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A LEVEL 1 ADVENTURE 
WINNER OF THE 2012 MYSTERY MAP ADVENTURE DESIGN COMPETITION
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INTRODUCTION

R
emember the good old days, when adventures 

were underground, NPCs were there to be killed, 

DQG�WKH�ÀQDOH�RI�HYHU\�GXQJHRQ�ZDV�WKH�GUDJRQ�
on the 20th level? Those days are back. Dungeon Crawl 

Classics adventures don’t waste your time with long-wind-

ed speeches, weird campaign settings, or NPCs who aren’t 

meant to be killed. Each adventure is 100% good, solid 

dungeon crawl, with the monsters you know, the traps you 

remember, and the secret doors you know are there some-

where.

7KLV� DGYHQWXUH� LV� GHVLJQHG� IRU� ���� OHYHO� �� FKDUDFWHUV�� ,W�
SLWV�WKH�DGYHQWXUHUV�DJDLQVW�RWKHUZRUOGO\�KRUURUV�RI�HYHU�
LQFUHDVLQJ�IHURFLW\��7KH�QRYLFH�FKDUDFWHUV·�UHVROYH�DQG�VDQ-

ity will be stretched to their utter limits. Those who wager 

WKHLU�ZLWV�ZLOO�HPHUJH� IURP�WKH�8QGHUWHPSOH�RI�6KLJD]LO-
QL]WKUXE�ZLWK�IDW�SXUVHV�DQG�WDOHV�RI�OHJHQG��7R�KDYH�HYHQ�
WKH�IDLQWHVW�FKDQFH�RI�VXUYLYDO��WKH�DGYHQWXULQJ�SDUW\�PXVW�
FRQVLVW�RI�D�ZHOO�URXQGHG�WHDP�OHDUQHG�LQ�WKH�DUWV�RI�ZDU-
IDUH�� WKLHYHU\��ZL]DUGU\�� DQG�KRO\�PLJKW��2WKHUZLVH�� WKH\�
are certain to meet their doom.

7KH�FRQFOXVLRQ�RI�WKH�DGYHQWXUH�ÀQGV�WKH�EDQG�RI�DGYHQWXU-
HUV�ORFNHG�LQ�PRUWDO�FRPEDW�ZLWK�DQ�DVSHFW�RI�DQ�HOGHU�JRG�
LWVHOI��7KH�ZHDN�DQG�GXOO�ZLWWHG�ZLOO�SHULVK�LQ�DJRQ\��7KHLU�
EORDWHG�FRUSVHV�ZLOO�IRGGHU�WKH�YRUDFLRXV�DFLG�ZRUPV��DQG�
WKHLU�OLYLQJ�H\HV�ZLOO�EH�SOXFNHG�IURP�WKH�VWLOO�ZDUP�VRFNHWV�
WR�VSHQG�DQ�HWHUQLW\�LQ�VLOHQW�ZLWQHVV�WR�WKH�PDJQLÀFHQFH�RI�
WKH�2QH�:KR�:DWFKHV�IURP�%HORZ�

HISTORY

I
n the beginning, there was chaos. The universe 

ZDV� D�SULPRUGLDO� FDXOGURQ� RI� JXUJOLQJ�GUHDG�� D�
darkness that not even a thousand suns could 

OLJKW�� ,Q� WKLV� EODFN� VRXS�� WKH� HOGHU� JRGV� EDWWOHG� IRU� VX-

SUHPDF\��7KH\� IHDVWHG�RQ� IHDU�DQG�GUDQN�PDGQHVV��7KHQ�
WKH� VPDOO� WKLQJV� FDPH��7KH\� VNLWWHUHG�DQG� IRDPHG� LQ� WKH�
pockets between the elder gods’ crushing might – sham-

EOLQJ�� NLOOLQJ� DQG� IHHGLQJ� XSRQ� RQH� DQRWKHU� ²� XQWLO� WKH\�
SURGXFHG�DQ�LQÀQLWHVLPDO�VSHFN�RI�OLJKW��,Q�DQ�LQVWDQW��WKH\�
ZHUH�PDQ\�²�SRLQWV�RI�OLJKW�ZKLFK�EHFDPH�VWDUV�WKDW�EHJDW�
suns then ascended to godlings. The new gods rose up in a 

ZKLWH�KRW�H[SORVLRQ�RI�GHÀDQFH�DJDLQVW�WKH�FRUSXOHQW�ORUGV�
RI� FKDRV��$� FDWDFO\VPLF� FKDLQ�UHDFWLRQ� WULJJHUHG�� ELUWKLQJ�
DOO�WKDW�LV��7KLV�LV�WKH�VWRU\�RI�WKH�JRGV�EHIRUH�WKH�JRGV��D�
WDOH�XQNQRZQ�WR�WKH�KLVWRULHV�RI�KXPDQV�DQG�GHPL�KXPDQV�
alike.

