the deep
black space.

The walls of this space are lined with descending scaffolding all the
way around. Several Sorcias are rigged up to harnesses, repelling
down to access the valuable ores with their pickaxes and gas-powered hand drills. Even more miners stand on the upper scaffolding.
There is a sturdy-looking series of planks reaching the tunnel on the
other side of this relatively shallow chasm. The echoing of the drills
and pickaxes reverberates loudly, rattling your entire being.

ROOM 7

ROOM 6

Once any one creature is sufficiently surrounded, several Ruchong burst from the ground
underneath the stalagmites, attacking immediately.

ROOM 9

The hallway seems well worn, and many sets of cart tracks and
Cabally hoof prints have marred up the floor. Along one wall
there is an optical illusion making it look the the wall continues
on, but there is an opening.
In the recess you see a plump Sorcia wearing goggles, a thick leather apron,
and gloves. He glances up at you momentarily before continuing his task. To his
side is a basin-like forge. Pistons move an automated billows that is causing it
to glow hot and bright.

There is a small alcove within the hallway that appears to be empty.

A closer look will reveal that these are standard Livna gas lanterns that are
refillable. The bottoms of the lanterns have a connector end that matches the Livna canisters
that are present throughout the mines.

Part way down the corridor the tunnel floor gives slightly.

Tapping on the surrounding tunnel will give the distinct impression that the adventurers are
above a hollow spot where the tunnels overlap.

As you peer down the the dark corridor your sense of the space
is muted in the pitch dark. As you breathe, the pungent odor of
Livna gas and sulfur assaults your nose and burns your eyes.

Nestled within this alcove is a large boulder at the end of a
passageway.

A character who succeeds on a DC 16 Perception (Investigation)
check reveals that this boulder has been disturbed recently.

A Sorcia with a Cabally-drawn wagon full of shiny brass canisters
is methodically wrenching the canisters into place. He connects
them to a nozzle protruding from the wall, and then turns the
valve. A low whooshing sound escapes as a large dial on the side
of the canister slowly rotates to read “full.” He does this again
and again, replacing the full canister each time and filling another. From time to time he carefully loads the canisters he has filled
into the cart and continues his task.

At the Players’ Request: A creature that succeeds on a DC 16 Strength check
can move the boulder, revealing a small, rusty box with nothing but a piece
of parchment in it. The crumpled parchment reads “Ruchong Stew.”
“Ruchong Stew” is a password currently being used by the Malin Cartel.
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ROOM 13

ROOM 10

At the Players’ Request: A character who succeeds on a DC 14 Wisdom
(Survival) check discovers that the Cabally tracks seem to pass through the
wall of the alcove.

ROOM 12

If the adventurers attempt to engage this character in conversation, Phossle Rockheimer
will continue to work, apparently ignoring the group. See page 56. This Sorcian smith will do
business with anyone this far back in the mine so long as their coin’s good, but the gruff artisan detests idle small talk. “Get to the point. Pay for the service, and get on with yer life,” he
grunts as his hammer smashes the orange-glowing metal. Phossle will sell the party digging
tools and simple weapons of his own make if asked. If he is especially impressed with the
party, he might let them have the Wormrider’s Whistle, a flute-like instrument carved from a
Livna tooth. See page 64.

As you pass down this tunnel, you notice hanging lanterns that
look as though a flickering invisible wick perpetually burns where
torches would normally line the wall. There is a canister attached
to each.

ROOM 11

As you enter into this corridor you can hear the rhythmic
clanging of a hammer on an anvil.

ROOM 14

Inside this hidden alcove, piles of sand and earth are chaotically
strewn about.

If they choose to dig here, the adventurers will uncover a
locked strongbox. Picking the lock requires thieves’ tools and a
successful DC 22 Dexterity check.

ROOM 16

The straight hallway is lit by Livna gas torches, but the hallway
forking off of it is completely dark.

This is the magical artifact Lightning Glass, see page 62.

As you approach the end of the tunnel, you notice an old blind
Sorcia clad in gaudy trinkets and hammered Sorcian jewelry.
You notice that his garb is tattered and torn as he peeks his
head toward in your direction.
This is Dirt. See Page 43. If Dirt notices the adventurers:

As you enter the open tunnel you can hear echoing whimpers
and taunting voices. Away from the main path of the tunnel you
see six Sorcians guards. They have detained a small Malin and
appear to be abusively rifling through her belongings, and
mocking her angry protests for their own amusement.

He shouts, “Livna and peace be with you,” and shakes a bronze
cup that clinks with the few Cree copper inside.

ROOM 17

ROOM 15

The strongbox, when opened, reveals a solitary, glass orb about the size of a grapefruit.

This Malin is Jarta Kneffronx (see page 51). She is wanted by the Sorcian guard for misdeeds
and general mischief making. However, these guards do not realize who she is as of yet.
This Sorcian holy man lost his sight long ago, and has taken to the life of a beggar. He is
awkward and brusk, speaking in silly and slightly crazed patterns. He asks adventurers to
call him “Dirt.”

At The Players’ Request: A character that succeeds on a DC 15 Intelligence
(Investigation) check learns there to be two hidden passageways leading out
of this room. Note that these should be taken as separate checks to find each
passageway.

A metal holding cell has been excavated from this tunnel and
reinforced with stone along the wall. Inside the dingy cell is a
lone and dejected looking Malin, dressed in fine but torn clothes.
There is a small table with chairs with cards dealt for two in the
space outside the cell.
.
The floor and walls of the cell are not made of the loose wajue sands, but reinforced
stone. Tunnelling is not possible from this location.
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Room 18

If fed or paid he will recount what seems to be a mythological connection between the
Livnas and Sorcias as though it were gospel. He will also speak ill of the Malins for not observing the sanctity of the Livna worms. If given 5 or more gold pieces, he will draw forth
from his tattered robes a small corked vial containing a sickly green potion that bubbles and
fizzes slightly when opened. He will explain that the smell of these Livna Pheromones will
calm and soothe the sometimes aggressive Livna worms. He will also reveal there to are two
hidden passageways leading out of this room, but that the Malin frequent them and don’t
take kindly to outsiders in their secret tunnels.

A character who succeeds on a DC 15 Wisdom (Perception) check notices an
off-color portion there to be an off color portion of wall. If pushed upon it
slides away to reveal a secret room.

ROOM 18 Cont.

You hear the faint sound of water sloshing, and feel oppressive
humidity immediately upon entering this dimly-lit grotto. Before
you is an opaque, black pool that takes up a large portion of the
room.

If Tizrad is released he will tell the party to go to his uncle’s place, giving them directions to
the Weeping Wormling (Room 45). Tizrad will describe the cartel’s secret smuggling paths,
and warn them of any traps along the way. “Tell them Tizrad sent ya, and the password’s
Ruchong Stew!,” he yells a bit too loudly as the adventurers travel down the tunnel. The party
may be greeted much more favorably by the members of the Malin Cartel because of this
interaction.

Thirty feet below the pitch-black surface of the water there is a circular,

ROOM 20

The prisoner is Tizrad Garravossa (See Page 59) , nephew of the Don of the Malin Cartel. He
was arrested during a shakedown-turned violent altercation in Room 61. The holding cell is
locked.

5 foot by 5 foot opening at the corner of the pool. A discarded grate of
comparable size has sunk to the bottom, rusted and half buried by silt and
sand. The opening appears to be an old drainage pipe or aqueduct of some sort.

On the walls as you enter into this chamber you notice a very
tasteful fungal wreath arrangement. It has prayer trinkets and
eulogies fastened throughout. The room is dimly lit and spacious, with 40-foot ceilings. Stalactites and stalagmites are
scattered around the otherwise open space. An eviscerated
Sorica lies in the middle of the room.

Immediately upon entering this area you can tell that the floor is
unstable. The ground moves beneath you with each step as it is
filled with white desert sand from high above these tunnels.
The occurrence of a sand drift of this size inside the tunnels is a little out of

The corpse is the husband of Tiera Siltwater from Room 2.

A character who succeeds on a DC 17 Wisdom (Perception) check notices
that the stalagmites seem to quiver very slightly with each of the adventurers’
footfalls.
Once a party member has traversed the room far enough to be surrounded by the
insectoid monstrosities, the stalagmites reveal themselves to be the tophorns of a
swarm of no fewer than five Ruchong.

place but the only way through the chamber is across the sands.
Under the sand in the center of the room is a switch to activate a trap. If all
creatures traverse this room without disturbing the central switch, the trap is not activated
and the encounter is bypassed.
Movement through this room is halved, as the loose sand creates difficult terrain. The path
and strategy for navigating the unstable field must be well described. When the 10 foot by 10
foot pressure switch in the center of the chamber is triggered, an immediate destabilization of
the already loose sand occurs, forcing the creatures and sands spiralling through an opening

If searched, the only item of worth the Sorcia has is a flat, round locket in his
waistcoat pocket, similar in size and shape to a large pocket watch.

When the locket is opened, where the clock face would be is a solitary yellow eye
darting around the room, looking at each of the party in turn.

A character who succeeds on a DC 14 Intelligence (Nature) check recognizes
that the eye is that of a Neergnas.
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underneath.

If the pressure switch is activated, all creatures in the room must make a DC
17 Strength (Athletics) or Dexterity (Acrobatics) check. Failure means the
creature is swept downward through the sand, vanishing from view of those
still in the upper portion of this room. Those that vanish are dumped from the
ceiling in Room 18, locked behind the bars in that room. Alternatively, the GM
may use this to put the player characters wherever they see fit. The hole they
fall through grinds closed with a heavy rumble of stone immediately after
expelling the adventurers.
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ROOM 21

ROOM 19

The opening leads to a small, damp room with a small corridor.

ROOM 22
ROOM 23

The deep sand that makes up the floor to this tunnel is loose
and difficult to travel through. You notice that the alcove just
off this corridor is uncharacteristically green and lush compared to the surrounding tunnels.
The ground in this room is difficult terrain.

the party the several useless magic items that he will try to sell at exorbitant prices.

If Luvkegg deems the party to be gullible enough, he will try and sell them
the “Livna” egg. If a character succeeds on a DC 14 Intelligence (Nature)
check they recognize that the egg is a Strewthua egg, not a Livna egg. If
the check succeeds by 5 or more, the character determines the egg is mere
hours from hatching.
* Strewthuas are tall ostrich-like avians who are at home in the water. These stunning crea-

This alcove is very green and lush with vegetation compared
to the rest of the tunnels in these mines. There is obvious evidence of a small fire circle, although it has long gone cold. Near
the wall is a small pool of water with bubbles coming up from
the center. Sunlight refracts down through crystals that branch
out from the surface hundreds of feet above. This provides a
scant amount of sunlight in the area.

The water is bubbling up from a natural spring deep below the surface of the Wajue. It is
clean and invigorating to drink.

tures can be found along the shores of the Salts. They spend their days swimming in the
Salts bay, and come ashore in the evenings to roost in their elaborate nests. Their eggs are
large and very difficult to come by.

Luvkegg may also tell them of a passageway to the north, that leads to his “home away
from home,” the Weeping Wormling Speakeasy. If he’s really impressed with the party, or
they bribe him enough, he will reveal the most recent password to be “Ruchong Stew.”

Extract of Livna (75 gold pieces): According to Doc Luvkegg, applying this pungent salve
topically will make the creatures friendly to you and even obey minor commands you give

A short rest here counts as a long rest.

ROOM 24

Luvkegg claims to have a Livna egg for sale, for a very affordable price, but will only show

them for a short time.

Entering the room you see a Malin dressed in a flamboyant
striped waistcoat and matching plumed bowler hat. He wears
a brightly colored mask to match, embellished with a long,
beaklike nose and goggles. He is standing next to an elaborately decorated wagon hitched to a pair of Caballies with “Doc Luvkegg’s Alchemical Marvels & More” painted boldly across the
side. The room is dimly illuminated by light-refracting crystals
that invoke the dappled lights of a stage show or carnival.
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Bag of Useless Things: Produces: dry rotted rubber bindings and brittle parchment clips,
no more than 3 copper, candles that relight as soon as you blow them out, a perpetually
ringing alarm clock, and a box of matches that put themselves out immediately.

As you enter into this dimly lit room you notice drab and thick
rootlike vines draped all along the walls of the corridor. There are
piles of bones of all sizes and shapes littered around the tunnel.
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ROOM 25

Luvkegg claims to have a Livna egg for sale, for a very affordable price, but will only show
the party the several useless magic items that he will try to sell at exorbitant prices.

