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1. False Tomb1. False Tomb

� A single door leads into this large 
chamber. At the center is a raised platform 
on which sits an ornate sarcophagus.  At 
the far end of the room is a bas-relief 
sculpture of a man’s face with the mouth 
wide open as if in mid-scream.  Lanterns 
dangle from the ceiling at the corners of 
the room hung in place by lengths of chain. 
  One of the ornate lanterns is lit, casting a 
murky pale green illumination. 

� Sarcophagus (Stairs) + Destruction TrapSarcophagus (Stairs) + Destruction Trap
– The lid is made of a white stone with a faintly The lid is made of a white stone with a faintly 

azure hue. The lid has a carving of a azure hue. The lid has a carving of a 
completely hairless, androgynous individual completely hairless, androgynous individual 
wrapped in a thin white flowing cloth. There is wrapped in a thin white flowing cloth. There is 
an amulet featured in the sculpture featuring a an amulet featured in the sculpture featuring a 
strange otherworldly glyph. (Zosiel,pg 21) strange otherworldly glyph. (Zosiel,pg 21) 

– The sarcophagus will shift on the platform, The sarcophagus will shift on the platform, 
allowing it to rotate left to right. DC 15 allowing it to rotate left to right. DC 15 
Strength Check. But doing so will set a trap. Strength Check. But doing so will set a trap. 
One click sets the trap. Two clicks triggers the One click sets the trap. Two clicks triggers the 
trap. Three clicks resets the trap. Four clicks trap. Three clicks resets the trap. Four clicks 
triggers it. And so forth. The trap is a gout of triggers it. And so forth. The trap is a gout of 
force from the coffin knocking the person force from the coffin knocking the person 
backwards 1d6 squares.  (Search DC 32, backwards 1d6 squares.  (Search DC 32, 
Disable DC 32, Fortitude save dc 20 , 10d6 Disable DC 32, Fortitude save dc 20 , 10d6 
damage. CR 8)damage. CR 8)

– The lid is heavy. Strength DC 30 to lift and The lid is heavy. Strength DC 30 to lift and 
shove the lid off. Doing so reveals a set of shove the lid off. Doing so reveals a set of 
stairs that leads away from the room to area 2.stairs that leads away from the room to area 2.

Dwarven Forge set up should be a room 
with the coffin, demon face wall, and no 
doors out. The only way to leave is to use 
the stairway in the coffin.
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1. False Tomb (cont’d)1. False Tomb (cont’d)

� Lanterns.Lanterns.
– Orange: Unlit. Worth 50 gp.Orange: Unlit. Worth 50 gp.
– Yellow: Unlit. Worth 50 gp. If this is removed Yellow: Unlit. Worth 50 gp. If this is removed 

from the chain, a small closet sized room from the chain, a small closet sized room 
opens. The character will see a small hole in opens. The character will see a small hole in 
the wall at shoulder level. The PC will see the wall at shoulder level. The PC will see 
something shiny inside the hole, maybe a small something shiny inside the hole, maybe a small 
diamond. Reaching into the hole will require a diamond. Reaching into the hole will require a 
Reflex DC 15 check. Failure means that the Reflex DC 15 check. Failure means that the 
character’s hand becomes trapped inside the character’s hand becomes trapped inside the 
hole. Worse, the chamber seals itself hole. Worse, the chamber seals itself 
immediately and sealing in the PC. The PC is immediately and sealing in the PC. The PC is 
trapped, and cannot escape without magical trapped, and cannot escape without magical 
help.help.