For eons, the deposed old gods have roiled and churned in 

D�VHHWKLQJ�SRRO�RI�UDZ�SRZHU�EHQHDWK� WKH�XQLYHUVH�� WKHLU�
IRXO� LQWHOOHFWV� SHULRGLFDOO\� EXEEOLQJ� WR� WKH� VXUIDFH�� &KLHI�
DPRQJ�WKH�GDUN�JRGV�LV�6KLJD]LOQL]WKUXE��VDGLVWLF�HDWHU�RI�
ZRUOGV��7KH�LQYRFDWLRQ�RI�WKH�QDPH�DORQH�KDV�WKH�SRZHU�WR�
ZLWKHU�FURSV�DQG�FUXPEOH�FLWLHV�WR�GXVW��+LV�PDG�IROORZHUV�
UHIHU�WR�KLP�RQO\�DV�´7KH�2QH�:KR�:DWFKHV�IURP�%HORZ�µ�
7KH� IRXO�GHLW\�KDV� HVWDEOLVKHG� WKUHH� VWURQJKROGV� EHQHDWK�
Áereth, their purpose unknown. For now, it watches, it 

JDWKHUV�SRZHU��DQG�LW�ZDLWV�IRU�FHOHVWLDO�ERGLHV�WR�DOLJQ�LQ�
the heavens.

For it is written:

“The old gods will one day return.”
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,Q�-XQH�������*RRGPDQ�*DPHV�VSRQVRUHG�D�VSHFLDO�DGYHQWXUH�GHVLJQ�FRPSHWL-
WLRQ��2XU�)UHH�53*�'D\������DGYHQWXUH�PRGXOH�LQFOXGHG�DQ�LQFRPSOHWH�DGYHQ-

WXUH�PDS��5HDGHUV�FRXOG�FRPSOHWH�WKH�PDS��VHQG�LQ�WKHLU�DVVRFLDWHG��DGYHQWXUH�
SURSRVDO��DQG�FRPSHWH�IRU�D��������FRQWUDFW�WR�ZULWH�WKDW�DGYHQWXUH��$�SDQHO�RI�
GLVWLQJXLVKHG�MXGJHV�UHDG�WKH�ÁRRG�RI�SURSRVDOV��DQG�ÀQDOO\�ZKLWWOHG�WKH�ÀHOG�
GRZQ�WR�D�KDQGIXO�RI�FRQWHQGHUV��$IWHU�OHQJWK\�GHEDWH��D�ZLQQHU�ZDV�FKRVHQ�

7KH�DGYHQWXUH�\RX�KROG�LQ�\RXU�KDQGV�LV�WKH�ZLQQHU�RI�WKH�0\VWHU\�0DS�$G-

venture Design Competition. There were many great submissions to the com-

SHWLWLRQ��EXW�-REH�%LWWPDQ·V�VWRRG�RXW�DERYH�WKHP�DOO��7KLV�DGYHQWXUH�KDV�D�
VWURQJ�$SSHQGL[�1�WKHPH��XQLTXH�HQFRXQWHUV�WKDW�\RXU�SOD\HUV�ZLOO�UHPHP-

EHU� IRU�D� ORQJ� WLPH��PDQ\�KLJKO\�YLVXDO� VFHQHV� WKDW�ZLOO� VWDQG�RXW� LQ�\RXU�
SOD\HUV·�PLQGV��DQG�VRPH�WHUULÀF�WZLVWV�DQG�WXUQV��,W�DOVR�IHDWXUHV�RQH�RI�WKH�
PRVW� FUHDWLYH� SOD\HU� KDQGRXWV� ,� UHPHPEHU� VHHLQJ�� 3UHSDUH� IRU� D� YHU\� IXQ�
WLPH��,�WKLQN�\RX·OO�HQMR\�WKLV�DGYHQWXUH�DV�PXFK�DV�ZH�GLG�

– Joseph Goodman, Goodman Games, November 2013
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