HIDDEN KEEP OF THE
DEATH ARROW

Hidden Keep of the Death Arrow is a Fifth Edition
adventure designed for four characters of 1st, 3rd,
5th, or 8th level. This document notes how to scale
the adventure according to the average party level.
The characters enter the hidden keep of the Death
Arrow, a vile cult forgotten by the annals of history.
Within, they will find deadly traps, fierce cannibalis-
tic halflings, and bizarre oozes.

RUNNING THE ADVENTURE

To run the adventure, you need the three Fifth
Edition core rulebooks. You can access a free basic
ruleset from the official source if you don’t have a
copy.

Read aloud or paraphrase text that appears in
a box like this when the characters first arrive
at a location or under specific circumstances.

When a creature’s name appears in bold type,
that’s a visual cue pointing you to its stat block as
a way of saying, “Hey, game master, make sure you
get this creature’s stat block ready—there’s going
to be an encounter!” If the stat block appears in the
Appendix of this adventure, the text tells you so;
otherwise, you can find the stat block in the core
rulebook.

The core manual for players describes spells and
nonmagical equipment mentioned in the adventure.
The core manual for gamemasters describesmag-
ic items. The text notes any items created for this
adventure, pointing you to the appropriate appendix
or sidebar.

ADVENTURE HooKs

CREDITS

The following creators made this adventure
possible:
Design and Writing. DMDave
Cartography. DMDave with Forgotten Adven-
tures assets
Magic Items. The Griffon’s Saddlebag

The table on the next page offers some ideas if you
don’t have a reason for the characters to investigate
the hidden keep. Roll a d8 or choose the one you like
best. If you need to motivate the party with a mon-
etary reward, their patrons offer 500 gp per level of
the adventure.

LEVEL SELECTION

Before play, know the level you wish to run the
adventure. Overall, the adventure’s locations and
descriptions remain unchanged throughout the lev-
els. However, most encounters, hazards, traps, and
treasures scale with each level of the adventure. The
keyed locations will present the differences between
each level.

Also, the adventure works for more than just the
listed levels. If you wish to run this adventure for
levels other than the 1st, 3rd, 5th, or 8th level, the
chart below shows you which version of the adven-
ture you should select for each level. We don’t rec-
ommend running this adventure for characters with
an average party level of more than 9, as it may not
pose much of a challenge.

Scaling the Adventure

Average Party | Recommended | Relative
Level Adventure Difficulty
Version

1 1st-level Hard

2 1st-level Medium
3 3rd-level Hard

4 3rd-level Medium
5 5th-level Hard

6 5th-level Medium
7 8th-level Hard

8 8th-level Medium
9 8th-level Easy
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Scattered Chambers Adventure Hooks

d8 | Patron

Adventure Hook

1 Academy

One of the academy’s researchers went missing a few weeks ago. The last
the academy heard of her, she was going to investigate the hidden keep of the
Death Arrow. Fortunately, she escaped the clutches of the halfling cannibals.
She hides in one of the cells in area 3.

2 Ancient Being

The hidden keep has long attracted cannibals to it. The characters’ patron
wants them to enter the keep and learn why. The bleeding statue in area 9 may
have something to do with it.

3 Aristocrat

Long ago, a halfling rogue named Blackjack Wiley stole a valuable weapon from
the characters’ aristocratic patron. Wiley entered the hidden keep and never
returned. The aristocrat wants the characters to return the magic weapon. It can
be found in area 2.

4 Criminal Syndicate

The syndicate sent a party of treasure hunters into the keep. That was a week
ago. Now, the syndicate wants to know what happened to them. The party will
discover that the cannibal halflings ate them. The backpacks stored in areas 9
and 11 bear the syndicate’s insignias.

5 | Guild

Supposedly, the hidden keep hides the remains of a great diviner named Asha-
shawu. Sages believe that Ashashawu’s bones have the power to answer any
question asked of them. The guild wants the characters to find the bones so the
guild may use them to uncover the location of a long-lost city.

6 Military Force

If the characters hope to prove themselves among the military force’s leaders,
they must enter the keep of the death arrow and clear it of the cannibals that
live there.

7 Religious Order

Death to the cannibals of the hidden keep of the death arrow! Far too long has
their reign of terror endured. Bring back the head of their leader, Grackle the
Raven.

8 Sovereign

The region’s sovereign wishes for the characters to enter the hidden keep and
find proof of a strange creature rumored to have been created there: the dread
centaurtaur.

