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PROLOGUE: COMING HOME

 ©) GAIN, YOU THROW YOUR WEIGHT ON THE HAULING LINE. AGAIN, THE BUNDLE
lurches after you, churning up dust in your wake.

Having reached the top of the rise, you pause in the late-day heat
to wipe grit from your brow. The valley spreads out below you, the
High Road wending through it, stretching toward Waterdeep on the coast.

You look back at the sight of your comically teetering companions.
Habrad and Glutch were both with you when the coach from Daggerford
broke down. You suggested the two elderly gnomes wait with the driver for
the next coach, but they assured you their innovative, telescoping boots
would lengthen their strides to match your own.

“Cobblehops,” Habrad called their magical footwear when he strapped
on his pair. “Just what a gnome needs to see over the crowds this year!” To
demonstrate, he sprung up as high as a troll on stilts, then immediately lost
his balance, staggering across the roadway in long, careening strides. Only
the gnome’s equally-improbable telescoping walking cane (“my hobblecop,”
he called it) saved Habrad from a dangerous fall.

Habrad and Glutch are priests of Gond; they are understandably
fascinated by such inventions. They are heading to Waterdeep for the annual
Day of Wonders celebration. People will come for miles to watch tomorrow’s
grand parade of the temple’s many amazing automatons and other colorful
creations. For Gond’s priests, the celebration is a chance to meet and trade
tales of their work in the outlying villages. More important to Habrad and
Glutch, it is also a time to turn in their official invention diaries at the House
of Inspired Hands, showcasing creations like this magic footwear, and
exchange those diaries for new, blank journals.

Despite the gnomes’ excitement for the “cobblehops,” you quickly
discovered that their long, springy strides are ill-suited to pulling heavy
loads. To stop the gnomes’ complaints about you outpacing them, you soon
found yourself dragging their luggage through the sweltering heat. Now,
with Waterdeep finally in sight, your relief is palpable. You'll arrive by
nightfall, just a few hours late. You look forward to ridding yourself of this
luggage and the two gnomes who trail you like swaying, drunken storks.

“Where would we be without our cobblehops?” Glutch muses from
beneath the shady brim of his priest’s hat. “They’re going to be magic during
the parade.” The taller gnome stops to take his portly friend’s hand. “No
one’s going to block your view this year,” he says earnestly. “I promise.”

"
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“Your greatest invention is friendship,” Habrad replies warmly,
squeezing Glutch’s skinny fingers.

The uncomfortably touching moment between the elderly gnomes cools
your annoyance with them. You think it must be a comfort to have a true
friend with you on the road. Your thoughts turn to your own friends, who
you left behind in Waterdeep when you struck out to find adventure.
Unbidden, your hand settles on the letter in your pocket, the invitation you
got a tenday ago. Rufio wants to meet and catch up on old times. You've been
hesitant to go back, too proud to admit that your adventuring career hasn’t
been as successful as you hoped, but the direct invitation is one you can’t
ignore. Today you’ll see your friends again. Well, perhaps “today” is the
wrong word, you think wryly. Maybe you’ll get there by tonight. Again, you
throw your weight against the hauling line, continuing toward the city.

The sun is dipping low in the west, touching the Trackless Sea by the
time you reach Waterdeep. You bypass the southern gate in hopes of finding
a thinner crowd at the eastern entry, but the wait is still a long one. A large
bonfire burns on either side of the road as travelers queue to enter the city.
Most of these people have come for tomorrow’s parade. They’ll cram into
lodgings tonight, anywhere they can find them. Some even have small tents,
intending to camp along the Way of the Dragon to reserve prime parade-
watching spots. A few of the visitors have already begun their celebrations,
singing, drinking, and talking loudly as they move into the city.

As you pass under the arch of the River Gate, a cool coastal breeze blows
over you, welcoming you back to Waterdeep. You hand Glutch the hauling
line for his luggage and say your terse farewells. The gnomes are thankful
for your help, but eager to get to the House of Inspired Hands in the Sea
Ward. They drag their bundle westward, disappearing into the crowd.

With River Street still packed full of carts and pedestrians, you decide to
skip the crowds and cut north through the back alleys of the Trades Ward,
your gang’s old stomping grounds. In a matter of minutes, you're stepping
into a broad alley at the center of Slipstone Street. You find the gang’s rickety
old wagon parked next to a familiar narrow stairway up to the second-floor
apartments. In the light of nearby streetlamps, you see that the lower floor
of the building, once a warehouse, is now a busy bakery. That’s not the only
change here; many shops have new names or sell different wares, and
everything seems a bit shabbier than you remember it. The economy hasn’t
been good to the residents of this quiet neighborhood.
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After a long, nostalgic moment, you mount the stairs and knock on the
door at the top. You don’t have to wait long. The bolt scrapes loudly, then the
stout door, heavier than usual in this part of town, swings back to reveal a
dark-haired man with two days of stubble peppering his jawline. You don’t
recognize the man until he smiles. Latchboy is grown now, and only a
shadow of the skinny teenager remains inside the large man you see before
you. Without preamble, Latchboy embraces you. “Welcome back,” he says
simply, then bows you into the Slipstone Gang’s hideout.