“Legends speak of the Malin people taming and even riding the Livna worms
of ancient times. perhaps this is a clue as to how this was accomplished?”

ROOM 25 Cont.

You emerge from the corridor into this room to see six Malins
and four Outlanders.

The group will have crossbows trained at the party if the characters did
not try to use stealth when approaching.

ROOM 28

At The Players’ Request: A character who succeeds on a DC 15 Intelligence
(Nature) check recongizes these as Grabvines, one of the most dangerous
predatory plant species on the Revilian continent. They thrive in more arid
and dark environments by encapsulating prey within their rolled up vines and
using hairlike needles to begin to drain the prey of all its water and nutrients.
If the check succeeds by 5 or more, the character also knows the native range
of this species is within the Forest of the Dead. Many of the more unsavory
Revilian species have taken to using Grabvines as a defensive measure. This
particular Grabvine patch is hungrier and far more stressed for water and
nutrients than any the adventurer has known.

“What’re you lot doing here?” one of them inquires angrily. “You got the
password?” presses one of the Outlanders, brandishing his crossbow at you
and your companions..
This encounter could be combative or social, depending on the party’s approach. Regardless,
the inhabitants of this camp will absolutely not want the party to be aware of their Livna egg

ROOM 26

This open room is dimly lit by gas-powered lanterns hung on
the wall.

A character who succeeds on a DC 12 Wisdom (Perception)
check notices that there are digging tools leaned against the
far wall, there seems to be evidence of the beginnings of a
tunnel that remains unfinished.

When examined, there is a mining pick among these tools that stands out for its incredibly
intricate headpiece. This is the magical artifact Mining Pick of Divining see page 63.

At The Players’ Request: A character who succeeds on a DC 15 Intelligence
(Investigation) check discovers a hidden alcove (Room 29) with a secret
entrance. If the check succeeds by 5 or more, the character discovers a
concealed trap on the entrance. It is trapped by a spring-loaded, bladed
pendulum designed to split unwitting looters straight down the middle.
The secret entrance is trapped. If the door is tampered with, a creature must
make a DC 15 Dexterity saving throw or take 7 (2d6) slashing damage, or
half on a successful save.
Eurice “Scowl” Wellsforth: This Outlander has a particularly noticeable grimace, which crinkles the skin between his eyes, making him look as though he is smelling something foul. See

ROOM 27

page 48.

As you walk into this large expanse, the earth begins to tremble
under your feet. Sand falls from the walls and ceiling as a
huge, tubelike creature with segmented armor plating bursts
forth from the tunnel floor in front of you. Most of its head is a
round, toothy maw of dripping, gnashing teeth. It wails loudly
and attacks with unbridled ferocity.

Wazzle Fozbot: This otherwise hairless Malin wears a very prominent mustache and has a
nervous twitch in his eyes. He is wanted for the assassination of a Sorcia belonging to a noble
house. He has been falsely accused, framed to take the fall for the heinous crime.

A Livna bursts from the floor and is hungry to attack.
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ROOM 21

stash (Room 29). They will defend this stash with their lives.

ROOM 29

As you enter into this room you realize that it’s filled with
massive, crisscrossing crystals jutting out of the floor of the
cavern in all directions. These crystals are so densely arranged
that traversing the cavern is difficult and you do not immediately
see a way through to the other side.

ROOM 32

There are seven unspoiled Livna eggs in this secret room.

If traversed without knowledge of the safest path, the brittle crystals will begin to crumble

This room is divided by a great chasm approximately 40 feet
across. You cannot see the bottom when you look down in the
dim light.
The bottom of the chasm is only 30 feet deep, with a unnaturally black
stone floor restricting vision. The sides of the chasm are made of crumbling sand that looks impossible to climb up.

A blinding light fills this entire room, and it feels as bright as
the suns. As the brightness overwhelms your senses, you could
almost skip over the rancid smell of decay if it wasn’t so strong.
The floor to this room has large holes that are not noticeable while the
light is shining blindingly at the entryway. The visual acuity of all adventurers is drastically impaired by the blinding light and/or afterimage of
that effect.

Creatures in this room make all Perception checks with disadvantage. Creatures with darkvision are considered blinded while inside the room.

At The Players’ Request: A character who succeeds on a DC 20 Wisdom
(Survival) check finds the safest route through the crystal-cluttered cavern.
If traversed without knowledge of the safest route, the brittle crystals begin
to crumble under the weight of the adventurers. Creatures not following
the safest route must make a DC 15 Dexterity saving throw, taking 14 (4d6)
bludgeoning damage as the crystalline debris collapses upon them, or half
as much with a successful save.

Entering into this corridor, the sound under your feet changes from dirt and sand to something more metallic. As the path
curves around you see a thick, metallic post passing vertically
through the middle of the hallway. There is one large lever fastened to the floor.

If the lever is pulled, the entire room smoothly rotates clockwise 90 degrees (rotate the
card), allowing passage into the rooms to it now connects with, but cutting off passage
where it is blocked. If it is pulled again, the room shifts back into its original position. The

A character who succeeds on a DC 14 Wisdom (Perception) check notices the
massive holes in the floor. A failure in this check, or a failure to communicate
the existence of the hole in the floor may result in one or more creatures
falling into these pit traps.
If a character reflects the blinding light back into the room from a corridor, they will see the
room is lined with light-refracting crystals. If the light is obstructed from the refracting crystals the room will become pitch dark.
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local Sorcian guards possess devices that allow them to do this remotely.

The heavy iron door to Room 34 is cloaked by a minor illusion effect.
A creature can determine that it is an illusion with a successful DC 15
Intelligence (Investigation) check.
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ROOM 33

ROOM 31

ROOM 30

under the weight of the adventurers.

ROOM 34
ROOM 35

The walls of this small armory closet hold a cache of armor and
weapons designed for use by the Sorcian guards of Dalakbruel.
Items in the closet include:
3 Crossbows and 21 bolts

3 small-sized half plate suits of armor

4 spears

4 shortswords

This collapsed mine shaft has no clear exit other than the way
you entered it. The cavern is devoid of light and stalactites and
stalagmites protrude from the floor and ceiling. On the floor
are old sigils, broken and dusty from years of neglect.
A swarm of eight Ruchong have taken up residence here, attacking once
they’ve got the majority of the party surrounded. One of the Ruchong
has eaten an Augmentable Destablizer (see page 63), and perhaps its
most recent owner. Treat one of the Ruchong as if it has the blink spell
cast upon it for the duration of the encounter.

ROOM 36

There is a clear path cut through the cobwebs covering the
floor and walls. A pile of crates, barrels, and chests occupy the
corner of the cavern. There are discarded mining tools leaned
up against the far wall.

A character who succeeds on a DC 17 Wisdom (Survival) check
will notice that there is evidence of some of the carts turning
right and disappearing into the wall. There has been an obvious attempt to
conceal these ruts leading to the right.

At The Players’ Request: A character who succeeds on a DC 17 Intelligence
(Investigation) check finds a small button there to be a small button
cleverly disguised as a stone on a flat portion of the left wall. When this
button is pressed there is a low grinding sound as the left wall of this
corridor lowers slowly, revealing a corridor.

As the stone wall grinds open, you see what you recognize as an
entrance to a secret corridor. The stone path in front of you is
worn from the repetition of stone walls opening.

At The Players’ Request: A character who succeeds on a DC 14
Intelligence (Investigation) check discovers that the tiles just
beyond the secret door are depressed slightly, indicating a possible trap. If
the check succeeds by 5 or more, the character also notices that there are
brass canisters propped against the wall, poised to propel gas through a
series of lit torches. Each torch has a snuff hanging by a fine chain from its
shaft that can easily be reached by a Medium or larger creature.

If any of the webbing is disturbed, a Salazarite swarm attacks!

A character who succeeds on a DC 15 Intelligence (Nature) check recognizes
these to be Salazarite webs covering the room.
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Livna Flame Trap: When a creature steps on the indicated space they must make a DC 18
Dexterity saving throw or take 16 (3d10) fire damage. When this trap is triggered flame
spews from gas canisters positioned around the newly-revealed passageway.
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ROOM 38

At The Players’ Request: A character who succeeds on a DC 20 Intelligence
(Arcana) check recognizes that the runes on the floor are old teleportation
sigils, and this appears to be a defunct teleportation circle. It is beyond repair,
but if the adventurers have an Augmentable Destabilizer they may use it as an
action in this room to teleport to Room 58 in the Icy Divide at your discretion.

Entering the hallway you can clearly see that there are ruts worn
into the floor along the hall leading into the next room. This is
obviously a busy thoroughfare.

ROOM 37

As a secondary precaution the door is locked, requiring a successful DC
18 Dexterity check made by a character using thieves’ tools.

ROOM 39

As you enter into this crossway tunnel, all seems quiet. There
are lanterns burning in each of these corridors.

At the Players Request: A character who succeeds on a DC
19 Intelligence (Investigation) or Wisdom (Perception) check
finds a tripwire in the middle of the crossway, as well as a
weighted net suspended from the ceiling.

Once the tripwire is triggered, the weighted net will fall upon the creature that tripped it and
any creature in a 10 foot by 10 foot space, as shown on the card.

A creature must make a DC 12 Dexterity saving throw or be caught in the net.
A creature caught may remove it with a successful DC 18 Strength check.

ROOM 40

Once the adventurers pass the center of the cross-tunnel or the trap has been sprung, the
sound of a bird whistle echoes down the tunnel. A veritable warband of five Malin thugs keen
on relieving the party of their valuables come down the tunnel. If the password “Ruchong
Stew” is mentioned the Malin will release the party and leave them alone. They will not,
however, ask for it directly.

As the corridor begins to open up, you hear the gut-wrenching sound of snapping bone and tearing sinew. Before you is a
pack of skinless Hundenfiends, greedily feasting on some unfortunate creature.

There should be no fewer than six, and you can add more at your
discretion. The Hundenfiends seem to be preoccupied with their meal,
not immediately noticing the party. If the party enters within 15 feet of
the feeding, the Hundenfiends will attack. The corpse is that of Medium-sized humanoid, but
it’s far too mangled to discern further details.
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ROOM 41

Deep below the pitch-black surface there is a circular 5 foot by 5 foot
opening, and a discarded grate sunk to the bottom. The opening appears to be a drainage pipe of some sort. It seems to be the way into
the next room.

A creature that succeeds on a DC 12 Wisdom (Perception) check notices that
there is a corpse of an Outlander lying half decayed in the center of a thick
patch of the fungus. The cadaver has small mushrooms sprouting on top of
it. If the check succeeds by 5 or more, they will also notice a faint green mist
hovering in a 10-foot cloud around the mushrooms.

ROOM 42

Veil’s Kiss: Whenever a creature enters within 10 feet of a cluster of these toxic mushrooms,
they release a noxious, paralyzing cloud. Each creature within 15 feet of the Veil’s Kiss must
make a DC 16 Constitution saving throw or suffer 16 (3d10) necrotic damage, and become
paralyzed for 1 hour. On a successful save, the creature takes half damage and is not paralyzed. The Veil’s Kiss repeats this attack once at the top of every round, as if in combat, until
there are no longer creatures within range that are not paralyzed.

This room is pitch dark with no source of light. The sound of
flapping and chittering overhead is constant. It feels as though
hundreds of creatures are swarming above your heads.
The party has come upon the annual mass mating of the Neergnas, in
which the batlike creatures come together to diversify the genes of their
successors by mating with those of another colony. Disturbing or shedding direct light onto the swarm of mating creatures will result in eight
to ten Neergnas Colonies descending upon the party, attacking them
with great ferocity.
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The two Sorcias who seem to be leading this expedition introduce themselves as Phineas
Cogschild (see page 55) and Erzor Wimpledorf (see page 47) they will greet the
adventurers nervously at first, but calm down once they realize the party isn’t in the
employ of the Sorcian Guard.
If the party happens to be in the employ of the Guard and wearing visible badges, the
Sorcia will try to explain that they are working for the High Council. Their research being
conducted here is however a direct breach of the Livna Concordant.
Cogschild and Wimpledorf are currently in disagreement as how to proceed with the
Livna. Cogchild is preparing to dissect the creature while Wimpledorf is advocating they
take non-lethal samples of the creature’s skin and ichor.