HIDDEN KEEP OF THE
DEATH ARROW

History seems to repeat itself within the Hidden
Keep of the Death Arrow. Initially, the keep was
home to the eponymous Death Arrow, a vile death
cult known for its cannibalistic tendencies. Eventu-
ally, a band of Yenekosian priests forced their way
into the keep and slaughtered the cult, leaving the
keep empty. Then, a band of fearsome hill giants
took residence in the keep. They, too, devoured

the flesh of humanoids—and pretty much anything
else they could get their grubby meathooks around.
And just like with the Death Arrow, the Yenekosian
priests returned, slaughtered the giants, and left the
keep empty. Now, a third group occupies the old
keep, a party of halfling bandits. And as it turns out,
the halflings are cannibals, too. Maybe it's some-

thing in the water?
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FinDING THE KEEP

GENERAL FEATURES

The keep has two egresses—one staircase leading
up and one staircase leading down. These exits let
you combine the keep with another dungeon adven-
ture (or Dungeon of the Week adventure, as it were),
or you may let it stand on its own. If you choose the
latter, the party must discover the keep’s entrance
(area 1).

Have the characters perform a skill challenge. A
skill challenge simulates a task requiring more time
and effort than a single ability check. In its simplest
form, the characters make a series of ability checks
to earn a required number of successes before
accumulating a maximum number of failed checks—
similar to how death saving throws work. This skill
challenge consists of the following elements:

» Goal and Context. Learn the location of the Hidden
Keep of the Death Arrow.

» Difficulty. Primary skill checks related to this skill
challenge are made against DC 10. Secondary and
repeat checks are made against DC 15.

» Complexity. Complexity is the total number of
successes needed versus the number of failures
to succeed on the check. To succeed in this skill
challenge, the characters must gain four successes
before they suffer three failures.

» Primary Checks. When the characters partake in a
skill challenge, they may commit any ability check
they like to the skill challenge. Certain ability
checks, however, lend themselves better to a suc-
cessful outcome than others. These ability checks
are primary checks and usually have a lower DC
than their secondary checks. The primary checks
for this skill challenge are: Intelligence (History)
to recall information about the Hidden Keep and
Charisma (Persuasion) to speak with locals about
its location.

» Secondary Checks. Secondary checks represent
all the skills the characters may use to participate
in a skill challenge that aren’t considered primary
checks. The main reason for the disparity between
primary and secondary is that primary checks are
a little more “obvious” in their function.

» Other Conditions. If the characters make a suc-
cessful Intelligence (History) or Charisma (Per-
suasion) check related to this skill challenge, they
learn that a band of cannibalistic halflings use the
keep as their lair. Wisdom (Survival) becomes a
primary skill challenge (DC 10). The characters
may repeat any primary ability checks without
penalty.

» Consequences. If the characters suffer three
failures before achieving four successes, they fail
the skill challenge and must spend another week
looking for the hidden keep. Otherwise, they find
the entrance to the hidden keep (area 1).

Unless stated otherwise, the Hidden Keep's areas
have the following features in common.

Architecture. The Hidden Keep was hewn from
the natural earth of the craggy hills within which
the characters find it. The builders reinforced the
interior with unadorned masonry. The ceilings in the
corridors are 10 feet high, whereas they are 20 feet
high in chambers. Ceilings are vaulted to support the
tremendous load of the earth above the keep.

Doors. The chambers’ builders made the doors
from ash planks hung on iron. Long since rusted, the
doors are relatively weak. A locked door requires a
successful DC 15 Dexterity check using proficiency
in thieves’ tools to pick or a DC 15 Strength (Athlet-
ics) check to break down. A door has AC 14, 13 hp,
and immunity to poison and psychic damage.

Hlumination. Although torch sconces hang from
every wall, there is no light throughout the cham-
bers except in the sections with the halflings. The
boxed text descriptions assume the characters have
their light sources or darkvision.

Standing Water. Water floods many of the cham-
bers. The water is extremely murky. Creatures swim-
ming in the water may only see what is within 5 feet
of them. Everything else is heavily obscured.

Used by the dungeon’s inhabitants as places to
deposit waste, a character may contract a disease
swimming through the water. The first time a char-
acter enters the water and every 10 minutes they
spend in it, the character must succeed on a DC
11 Constitution saving throw or become infected.