You enter the “planning room,” a long, narrow space dominated by a
heavy wooden table used for eating, planning, and meetings of various sorts.
The room is full of the smells of baking bread; even at this hour, the bakery
below the hideout is preparing to serve an unusually large crowd tomorrow
morning. The planning room seems smaller than you remember it, but
instead of feeling cramped, it feels cozy and warm. The cloak rack remains
broken, just as you remember it, but now it supports drying herbs that hang
in tight bundles. Someone has painted a mural of birds and clouds over the
corner kitchenette. A string of tiny clockwork toys, Bell’s handicrafts, hangs
over the window. A single boot rests in a position of honor on a shelf, a prize
that eleven-year-old Latchboy stole from a member of the City Watch. You
find memories in every corner of the room, some of which you were
involved in the making of.
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The arrival of two more friends interrupts your reverie. They enter from
the hallway to the private quarters. Rufio lights up when he sees you,
radiating the light of his celestial heritage, with a warmth that matches his
smile. From behind him, Bell makes a wordless cry of joy. The gnome rushes
to hug you, and you feel the strength in her arms and the crush of the ring
mail she wears beneath her cloak. You embrace Rufio in turn, and then the
four of you draw back a set of mismatched chairs to sit at the table, eager to
catch up on old times.

You learn that your friends all stayed together after you left to find
adventure, struggling to make a living here in the Trades Ward. Times are
tough now, and the rest of the gang is out doing odd jobs. Night work on the
docks pays better than labor on this side of the city. Most of the gang’s jobs
are legitimate now, since everyone is old enough to turn an honest trade.
However, they keep all their old contacts, one of which facilitated a job the
gang is preparing to do this very night. You notice that each of your friends is
wearing a dark travelling cloak, as though preparing to go out.

“We got your reply, so we thought you’d arrive hours ago,” Rufio says,
“The coach never arrived and we’d just given up on you making it tonight.”

You explain how the coach broke down and how you walked all
afternoon alongside some unhelpful companions. Although tired, you tell
them you’re happy to help with whatever caper they’ve planned.

Your friends grin at one another. “Now that you’ve gone off and become
areal adventurer,” Latchboy says, “we were hoping you’d lend us some of
that expertise!”

“This is the job,” Rufio begins. “There’s a new faction in the city.
Academics of some sort. They're called the Seekers. No one knows what
they’re about, but they’ve been buying up historic curios. They’re paying
cold gold for some very wild things. Over the last year, the Seekers financed
some of the city’s strangest scavenger hunts. Everyone’s joining in, and the
competition’s getting nasty. We thought about getting involved early on, but
some people got hurt. It wasn’t worth the risk until now.”

“Summer got her arm broken by the Perytons just for asking questions,”
Latchboy interrupts. You remember the gang called the Crimson Perytons, a
small but nasty group bent on expanding their turf out of the Docks Ward.
They clashed with the Slipstone Gang more than once, but nothing really
came of it. You also remember Summer, a local tiefling musician and
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adventurer. Many members of the district liked Summer, and she helped the
Slipstone Gang several times.

Rufio assures you that Summer is all right before he continues. “She
doesn’t participate in the scavenger hunts anymore. No real harm done.”
From his chair, Latchboy mimes the pain of a broken arm, as though
disagreeing with Rufio’s assessment.

“The latest request from the Seekers is the Seal of House Deepwinter, for
which they are offering a dozen harbor moons,” Rufio says. “The Deepwinter
family is part of the city’s history, from centuries back. They ran a guild of
jewelers. Although they died out in a war fought among the guilds, they still
have an entire mausoleum named for them in the City of the Dead. Since the
Seekers put out the call last tenday, people have been trying to break into
that vault to see if the seal is with the house primarch. The City Watch got
wind of it and posted guards around the cemetery district, particularly
around Deepwinter Vault. To date, no one’s gotten in, let alone found the
seal, and the deadline for the reward is tomorrow.”

You wonder how Rufio plans to get into the Deepwinter primarch’s tomb
if it’s so well guarded. Other groups will surely try tonight, with the deadline
looming, some of which may include professional thieves or adventurers.