The end of the tunnel ends abruptly in what was once supposed to be a hidden door. Now it is so worn and heavily used,
it is easy to see how to enter into the room. As you enter, the
door swings open to the sounds and smells of a busy kitchen.
This kitchen is designed to prepare meals to order, and the
loud, angry, bald Sorcia line cook is chopping away. Against
the long wall near what looks like a stove you can see a series
of small metal tubes that curve and twist around into a refitted
brass gas canister that is set over a heat source. This apparatus is connected
to other bronze containers and pots.
A creature that succeeds on a DC 14 Intelligence (History) check recognizes
this as a distillery, presumably to produce the notorious Ichor Liquor.
A waitress, Kotia Babblebap bustles in and out of the space toting additional plates or side
dishes each time she passes through.
Criedow Scrubbottom (see page 42) is a loud, angry, and bald Sorcia who is madly chopping what looks like mushroom caps and roots, and then tossing them into a massive
boiling stewpot. When he sees strangers in his kitchen he gets furious and throws both
obscene insults and cooking implements at the party until they leave or make themselves
useful scrubbing dishes, pulling stems off mushrooms, or picking rocks out of the grits
grains.

32

ROOM 44

At the Players Request: A creature that succeeds on a DC 15 Intelligence
(Nature) check knows these to be Veil’s Kiss, a deadly variety of predatory
fungus. It is known to release a cloud of damaging and paralyzing spores
whenever it detects prey within 10 feet of an exposed cap.

As you enter into this room you immediately see a young Livna
sandworm, bound by nets that are staked into the ground. Surrounding it are five Sorcias. They are prodding the Livna with
needles, measuring its dimensions, and extracting ichor into
small vials. The Livna is breathing deeply, evidently sedated by
these Sorcia researchers.

ROOM 43

The foul stench of moist decay assaults your nostrils as you
transition into this strangely humid alcove. A large portion of
the room is taken up by a deep, dark pool. Growing from the
floor and walls are large, speckled mushrooms.

ROOM 45

This dimly-lit bar is inhabited mostly by Malin, with a few Outlanders and Sorcias interspersed. You also notice a group of six
dangerous looking Cokathralis trying not to look anxious while
staring at a long stretch of wall that has no connecting corridors. A band in the
corner plays a jaunty, slightly off key tune, while female Malin dressed like belly
dancers move in tandem with the music around the bar. A carved wooden sign
is attached to the wall that reads, “The Weeping Wormling.”

The barkeep sells strong drinks distilled from Livna ichor. It is very expensive, and also illegal.

Lord Fraveous Tilthe, (see page 52) Horvath’s emissary, is here enjoying a beverage. The
well-dressed Outlander will continue to order Ichor Liquor for any individual in conversation
with him. If he is engaged by any party members, he will begin to impart important information about his dealings with the Malin Cartel by the third round of drinks. Another round of
drinks and he will begin to get tipsy.
If at any point an adventurer refuses Tilthe a drink (or fails their saving throw) he will get
offended and exclude them from conversation. He has advantage on saving throws against
poison and only must save once every four drinks, instead of every two.

For every two rounds of Ichor Liquor a creature consumes they must make a
DC 10 Constitution saving throw or fall unconscious for the next thirty seconds
and are considered “drunk” (poisoned) for the next hour. The DC increases by
5 for each subsequent drink of Ichor Liquor until the character refrains from
consuming more, rehydrates by drinking water, and completes a short rest.
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Most of the merchandise is being loaded into false-bottomed carts
and loaded with gas canisters to be filled by burly Malin workers. Once
hitched to a pair of Caballies, these carts are indistinguishable from
those utilized by the miners.
If the party is interested in aiding the Malin Cartel, they may be outfitted with one of these
carts that is brimming with full Livna gas canisters. They will be instructed to deliver it to
Kaldor, a powerful Greyskrull chieftain residing in the Badlands far south of here. His specific location is marked on a map of Revilo that is given to the party, with detailed instructions on how to contact Kaldor once they arrive. They are warned that if they party betrays
the Malin “they will be sorry”. This organization is to be taken seriously.

This room smells faintly of rotten eggs, and is dark without any
light sources.
If the adventurers have a light source, a glint of something metallic reflects from under the dirt. This is the Slatesaw House Pendant that was
lost by Sargus Amplecart (see page 57).
This entire corridor is trapped with landmines, a fact the adventurers
would be unaware of if they haven’t encountered Sargus Amplcart.

A character who succeeds on a DC 13 Wisdom (Perception) check notices
that there are scattered instances of slightly upturned earth all over this
chamber. These can be avoided easily enough if noticed, but the mines
will detonate if stepped on. Any creature in a5 foot radius when the mine
detonates must make a DC 15 Dexterity saving throw or take 16 (3d10)
bludgeoning damage, or half as much on a successful one.
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ROOM 47

Groat Hizzerjat, Barkeep (see page 49) “What’ll ya have, gorgeous?” the greasy, one-eyed
Malin laughs at you, as if he just told you his favorite joke. His voice is like gravel and broken
glass, his demeanor is not much different. If the adventurers impress him or drink too much,
he’ll amuse himself by letting them in to see the boss, who he says “been lookin’ for a group
like youse.”

Entering into this open space, you see there are a few market
stalls set up with illicit goods for sale, including Livna eggs and
Ichor Liquor by the cask.

ROOM 46

If the party knocks on the door at the end of the hallway, a small rectangular slit slides open, and a gruff voice angrily demands a password. The
adventurers will not be allowed entrance to the bar without the password “Ruchong Stew.”

ROOM 48

This torch-lit hallway appears to be rather unremarkable,
although it does seem to go on for quite some time.

There is a dried skeleton half buried at the curve of the tunnel.

ROOM 49

Whenever a creature attempts to leave this tunnel, they appear back on
the space on which they entered. On the wall a faded sign simply reads
“K-L-A-W.” The only way to exit these corridors and progress into the next room is to walk
backwards out of them. On the floor is a cracked, dusty mirror. This is the Looking Glass of
Deflection (see page 63).

This large room is greatly unoccupied. Looking around the
space you see a small clearing with hooks in the ground for
traveling tents. Along one wall there is what looks to be a
natural opening that has been boarded up.
The boarded up opening leads to Room 50.

At the Player’s Request: A character who succeeds on a DC
13 Intelligence (Investigation) check locates a small bound
journal tied with string, dusty and weathered but still legible.
It is so dirty that it was camouflaged by the ground.

ROOM 50

Inside the journal are the field notes of a Sorcian explorer and naturalist, describing the
nature of the formations within the tunnels, along with some exquisite sketches of the
crystal caves.

This alcove is littered with broken adventuring gear, cracked
mugs, and ripped papers. You see a spring mechanism attached from the back wall to the largest board in the barricade
that normally blocks access to this room. This seems to have
been a trap that hasn’t been reset from the last time it sprung.
Leaning up against the wall is a bolt of canvas rolled around a
bundle of flexible cane.
This is the Safety Tent. see page 64

35

ROOM 51

Entering into this room, cobwebs stick to your feet and brush
against your arms. There are no lights illuminating this space.

A Hundenfiend (see page 66) raised from a pup can make a stalwart ally
and loyal companion if separated from its pack early and trained with
discipline and compassion by a capable handler. They will begin to see
the adventuring party as their “pack,” and their main handler the
“alpha” of that pack.

Several egg sacs, roughly 3 feet in height, are clustered in the shadowy
corners. There are cobwebs covering the floor and walls.

Domestication. When found abandoned or gently taken from their natural setting very
young, Hundenfiend Pups are known to bond quickly with adoptive “packs” with little or no
resistance, so long as it does not regard the party as hostile. Though they are friendly to their
new pack family, Hundenfined are wild creatures who will often destroy people’s belongings
with their growing fangs or unpredictable bursts of flame. A character who succeeds at a DC
15 Wisdom (Animal Handling) check trains the Hundenfiend Pup to obey a command. The
Hundenfiend Pup may learn up to 5 commands, but no more frequently than once per week.
The command is limited to simple tasks like, “sit, stay, go here”. To issue a command requires
a character to use their action.

ROOM 52

A pair of Hundenfiend are gnawing on some old bones near the
center of this large room. Behind them is a round opening dug
into the wall. One begins to sniff the air as the other notices
you and starts sizing you up before releasing an ear-splitting
howl. Hundenfiend spill from the opening behind them, excited
for the delivery of their next meal.
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The walls of this dimly lit corridor crumbles slowly as you reach
its dead end, and you hear faint voices coming from the
disturbed earth in front of you.
.
If the party chooses to tunnel from here towards Room 55, they will be
met by a group of tunneling Sorcian naturalists that have lost their way.
They are in search of their camp, which they swear is in the area.
If tunneled this card becomes one uninterrupted hallway for the purposes of passage.

The walls of this dimly lit corridor crumbles slowly as you reach
its dead end, and you hear faint voices coming from the
disturbed earth in front of you.
.
If the party chooses to tunnel from here towards Room 55, they will be
met by a group of tunneling Sorcian naturalists that have lost their way.
They are in search of their camp, which they swear is in the area.
If tunneled this card becomes one uninterrupted hallway for the purposes of passage.
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ROOM 55

Maturation. The Hundenfiend Pup will mature into a full-grown Hundenfiend in 7 weeks time.
After which its personality will reflects the personality and alignment appropriate to its adopted pack. If it has learned any commands during the course of its growth, it will still follow
them at the cost of a character’s action.

Within a few moments of moving around in this room, twelve Salazarites,
eight Salazarite Hatchling swarms, and a Salazarite Queen suddenly descend on the party
from all angles.

ROOM 54

Hundenfiend make natural watchdogs, as they are protective and always vigilantly on the
lookout for potential threats or prey. Moderately intelligent, a Hundenfiend can be trained to
retrieve items and operate simple objects such as buttons and levers, but prefers to be by its
master’s side. Hundenfiend mature very quickly, in a few weeks time, and require a firm hand.
They are known to be very food motivated, and their diet consists of any kind of meat. However, they prefer it to be still warm and bloody. An untrained Hundenfiend is a danger to all of
the would-be prey that is the party.

ROOM 53

A small, skinless, dog-like creature with tiny horns and six eyes
sits in the middle of this room looking afraid and confused.

ROOM 56

This room is not illuminated, but in a corner there is clearly a
large object covered by a thick, dusty cloth. It is about 20 feet
tall and roughly 10 feet long and wide.
The cloth is not secured and appears to be easily removable. Beneath
it a machine has been set up seemingly to tunnel into the wall of
this cavern.
Once removed, it is revealed that this is an old drilling machine of
Sorcian make. The dual canisters attached to the rear differ only
slightly from the ones used by the modern miners.

At the Player’s Request: With a DC 18 Intelligence (Investigation) check, it is
apparent that the canisters are empty and need replacing, but otherwise there
is no reason why this antique piece of equipment wouldn’t be operational with
a little elbow grease.

ROOM 57

Before you is likely the most upscale warehouse you’ve ever
seen. Every item in this room is an extremely expensive
luxury item. There are casks of Ichor Liquor, crates of Livna
eggs, strongboxes of gold and jewels, and furs from all over
Revilo and beyond. Riches are stacked to the ceiling, filling
every corner of this room.

The walls to this room cannot be breached by tunnelling. The only way in or out is the
Drilling Machine in Room 56.

Room 58

Among other things in this room, there are a few magical artifacts including: Glass of the
Cosmos, Pipes of Unstoppable Jig, Ringuard see pages 62-64

You stride across a fine Clursadar-skin rug as you enter this
lavishly decorated office. The walls are lined with a dozen oil
portraits of elderly Malins wearing formal attire. Before you sits
an ornately carved desk of red wood, exotic to these lands. The,
mustachioed Malin behind the desk looks less than pleased to
see you. He scowls at each of you for a moment and pushes
what appears to be a poached Livna egg to the side before
beginning to speak:

The Malin behind the desk is Don Garravossa. He will only have the conversation that he
wants to have.Then if the adventurers will not leave on their own accord, he will have them
escorted out.