It takes 1d4 days for sewer plague’s symptoms to
manifest in an infected creature. Symptoms include
fatigue and cramps. The infected creature suffers
one level of exhaustion, and it regains only half the
normal number of Hit Points from spending Hit Dice
and no Hit Points from finishing a long rest.

At the end of each long rest, an infected creature
must make a DC 11 Constitution saving throw. On a
failed save, the character gains one level of exhaus-
tion. On a successful save, the character’'s exhaus-
tion level decreases by one level. If a successful
saving throw reduces the infected creature’s level of
exhaustion below 1, the creature recovers from the
disease.

Random Encounters. All manner of creepy and
awful things lurk within the hidden keep, many of
which crawled up from the lower levels or surface
(areas 12 and 1, respectively). Every 30 minutes
while the characters aren’t in combat, roll a d20. On
a result of 17 or higher, an encounter occurs. Roll a
d6 and reference the level of the adventure on the
Hidden Keep Random Encounters table below, or
choose the one you like. Halfling cannibals use the
spy stat block, except their size is Small and they
have a movement speed of 25 feet.
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Scattered Chambers Random Encounters

d6 | 1st 3rd 5th 8th
1 1d2 ghouls 1d6 ghouls 1 ghast and 2d4 ghouls | 1d4 ghasts and 2d6 +
2 ghouls

2 2d4 stirges 3d4 stirges 1 vampire spawn and 1d2 vampire spawn and
3d4 stirges 3d4 stirges

3 1d4 grimlocks 2d4 grimlocks 1 ogre and 2d4 grim- 1d4 ogres and 3d4
locks grimlocks

4 | 1d2 halfling cannibals* | 1d6 halfling cannibals* | 2d4 halfling cannibals* | 2d8 halfling cannibals*

5 1d2 shadows 1d6 shadows 1 specter and 2d4 shad- | 1d4 specters and 2d6
ows + 2 shadows

6 1 ochre jelly 1d2 ochre jellies 1d2 black puddings 1d4 + 1 black puddings

Keyep LocATIONS

The map shows the location of each of the following
areas.

Entrance

If you wish to place the entrance to the hidden keep
in a location other than another dungeon level, the
characters find it hidden among a thick copse of
vines and plants in a dense, primordial forest. It only
takes a few minutes to clear the vegetation away,
revealing a set of old, cracked stone steps that de-
scend 50 feet below the forest floor.

01 - Slippery Puppet
The first time the characters enter the area, read the
following description.

The stairs end, depositing you in a large hall
with 30-foot-high, arched ceilings. A make-
shift barricade made from turned-over tables
blocks the rest of your way into the area.

Two more tables turned on their sides serve as a
secondary barrier north of the first few. The north
end of the room is 10 feet lower than the rest of the
room. Murky water, 5 feet high, floods this lower
section. The water obscures the passageway con-
necting this area to area 2.

Tables. A character may use their action to push
any of the tables out of the way. If they do, they
draw the halflings and their pet’s attention. Other-
wise, the tables may serve as cover.

Encounter: Halfling Cannibal. A group of halflings
sits behind the tables, their number and type de-
termined by the table below. A halfling uses the
listed stat block, except their size is Small and their
walking speed is 25 feet. The halflings play with an
animated puppet they discovered in the keep. The
toy follows their commands; it uses the homonculus
stat block.

The halflings are part of a group of bandit can-
nibals that live in the western part of the hidden

keep. This particular group keeps watching over the
entrance. Their job is to capture or, if necessary, kill
any treasure seekers entering the dungeon through
the main entrance. If the halflings’ leader dies or
they take three or more casualties, the halflings flee
back to their campsite (areas 10 and 11). One of the
halflings carries a hooded lantern.

Area 1 Encounter

Version | Halfling Cannibals

1st 6 halfling bandits and 1 homunculus

3rd 5 halfling bandits led by a halfling bandit
captain and 1 homunculus

5th 5 halfling spies led by a halfling bandit
captain and 1 homunculus

8th 5 halfling spies led by a halfling gladiator
and 1 homunculus

02 - Despair Ballista

Murky water floods this entire room, concealing the
presence of nine rusty cages.

Encounter: Oozes. Oozes hide in the murky water,
entirely obscured by it. The number and types of
oozes here depend on the level of the adventure, as
shown in the table below. With blindsight, they can
see their way through the water without any issue.