Anticipating your concern, Rufio explains the gang’s inside track. “Do
you remember that Ace used to tend a garden in the City of the Dead? Herbs
and fungi? Well, she still does. It’s off a side corridor in the House of the
Homeless, down in those smelly old catacombs where no one visits. They
moved all the bodies from that level centuries ago. They transferred it all
into the Endless Crypt. Everyone knows about the mausoleum’s demiplanar
expansion, but you might not know that the authorities didn’t fully seal the
lower catacombs after clearing them out. It takes a long rope to get down
there, so Ace’s garden never gets disturbed. When the hubbub about the
Deepwinters came up, Ace casually mentioned that one of the iron doors
down there has the Deepwinter symbol on it. Her description tipped us to
the existence of a centuries-old Deepwinter tomb in those catacombs. I've
never been to this garden myself, but Ace left us a map of how to get there.”

Rufio pulls a square of parchment from his pocket and pushes it across
the table to you. This must be the instructions from Ace. You give him a
skeptical look as you pick up the parchment. You don’t think the presence of
the Deepwinter family’s crest alone means much.
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“That’s not all!” Rufio
feigns a look of offense.
“We've done our research.
Too Small spent days in the
clerk’s hall, looking
through administrative
records from centuries
back. There’s more we
found out, but that’s the
important part. The
Deepwinters made tombs
in the old catacombs before
they were influential
enough to secure a
separate family mausoleum
above ground. By the time
the Guild Wars were
concluding, the
Deepwinter’s opposition
seized the mausoleum,
meaning the last
Deepwinters to fall now lie
buried in the tombs that
everyone’s forgotten. Ace’s
garden in the catacombs
has been right next to it
this whole time! There’s an
incredibly good chance that
Parnak Deepwinter, the
last primarch, is there, and
with him, the family seal.
So, we go into the City of
the Dead, but don’t break
into Deepwinter Vault.
Instead, we'll head for the
House of the Homeless. No
one will be watching that.”
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Despite Rufio’s infectious confidence, you can’t help but feel trepidation
about the plan. You unfold Ace’s instructions. The small square of parchment
contains a simple map, which you take a few moments to memorize before
putting in your pocket.

“I'm sorry we have to rush out like this,” Rufio says. “This isn’t a proper
welcome for your return, but time is against us. Nonap and Too Small aren’t
back from their night jobs yet. We’ll have to have a welcome breakfast when
we're all back here, safe.” With that, Rufio, Bell, and Latchboy get up and
begin to gather the last of their equipment for a nighttime adventure.

Since you haven’t had any time to unpack, you stay seated at the table,
already prepared to go. As you wait, a stack of papers catches your eye. The
top sheet is thin enough that you can read the large print inked onto the
other side. It reads, “Notice: Eviction and Forfeiture.” You flip over the page
and find some legal lingo about overdue rents, and a judgment from the
common court naming your friends Rufio, Nonap, and Too Small. The gang
owes a large sum immediately, and the paper warns that forfeiture agents
will arrive any day to receive the gold, to seize things of value in lieu of
payment, or to evict the residents. The gang’s financial troubles are more
dire than you guessed.

Concerned for your friends, you feel justified prying a little deeper.
When the others are all out of the room, you flip through the stack of papers
until you find something else of interest. One of the papers is a receipt
written in calligraphic script. It’s for a diamond valued at 500 gold pieces, a
spell component for the local Zoarstar Temple to raise “Rufio Rudra” from
the dead. The date is one year ago. You surmise that Rufio died last year, and
the gang had to borrow money to pay for his return. No wonder they’re
desperately working all the time. The twelve harbor moons the Seekers are
offering, together worth 600 pieces of gold, would help to fend off the
creditors. For a while, at least.

“Ready,” Latchboy says, approaching the door while fitting his arm
through a long coil of rope, hanging it across his torso.

“Me too,” adds Rufio.

Bell shoulders her own rope, then signs to show readiness.

The four of you walk into the warm night. In that moment, standing
beside your old friends and preparing to go on an adventure, you feel right
at home, like you never left Waterdeep.

Before the adventure begins, go to
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INTERLUDE: HOW TO PLAY SOLITAIRES

-/ HIS CHAPTER GETS YOU READY TO PLAY A SOLITAIRES ADVENTURE. IT
((JI reminds you of the tools you will need and helps you create a
character for solo play. Most important, it teaches you how to
" navigate the unique text of SOLITAIRES single-player interactive
adventures without a Dungeon Master.

ADVENTURE SET

An adventure set is a collection of connected adventures that share a
common story. Unlike traditional adventure paths, sets allow you to decide
some of the adventures you play and the order you play them. Each set has a
starter and a capstone to begin and end the story, but some adventures in
between are interchangeable at various character levels.

EIGHT PETALS ARGENT

The seven adventures of this set take a single character through

the “local heroes” tier of play and beyond, starting with this 1st

level starter, and concluding at 6th level, playing in the capstone adventure.
The inspiration for these adventures comes from Jeff Quick’s original

webseries, Perilous Gateways: Portals of Lantan. These pages reference some

of the very same characters and locations as that series.