As you enter this room, you hear quiet conversations and see
large, cushioned booths set into both walls down the length of
the room. There are eight in total, and three are occupied by
formally dressed Malin. One is talking to a haughty looking
Sorcia. One is seated across from a squat and bearded
Outlander. The third is deep in conversation with a elegantly
dressed Cokathralis. You see four burly Malin at the end of the
room, each tethered to a Hundenfiend, daring anyone to
step out of line.
Dirty deals for illegal requisitions are made in this well decorated and dimly lit lounge.
The Sorcia is a secret delegate from Slatesaw House, one of the nine ruling houses of the
Sorcian city of Dalakbruel. He is in talks to split the invaluable Livna gas resources with this
Malin organization, indirectly stealing from the lower classes, especially those who live outside of the great city.
The Outlander is the traveling companion of Fraveous Tilthe and an emissary from Baron
Von Horvath. He is seeking to open trade routes of illicit luxury items to supply their Revilian colonies as well as the Outlanders’ home continent. The route off of the Revilian continent has remained elusive, however, and this ambitious Outlander hopes to be front and
center upon its discovery.
The Cokathralis is a baroness from the Floating Forest. You see the Malin’s eyes grow wide
with excitement as she unfurls a bright blue bundle, and spreads a selection of apple-sized
jewels across the table in front of her.
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ROOM 59

It takes one hour for a character with reasonable experience to get the machine in working
order. Make rolls on the Random Encounter table at the GM’s discretion for the time spent
tinkering in this room.

“My associates and I have a problem. The tunnels leading to my trade posts
are getting hotter and hotter as more Sorcias move in. They think they have
a right to the worms and their wonderful gifts. I need you and your crew to
move this load of goods. It’s very important that this shipment makes it to
Baron Von Horvath in Murk’s Hollow, and that none of the nosey clawfeet ever
catch wind of any of it. Don’t get stopped, and don’t get popped, ya dig? If
the unthinkable occurs, this conversation never happened. And gods help you
if you let slip the nature of our little business here...”

ROOM 60

In an alcove of this room s a collapsed tunnel. Otherwise this
room appears empty.

NPCs

At the Player’s Request: A character who succeeds on a DC
18 Intelligence (Investigation) check finds a looped rope, a
snare trap buried just under the sand in the corridor that the
adventurers did not enter through.

Scrubbottom is a loud, angry, and bald Sorcia who is constantly chopping what
look to be roots, before throwing them into a massive stewpot. If strangers enter his
kitchen he will get furious and throw both obscene insults and cooking implements
their way until they leave or make themselves useful in any of the kitchen tasks. He
is a longtime employee of the Don, and knowledgeable. He is also prone to gossip
with his kitchen help about the goings-on behind the scenes in the notorious crime
family.

A Large or smaller creature that enters into this space must make a DC 18
Dexterity saving throw or be suddenly hoisted by its ankles by the hidden
rope, suspended and restrained them 3 feet off the ground.

Criedow Scrubbottom

Criedow Scrubbottom, Sorcia

Actions

Small humanoid, chaotic neutral

Multiattack. Criedow makes two attacks with his
meat cleavers, of which he has many.

Armor Class 14 (leather)

Meatcleaver. Melee or Ranged Weapon Attack:
+5 to hit, range 5 ft., or range 20/60 ft., one target.
Hit: 6 (1d6+3) slashing damage.

Hit Points 68 (8d10 +24)

ROOM 61

Speed 25 ft., burrow 25 ft.

As you enter this forking hallway you notice that the sand is
kicked up, and there are several crossbow bolts sticking from
the walls.

STR
16 (+3)

DEX
16 (+3)

CON
17 (+3)

INT
14 (+2)

WIS
16 (+3)

CHA
10 (+0)

Saving Throws CON +5, INT +4
Skills Athletics +5, History +4, Insight +5
Damage Resistances Fire

At the Player’s Request: A character who succeeds on a DC 13
Intelligence (Investigation) check discovers no visible blood.
It seems as though all parties came out of this confrontation
unscathed. There are, however, two different styles of
crossbow bolts stuck into the walls. One appears to be of
Malin make, and the other is most definitely Sorcian.

A character who succeeds on a DC 18 Wisdom (Survival) check learns there
were no fewer than six Sorcias and six Malins involved in this skirmish. One
of the Malins was tossed into the sand, and dragged off through the
southern tunnel.
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Damage Vulnerabilities Cold
Senses Darkvision 60 ft. passive Perception 13
Languages Common, Revilian
Challenge 4 (1,100 XP)
The Right Tool For the Job (3/Day.
Sorcias are known for their ingenuity in
the arts of tinkering and gadget-making.
It is rare to encounter one without at
least some small gizmo at hand. As a
reaction Criedow uses a gadget it has
hidden on his person to give himself
advantage on an ability check, attack
or saving throw.
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Dirt

This eccentric Sorcian holy man has long ago lost his sight, and taken to the life of a
beggar. He is awkward and brusk, speaking in silly and slightly crazed patterns. He
will ask any who engage with him to call him “Dirt.”
If fed or paid, Dirt will preach religiously about the fantastical, almost mystical,
connection between the Livna and Sorcia. He will also speak ill of the Malin for not
observing the sanctity of the Livna worms.
Dirt, Sorcia
Small humanoid, lawful good

Doc Luvkegg

This well dressed Malin showman will attempt to sell the party useless magic items
for a premium price. He has information on the Malin Cartel’s base of operation,
but will not part with this information easily. Luvkegg claims to have a Livna egg
for sale for a very affordable price, but will only show the party the several useless
magic items that he will try to sell at exorbitant prices. If he deems the party to be
gullible enough, he will try to sell them the “Livna” egg, which is actually the egg
of a Strewthua. He will also tell them of a passageway to the north. If he’s really
impressed with the party, or they bribe him enough, he will reveal the most
recent password to be “Ruchong Stew.”

Armor Class 13

Doc Luvkegg, Malin

Hit Points 22 (5d6 + 5)

Small humanoid, chaotic neutral

Speed 25 ft., burrow 25 ft.

Armor Class 14

STR
8 (-1)

DEX
17 (+3)

CON
12 (+1)

INT
16 (+3)

WIS
18 (+4)

CHA
8 (-1)

Saving Throws DEX +5, WIS +6

Hit Points 34 (4d10 +12)
Speed 25 ft.
STR
14 (+2)

Skills Arcana +5, History +5, Insight +6,
Medicine +6, Perception +6, Religion +5

DEX
18 (+4)

CON
16 (+3)

INT
14 (+2)

WIS
10 (+0)

CHA
16 (+3)

Saving Throws DEX +6, INT +4

Senses Darkvision 60 ft. passive Perception 16

Skills Sleight of Hand +6, History +4, Deception +5

Languages Common, Revilian

Senses Darkvision 60 ft. passive Perception 10

Challenge 1/2 (100 XP)

Languages Common, Revilian

Actions

Challenge 2 (200 XP)

Quarterstaff. Melee Weapon Attack: +1 to hit,
reach 5 ft., one target. Hit: 2 (1d6-1) or 3 (1d8 -1)
bludgeoning damage if used with both hands.

Practiced in Deception. Doc Luvkegg has
advantage on Charisma (Deception) and
Wisdom (Insight) checks.

Reactions

Actions

Play Dead. When threatened, Sorcias are known
to suddenly go limp, dropping prone to the floor
and discouraging their attackers by seemingly not
being a threat. When Dirt takes damage he can use
his reaction to Play Dead. A creature who succeeds
on a DC 14 Intelligence (Investigation) check sees
through Dirt’s ruse.

Hand Crossbow. Ranged Weapon Attack: +6 to hit,
range 30/120 ft., one target. Hit: 7 (1d6 +4)
piercing damage.
Dagger. Melee or Ranged Weapon Attack: +6 to
hit, reach 5 ft. or range 20/60 ft., one target.
Hit: 6 (1d4 +4) piercing damage.

Reactions
Dirty Trick (3/Day). Malin are known to be t
reacherous and deceptive folk, they will throw
sand or spit in the face of their opponent to get
the upper hand, they will also cheat at cards. As
a reaction Doc Luvkegg uses this dirty tactic on
another creature they can see within 30 feet giving
them disadvantage on an ability check, attack or
saving throw until the end of their turn. Luvkegg
must choose to do this before he knows whether
the check passes or fails.
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Dorven Hammerforge

He has been the travelling companion of Fraveous Tilthe, and an emissary from
Baron Von Horvath. Hammerforge is seeking to open trade routes of illicit luxury
items to supply other Revilian colonies as well as the Outlander’s home continent.
The route off of the Revilian continent has remained elusive. However this ambitious
Outlander hopes to be front and center upon its discovery.
Dorven Hammerforge, Dwarf

Don Giezal Garavossa

This soft-spoken but direct Malin is accustomed to being treated with the utmost
reverence and respect. He is the head of the Malin Cartel, the organization that
has been providing the black markets of Revilo with illicit Livna products for many
generations. Previous Dons have had an easier time of it; the Sorcia influence and
regulation had not stretched to this portion of tunnel until the last twenty-five
years or so.

Small humanoid, chaotic neutral

Don Giezal Garavossa, Malin

Armor Class 14 (chain shirt)

Small humanoid, chaotic neutral

Hit Points 90 (12d8 +36)

Armor Class 14

Speed 25 ft.

Hit Points 102 (12d8 +48)
Speed 25 ft.

STR
18 (+4)

DEX
12 (+1)

CON
16 (+3)

INT
8 (-1)

WIS
16 (+3)

CHA
14 (+2)

Saving Throws STR +6, DEX +3, CON +5

STR
14 (+2)

DEX
18 (+4)

CON
18 (+4)

INT
14 (+2)

WIS
10 (+0)

CHA
20 (+5)

Saving Throws DEX +7, CHA +8

Skills Athletics +6, Perception +5,
Stealth +3

Skills Acrobatics +7, Deception +8 History +5,
Persuasion +5

Damage Resistances Poison
Senses Darkvision 60 ft. passive
Perception 15

Senses Darkvision 60 ft. passive Perception 10

Languages Common, Dwarvish

Challenge 6 (2,300 XP)

Languages Common, Revilian

Challenge 4 (1,100 XP)

Actions

Dwarven Resilience. Dorven has
advantage on saving throws against
poison, as well as resistance to
poison damage.

Multiattack. The Don makes two attacks: either
two ranged attacks with his hand crossbow or two
melee attacks with his rapier.

Actions

Hand Crossbow. Ranged Weapon Attack: +7 to hit,
range 30/120 ft., one target. Hit: 7 (1d6 +4) piercing damage. Don Garravossa ignores the loading
rule for his Hand Crossbow attacks.

Multiattack. Dorven makes two attacks
with his warhammer.
Warhammer. Melee Weapon Attack: +6
to hit, reach 5 ft., one target. Hit: 8 (1d8
+4) bludgeoning damage, or 9 (1d10+4)
bludgeoning damage if used with
two hands.

Rapier. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 7 (1d8 +4) piercing damage.

Reactions
Dirty Trick (3/Day). Malin Thugs like Don Garragossa are treacherous and deceptive folk, they will
throw sand or spit in the face of their opponent to
get the upper hand, they will also cheat at cards.
As a reaction the Don uses a dirty tactic to give
another creature they can see within 30 feet giving
them disadvantage on an ability check, attack or
saving throw until the end of their turn.
Get Down, Boss! When a creature Don Garravossa
can see targets him with an attack, Don Garravossa
chooses a Malin Thug within 5 feet of him. The Don
Garravossa and the Malin Thug swap places, and
the chosen Malin Thug becomes the target instead.
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Erzor Wimpledorf

This elderly and scatterbrained Sorcia is a disgraced academic, long
excommunicated from the Academy of Dalakbruel. For many months he wandered
all of Revilo, spending most of his time reading tomes and cataloging volumes
of important scientific findings for the prestigious institution. After sustaining a
grievous injury while traversing the Icy Divide, his journey led him back home to
the Wajue where he met up with his current associates and began to research the
Livna worms, specifically their mysterious sterility as of late. He asks far too many
questions, and will stop at nothing in his quest for knowledge.
Erzor Wimpledorf, Sorcia

Eurice “Scowl” Wellsforth

This thin, pointed-ear Outlander has a particularly noticeable grimace which crinkles
the skin between his eyes, making him look as though he is smelling something foul.
Eurice made landfall in Revilo at Murk’s Hollow with intention of becoming wildly
rich by harvesting the bounty of exotic wildlife and selling the furs, dried meat, and
other products back in his homeland of Wyvernia. His goals quickly changed when
the unrelenting current surrounding Revilo smashed the galleon he was crewing into
the Splintered Coast and he had to swim for shore. His journeys have led him here to
the Wajue, where he heard there are rare but valuable Livna products to
be harvested.