� Green: Everburning torch. Worth 50 gp. Removing Green: Everburning torch. Worth 50 gp. Removing 
the lantern triggers a small elevator in the floor which the lantern triggers a small elevator in the floor which 
opens like a trap door. It groans, slips down 12 feet, opens like a trap door. It groans, slips down 12 feet, 
grates loudly, and stops. One round later, the floor grates loudly, and stops. One round later, the floor 
tile in the shaft tilts and falls. It falls 60 feet down tile in the shaft tilts and falls. It falls 60 feet down 
into The Laborer’s Foyer. Two rounds later, a living into The Laborer’s Foyer. Two rounds later, a living 
geyser of beetles bursts from the shaft. (Pg 26, 2 Acid geyser of beetles bursts from the shaft. (Pg 26, 2 Acid 
Beetle Swarms, CR 2)  Beetle Swarms, CR 2)  

� Blue: The blue lantern must be removed for the PC to Blue: The blue lantern must be removed for the PC to 
see a small latch that will open a secret door in the see a small latch that will open a secret door in the 
ceiling. Climbing up and opening the door reveals a ceiling. Climbing up and opening the door reveals a 
crawlspace. Crawling in (DC 5) will reveal a twenty crawlspace. Crawling in (DC 5) will reveal a twenty 
foot long horizontal tunnel only high enough to crawl foot long horizontal tunnel only high enough to crawl 
through. Crawling down the tunnel reveals a twist in through. Crawling down the tunnel reveals a twist in 
the tunnel that goes from horizontal to vertical.There the tunnel that goes from horizontal to vertical.There 
is a chain extends down and coiled somewhat in the is a chain extends down and coiled somewhat in the 
tunnel. The PC must tunnel. The PC must SQUEEZESQUEEZE through the space.  through the space. 
Then, he will be able to see 40 feet upwards. Then, he will be able to see 40 feet upwards. 
Climbing up (DC 5) the PC will find the Devil Face Climbing up (DC 5) the PC will find the Devil Face 
portal. (Show picture from Tomb of Horrors.) Refer portal. (Show picture from Tomb of Horrors.) Refer 
to next slide. (Devil Face)  to next slide. (Devil Face)  

SQUEEZE: Remove backpack, heavy 
armor, and move 5 feet per turn crawling 
prone.
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False Tomb (cont’d)False Tomb (cont’d)

� Violet lantern: Unlit. 50 gp. Violet lantern: Unlit. 50 gp. 

� The Devil Face (Blue Lantern cont’d)The Devil Face (Blue Lantern cont’d)
– The bas-relief portal is made of copper. It is The bas-relief portal is made of copper. It is 

mostly green due to age. It is shaped like a mostly green due to age. It is shaped like a 
horned devil’s face. The mouth is open . Inside horned devil’s face. The mouth is open . Inside 
the dark recess you can see a small ball of the dark recess you can see a small ball of 
smooth glittering black stone levitating in the smooth glittering black stone levitating in the 
air.  Only a native of the Elemental Place of air.  Only a native of the Elemental Place of 
Air may reach into the Devil’s Mouth to Air may reach into the Devil’s Mouth to 
remove the glittering black ball from its remove the glittering black ball from its 
mouth. (Sphere of Annihilation.) Reaching in mouth. (Sphere of Annihilation.) Reaching in 
or putting something in sets off the sphere. or putting something in sets off the sphere. 
Refer to the DMG in the magic item section Refer to the DMG in the magic item section 
page 279.page 279.

� The Screaming Face VisageThe Screaming Face Visage
– The screaming visage dominates a good The screaming visage dominates a good 

portion of the wall. The mouth appears to be a portion of the wall. The mouth appears to be a 
recessed area, containing the opening to a recessed area, containing the opening to a 
passage. Walking towards the visage or passage. Walking towards the visage or 
looking at it in detail requires a DC 13 Will looking at it in detail requires a DC 13 Will 
save. Success causes the PC to hear a voice in save. Success causes the PC to hear a voice in 
her head telling her to “come closer.” Failure her head telling her to “come closer.” Failure 
means the PC is enchanted and begins to walk means the PC is enchanted and begins to walk 
towards the visage against her will. A Spot DC towards the visage against her will. A Spot DC 
15 check of the floor reveals that there are 15 check of the floor reveals that there are 
several long scratches on the floor, grooved in several long scratches on the floor, grooved in 
as if someone scraped knives along the floor as if someone scraped knives along the floor 
from one end to the other, ending at the face. from one end to the other, ending at the face. 
Anyone coming within ten feet (2 squares) of Anyone coming within ten feet (2 squares) of 
the face will trigger its abilities. (DMG pg 95) the face will trigger its abilities. (DMG pg 95) 
On round one, the mouth blasts powerful gusts On round one, the mouth blasts powerful gusts 
into the room, forcing all within to take DC 18 into the room, forcing all within to take DC 18 
Fortitude saves or be knocked backwards Fortitude saves or be knocked backwards 
1d4x10 feet and 1d4 damage per square. 1d4x10 feet and 1d4 damage per square. 
Hitting an object makes this 1d6 damage.Hitting an object makes this 1d6 damage.
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False Tomb (cont’d)False Tomb (cont’d)