Area 2 Encounter

Version | Gray Oozes

1st 2 gray oozes

3rd 4 gray oozes

5th 2 black puddings
8th 3 black puddings

Treasure: Halfling Bag. The bones of a dead hal-
fling lie on the floor of this room, discoverable by
any character who actively searches for it or steps
in its square. The skeleton still wears a dry rotting
leather bag. Inside the bag, the characters find more
treasure, the nature of which is determined by the
level of the adventure, as shown in the table below.
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Magic items marked with an asterisk are detailed
in the appendix. The bag also contains a tiny ar-
row-shaped key, regardless of the adventure’s level.

Area 2 Treasure

Version | Treasure

Tst 200 gp and a +7 hand crossbow

3rd 600 gp and a ballista prosthesis*

5th 5,000 gp and a comet ballista*

8th 8,000 gp and a rocborne hand ballista*

03 - Oubliette Murderhold

This large room consists of multiple smaller
rooms with iron doors, likely cells. There is a
larger cell at the east end of the room, a huge
wooden drawbridge blocking the exit. Two
staircases climb to either side of the large cell.
At the top of the stair landing is a window
allowing a view inside the cell.

A few feet beyond the main entrance to this
room, there is a stone table. Three levers stick
out of the table, each pulled to the south. All
three levers’ handles are red. There are two
keyholes set into the altar’s top.

Three cold braziers stand in the center of the
room, offering a clear walkway from the large cell to
the main door.

3a - Levers. The levers won’t function until the
characters place the two tiny arrow-shaped keys
found in areas 2 and 6 into the keyholes and turn
them clockwise. Two characters with proficiency
in lockpicking may attempt to circumvent the key
system, so long as they both succeed on a DC 20
Dexterity check using proficiency in thieves’ tools
simultaneously. If either character fails, they cannot
try again until both complete a short or long rest.

The central lever is the control lever. The other
levers won’t function unless an operator pulls this
lever first. Otherwise, touching the other two levers
delivers an electric shock to anyone who touches
it. The shock requires a Constitution saving throw
against a DC shown on the table below. A target
takes the lightning damage listed on the table and
can’t take reaction for 1 hour on a failed saving
throw, or half as much damage and no further con-
sequences on a successful one. Spotting this trap
requires a successful DC 15 Intelligence (Investiga-
tion) check. A character may disable it with a suc-
cessful DC 15 Dexterity check using proficiency in
thieves’ tools. Pulling this lever to the north also dis-
ables the magical darkness in the large cell; return-
ing it to the south reasserts the magical darkness.

The westmost level lowers and raises the draw-
bridge. The eastmost lever opens all of the other cell
doors.

Lever Trap
Version |DC | Damage
1st 13 |4 (1d8) lightning damage
3rd 13 |9 (2d8) lightning damage
5th 15 18 (4d8) lightning damage
8th 17 27 (6d8) lightning damage

3b - Cells. The majority of the cells are empty. The
doors remain locked unless the characters activate
the lever system (see 3a). Disabling the mechanical
lock requires a successful DC 18 Dexterity check
using proficiency in thieves’ tools. If a character
attempts this check and fails it by 5 or more, they
suffer a shock similar to the one delivered by the
levers (see above).

3c - Large Cell. The door to this cell is a massive
wooden drawbridge. The bridge won’t lower unless
the characters activate the lever system (see 3a).
The characters may manually override the system,
but they must circumvent the lever system and
then pull it down. Disabling the mechanical lock
requires a successful DC 18 Dexterity check using
proficiency in thieves’ tools. If a character attempts
this check and fails it by 5 or more, they suffer a
shock similar to the one delivered by the levers
(see above). Two or more creatures with combined
Strength scores of 25 may pull the drawbridge into
the down position.

Magical darkness completely engulfs the large cell.
Pulling the control panel’s central lever to the north
(see area 3a) removes the darkness as long as the
lever remains in that position. Otherwise, the char-
acters may disable the darkness through the usual
methods. The darkness completely obscures the
view through the side windows.

The cell is empty except for a golden mace lying
on the floor at its center. The mace is nonmagical
but worth 500 gp to an interested buyer.

A character who inspects the cell and succeeds
on a DC 10 Intelligence (Investigation) check notic-
es various scratches on the floors and walls left by
something large with hooves. Unless they already
encountered the centaurtaur from area 8, they can’t
determine what it is that left the scratches.

3d - Partially Flooded Cell. One of the central cells
on the north side of the prison is partially flooded.
Like the other cells, this cell’s door requires using
the control panel described in 3a. The water seeps
from under a secret door in the wall that connects
this area to area 4. Finding the secret door requires
a successful DC 12 Intelligence (Investigation)
check.