L 4

INSPIRATION FOR SOLITAIRES

SOLITAIRES give a single player the chance to experience the fun and
excitement of DUNGEONS & DRAGONS when circumstances don’t allow a
normal game. Sometimes there is no table to use, no gaming space
available, no group to gather, or no one else wants to be the Dungeon
Master. It is for these times, and for these players, that we write
SOLITAIRES adventures.

While resembling choose-your-path style novels, like D&D’s Endless
Quest series, SOLITAIRES use character sheets and dice to resolve various
challenges, not just player choices. The many inspirations for SOLITAIRES
include MSOLO modules like Thunderdelve Mountain and Blizzard Pass,
and non-D&D adventure novels like Joe Dever’s Lone Wolf series and
Jackson and Livingstone’s Fighting Fantasy series. These seminal works
demonstrate that die rolls and character features, used alongside player
decision making, create a richer RPG experience.

o
v

L 2
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GATHER YOUR TOOLS

In addition to the normal polyhedral dice, character sheet, and pencils,
consider these more complex tools to manage and enhance your game play.

PLAY JOURNAL

SOLITAIRES require taking notes. While electronic note taking is
easiest, writing notes in a journal gives a more immersive, tactile

experience. Blank journals with inspiring covers are easy to find. Whatever
your recording method, your collected notes are your “play journal.”

Journal note taking takes two forms, mandatory notes and optional
notes. In SOLITAIRES, most mandatory notes are just event codes. These short
phrases record the state of past events, potentially changing the course of
your later adventure. Without these, the story would be static, unresponsive
to player choices and character actions. Event codes and other tracking
marks get further explanations later in this chapter.

Most of your notes will be optional. These include anything you want to
track. You decide the degree and detail of the optional notes you keep. It's a
good idea to copy map fragments and to note story clues, as well as intrigues
and alliances; these are easier to track on paper than in your head.

Your play journal may also serve as a round-by-round combat log. This is
particularly useful if you need to take a break while in the middle of a fight. A
combat log also helps you track resources like hit points and features with
limited uses between rests. If you forget what was previously expended, it
helps to have combat logs for reference.

B MAPS AND MINIATURES

BB The combat maps in this adventure are simple. You can easily
0|00 recreate their layouts using a vinyl battle mat, a virtual tabletop,
or some other system, then add miniatures, tokens, or icons to represent
combatants. See “Tactical Maps” and “Using Miniatures” in chapter 8 of the
Dungeon Master’s Guide. If you are an experienced Dungeon Master, feel free
to expand on the combat maps where it makes sense to do so, or add
surrounding features prior to combat.

Alternately, you can run these battles with theater of the mind
techniques, using the provided maps as references for starting positions.
The “Combat” section in chapter 8 of the Dungeon Master’s Guide has
guidance for running combat in the theater of the mind.
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AMBIANCE

Before starting, select a play space away from distractions. Great
m® ambiance makes for a great play experience. Find a comfortable
location to play in, one where you have easy access to all your materials, and
where there are no distractions nearby that might pull you out of the
narrative. Low light or even candlelight is a nice atmospheric touch, so long
as you aren’t straining your eyes.

Background music can further add to the atmosphere of play. Websites
like YouTube and Spotify let you easily find and run looped playlists of
“ambient music.” Selections from your favorite video games work well.
Avoid lyrics or distracting beats; these can draw away your attention when
you would prefer to concentrate on the game. You can also create a separate,
faster-paced soundtrack for combat scenes.

RULES OF THE GAME

Prepare to play by making some preliminary decisions in your role as DM.

CAMPAIGN RULES
[H SOLITAIRES treat you as though you know the rules of DUNGEONS &
DRAGONS. If you lack expertise, just keep the rulebooks handy to
reference. If you are completely new to D&D, the solitary play of SOLITAIRES
adventures lets you learn along the way, looking up each rule as needed,
discovering the game at your own pace.
The free make a handy substitute for the game’s core

0

rulebooks, but they have few character options. If you want options beyond
the Player’s Handbook, allow yourself some additional rulebooks. Because
this adventure is set in the Forgotten Realms, the Sword Coast Adventurer’s
Guide is a highly recommended resource for Realms-specific characters.

OPTIONAL RULES
SOLITAIRES mandate only one optional rule. (See ability scores, below.)
Seasoned players may, however, prefer to add more variety. The text of
this adventure includes “average damage” numbers where appropriate and
occasionally references feats, for those who want those options, but other
optional rules may require more self-adjudication to employ.
Your play journal is an excellent place to track the optional rules you
choose. Once decided, don’t change optional rules mid-adventure.
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ADJUDICATE PLAY

As your own Dungeon Master, it will fall to you to apply and

enforce the rules during play. The three principles of self-
adjudication are flexibility, diligence, and honesty. These elements are
critical to supporting the game’s sense of challenge and reward.