Small humanoid, chaotic good

Eurice “Scowl” Wellsforth, Elf

Armor Class 11

Medium humanoid, chaotic neutral

Hit Points 22 (5d6 +5)

Armor Class 16 (studded leather)

Speed 25 ft., burrow 25 ft.
STR
8 (-1)

DEX
12 (+1)

CON
12 (+1)

INT
18 (+4)

WIS
16 (+3)

CHA
14 (+2)

Hit Points 60 (8d10+16)
Speed 30 ft.
STR
14 (+2)

Saving Throws DEX +3, INT +6
Skills Arcana +6, Deception +4, History +6,
Medicine +5, Religion +6

DEX
18 (+4)

CON
14 (+2)

INT
14 (+2)

WIS
13 (+1)

CHA
10 (+0)

Saving Throws DEX +6, INT +4

Senses Darkvision 60 ft. passive
Perception 13

Skills Acrobatics +6, Deception +2, Perception +3, Survival +3
Senses Darkvision 60 ft. passive Perception 13

Languages Common, Revilian

Languages Common, Elvish

Challenge 1/2 (100 XP)

The Right Tool For the Job (3/Day). Sorcias are known for
their ingenuity in the arts of tinkering and gadget-making. It
is rare to encounter one without at least some small gizmo at
hand. As a reaction Erzor uses a gadget it has hidden on his
person to give himself advantage on an ability check, attack
or saving throw.

Actions
Dagger. Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft.,
or range 20/60 ft., one target. Hit: 3 (1d4 +1) piercing damage.

Scintilliam’s Glow. (1/Day. On his adventures, Erzor unlocked
the power of a powerful artifact known as the Light of Scintilliam, a small vial of glowing liquid. Though it was lost during his
journey home, the deity still seems to favor the elderly Sorcia,
granting him limited access to her restorative powers. As an action, Erzor may cast either cure wounds as a 2nd-level spell or
lesser restoration, using Intelligence as his spellcasting ability.

Challenge 3 (700 XP)

Fey Ancestry. Eurice has advantage on saves against being charmed, and magic can’t put him
to sleep.
Trance. Elves meditate deeply, remaining semiconscious, for 4 hours a day in place of sleeping.
Eurice gains the same benefit that a human does from 8 hours of sleep.

Actions
Longbow. Ranged Weapon Attack: +6 to hit, range 150/600 ft., one target. Hit: 8 (1d8 +4)
piercing damage.
Rapier. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 7 (1d8 +4)
piercing damage.

Actions
Play Dead. When threatened, Sorcias are known to suddenly
go limp, dropping prone to the floor and discouraging their
attackers by seemingly not being a threat. When Erzor takes
damage he can use his reaction to Play Dead. A creature who
succeeds on a DC 16 Intelligence (Investigation) check sees
through Erzor’s ruse.
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Groat Hizzerjat

Groat is a greasy one-eyed Malin who will say “What’ll ya have, gorgeous?” to
anyone that comes to the bar. He’ll then laugh at the customer, as if he just told
them his favorite joke. The hole where his left eye once was is unsightly and
distracting. His voice has a sound like the crunch of gravel and broken glass, and
his demeanor is equally abrasive. Groat has been working as the barkeep of the
The Weeping Wormling for over 70 years, and he’ll tell customers about each and
every person he’s ever served at his bar if asked. Despite having a nasty cough, he
is always in high spirits with ample energy to do his job quite well. He worked for
both Don Giezal Garravossa’s father and grandfather, and has seen many amazing
happenings over the years. If any party members impress him or drink too much,
he’ll amuse himself by letting them in to see the boss, and say “He’s been lookin’ for
a group like youse.”
Groat Hizzerjat, Malin
Armor Class 10

Small humanoid, lawful good
Armor Class 13 (studded leather)
Hit Points 34 (4d10 +12)
Speed 25 ft., burrow 25 ft.
DEX
12 (+1)

CON
16 (+3)

INT
14 (+2)

WIS
16 (+3)

CHA
10 (+0)

Skills Athletics +5, History +4, Insight +5

Speed 25 ft.
DEX
10 (+0)

Hannik Hilltop, Sorcia

Saving Throws DEX +3, INT +4

Hit Points 22 (5d6 +5)

STR
8 (-1)

Even though this bespectacled Sorcia of humble birth is quite busy, he will gladly
take a break to discuss the many uses of Livna gas and all the various paraphernalia
involved in the harvest, refinement, and storage of this incredible substance. He
is excited that the outside world has started to take notice of and utilize this
miraculous fuel source, but acknowledges its scarcity becoming more of a looming
issue that needs solving somehow.

STR
16 (+3)

Small humanoid, chaotic neutral

Hannik Hilltop

Tool Proficiencies Smith’s Tools
CON
12 (+1)

INT
14 (+2)

WIS
18 (+4)

CHA
18 (+4)

Senses Darkvision 60 ft. passive Perception 13
Languages Common, Revilian
Challenge 4 (1,100 XP)

Saving Throws WIS +6, CHA +6

The Right Tool For the Job (3/Day). Sorcias are
known for their ingenuity in the arts of tinkering
and gadget-making. It is rare to encounter one
without at least some small gizmo at hand. As a
reaction Hannik uses a gadget it has hidden on its
person to give itself advantage on an ability check,
attack or saving throw.

Skills Deception +6, History +4, Insight
+6 Medicine +6, Persuasion +6
Senses Darkvision 60 ft. passive
Perception 14
Languages Common, Revilian
Challenge 1/2 (100 XP)

Actions

Actions

Multiattack. Hannik makes two attacks with his
light hammer.

Dagger. Melee or Ranged Weapon Attack:
+2 to hit, reach 5 ft., or range 20/60 ft., one
target. Hit: 2 (1d4) piercing damage.

Light Hammer. Melee or Ranged Weapon Attack:
+5 to hit, reach 5 ft., or range 20/60 ft., one target.
Hit: 5 (1d4 +3) bludgeoning damage.

Reactions
Dirty Trick (3/Day). Malin Thugs like Groat
are treacherous and deceptive folk, they
will throw sand or spit in the face of their
opponent to get the upper hand, they will
also cheat at cards. As a reaction Groat
uses a dirty tactic to give another creature
they can see within 30 feet giving them
disadvantage on an ability check, attack or
saving throw until the end of their turn.
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Jarta Kneffronx

Karlin Rokkasmar

Jarta Kneffronx is purely the product of her rough childhood as an urchin in the
deep Malin metropolitan, the hive of Tsur. As soon as she could, Jarta left her
hometunnel in search of a better life. Tavern stories of marvelous creatures and
cities existing above crept into her mind, so she began the long journey upward
toward her uncertain future.
While well meaning and compassionate toward most she comes across, Jarta
has led the life of a cutpurse for her own survival since a very young age. She has
recently come under the employ of Don Garravossa as a means of reconnaissance.
Jarta is wanted by the Sorcian guard for misdeeds and general mischief making. She
has gotten a bit too rowdy in Ma’s House more than once as of late, leaving some of
the partons’ coin purses lighter than she found them.

Karlin takes his job as doorman very seriously, and has no time for foolish outsiders
trying to enter the tavern without business with his boss. Karlin just got this job
a few months ago, but is quite capable from his many security jobs in the deep
hive city of Tsur. There he made sure his boss’s Ichor Liquor made it to market,
preventing the loss of any product despite the frequent robbery attempts along
the dark caravan route. Karlin was very good at his job, so good in fact that the
Don hired him as lead of security in his tavern, more than doubling his pay. Now the
Don’s men have a much easier time holding up the Ichor Liquor convoys of Tsur, but
Karlin is not aware of this.

Jarta Kneffronx, Malin

Armor Class 15 (studded leather)

Small humanoid, chaotic good

Hit Points 114 (12d10 +48)

Armor Class 16 (studded leather)

Hit Points 34 (4d10 +12)

Speed 25 ft.
STR
14 (+2)

DEX
18 (+4)

CON
16 (+3)

INT
14 (+2)

WIS
10 (+0)

CHA
16 (+3)

Karlin Rokkasmar, Malin
Small humanoid, neutral good

Speed 25 ft.
STR
18 (+4)

DEX
16 (+3)

CON
19 (+4)

INT
8 (-1)

WIS
10 (+0)

CHA
12 (+1)

Saving Throws STR +7, INT +2

Saving Throws DEX +6, INT +4

Skills Athletics +7, Perception +3, Persuasion +4

Skills Acrobatics +6, Deception +5, Sleight of Hand +6, Stealth +6

Senses Darkvision 60 ft. passive Perception 13

Tool Proficiencies Disguise kit, thieves’ tools

Languages Common, Revilian

Senses Darkvision 60 ft. passive Perception 10

Challenge 6 (2,300 XP)

Languages Common, Revilian

Action Surge. Karlin has advantage on all grapple
checks. In addition, he may use an attack of opportunity to make a grapple check against the target..

Challenge 4 (1,100 XP)

Cunning Action. On each of her turns, Jarta can use a bonus action
to take the Dash, Disengage, or Hide action.
Sneak Attack. Once per turn, Jarta deals an extra 14 (4d6) damage
when she hits a target with a weapon attack and has advantage on
the attack roll, or when the target is within 5 feet of an ally of Jarta
that isn’t incapacitated and Jarta doesn’t have disadvantage on the
attack roll.

Actions
Dagger. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft., or
range 20/60 ft., one target. Hit: 6 (1d4 +4) piercing damage.
Hand Crossbow. Ranged Weapon Attack: +6 to hit, range 30/120 ft.,
one target. Hit: 7 (1d6 +4) piercing damage.

Reactions
Dirty Trick (3/Day). Malin are known to be treacherous and deceptive folk, they will throw sand or spit in the face of their opponent
to get the upper hand, they will also cheat at cards. Jarta has had to
live by her wits and cunning growing up poor on the streets of the
hive city Tsur. As a reaction Jarta uses this dirty tactic on another
creature they can see within 30 feet giving them disadvantage on
an ability check, attack or saving throw until the end of their turn.
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Not So Fast. (Recharges after a Short or Long
Rest). Karlin takes an additional action on his turn.
Indomitable. (Recharges after a Long Rest). Karlin
can reroll a saving throw he fails. He must use the
new roll.
Second Wind. On his turn, Karlin can use a bonus
action to regain hit points equal to (1d10+12). Once
you use this feature, you must finish a short or long
rest before you can use it again.

Actions
Multiattack. Karlin makes two melee attacks with
his warhammer.
Warhammer. Melee Weapon Attack: +7 to hit,
reach 5 ft., one target. Hit: 8 (1d8 +4) bludgeoning
damage or 9 (1d10+4) bludgeoning damage if used
with two hands.
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Lord Fraveous Tilthe

Before his shipwreck on the shores of Revilo, Lord Fraveous
Tilthe was a prominent landowner in Dunnmyre, a province
on a continent far across the sea, where he distilled “the
finest whiskey you ever need drink.” Bored with the
life of a nobleman, he set out to see the world,
and diversify his streams of income in the
process. He now is in the employ of Baron
Von Horvath, and seeks to increase the
outflow of Livna eggs and Ichor Liquor
to Murk’s Hollow. From there he plans to
transport them back to his homeland,
once he figures out a way back. He is
especially interested in learning the
process involved in distilling
Ichor Liquor.

Ma

Ma is a matronly Sorcian woman who is the owner and proprietor of Ma’s House, a
local tavern that serves the worker populations around the Sorcia mining tunnels.
A native to the Sorcian capital of Dalakbruel, she decided at a young age to
set off and see the World of Revilo. After many exciting but stressful months of
adventuring around this beautiful and diverse land, she settled down with one of
her companions and opened Ma’s House. Ma takes great pleasure in reminiscing her
brief stint as an adventurer, and may provide important information regarding Revilo
and its many interesting places and peoples.
Ma, Sorcia
Small humanoid, lawful good
Armor Class 16 (sheild)
Hit Points 102 (12d10 +36)
Speed 25 ft., burrow 25 ft.
STR
14 (+2)

DEX
18 (+4)

CON
16 (+3)

INT
14 (+2)

WIS
16 (+3)

CHA
10 (+0)

Saving Throws DEX +7, INT +5
Skills Athletics +5, History +5, Insight +6

Lord Fraveous Tilthe, Human

Senses Darkvision 60 ft. passive
Perception 13

Medium humanoid, lawful evil

Languages Common, Revilian

Armor Class 13 (leather armor)

Challenge 5 (1,800 XP)

Hit Points 90 (12d6 +48)

The Right Tool For the Job (3/Day).