Characters who search the cell find words carved
into the ceiling. It reads, “Magnus was here.”
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04 - Flies Grieving

This room is almost completely submerged in
the same murky, stinking brown water you’'ve
seen throughout the rest of this hidden keep.
Horseflies the size of cherries buzz around the
area, eating the questionable matter floating
on the water’s surface. Four columns hold up
its 30-foot-high ceilings. A stone sarcopha-
gus rests between the columns, and its lid is
cracked, revealing a corpse within.

Skeleton of Divination. If a character touches the
skeleton, a magic mouth spell animates it. It says,
“Ask of me one question and one answer | shall give
you. But | only answer those who know my name.”
Before the characters ask it a question, a character
must address the skeleton as “Magnus.” Once cor-
rectly addressed, the skeleton answers any question
within the GM’s power to answer. Once the skeleton
answers a question, all of its enchantments end.

Treasure: Incense and Herbs. If the characters
search the skeleton before asking it a question, they
discover something. Those who buried the skeleton
placed special incense and herbs into the tomb to
power its divination powers. If the characters re-
move these components before asking the skeleton
questions, its magic fades away. Similarly, after the
characters question the skeleton, the components
burn away, used by its spell. Adding more incense
and herbs to the skeleton’s tomb does not replenish
its ability to answer questions.

05 - Sticky Hallucinogenic

This humongous room looks like its ceilings
might collapse at any moment. A titanic pit
dominates the center of the room. Murky,
stinking water fills the lowest point of the pit.
You can’t see the bottom of the water, but
there appears to be something made of metal
shimmering within the sludge.

Huge piles of rubble decorate the ledges
around the rest of the room.

The water at the bottom of the pit is thicker and
stickier than water in other areas of the keep. A
creature who enters the water must make a DC
12 Strength check or become restrained by the
sticky water. A target can use its action to break
free of the water, doing so with a successful DC 12
Strength check.

A creature that starts its turn restrained by the
water must make a DC 12 Constitution saving
throw. On a failed saving throw, the creature be-
comes poisoned for 1 hour. Until the poisoned con-
dition ends, the creature experiences vivid halluci-
nations. At the start of each of the creature’s turns,

it must make a DC 12 Wisdom saving throw. On a
failed saving throw, the creature is incapacitated un-
til the start of its next turn. If the creature succeeds
on its initial saving throw or the poisoned condition
ends for it, the creature is immune to the hallucino-
genic effect of the water for 24 hours.

Treasure: Sludge Reward. The metallic object at
the bottom of the pool is 2 ep.

06 - Crushing Vanishing

This small room is in even worse condition
than the last. Much of the ceiling has already
collapsed, leaving huge piles of rubble every-
where. A crevasse divides the room in two,
more of that murky water filling it.

The first time a character enters this room, the
ceiling begins to shake, debris falling from it into the
pit below. Have the characters make a DC 5 Dexteri-
ty saving throw. A character escapes from the room
“just in time” with a successful saving throw. Oth-
erwise, the character isn’t able to move. Regardless,
the roof doesn’t collapse. It was just a minor tremor.
Unless the characters do something foolish in this
room—such as set off a fireball or bomb—the ceiling
won’t collapse.

Treasure: Strongbox. Hidden amongst the rubble
on the other bankis a 6” x 4 “ x 2” box made of
steel, curiously untouched by rust. The box is un-
locked and holds a small, arrow-shaped key.

07 - Passion Charmed

The first time the characters enter this room, read
the following aloud:

Three rusty iron cages large enough to hold
an adult human stand at the edges of the
room. Three crude wooden benches surround
a small campfire at the room’s center. A table
against the eastern wall holds a pair of gigan-
tic knives, each one just over 3 feet in length.

A muffled voice cries out from the south-
easternmost cage. Inside the cage, you see
a young woman covered in filth, a gag over
her mouth. Tears stream down her eyes. Her
hands are bound to the bottom of the cage
by iron chains. To your horror, her left foot is
missing, ending in a bloody stump.

Trap: Cage Illlusion. The woman in the cage is part
of a hallucinatory terrain illusion. The gag prevents
her from speaking—thus preventing the characters
from asking questions. If the characters attempt to
remove the gag or shackles without first entering
the cage, the illusion screams behind her gag, and
the westernmost door starts to rattle and shake as
if something big is coming into the room. Both of
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these effects are part of the illusion. Opening the
cage requires a successful DC 15 Dexterity check
using proficiency in thieves’ tools. Once a charac-
ter enters the cage, the illusion disappears, and the
cage slams shut. A secondary locking mechanism
clicks into place—now the DC to open the door is
20. Regardless of the check to pick the locks, a
character may use its action to pull the cage bars
apart far enough for a Medium or smaller creature
to slip through with a successful DC 22 Strength
(Athletics) check.