Flexibility in SOLITAIRES means advocating for your character during
times of ambiguity. You must occasionally decide things not covered by the
rules, like meeting prerequisites or assuming success in a novel way. For
example, ignore the Dexterity check to pick a lock when using a chime of
opening; assume success according to that magic item’s rules.

Diligence means carefully tracking expenditures, from rations, to spell
slots, to class features that have limited uses between rests.

Honesty means making the die rolls matter. It may seem inconsequential
to fudge a die result, just to pass a difficult part. However, cheating on a roll
is an invitation to keep cheating and eventually ignore the dice altogether.

MAKE A CHARACTER

To play this starter adventure, make a new character using the Player’s
Handbook, with these guidelines added for solo play.

] CHARACTER CONCEPT

You portray the protagonist in solo adventures using a character
« of your own design. However, since this is an adventure set, its
supporting story dictates a small part of your character.

EIGHT PETALS ARGENT
The eponymous edifice of this story is the Argent Gate, a magic portal that
will take you to areas of adventure around the Sword Coast of Faer(in, in the
Forgotten Realms, particularly to areas around the Trackless Sea. You will
visit many once-busy Lantanese holdings, most now abandoned a century
after the loss of that island nation and its portals.
In designing the protagonist of this story, consider these elements.
History. As a youth, perhaps a young adult, your character lived for
some time with a gang of friends in Waterdeep, surviving on the streets.
(The timing and duration of your residence in the city is undefined.) Your
character left Waterdeep at least a year ago to become an “adventurer.”
When this story begins, your character is returning to visit those friends.
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Disposition. A character suitable to this adventure set has good
tendencies but is still willing to break a few laws, like trespassing and
stealing, to help friends or to seek out adventure.

Features. The starting adventure is well suited to rogue-like characters,
both its setting and its activities. Challenges for mobility, climbing, and
lockpicking are common, but these aptitudes aren’t mandatory. Combat is
also important; you cannot avoid some fights. Despite these things, a
character of any type has a chance to be successful in the adventure.

Physical Ability. Your character should be physically capable of climbing
obstacles, swinging on ropes, swimming in rough water, and performing
similar feats. If your character has a disability that prevents any of these
movements, you may have to exert your imagination to rationalize getting
through some of the scenarios described in the adventure.

CHARACTER SHEET

As the first adventure in a series, create your protagonist’s
character sheet at 1st level.

ABILITY SCORES

Determine ability scores with the point-buy option in “Variant: Customizing
Ability Scores,” from chapter 1 of the Player’s Handbook. The mechanics of
SOLITAIRES rely on this ability range; higher or lower numbers would
particularly alter how you interact with passive ability score prerequisites.

MAKE A SINGLE CHARACTER

For solo play, avoid characters or features that rely on the presence of allied
characters and creatures. For example, the narrative of SOLITAIRES
adventures doesn’t account for cohorts like retainers from the Knight
(Noble) background nor the mount that would maximize the features of the
Cavalier martial archetype.

Beyond describing present participants, the story itself is insufficiently
flexible to handle non-humanoid movement. Quadrupeds particularly cannot
navigate the same terrain as the humanoid protagonist, like climbing cliffs or
riding in a small boat, nor could Large creatures like a mount go indoors at
the various establishments the protagonist must enter. A Tiny creature like a
familiar is easy to take along, and some Small and Medium creatures, like a
ranger’s beast companion, usually adapt to movement scenarios if they have
climbing or flying speeds.
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NAVIGATE THE TEXT

SOLITAIRES have a standardized layout to help you easily play through the
adventure. Learn about these components below.

TEXT PARTS
€ You will navigate between segments of the adventure’s text in a

B non-linear fashion, moving back and forth through the pages of
each chapter; you will not read text parts consecutively.

TITLES AND PROMPTS

Each text part has a hyphenated number for a title, like “Part 1-005.” The
first number is the chapter the text part appears in.

o
v

ANATOMY OF A TEXT PART

Title
PART 2-135

After much digging, the passageway is now
clear enough to squeeze through. Narrative Text
Unfortunately, you are certain the noise of
shifting rubble was loud enough to reach other
parts of the mine.

R EVENT: “North Tunnel Excavated” (Ch. 1) Tracking Mark

In this process, you find that the rope was
part of a makeshift trap that caused the cave-in.