� (Face cont’d)(Face cont’d)
– On round two, the wind changes, the mouth On round two, the wind changes, the mouth 

now sucking forcibly causing all to make DC now sucking forcibly causing all to make DC 
18 Reflex saves or be dragged towards the 18 Reflex saves or be dragged towards the 
mouth. Anyone being dragged towards the face mouth. Anyone being dragged towards the face 
moves 4 squares towards the mouth. If they moves 4 squares towards the mouth. If they 
have already been knocked down by the first have already been knocked down by the first 
blast, they automatically fail the dragging save. blast, they automatically fail the dragging save. 
While being dragged, they may make an While being dragged, they may make an 
attempt to stop themselves. (Refer to DMG for attempt to stop themselves. (Refer to DMG for 
falling) Being dragged through the face causes falling) Being dragged through the face causes 
2d6 magical damage, and then deposits the PC 2d6 magical damage, and then deposits the PC 
in area Laborer’s Foyer. They are knocked in area Laborer’s Foyer. They are knocked 
unconscious during the fall. Hitting the ground unconscious during the fall. Hitting the ground 
causes 4d6 impact damage.  causes 4d6 impact damage.  

� Rules DMG 95: 75% to blow out all flames, -4 Rules DMG 95: 75% to blow out all flames, -4 
penalty for all rolls. penalty for all rolls. 

Using the stairs in the coffin leads to the 
Laborer’s Foyer.

Any PCs being knocked unconscious from the 
fall are knocked out due to nonlethal damage. 
They will need first aid, and rest to recover.
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2. The Laborer’s Foyer2. The Laborer’s Foyer

� Dwarven Forge set up: A room with stairs leading in, and a closed door leading out. 6 statues. Dwarven Forge set up: A room with stairs leading in, and a closed door leading out. 6 statues. 
� (This is the room that PCs may have fallen into one way or another. If so, those PCs will be laying on the floor in the (This is the room that PCs may have fallen into one way or another. If so, those PCs will be laying on the floor in the 

middle of the room, requiring medical attention. Otherwise, continue as normal.)middle of the room, requiring medical attention. Otherwise, continue as normal.)
� Read: Read: The walls of this room as painted with dozens of faces, similar to the sculpture on the sarcophagus. The The walls of this room as painted with dozens of faces, similar to the sculpture on the sarcophagus. The 

faces all look disapprovingly towards the stairway. Many sport crossed arms, and stern expressions. There are faces all look disapprovingly towards the stairway. Many sport crossed arms, and stern expressions. There are 
six statues in the room as well, either missing their heads or having large chunks of stone ripped from them in six statues in the room as well, either missing their heads or having large chunks of stone ripped from them in 
various places. One has a strange melted appearance as if it had been sprayed by acid or molten metal. There is various places. One has a strange melted appearance as if it had been sprayed by acid or molten metal. There is 
a door at the far end of the room.a door at the far end of the room.  In the middle of the room lay three bodies. In the middle of the room lay three bodies. 