Interacting or touching the illusion reveals it for
what it is. Interacting with the illusion is not easy to
do from outside of the cage. Otherwise, a character
can see through the illusion with a successful DC
14 Intelligence (Investigation) check. Spotting the
secondary lock and trap requires a successful DC 15
Intelligence (Investigation) check. Disarming the trap
requires a successful DC 13 Dexterity check using
proficiency in thieves’ tools.

Once the cage slams shut, an alarm sounds in area
11, alerting the cannibal halflings there that they just
caught dinner. All halflings from area 11 arrive in
this location in 1d4 rounds, using the southernmost
passage.

Locked Doors. The doors to areas 8 and 10 are
locked. The door leading to 10 is more difficult to
open than other locked doors in the complex, requir-
ing a successful DC 20 Dexterity check using pro-
ficiency in thieves’ tools to pick or a successful DC
20 Strength (Athletics) check to break open.

08 - Future Passive

All of the doors that lead into this room are locked.
See the description below for details.

Broken furniture litters this entire room, creating
difficult terrain everywhere.

Encounter: Centaurtaur. The cannibals’ pet and
secondary food source, a centaurtaur, lives in this
ruined room. The creature resembles two horses
attached at the neck, nary a head between them.
Headless and blind, the poor creature thrashes
around the room angrily as soon as it hears another
creature enter the area. The centaurtaur uses the
statistics for a warhorse except it has blindsight out
to 10 feet and is blind beyond this radius. It also has
the Regeneration feature. The centaurtaur regains
10 hit points at the start of its turn. If the centaur-
taur takes acid or fire damage, this trait doesn’t
function at the start of the centaurtaur’s next turn.
The centaurtaur dies only if it starts its turn with O
hit point and doesn’t regenerate.

Locked Doors. The doors to areas 7, 9, and 10
are locked. The double doors leading to 10 are more
difficult to open than other locked doors in the com-
plex, requiring a successful DC 20 Dexterity check
using proficiency in thieves’ tools to pick or a suc-
cessful DC 25 Strength (Athletics) check to break
open.

09 - Silence Grackle

A long wooden table covered in humanoid
skulls draws your attention immediately. A
12-foot-tall stone statue hovers over it. The
statue resembles a halfling (based on the pro-
portions of its head to its body) wearing a
cloak made of leaves. It holds an arrow in its
hand that drips blood into a basin at its feet.

Boxes, barrels, and sacks clutter the south-
western corner of the room. Two iron braziers
west of the dining table illuminate half the
room.

This grand hall is where the leader of the halfling
cannibals, a ravenfolk named Grackle, gathers to
feast on the flesh of the unlucky and entertain his
lieutenants.

9a. - Dinnertable. Unless encountered elsewhere in
the keep, Grackle and his trusted lieutenants gather
around the table. Without fresh flesh, they are left
to gnaw the marrow of the bones of former victims
and drink the fresh blood pouring from the halfling
statue. Without hesitation, the ravenous crew at-
tacks anyone who dares enter this room who is not
a member of Grackle’'s gang.

The number and nature of the attackers depend
on the level of the adventure, as shown in the table
below. Although Grackle is a ravenfolk, his statistics
are indistinguishable from that of a normal human
for the purposes of this adventure. Grackle never
speaks—he only hisses and points and clacks his
beak. The rest of his minions are halflings. Their size
is Small, and they have a movement speed of 25
feet.

Area 9 Encounter

Version | Grackle Minions

1st thug 3 halfling bandits
3rd bandit captain 4 halfling thugs
5th gladiator 4 halfling spies
8th assassin 4 halfling spies

Treasure: Grackle’s Keys. Grackle keeps the bulk
of his treasure in the drain in area 10. However,
characters searching his body will find keys that
open all the doors in areas 7, 8, and 9.

Treasure: Stolen Goods. All non-edible goods that
the cannibals find go into the southern corner of
the room. These goods include stolen backpacks,
camping gear, and other items adventurers might
bring into the keep. There are the contents of ten
dungeoneering packs in the room minus the food
and water.