You may extricate the hempen rope (10) by Instructive Text

adding 15 minutes to your interval time. (with Bold Text)

The arched passage bends to the west, back
in the direction you came from, and to the east.

e West: To return to the western end of the Option Set
arched passage, go to Part 2-020.

e East: To leave by the eastern end of the
arched passage, go to Part 2-301. Prompts

L 2

o
v
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A prompt is a title used inside a text part. It identifies another text part
to which you will navigate, typically using a hyperlink. When clicking a
hyperlink, remember the prompt you selected; the page you arrive at might
include multiple small text parts!

NARRATIVE, INSTRUCTIVE, AND BOLD TEXT
Narrative text delivers the story of the adventure. It immerses your
character in the events and environment as you encounter them.
Instructive text is game information, not story information. It addresses
you, the player, telling you how and when to apply rules to the current
situation. SOLITAIRES use indented and italicized text to make these
instructions stand out. When you see instructive text, you must follow the
instruction as it appears before reading further into the text part.
Words in either text type may appear bolded. This signals you to make
notes on your character sheet, typically when taking damage or finding
items. (A parenthetical weight listing follows inventory items.)

TRACKING MARKS

Tracking marks signal you to make notes. They are best placed in your play
journal since there probably isn’t room for them on your character sheet.
Tracking marks look like these examples:

3% ReNOWN: +1 (Daggerford Militia)
R EVENT: “Woke the Neighbors” (Ch. 3)
LORE: {CHECK: INTELLIGENCE (ARCANA) 16} 204-Spell Effect

Set aside a page of your play journal for renown tallies, and a few pages
for event codes and for lore entries. Alternately, use the checklists in the
appendix to help you with tracking marks.

Renown Points. SOLITAIRES use the renown system from the Dungeon
Master’s Guide to measure the fluctuation in relationships that a Dungeon
Master would normally track in an abstract way. In SOLITAIRES, renown tallies
may fall into negative numbers.

When you encounter a renown adjustment for a faction you are not yet
tracking, start a new tally at 0, then apply the stated adjustment.

Renown tallies often appear as prerequisites for options in the story.
Renown may also provide special encounters (not always a good thing) or
additional opportunities related to a faction’s influence or resources.
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Event Codes. These phrases appear when a significant event occurs, and
you must record them. Event codes give precision to the adventure’s
callbacks, ensuring that a reference to past events isn’t confusing because it
uses a poor description or because it relies on your memory.

To keep event codes from crowding your list, most of them include a
parenthetical chapter number, like “(Ch. 2).” It is safe to cross off that code
after the indicated chapter. If you get an event code without a chapter
number, you must keep it indefinitely. Such codes might come up in a later
adventure or even a related adventure set.

Event codes exist to trigger changes of scenery or to alter current
circumstances based on past actions or events. Event codes are particularly
common in inter-connected areas, like dungeon rooms, where they modify
the contents or inhabitants based on the outcome of your previous visits; the
very same trap or monster shouldn’t ambush you every time you enter a
particular room!

Some event codes just provide contingent instructions for a future event.
For example, a code might be a prompt to follow when your torch runs out
or when you accrue too much time on your recorded interval. (For an
explanation of interval times, consult the chapters that use them.) Write
down any additional instructions that come with such event codes and track
them carefully; you won’t get additional notice telling you when to apply them.

Lore Entries. These marks refer you to appendix pages describing game
lore or mechanics. When you encounter one, note it in your play journal. You
may be able to access the information immediately, or you might have to
deal with a prerequisite. Prerequisites work like gated options (see below),
usually an Intelligence check, a skill proficiency, or an applicable language.

You can later use the research downtime activity to unlock any lore
entry you cannot initially access because of prerequisites. Therefore, always
note the entries you find, whether you have unlocked them yet or not.

If the prerequisite for a lore check is “identify magic item,” the appendix
describes a magic item. No roll or research is necessary; simply investigate
the item during a short rest or cast the identify spell.

There are no hyperlinks to or from lore entries. This is because you can
access them from anywhere in the story. Therefore, when you check a lore
entry, you must first note your current text part; you will have to manually
navigate to the appendix and back again, scrolling through the document.
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OPTION SETS

Options necessarily appear in sets of two or more. They provide agency to

you, the player, allowing a choice of branching routes in the story. Bullet

points and bolded summary words help to distinguish each option in a set.
Options with prerequisites are “gated,” requiring something more than a

mere choice, as explained below.

GATES

You must meet the {bracketed} prerequisites of a gated option
before you can select it. Gates have “simple” or “rolled” versions.

SIMPLE GATES
Simple gate prerequisites do not require rolls. They refer to some aspect of
your character sheet or to some type of event status.