� The door is locked, and will prove annoying when the beetles (below) show up.The door is locked, and will prove annoying when the beetles (below) show up.
� In the middle of the room are three corpses, long dead. They are dressed in leather armor that has been dyed red, and In the middle of the room are three corpses, long dead. They are dressed in leather armor that has been dyed red, and 

has a eight pointed star on the breast in stylized yellow almost like a badge.  They are arranged in a chaotic pattern, has a eight pointed star on the breast in stylized yellow almost like a badge.  They are arranged in a chaotic pattern, 
obviously having been dragged down through the screaming visage, and dumped here. Searching them reveals two obviously having been dragged down through the screaming visage, and dumped here. Searching them reveals two 
have broken necks and one had a broken leg. It appears the one with the injured leg remained with his fallen comrades. have broken necks and one had a broken leg. It appears the one with the injured leg remained with his fallen comrades. 
Searching the bodies turns up 3 potions of cure light wounds, and a potion of cure moderate wounds. Also, one of Searching the bodies turns up 3 potions of cure light wounds, and a potion of cure moderate wounds. Also, one of 
them has a ring of feather falling in his pocket. There is also a small piece of beautiful cloth, rolled into a ball. (dmg them has a ring of feather falling in his pocket. There is also a small piece of beautiful cloth, rolled into a ball. (dmg 
264)264)

� At a proper moment, have a Giant Bombardier Beetle (MM 284) launch itself from its hiding spot in the shadows. It At a proper moment, have a Giant Bombardier Beetle (MM 284) launch itself from its hiding spot in the shadows. It 
will seek to slay the intruders with its acid spray. It is the cow of the beetle colony. In 1d4 rounds following, the three will seek to slay the intruders with its acid spray. It is the cow of the beetle colony. In 1d4 rounds following, the three 
beetle swarms will return (pg 26) to defend the cow. They will emerge from the top of the walls, literally covering the beetle swarms will return (pg 26) to defend the cow. They will emerge from the top of the walls, literally covering the 
walls and swarming down to the floor. They will be surrounding the PCs, closing in on them.  Fleeing the the room walls and swarming down to the floor. They will be surrounding the PCs, closing in on them.  Fleeing the the room 
will be a slight problem as the exit point is a locked door. It leads to another room, the Servant Chambers.will be a slight problem as the exit point is a locked door. It leads to another room, the Servant Chambers.
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3. Servant Chambers3. Servant Chambers

� The large room has eight stone slabs at its center The large room has eight stone slabs at its center 
arranged in two rows of four. Each slab has the arranged in two rows of four. Each slab has the 
skeletal remains of individuals arranged carefully on skeletal remains of individuals arranged carefully on 
the slabs. A long dead corpse is sprawled on the floor the slabs. A long dead corpse is sprawled on the floor 
between these slabs face down. The corpse is dressed between these slabs face down. The corpse is dressed 
in the same red dyed armor as the others you found in the same red dyed armor as the others you found 
before and lays face down. It appears that the man before and lays face down. It appears that the man 
had his head smashed in as the skull is severely had his head smashed in as the skull is severely 
mangled. (silver ring with 8-pointed star worth 75 mangled. (silver ring with 8-pointed star worth 75 
gp.) In one corner there is a statue of a hulking man gp.) In one corner there is a statue of a hulking man 
in the corner. The far wall has some pegs on it and a in the corner. The far wall has some pegs on it and a 
hammer hanging from it. There is a doorway that hammer hanging from it. There is a doorway that 
leads to a set of stairs leading out of the room.leads to a set of stairs leading out of the room.

� Each round the players are in the room, have them Each round the players are in the room, have them 
roll DC 15 Will Save. Failure means they become roll DC 15 Will Save. Failure means they become 
fatigued. (-2 to all rolls) until they rest 8 hours. fatigued. (-2 to all rolls) until they rest 8 hours. 
Success means they feel slightly dizzy. Success means they feel slightly dizzy. 

� Touching the skeletons will invoke the statue to come Touching the skeletons will invoke the statue to come 
to life, a terrible guardian golem. (MM 13) The to life, a terrible guardian golem. (MM 13) The 
skeletons will also come to life, fighting the PCs skeletons will also come to life, fighting the PCs 
without mercy. without mercy. 

� Numerous pegs on the wall are empty, save for one Numerous pegs on the wall are empty, save for one 
lonely hammer.  The rest was looted a long time ago.lonely hammer.  The rest was looted a long time ago.