Speed 30 ft.

Sorcias are known for their ingenuity in the arts of tinkering and gadget-making. It is rare to encounter one without
at least some small gizmo at hand. As a reaction Ma uses a
gadget she has hidden on her person to give herself
advantage on an ability check, attack or saving throw.

STR
10 (+0)

DEX
14 (+2)

CON
18 (+4)

INT
12 (+1)

WIS
13 (+1)

CHA
18 (+4)

Indomitable. (Recharges after a Long Rest). Ma can reroll a
saving throw she fails. She must use the new roll.

Saving Throws CON +6, CHA +6
Skills Deception +6, History +3, Insight +3,
Investigation +3, Persuasion +6

Action Surge. (Recharges after a Short or Long Rest). Ma
takes an additional action on her turn.

Senses passive Perception 11

Second Wind. (Recharges after a Short or Long Rest). Ma
can use a bonus action to regain 17 (1d10 + 11) hit points.

Languages Common, Revilian
Challenge 3 (700 XP)

Actions

Drunkard. Fraveous has advantage on

Multiattack. Ma makes two attacks: either two ranged
attacks with her hand crossbow or two melee attacks with
her shortsword. Ma ignores the loading rule for her Hand
Crossbow attacks.

saving throws against poisons and the effects
of drunkenness.

Actions
Dagger. Melee or Ranged Weapon Attack: +4 to
hit, reach 5 ft., or range 20/60 ft., one target.
Hit: 4 (1d4 +2) piercing damage.

Hand Crossbow. Ranged Weapon Attack: +7 to hit, range
30/120 ft., one target. Hit: 7 (1d6 +4) piercing damage.
Shortsword. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 7 (1d6 +4) piercing damage.
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Mallale Tirambu

Phineas Cogschild

Mallale is a haughty, well-dressed Cokathralis on
a diplomatic mission from the Floating Forest,
hoping to catch Don Garravossa’s ear while he is in
a good mood. She has brought sample combustion
crystals from the Floating Forest with the intention
of setting up a trade agreement for a supply
of Livna gas for the Cokathralis of the Floating
Forest in exchange for a regular supply of the
combustion crystals. If she accomplishes this she
stands to gain favor with the rulers of the Floating
Forest, elevating her esteem and overall rank in
Cokathralis society.

To call Phineas eccentric would be putting it mildly. Phineas is a tinkerer by trade,
as is within the Cogschild tradition, and is regarded as a mad scientist by his peers.
Before he graduated from the Academy, the youngest Cogschild was well known
for his own unique flare for the experimental. His groundbreaking experimentation
in alchemical tinkering quickly flung Phineas to the forefront of the Sorcian
science Academy. Unfortunately, soon thereafter his disregard for practical safety
and tendency to try for more impressive scientific advancements earned him an
immediate disciplinary disbarment from the Academy. Cogschild’s most recent
obsessions revolve around finding a permanent solution to the egg crisis. However,
his methods may result in the destruction of the species if left unchecked.

Mallale Tirambu, Cokathralis

Armor Class 13

Medium humanoid, lawful evil

Hit Points 45 (10d6 +10)

Armor Class 13

Speed 25 ft., burrow 25 ft.

Hit Points 22 (5d6 +5)

DEX
16 (+3)

CON
12 (+1)

Small humanoid, chatoic neutral

STR
8 (-1)

Speed 30 ft., fly 40 ft.
STR
10 (+0)

Phineas Cogschild, Sorcia

INT
18 (+4)

WIS
12 (+1)

DEX
17 (+3)

CON
12 (+1)

INT
18 (+4)

WIS
16 (+3)

CHA
14 (+2)

Saving Throws DEX +5, INT +6

CHA
16 (+3)

Skills Arcana +6, History +6, Nature +6,
Medicine +5

Saving Throws DEX +5, INT +6

Resistances Acid

Skills Acrobatics +5, Deception +5, Investigation
+6, Perception +3, Persuasion +5

Senses Darkvision 60 ft. passive
Perception 13

Senses passive Perception 13

Languages Common, Revilian

Languages Common, Revilian

Challenge 2 (450 XP)

Challenge 1/2 (100 XP)

The Right Tool For the Job (3/Day).

Aerial Evasion. Mallale has the ability to take flight,

Sorcias are known for their ingenuity in the arts of
tinkering and gadget-making. It is rare to encounter
one without at least some small gizmo at hand. As a
reaction the Sorcia uses a gadget it has hidden on its
person to give itself advantage on an ability check,
attack or saving throw.

safely avoiding enemy blows. As a bonus action,
she may Disengage as long as she flies as part of
her movement.

Actions
Breath of Corsuvine (1/day). Mallale benefits from
the favor of her patron deity. As an action, Mallale
may cast gust of wind without the need for material components.

Actions
Alchemical Explosive (1/Day). Phineas dislodges
a brass canister from his belt and lobs it at a point
within 30 feet. Any creature in a 5 foot radius of the
explosive once thrown must make a DC 15 Dexterity saving throw or take 19 (3d12) force damage and
be knocked prone. On a successful save, a creature
takes no damage and is not knocked prone.

Shortsword. Melee or Ranged Weapon Attack:
+5 to hit, reach 5 ft., one target. Hit: 6 (1d6 +3)
piercing damage.

Dagger. Melee or Ranged Weapon Attack: +5 to
hit, reach 5 ft., or range 20/60 ft., one target.
Hit: 5 (1d4 +3) piercing damage.
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Phossle Rockheimer

Phossle has been a smithy in these tunnels since he was a small boy. He inherited
both his forge and tools from his father. He has been known to hammer some
of the finest and strongest metal components seen in Dalakbruel. To maintain
his business entreprise he has had to barter for protection from both
the Malin Cartel and Sorcian guards. This protection is merely an
arrangement for both factions to leave Phossle alone and look the
other way, as long as he provides the Sorcias with quality armaments
and the Malin with weekly payments. He will sell the party digging
tools and simple weapons of his own make if asked, but has no
patience for nonsense.
Phossle Rockheimer, Sorcia
Small humanoid, lawful good
Armor Class 15 (studded leather)
Hit Points 68 (8d10 +24)

DEX
16 (+3)

CON
16 (+3)

Sargus was employed by the Slatesaw Sorcian noble house and tasked with the
extraction of Livna gas originally reserved for workers of a future generation. This
stolen gas was then funneled through a black market connection, and returned to
the main supply, labeled a “surplus.” The Sorcian peoples enjoyed the impression
of prosperity during the Slatesaw regin so much that many called for the first ever
double term for a noble house.
Sargus’ only evidence of these events is a pendant belonging to Slatesaw House
that authorized the premature extractions of Livna gas. Amplcart misplaced the
pendent deep down in a Livna gas extraction tunnel in the old mines, and doesn’t
remember exactly where. He wants to redeem himself by revealing that the
Slatesaws have cheated the mining class out of their fuel stores. He is very afraid of
what will happen to him and his family if any of the Slatesaws find out that he did
not keep their secret.
Sargus Amplcart, Sorcia

Speed 25 ft., burrow 25 ft.
STR
16 (+3)

Sargus Amplecart

Small humanoid, lawful good
INT
14 (+2)

WIS
16 (+3)

CHA
10 (+0)

Armor Class 12 (leather)
Hit Points 34 (4d10 +12)

Saving Throws DEX +5, INT +4

Speed 25 ft., burrow 25 ft.

Skills Athletics +5, History +4, Insight +5

STR
16 (+3)

Tool Proficiencies Smith’s Tools
Senses passive Perception 13

DEX
13 (+1)

CON
16 (+3)

INT
14 (+2)

WIS
16 (+3)

Languages Common, Revilian

Saving Throws DEX +3, INT +4

Challenge 4 (1,100 XP)

Skills Athletics +5, History +4, Insight +5

The Right Tool For the Job (3/Day). Sorcias are

Senses Darkvision 60 ft. passive
Perception 13

known for their ingenuity in the arts of tinkering
and gadget-making. It is rare to encounter one
without at least some small gizmo at hand. As a
reaction Phossle uses a gadget it has hidden on
its person to give itself advantage on an ability
check, attack or saving throw.

CHA
10 (+0)

Languages Common, Revilian
Challenge 2 (200 XP)

The Right Tool For the Job (3/Day). Sorcias are known for their ingenuity in the arts of
tinkering and gadget-making. It is rare to encounter one without at least some small gizmo
at hand. Sargus Amplcart can use a bonus action to utilize a gadget he has hidden on his
person to give himself advantage on an ability check, attack or saving throw until the end
of his turn.

Actions
Multiattack. Phossle makes two attacks with his
warhammer.

Actions

Warhammer. Melee Weapon Attack:

Pickaxe. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6 (1d6 +3)
piercing damage.

+5 to hit, reach 5 ft., one target. Hit:
7 (1d8 +3) bludgeoning damage or 8 (1d10 +3)
bludgeoning damage if used with two hands.
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Tiera Siltwater

Tizrad Garravossa

Tiera Siltwater is a Sorcia born with a bright academic future. However, she met
and fell in love with a simple miner of the Siltwater line in her formative years, and
never looked back. For a displaced academic, she appears to have adapted well to
mining life, although at the moment she is in mourning for her recently deceased
husband, Hilbert Siltwater. She complains, to any who will listen, about how
inadequate the local Sorcian guard are and how they have yet to return with the
remains of her poor, sweet Hilbert.

Tizrad is accustomed to the life of luxury provided by his uncle, who he insists is
an entrepreneurial genius. He has been thrown into the holding cell in Room 18
for possession of a flask of Ichor Liquor and a fistful of Livna teeth, which he feels
shouldn’t be illegal in the first place. Tizrad expects to be granted a cushy, high
paying seat in his uncle’s organization where he can boss people around. The Don,
however, has other plans. Stripped of all of his possessions, the equipment listed can
be found in a chest in Room 18.

If the party agrees to try and return her husband’s remains, she will warn them
of the Ruchong swarm that lies in wait, explaining that to be the reason the local
guard has yet to accomplish this task. Tiera also mentions a family heirloom, a
pocket watch (Watchful Eye) from the Academy that Hilbert had on him at the
time of his death. She would like that back if nothing else.

Tizrad Garravossa, Malin

Tiera Siltwater, Sorcia

Small humanoid, chatoic neutral
Armor Class 16 (studded leather)
Hit Points 30 (4d10 +8)
Speed 25 ft.
STR
14 (+2)

Small humanoid, lawful good

DEX
18 (+4)

CON
14 (+2)

INT
14 (+2)

WIS
10 (+0)

CHA
16 (+3)

Armor Class 12 (leather)

Saving Throws DEX +6, INT +4

Hit Points 34 (4d10 +12)

Skills Acrobatics +6, History +4, Deception +5

Speed 25 ft., burrow 25 ft.

Senses Darkvision 60 ft. passive Perception 10

STR
16 (+3)

DEX
13 (+1)

CON
16 (+3)

INT
16 (+3)

WIS
16 (+3)

Languages Common, Revilian

CHA
10 (+0)

Challenge 1/2 (100 XP)

Actions

Saving Throws DEX +3, INT +5
Skills Athletics +5, History +5, Insight +5, Religion +5
Senses Darkvision 60 ft., passive Perception 13

Dagger. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft., or range 20/60 ft., one target.
Hit: 6 (1d4 +4) piercing damage.
Hand Crossbow. Ranged Weapon Attack: +6 to hit, range 30/120 ft., one target. Hit: 7 (1d6 +4)
piercing damage

Languages Celestial, Common, Draconic, Revilian
Challenge 2 (200 XP)

The Right Tool For the Job (3/Day). Sorcias are known for their ingenuity in the arts of tinkering and gadget-making. It is rare to encounter one without at least some small gizmo at
hand. As a reaction Tiera Siltwater uses a gadget she has hidden on her person to give herself
advantage on an ability check, attack or saving throw.