9b. Bleeding Statue. The magical statue at the
room’s north end perpetually leaks blood into the
basin. Despite the basin lacking a drain, it never
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overflows. Nor will the fountain ever properly drain.
Only a wish spell ends the necromantic magic on
this statue.

9c. Stocks. Grackle's minions who get out of line
or fail to find food spend time in the stocks in this
part of the room. Repeat offenders get eaten. When
the characters arrive, a single halfling bandit is held
in the stocks. If the characters free the bandit, the
bandit flees, no longer wanting any part of Grackle's

gang.
10 - Globe Clunk

The doors that lead into this area are locked. See
areas 7, 8, or 11 for a description.

A large stone fountain with a stone globe at
its center dominates this smaller-than-usual
room. There is no water in the fountain’'s ba-
sin.

A character who examines the globe and succeeds
on a DC 15 Intelligence (History) check recognizes
that it depicts the world as it was over three centu-
ries ago.

Hidden Cache. There is a brass grate at the rear of
the fountain. A character who examines it notices
that the screws are loose. A simple tool or dagger is
all a character needs to pry it loose. Grackle, lead-
er of the cannibals, hides his stash here in a small
leather pouch. The bag’s contents depend on the
level of the adventure, as shown in the table below.

Grackle’'s Hidden Treasure

Version | Treasure
Ist 250 gp
3rd 100 pp
5th 250 pp
8th 500 pp

11 - Oathsworn Absconded

The door connecting this area to area 10 is kept
locked.
The rest of Grackle’s minions camp in this room
around a stone statue of a halfling ranger holding
a bow. Two dim campfires provide little light and
warmth. At the west end of the room, a set of stairs
descends further into darkness. A cluster of crates,
sacks, and barrels crowd the north end of the room.
Encounter: Cannibal Gang. Unless encountered
elsewhere, the halflings here attack the party fu-
riously. However, if they sense that the party de-
feated Grackle, they quickly surrender. If the party
doesn’t allow them to surrender, they flee down
the steps to the next level of the dungeon (see the
“Where Do The Stairs Go?” section below). The
number and nature of the gang depend on the level
of the adventure, as shown in the table below.

Cannibal Gang Members
Version | Gang Members
1st 4 halfling bandits
2nd 4 halfling thugs
5th 5 halfling spies
8th 7 halfling spies

Treasure: Stolen Goods. Similar to the goods in
area 9, the storage containers at the north end of
the room contain non-edible goods such as stolen
backpacks, camping gear, and other items adventur-
ers might bring into the keep. There are the contents
of five dungeoneering packs in the room minus the
food and water.

12 - Trigger lllusion

Most of this room lies in rubble, the result of an
earthquake some years past. A rusty treasure chest
stands at the center of the room.

Trap: Falling Rubble. The chest is locked and emp-
ty; all of Grackle’s minions know this. Anyone who
comes within b feet of the chest steps on a pressure
plate and hears a click. If the target steps off the
plate without first disarming it, have every creature
in the room roll initiative. The target must escape
the room before initiative count 10, or the entire
room collapses. When this happens, every target in
the room must make a DC 20 Strength or Dexteri-
ty saving throw (target’s choice). On a successful
saving throw, a target escapes through the door. If
the target can’t or won’t escape through the door, or
if it fails its saving throw, the target takes 70 (20d6)
bludgeoning damage, is restrained by the rubble, and
begins to suffocate. A creature not restrained by the
rubble can use its action to make a DC 15 Wisdom
(Perception) check, finding the trapped target with a
success. Once found, a creature can use its action
to pull the target out of the rubble with a successful
DC 15 Strength check.

Spotting the trap in advance requires a successful
DC 15 Wisdom (Perception) check. A character may
use their action to make a DC 15 Dexterity check
using proficiency in thieves’ tools to disarm the trap.

WHERE DO THOSE STAIRS GO?

The stairs in area 11 descend into mystery. What
lies below is ultimately up to you. If you wish to
continue the adventure, place another level below
this one. You may use an adventure of your own
creation or another one of DMDave’s Dungeon of
the Week. If you don’t wish to continue this dun-
geon, have the stairs end abruptly in a rock slide or
another dead end. In that case, if the halflings flee
from party in area 11, they will instead try to make a
break for the stairs in area 1. Q
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APPENDIX

This adventure features several magic items from
The Griffon’s Saddlebag.