In the first example below, you can select the option only if you have
enough renown points with that faction. The second example requires
proficiency; extensive experience, not a lucky roll, is what this task requires.
The third example is more generalized than a proficiency; you meet the
prerequisite if proficient in Dwarvish but casting a comprehend languages
spell works too.

o Borrow: {RENOWN: 5+ (DAGGERFORD MILITIA)} Ask Driktha to lend you a cavalry
horse for the trip to Baldur’s Gate by going to

o Examine: {PROFICIENCY: DICE SET} Examine these dice to determine if their
balance is fair by going to ;

o Read: {LANGUAGE: DWARVISH} Read the bloody writing by going to

ROLLED GATES

Some gates appear in the form of a roll, typically an ability check. (An ability
check that pairs with a tool or vehicle proficiency appears parenthetically
inside gate brackets, in the same typographical fashion as a skill.)

You can make each prerequisite roll just once, unless the text says
otherwise, even if you return to the option set later after routing through
other text parts.

The challenge of SOLITAIRES adventures contemplates a single character
making each check. If you have an ally with you, like a familiar, ranger
companion, or sidekick character, you must choose who will make each roll.
Only one of you can make the roll, and the other cannot normally modify this
roll with the Help action or with similar assistance.
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Unless otherwise noted, you can roll for each option in a set that
contains a rolled prerequisite before committing to any of them. For
example, if three of the five options require ability checks, you can roll each
one, then choose one from among those you succeeded at (or one that didn’t
require a roll).

o Decipher: {CHECK: INTELLIGENCE (INVESTIGATION) 18} Decipher the keyless
mechanism that unlocks the door by going to :

o Lockpick: {CHECK: DEXTERITY (THIEVES’ TOOLS) 15} Disassemble the mechanism
to open the door without damaging it by going to

o Force: {ITEM: CROWBAR AND CHECK: STRENGTH 15 WITH ADVANTAGE} Pry the hinges
off this complex door to open it by going to

‘I; COMBATS

Combat text parts summarize the scene, the area of play, its
features or hazards, the enemies’ tactics, and any special
considerations like the potential for surprise or initiative modifications.
Sidebars will highlight unusual rules that apply, unique features of the
battlefield, or timed events that occur on set rounds in the battle.

ENEMY TACTICS
You must decide the movement and actions of the enemies you fight, playing
them intelligently to the best of your ability. To help you in this process, each
creature has a tactical profile that describes its general combat behavior.
More explicit combat tactics may appear in each combat writeup.

Skirmisher. Almost all enemies are skirmishers. These creatures close
directly to melee range, if possible, and use their most effective attacks,
trying to surround you and block an escape. If prevented from closing (by
terrain, class features, or the like) skirmishers resort to ranged attacks and
spells. If they have no attacks with sufficient range, they take the Dodge
action and move out of line of sight, waiting for circumstances to change.

Artillerist. These enemies try to maintain an ideal range for their ranged
attacks or spells. When forced to melee, they will withdraw if it seems
prudent, or switch to melee attacks. Artillerists use their most potent attacks
as soon as possible, whenever possible.

Supporter. These enemies have traits or magic to bolster or heal
themselves or allies. When not providing support, they act as skirmishers or
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artillerists, as best suits them. Supporters almost always come with
additional, more detailed tactical instructions.

BATTLE MAP
Most SOLITAIRES combats show small map fragments, as previously noted. On
these map images, numbered tokens represent enemies, while lettered
tokens represent allies. (Lighter-shaded tokens are nonparticipants.)

Dotted lines show each enemies’ first moves, but only if they win
initiative. Otherwise, those lines simply forecast the enemies’ intentions, to
close to melee, stay at range, or approach some other battlefield feature.

COMBAT CONCLUSION
Each combat gives two or more options for its conclusion.

Win Option. Defeating foes means reducing all of them to 0 hit points
while you, or an ally you control in combat, is still conscious. Win options
may also describe other scenario-specific factors that define success.

If everyone in a battle reaches 0 hit points in the same instant (perhaps
an indiscriminate fireball hits friends and foes alike), treat this as a “win” if
you survive the resulting death saving throws. If you are tracking time when
this happens (in increments of hours or smaller), add 1d4 hours to your
interval unless you get a 20 on a death saving throw or have some other way
to return to consciousness more quickly.

Flee Option. When a flee option appears, you can attempt to escape by
declaring your intention at the start of a round. You and your allies take no
actions or reactions during that round. Unless you become incapacitated, or
an enemy has (or temporarily gains) a movement speed double that of you
or your slowest ally you control, you escape at the end of the round.

While trying to flee, you can carry or drag away the body of a single
incapacitated ally if you are at least as large as that creature. The presence of
a larger (or a second) incapacitated ally means you cannot flee the combat.

Lose Option. Take the lose option if the enemies reduce you, and all the
allies you control in the combat, to 0 hit points.