Reactions
Dirty Trick (3/Day). Malin Thugs like Tizrad are treacherous and deceptive folk, they will throw
sand or spit in the face of their opponent to get the upper hand, they will also cheat at cards. As a
reaction Tizrad uses this dirty tactic on another creature they can see within 30 feet giving them
disadvantage on an ability check, attack or saving throw until the end of their turn

Actions
Pickaxe. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6 (1d6 +3)
piercing damage.
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U’lah Dustdraft

U’lah is an ambitious young entrepreneur attempting to corner the trade market
with the Malin Cartel and their deep mine resources. Fresh out of the Academy,
U’lah has been warned of the treacherous ways of the Cartel, but assumes his
elders to be referencing old prejudices that need not be adhered to in this day
and age. He seeks to sell literature from Dalakbruel, and has with him a large pack
crammed full of old scrolls, tomes, parchment, quills and inkwells. He purchased
this inventory from the Academy’s excess supply just before leaving Dalakbruel,
and can’t wait for his first big sale.

Small humanoid, lawful evil
Armor Class 13

STR
8 (-1)

Armor Class 13
Hit Points 22 (5d6 +5)
Speed 25 ft., burrow 25 ft.
CON
12 (+1)

Veross Fissle, Sorcia

Speed 25 ft., burrow 25 ft.

Small humanoid, lawful good

DEX
17 (+3)

Fissle is attempting to sell poached Livna gas to the Malin for a large profit. This
nefarious dealing would divert Livna gas stores intended for the working class
Sorcias, who ironically supported the Slatesaw Livna gas allocation policy in the first
place. She holds her status to high esteem, and likes to flaunt it in front of
the “peasantry.”

Hit Points 22 (5d6 +5)

U’lah Dustdraft, Sorcia

STR
8 (-1)

Veross Fissle

DEX
17 (+3)

CON
12 (+1)

INT
18 (+4)

WIS
16 (+3)

CHA
14 (+2)

Saving Throws DEX +5, INT +6
INT
14 (+2)

WIS
10 (+0)

Skills Arcana +6, History +6, Medicine +5

CHA
16 (+3)

Resistances Acid

Saving Throws DEX +5, INT +4

Senses Darkvision 60 ft. passive
Perception 13

Skills Arcana +4, Medicine +2, Persuasion +5

Languages Common, Revilian

Senses Darkvision 60 ft., passive Perception 10

Challenge 1/2 (100 XP)

Languages Common, Revilian

The Right Tool For the Job (3/Day).

Challenge 1/2 (100 XP)

Sorcias are known for their ingenuity in the arts of
tinkering and gadget-making. It is rare to encounter
one without at least some small gizmo at hand. As a
reaction Veross uses a gadget she has hidden on her
person to give herself advantage on an ability check,
attack or saving throw.

The Right Tool For the Job (3/Day). Sorcias are
known for their ingenuity in the arts of tinkering
and gadget-making. It is rare to encounter one
without at least some small gizmo at hand. As a
reaction U’lah uses a gadget it has hidden on his
person to give himself advantage on an ability
check, attack or saving throw.

Actions
Dagger. Melee or Ranged Weapon Attack: +5 to
hit, reach 5 ft., or range 20/60 ft., one target.
Hit: 5 (1d4 +3) piercing damage.

Actions
Dagger. Melee or Ranged Weapon Attack:
+5 to hit, reach 5 ft., or range 20/60 ft., one
target. Hit: 5 (1d4+3) piercing damage

Reactions
Play Dead. When threatened, Sorcias are known to
suddenly go limp, dropping prone to the floor and
discouraging their attackers by seemingly not being
a threat. When Veross takes damage she can use its
reaction to Play Dead. A creature who succeeds on a
DC 14 Intelligence (Investigation) check sees through
Veross’ ruse.

Reactions
Play Dead. When threatened, Sorcias are known
to suddenly go limp, dropping prone to the floor
and discouraging their attackers by seemingly
not being a threat. When U’lah takes damage
he can use his reaction to Play Dead. A creature
who succeeds on a DC 14 Intelligence
(Investigation) check sees through U’lah’s ruse.
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Lightning Glass
Wondrous item, rare (requires attunement)
Augmentable Destabilizer
Wondrous item, uncommon
Created by Sorcias the Augmentable Destabilizers
were made as a way to quickly travel throughout Revilo. Opening the locket of this device and reflecting
light onto specific magic portals will unlock a doorway
to other regions. In gameplay this could allow characters to jump from one area to another within the Wajue
or even to another part of the world like the Fiery Pits.

This orb of glass is sky blue and the size of a grapefruit.
It seems to contain a tiny lightning storm, and tingles a
bit when held. When directly targeted by a damaging
spell, you may use your reaction to activate the lightning glass. It will then absorb half of the damage you
would have received, and charges the glass. Until the
end of your next turn, you may use your bonus action to
release the stored energy as a devastating arc of electricity, dealing 8d6 lightning damage to one creature
of your choice within 30 feet of you. The target of this
damage must then succeed a DC 16 Constitution saving throw, or be stunned until the end of your next turn.
After use the lightning glass renders itself inert until the
dawn of the next day.

Flagon of the Pure
Wondrous item, uncommon
This tarnished and leather wrapped silver flagon looks
to be nothing of note. It appears to have a faint ring
of residue around the inside that cannot be cleaned
by any means. This flagon has been enchanted with a
permanent purify food and drink spell, any liquid (or
food) that enters the flagon is purified as per the spell.
In addition, you are immune to the effects of alcohol so
long as you drink it directly from this magical cup.

Looking Glass of Deflection
Wondrous item, rare (requires attunement)
This beautifully crafted silver hand mirror seems to have a small glow
about it, as if reflecting light even when in the darkest of places. This
item gives off a dim glow of light in a ten foot radius. In addition, when
you have this item in one of your hands and are the target of a hostile
spell that requires a saving throw, you may use your reaction to add
your proficiency bonus to the die result of the save, adding it again if
you already have proficiency in the saving throw in question.

Glass of the Cosmos
Wondrous item, rare (requires attunement)

Mining Pick of Divining
Magic weapon, (war pick), uncommon (requires attunement)

This crimson crystal shard is said to be a remnant of a
long deceased creature from beyond the stars. Legends
say that this crystalline entity knew much of the past,
present, and future; providing profound insight to those
who sought it out. You can channel the entity through this
crystal, and harness a fragment of insight from this creature. This item, when focused upon, allows for one casting
of a divination spell as a 10 minute ritual. The shard then
falls inert for the next week, at which point it regains this
ability.

This ornately fashioned mining pick, also known simply as
“The Divining Pick,” features an eye that seems to emanate a
faint green glow when activated. Its long wooden handle is
capped by a pommel, crafted from a large pointed tooth of
some kind. You get +1 to attack and damage rolls with this
magic weapon, +3 to attack and damage rolls if you are of
Sorcian or Dwarven descent. Once per day you may speak
the command word and cast a commune with nature spell
without using a spell slot with the following differences to
the spell: The spell fails if it is cast above ground, furthermore, you may use the spell only to detect minerals, water,
and plants.
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Pipes of Unstoppable Jig
Wondrous item, rare (requires attunement)

Wormrider’s Whistle
Wonderous item, rare

These finely engraved silver pan pipes emit an upbeat, jaunty
tune no matter how you try to play them. It is said that the great
bard Jakaj enchanted quite a few of these pipes in his travels,
but that was many lifetimes ago. While using your action to play
these pipes, you may choose a number of creatures up to your
Charisma modifier with an Intelligence score of at least 6 within
30 feet of you. The chosen creatures must pass a DC 18 Wisdom
saving throw, or begin dancing uncontrollably in place. A dancing
creature is considered restrained for the duration of the effect. A
creature may attempt to save from the effect whenever it sustains damage and at the end of each of its turns. The effect lasts
as long as you use your action to keep playing, when a creature
makes their Wisdom save, they are immune to the effects of this
item for the next 24 hours.

This instrument is similar to an ocarina. It has been carved
from a Livna tooth, and hollowed out with a complex pattern of finger holes dotting its surface. It is unknown what
subterranean culture created these powerful wormtraining
tools, but both the Malin and Sorcia claim to be the source
of the first. As an action you may play a tune on this whistle by making a Charisma (Performance) check, targeting
a creature that can hear you within 30 feet. That creature
must pass a Wisdom saving throw, its DC set by the result
of your Charisma (Performance) check. If the creature fails
this saving throw it behaves exactly as if you just successfully cast the spell dominate monster on it. After use this
whistle becomes inert for one week, at which point it regains its magical ability.

Ringuard
Wonderous item, very rare (requires attunement)
Made by the finest Sorcian tinkerers, this tarnished steel
ring has an angular runed face, reminiscent to a flower in
shape. It shifts in size such that it perfectly fits your finger
upon attunement. Once per day as a bonus action, you may
speak Ringuard’s command word and deploy a tarnished
steel barrier that is four feet tall and ten feet across, up to
30 feet away. If there is not enough room for Ringuard to
fully deploy, it will fill the space, blocking off a passageway
entirely. The deployed barrier has 50 hit points, and an AC of
17 if attacked directly. A medium creature behind the barrier is considered to be in three-quarters cover, and a small
creature is considered in full cover. Any damage mitigated
by Ringuard’s bonuses to cover damages the barrier directly.
When the barrier reaches 0 hit points it dissolves, appearing
back on the face of its ring at the dawn of the next day.

Watchful Eye (Neergnas)
Wondrous item, very rare (requires attunement)
This metallic locket features a still animated eye, this one happens
to be that of a Neergnas. This grants you immunity to deafened
and blinded conditions, as well as darkvision (60 feet). Enchanted
with divination magic, this relic of Revilo grants you a glimpse of
your near future. While attuned to this item, after finishing a long
rest roll 1d20 and record the result. You can replace any attack roll,
ability check, or saving throw made by you or a creature you can
see with the recorded result. You must choose to do this before
the roll occurs. If you take a long rest without using your predetermined die result, it is lost and replaced at the dawn of the new day.
While all Watchful Eyes provide the benefit of glimpses into the
future, there are several different versions of this magical item in
the world of Revilo.

Safety Tent
Wondrous item, uncommon
This rather nondescript bundle of canvas sheets
and wooden poles can be set up to be a rather
small, plain looking tent. It takes ten minutes and
two people to pitch this tent. Once per day, the first
person who enters this tent while it is set up casts
the spell Leoman’s tiny hut as an action without the
use of a spell slot, centered on this small tent.
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Hundenfiend, pup

LIVNA

Physical Characteristics

Physical Characteristics

Hundenfiends grow to be large six-legged,
dog-like beasts with no skin. As pups they
run around on their back four legs using their
front pincers to play with the other pups.
The horns atop their six-eyed head. are small,
growing with age. As pups they are playful
and fun much like dogs. If separated from
their pack at an early age, the
Hundenfiend can be trained to
be a loyal and viscous guard.

The Livna are huge sandworms that burrow
beneath the surface of the Wajue desert. The
tunnels they have created have become homes to
some of the largest civilizations in Revilo. These
centipede-like creatures have hard exoskeletons
making it easy to force their way through the
compact earth of the region. They find nutrients
in the soil they chew their way through.

Actions

Livna
Huge monstrosity, unaligned
Armor Class 19 (Natural Armor)
Hit Points 195 (17d12 +85)
Speed 25 ft., burrow 50 ft.
STR
26 (+8)

DEX
8 (-1)

CON
20 (+5)

INT
3 (-4)

WIS
16 (+3)

CHA
3 (-4)

Saving Throws STR +12, CON +9
Skills Athletics + 8, Survival +6
Vulnerabilities Fire

Multiattack. The Livna makes two attacks: one
with its slam and one with its bite. Either of
these may be replaced with “burst from the
depths” or “ichor spray”.
Bite. Melee Weapon Attack: +8 to hit reach 10
ft., one creature. Hit: 19 (2d10+8) piercing damage.
If the target is a large or smaller creature, it
must succeed on a DC 18 Dexterity saving
throw or be swallowed by the Livna. A swallowed creature is blinded and restrained, it has
total cover against attacks and other effects
outside the Livna, and it takes 21 (6d6) acid
damage at the start of each of the Livna’s turns
If the Livna takes 30 damage or more on a
single turn from a creature inside it, the Livna
must succeed on a DC 21 Constitution saving
throw at the end of that turn or regurgitate all
swallowed creatures, which fall prone in a space
within 10 feet of the Livna. If the worm dies, a
swallowed creature is no longer restrained by
it and can escape from the corpse by using 15
feet of movement, exiting prone.