BALLISTA PROSTHESIS

Weapon (crossbow, hand), uncommon (requires
attunement by a creature missing an arm, forearm,
or hand)

A ballista prosthesis is a magical weapon com-
posed of numerous complex mechanical pieces that
allow it to act as a functional prosthetic arm. You
gain a +1 bonus to attack and damage rolls made
with this magic weapon. This crossbow has an in-
ternal magazine that can hold up to 20 bolts. While
there are bolts in the magazine, the crossbow does
not have the loading property. It takes 1 minute to
reload the magazine.

The prosthesis attaches to your arm at the elbow
or the shoulder, and it can’t be removed against
your will as long as you're attuned to it. To attune to
this item, you must hold it against your arm for the
entire attunement period. While attuned to the pros-
thesis, you can use an action to remove or reattach
it.

As a bonus action, you can retract the crossbow’s
limbs to the side of your hand or extend them from
there. While retracted, the crossbow is concealed
and functions identically to a normal hand. A crea-
ture can use an action to make a DC 13 Intelligence
(Investigation) check, identifying its crossbow com-
ponents and determining that it's a concealed weap-
on on a success. While extended, you can use the
weapon as if you were holding it, and you can’t use
that hand for other purposes.

Admen’s arm had been taken by the ruling noble
when the blacksmith refused to work for her. His
forge cold, his heart turned to more twisted designs,
and he was always eager to test them. He knew ex-
actly who to first show his latest creation to.

CoMET BALLISTA

Weapon (crossbow, heavy), rare (requires attune-
ment)

This crossbow is partially covered in cold shards
of stone and metal and uses sling bullets as ammu-
nition instead of crossbow bolts. When you fire a
sling bullet from this magic crossbow, it flashes with
blue light and leaves behind a brief, glimmering trail
of cold, sparkling dust. Ranged attacks with this
weapon deal bludgeoning damage, instead of pierc-
ing damage, and any target hit by it takes an extra
1d6 cold damage. In addition, the first time you hit
a target on each of your turns with a ranged attack
using this weapon, each creature within 10 feet of
the target must succeed on a DC 13 Constitution
saving throw or take 1d6 cold damage.

Hailing Comets. You can use an action to fire the
crossbow into the air and speak its command word,
choosing a point that you can see within 120 feet
of you when you do. The sling bullet scatters into
icy dust and is destroyed, but magically conjures a
barrage of miniscule falling comets above the point.
The comets fall in a 20-foot-radius, 40-foot-tall
cylinder centered on that point and disappear once
they hit the ground. Each creature within the area
must make a DC 13 Dexterity saving throw, taking
8d6 cold damage on a failed save, or half as much
damage on a successful one. Once this property
has been used, it can’t be used again until the next
dawn.

“Oh look, it's a shooting star! Make a wish!”
“l, uh, wish it weren't coming directly at us! Run!”

RocBorNE HAND BALLISTA

Weapon (crossbow, heavy), very rare (requires at-
tunement)

This massive, beast-hunting crossbow is carried
with its two handles from above instead of by being
held from beneath. You gain a +1 bonus to attack
and damage rolls made with this magic weapon.
This crossbow uses twice the normal amount of
ammunition each time you fire it and deals an ex-
tra 1d10 piercing damage to any target it hits. The
weapon emits a roc-like screech that’s audible out to
100 feet each time it’s fired.

This crossbow is blessed with the spirits of great
ancestral hunters. The weapon has 5 charges and
regains 1d4 + 1 expended charges daily at dawn.
When you attack a Huge or smaller creature with
with this weapon, you can expend 1 charge as part
of the attack. If the attack hits, the creature must
make a DC 16 Constitution saving throw. On a failed
save, its speed is reduced to O and it can’t take re-
actions until the start of its next turn.

The rocborne man rested peacefully upon the
feathery ground he called home. He stretched out
in the sun and enjoyed the crisp air, rushing breeze,
and warming sun. From afar, he heard the tell-tale
sound of a roc: one that he knew by heart.

He got up and brushed the blue down from his
cloak before bounding headward, being careful to
balance and adjust to the shifting ground beneath
him. He was excited.

The man reached the head of the roc whose back
he called home and shouted something that only
they could understand. The giant roc’s piercing eye
swept back to acknowledge the man before before
shifting its body to one side. As the roc turned, the
man stayed standing by adopting a wide stance.

From the distance, the other roc’s form came into
view through the clouds. The tiny silhouettes of the
buildings he once called home dotted its back.

While the rocborne may live to roam, there is al-
ways joy in returning home.
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