� Going to the stairs reveals another corpse half way Going to the stairs reveals another corpse half way 
down the steps. Dressed in the same armor and down the steps. Dressed in the same armor and 
wearing the same silver ring with an eight pointed wearing the same silver ring with an eight pointed 
star, the corpse has been laying here for a long, long star, the corpse has been laying here for a long, long 
time from the looks of it. The chest of the armor is time from the looks of it. The chest of the armor is 
torn open and the rib cage is missing. An ancient and torn open and the rib cage is missing. An ancient and 
rusted hand crossbow lays near the corpse’s left hand. rusted hand crossbow lays near the corpse’s left hand. 

� Looking down the stairs, the PCs will see that the end Looking down the stairs, the PCs will see that the end 
of the stairway and the room ahead is submerged. of the stairway and the room ahead is submerged. 
The water is dark, and murky. There is no natural The water is dark, and murky. There is no natural 
illumination.illumination.
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Age of WormsAge of Worms

Part IIIPart III
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1. Submerged Showers1. Submerged Showers

� (Refer to page 92 of the DMG for underwater rules)(Refer to page 92 of the DMG for underwater rules)
� Dwarven Forge set up: A room with 4 grates to represent drains, and four pillars. Stairs leading in. No Dwarven Forge set up: A room with 4 grates to represent drains, and four pillars. Stairs leading in. No 

doors leading out.doors leading out.
� A PC may hold his breath for a number of rounds equal to twice his Constitution score. After that he must A PC may hold his breath for a number of rounds equal to twice his Constitution score. After that he must 

make a CON DC 10 check. This increases by 1 DC each round. PC may only make move or free actions. make a CON DC 10 check. This increases by 1 DC each round. PC may only make move or free actions. 
Otherwise, each full or standard action reduces the Conx2 time by -1. Otherwise, each full or standard action reduces the Conx2 time by -1. 

� Drowning: Round 1 falls to 0 hp to become unconscious. Round 2 drops to -1 hp and is dying. By round Drowning: Round 1 falls to 0 hp to become unconscious. Round 2 drops to -1 hp and is dying. By round 
three, the PC is dead.three, the PC is dead.

� The entire room is dark, and the water is murky. There are four pillars in the room, each having a spigot The entire room is dark, and the water is murky. There are four pillars in the room, each having a spigot 
that would function as a shower normally. A DC 15 Search or Spot check (assuming Darkvision or an that would function as a shower normally. A DC 15 Search or Spot check (assuming Darkvision or an 
underwater light source) reveals four different drains which are clogged. Clearing the drains of debris will underwater light source) reveals four different drains which are clogged. Clearing the drains of debris will 
take a variable amount of time depending on the person. (2d12 - Dex bonus = time) Clearing the drains take a variable amount of time depending on the person. (2d12 - Dex bonus = time) Clearing the drains 
will mean that the water will begin to drain out, slowly removing it from the room and those beyond.   will mean that the water will begin to drain out, slowly removing it from the room and those beyond.   

� The PCs will also be faced with the difficulty of battling two water elementals. They are medium sized, and The PCs will also be faced with the difficulty of battling two water elementals. They are medium sized, and 
would like nothing else than to drown the PCs. They don’t want the PCs to drain the room either. That would like nothing else than to drown the PCs. They don’t want the PCs to drain the room either. That 
would suck them down as well. They will attempt to drown anyone carrying light sources, and then go after would suck them down as well. They will attempt to drown anyone carrying light sources, and then go after 
any PCs coming close to the drains. Medium Water Elemental: (MM 100)any PCs coming close to the drains. Medium Water Elemental: (MM 100)

� The only way out is a small crawlspace at the top of one of the walls. They will have to climb up, and then The only way out is a small crawlspace at the top of one of the walls. They will have to climb up, and then 
SQUEEZE through carefully to the next room, the Room Without a Floor.SQUEEZE through carefully to the next room, the Room Without a Floor.

�   
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