Immunities Acide, Poison

Slam. Melee Weapon Attack: +8 to hit reach

Condition Immunities Charmed, Frightented,
Prone

5 ft., all creatures in a 15 foot
line. Hit: 24 (3d10+ 8)
bludgeoning damage.

Senses Tremorsense 60 ft., Blindsight 30 ft.,
passive Perception 20
Languages –
Challenge 11 (7,200 XP)

Upheaval. The Livna prefers to fight its adversaries while half-buried in the ground, causing
the earth around it to break and shift unsteadily
as it thrashes about. The ground in a 15 feet radius around the Livna counts as difficult terrain
for all other creatures.

Hundenfiend, pup
Medium monstrosity, unaligned

Senses Darkvision 60 ft., passive Perception 13

Armor Class 12 (natural armor)

Languages –

Hit Points 13 (2d8 + 4)

Challenge 1/2 (100 XP)

Speed 40 ft.

Actions

STR
16 (+3)

DEX
14 (+2)

CON
15 (+2)

INT
7 (-2)

WIS
12 (+1)

CHA
9 (-1)

Saving Throws STR +5, DEX +4, CON +4
Skills Acrobatics +5, Athletics +4, Survival +3,
Perception +3
Resistances fire; bludgeoning, piercing, and
slashing from non-magical weapons

Bite. Melee Weapon Attack: +5 to hit, reach
5 ft., one creature. Hit: 4 (1d4 + 3) piercing
damage.
Fire Breath (Recharge 5-6). The Hundenfiend
exhales flame in a fifteen foot cone. Each
creature in the area must make a DC 12
Dexterity saving throw or take 7 (2d6) fire
damage on a failed save, or half as much
on a successful one.
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Ichor Spray (Recharge 5-6). The Livna rears
back and exhales a spray of sickly green, viscous ichor in a 30 foot cone. Creatures in the
cone must make a DC 18 Constitution saving throw. On a failed save, a creature takes
44(8d10) acid and poison damage and falls
asleep for the next minute. On a successful
save, a creature takes half as much damage
and is not poisoned.
Burst from the Depths. At the cost of half
its burrowing movement, the Livna may dive
below ground. It may then use up to the rest
of its movement and its action to burrow any
direction and burst forth, dealing 19 (2d10+ 8)
bludgeoning damage to all creatures in a 15
foot radius. Any creature dealt damage this
way must pass a DC 18 Strength saving throw
or be knocked prone.
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Malin THugs

Sorcia Guard

Mailin, Thugs

Sorcia, Guard

Small humanoid, chaotic neutral

Small humanoid, lawful good

Armor Class 16 (studded leather)

Armor Class 18 (breastplate, shield)

Hit Points 68 (8d10 +24)

Hit Points 68 (8d10 +24)

Speed 25 ft.

Speed 25 ft., burrow 25ft.

STR
14 (+2)

DEX
18 (+4)

CON
16 (+3)

INT
14 (+2)

WIS
10 (+0)

CHA
16 (+3)

STR
14 (+2)

DEX
18 (+4)

Neergnas
Physical Characteristics

CON
16 (+3)

INT
14 (+2)

WIS
16 (+3)

CHA
10 (+0)

Saving Throws DEX +4, INT +6

Saving Throws DEX +4, INT +6

Skills Acrobatics +6, History +6, Deception +5

Skills Athletics +6, History +6, Insight +5

Senses Darkvision 60 ft. passive Perception 10

Senses Darkvision 60 ft. passive Perception 13

Languages Common, Revilian

Languages Common, Revilian

Challenge 4 (1,100 XP)

Challenge 4 (1,100 XP)

Dirty Trick (3/Day). Malin Thugs are treacherous
and deceptive folk, they will throw sand or spit
in the face of their opponent to get the upper
hand, they will also cheat at cards. As a reaction
the Malin Thug uses a dirty tactic to give another
creature disadvantage on an ability check, attack
or saving throw.

The Right Tool For the Job (3/Day). Sorcias are
known for their ingenuity in the arts of tinkering
and gadget-making. It is rare to encounter one
without at least some small gizmo at hand. As a
reaction the Sorcia Guard uses a gadget it has
hidden on its person to give itself advantage on
an ability check, attack or saving throw.

Actions

Actions

Multiattack. The Malin Thug makes two attacks:
either two ranged attacks with their hand crossbow or two melee attacks with its shortsword.
Note that the Malin Thug ignores the “loading”
rule for their Hand Crossbow attacks.

Multiattack. The Sorcia Guard makes two attacks:
either two ranged attacks with their hand crossbow or two melee attacks with its shortsword.
Note that the Sorcia Guard ignores the “loading”
rule for their Hand Crossbow attacks.

Hand Crossbow. Ranged Weapon Attack: +6 to
hit, range 30/120 ft., one target. Hit: 7 (1d6 +4)
piercing damage.

Hand Crossbow. Ranged Weapon Attack: +6 to
hit, range 80/320 ft., one target. Hit: 7 (1d6 +4)
piercing damage.

Shortsword. Melee Weapon Attack: +6 to hit,

Shortsword. Melee Weapon Attack: +6 to hit,

reach 5 ft., one target. Hit: 7 (1d6 +4) piercing
damage.

reach 5 ft., one target. Hit: 7 (1d6 +4) piercing
damage.

The average height of
a Neergnas is eighteen
inches ears to toes, with their
wingspan reaching up to three
feet. Small hands at the end of
their wings function only for simple
tasks, and are not equipped for
precise manual dexterity. Their large
ears twitch and turn at the slightest of
sounds giving them a sense of everything
around them. The magical stones on their
chests and heads act as homing beacons so
they never lose their colony.

Neergnass
Small monstrosity, unaligned
Armor Class 14
Hit Points 22 (5d6 +5)
Speed 10 ft., fly 60 ft.
STR
12 (+1)

DEX
18 (+4)

CON
12 (+1)

INT
6 (-2)

WIS
10 (+0)

CHA
8 (-1)

Saving Throws STR +3, DEX +6
Skills Acrobatics +6, Perception+2
Senses Darkvision 60 ft. passive Perception 12
Languages –
Challenge 1/2 (100 XP)
Wail of the Neergnas (3/Day). When threatened,
Gurty will emit an impossibly loud shriek that has
the potential to temporarily deafen nearby foes.
All creatures within 30 feet of the Neergnas must
succeed on a DC 13 Constitution saving throw or
become deafened for 1 minute. The creature can
repeat the saving throw at the end of each of its
turns, ending the deafened condition on a success. Note that other Neergnas (and Laurel) are
immune to the effects of this ability.
Advantageous Hunters. The Neergnas’ attacks
have advantage against all creatures that have
been deafened by a Wail of the Neergnas or Wail
of the Neergnas Colony ability.

Actions
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Bite. Melee Weapon Attack: +3 to hit reach 5 ft.,
one creature. Hit 4 (1d6 +1) piercing damage. addition, the target must pass a DC 15 Constitution
saving throw or has disadvantage on all attacks
and saving throws for the next minute.
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Salazarite

RUCHONG
Physical Characteristics

Physical Characteristics

Ruchong live along side Livna beneath the surface
of the Wajue desert. They constantly work like ants
digging intricate tunnels which branch off of the larger
tunnels created by the giant sand worms. Their compact
bodies are perfect for burrowing and digging. With sharp
teeth, claw-like hands, and pointy ridges of bone
protruding from their bellies and skulls the
Ruchong can create giant underground
tunnels in no time.

Far more terrifying than any spider, these vile beasts can leap ten times their length. That can be
quite the jump, considering that the oldest known Salazarites are almost twenty feet tall. Their six
eyes move independently of one another, allowing the Salazarite to see in almost every direction.
Their top side is covered in a hard bone-like exoskeleton, while underneath their torso is a soft
and leathery ribbed texture.

Salazarite
Medium monstrosity, chaotic evil
Armor Class 12 (natural armor)
Hit Points 19 (3d10 +3)

Ruchong

Speed 30 ft., climb 30 ft.

Large monstrocity, chaotic evil
Armor Class 17 (Natural Armor)

STR
16 (+3)

Hit Points 85 (10d10 +30)
Speed 30 ft., burrow 25 ft.
STR
19 (+4)

DEX
13 (+1)

CON
16 (+3)

DEX
14 (+2)

CON
12 (+1)

INT
8 (-1)

WIS
12 (+1)

CHA
8 (-1)

Saving Throws STR +5, DEX +4
INT
4 (-3)

WIS
10 (+0)

Skills Athletics +5, Perception +3

CHA
8 (-1)

Condition Immunities Prone
Damage Resistances Poison

Saving Throws STR +7, DEX +4

Senses Darkvision 60 ft., tremorsense 30 ft.,
passive Perception 13

Skills Athletics +7, Perception +3
Damage Resistances Poison

Languages Telepathy 60 ft. (Only sensed by
other Salazarites)

Condition Immunities Charmed, Frightented,
Poisoned

Challenge 1 (200 XP)

Senses Darkvision 60 ft., Tremorsense 60 ft.
passive Perception 13

Cavern Leaper. The Salazarite’s long jump
is up to 50 feet and its high jump is up to
25 feet, with or without a running start.

Languages –
Challenge 5 (1,800 XP)

False Appearance. While remaining still and
concealed underground, the Ruchong is indistinguishable from a common stalagmite. While
in this state the Ruchong gets +6 to Dexterity
(Stealth) checks.
Ambush Predator. Ruchong spend a large
amount of time buried in the ground with only
their protruding, stalagmite-like horn revealing
where they might be hiding. This horn functions
similarly to an insect’s antennae, detecting
vibrations in the surrounding air and earth of
potential prey. If the Ruchong is not identified
by the time combat begins, all of its foes are
surprised for the first round of combat.

Toxic Proboscis. Once the Ruchong have
sprung their trap, their preferred method of
incapacitating victims is to slow them with their
long-reaching proboscis. This toxin does no
damage directly, but repeated exposure to it
causes creatures to become sluggish and
clumsy, making an easy meal for the
ravenous Ruchong.

Spider Climb. The Salarazite of the
Floating Forest has adapted to living
in the wild reaches of The Roots,
developing the ability to climb up
surfaces vertically and upside-down
horizontally with no need for a skill check.

Actions

Actions

Multiattack. The Ruchong makes three attacks:
one with its proboscis, one with its horn, and
one with its claws.

Multiattack. If the Salazarite has used
its Cavern Leaper ability to travel at
least 15 feet and lands within 5 feet of
an enemy creature, it makes two attacks,
one with its pincers and one with its bite.

Proboscis. Melee Weapon Attack: +7 to hit
reach 10 ft., one creature. Hit: 1 piercing damage and 2(1d4) Dexterity damage. Each time a
creature takes Dexterity damage in this way, its
movement reduces by five feet. A creature with
0 Dexterity score is paralyzed. These reductions
last until the target finishes a short or long rest.

Bite. Melee Weapon Attack: +6 to hit,
reach 10 ft., one target. Hit: 6 (1d6 +3)
piercing damage and 2 (1d4) poison damage.

Horn. Melee Weapon Attack: +7 to hit reach
5 ft., one creature. Hit: 15 (2d10 +4) piercing
damage.

Claws. Melee Weapon Attack: +7 to hit reach
5 ft., one creature. Hit: 17 (3d8 +4) slashing
damage.
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Pincers. Melee Weapon Attack: +6 to hit,
reach 5 ft., one target. Hit: 7 (1d8 +3) piercing
damage. If the target is a medium or
smaller creature, it is grappled
(escape DC 12). Until this grapple
ends the target is restrained and the
Salazarite can only bite the grappled target.

Cardography Layout

Cardography Layout

Original Layout

Random Adventure

If you are going to play the campaign in its original format, this is the order the cards should
be organized.

Create your own map. Allow the cards to be arranged any way you see fit. Turn them, twist
them, anything that helps make the dungeon your own!
Below is one example with endless possibilities!
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BE SURE TO CHECK OUT ALL
OF OUR dungeon crawl
ADVENTURES in a deck

BREAK THROUGH
THE ICY DIVIDE

survive the
badlands

Random
Monsters

cardographycards.com

tunneling the
wajue mines

NPCs Heroes
& Villains

below the forest
of the dead

traps &
Obstacles

Magical items
& Artifacts
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