Now, continue playing in /
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CHAPTER 1: TO THE CITY OF THE DEAD
-/ HE NIGHT AIR IS WARM AS YOU LEAVE THE HIDEOUT AHEAD OF YOUR FRIENDS.
@I You step onto a landing overlooking the alley adjoining Slipstone
Street. The neighborhood seems deserted, but you still hear
I noisome crowds on the High Road, just a block south of you. The
city is alive with distant revelry. Your companions each recheck their
equipment and Rufio produces a heavy key to lock the hideout’s door.

You may leave some of your equipment in the hideout for safekeeping if you
wish. To do so, simply note which items on your character sheet you leave
behind. You can recover these the next time you return to the hideout.

L Lore: 103-Slipstone Gang. Use this entry to “refresh” your memory about
the Slipstone Gang’s members. This information may be helpful later.

[ Lore: 114-Ace’s Instructions. Use this entry to review Ace’s map for
navigating her small corner of the deep catacombs.

This is your first time encountering lore entries. Copy the colored text into
your play journal. Note for each one that you can access it since neither has
a prerequisite. You must navigate manually to and from lore entries.

Instead of descending the wooden staircase to street level, Bell grabs a
dangling rope that lies hidden in the shadow of a drainpipe. Each of your
companions climbs the knotted rope in turn and you follow them up three
stories to the tiled rooftops.

A surprisingly strong wind here blows warm off the sea. From your
vantage, you look out over Waterdeep. Rows of streetlamps wind like rivers
through the dark across the city, and you can see crowds moving slowly in
the light of public squares. To the west, not half a mile away, you see the rise
of Castle Waterdeep'’s spires. The castle stands on a hill overlooking the city.
Long banners add color to the structure’s outer walls, lit by magical lights.

Your group picks its way north along the steeply angled rooftops,
climbing and jumping carefully where the roofs vary in height. You pass
quietly by the Zoarstar temple, rising several stories above the other
buildings in the block, and continue north to Nethpranter’s Street. A single
block remains between you and the walls that surround the City of the Dead.

You are preparing to descend to ground level when Rufio grabs your
arm. “Look there,” he says, pointing to an alley across the street.
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You look, seeing six figures skulking
in the darkened courtyard of a guildhall.
They are out of sight from passersby on
the street, but you make them out clearly
from your vantage.

“Perytons,” whispers Latchboy. “We
should go teach them not to look so ugly
while loitering in our territory.” You are
surprised to hear that Crimson Perytons
are operating so closely to Slipstone
Street. Your gang’s rivals seem to have
grown bolder since you left Waterdeep.

Rufio shakes his head at the
suggestion. “That’s not what we’re about
tonight. Or ever, really. Let’s just implement our plan.” The four of you back
away from the edge of the roof, and Rufio fills you in on what’s to come.

“We're going in teams.” Rufio turns to you. “You've got experience, so
you're leading one of the teams.” You remember, with some discomfort, how
your friends overestimate your adventuring experience.

3% RENOWN: +3 (Slipstone Gang)

This is your first encounter with a renown adjustment, and the first time with
this faction. Start a new faction’s tally at “0,” then apply the adjustment.

You wouldn’t call yourself an “experienced” adventurer; seeking your
fortune away from the city hasn’t really worked out for you, but somehow
this doesn’t seem like the right time to admit as much to your friends.

“Choose Latchboy or Bell to come with you, based on the approach you’d
like to take into the City of the Dead,” Rufio continues. “Latchboy’s plan is
just walking in the front gate. We got two official grave tender disguises
from one of our contacts.” Rufio pulls some heavy robes from his backpack.
“If you feel like you can talk your way in, take Latchboy and try to pass
yourself off as grave tenders employed by the Carver family.” The guards
might be on alert for this sort of trickery. They know the Seekers put a
bounty on something in the Deepwinter Vault, but the Watch is fewer in
number since so many have to patrol tonight’s celebrations in other parts of
the city. For this route, you’d have to leave behind any large armaments.
They’d immediately notice metal armor, a shield, or a two-handed weapon.”
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Rufio lets that sink in a moment before describing the other approach.
“The second plan has you leaving the city with Bell. You can go out the River
Gate and into the Undercliff region east of Waterdeep. From there, you will
approach from the east, sneaking to the base of the bluff below the city walls.
The district walls have watchtowers, and the guards are usually vigilant to
watch that direction, so don’t light any fires or make loud noises. There’s a
pipe that empties out the cliffside. It’s an outlet for excess rainwater
collected in the cemetery district. You and Bell will climb the cliff to that
drainpipe, wade into it, then climb the chute that channels rainwater into
the drainpipe from above. That will take you right up into the City of the
Dead, near the House of the Homeless, with plenty of cover to finish your
approach. You have less chance of discovery this way, but it might take
longer. And remember, we need to be out of the district before sunrise.”

“If both teams make it through, we’ll meet inside the mausoleum. But
neither team should wait more than thirty minutes for the other to arrive.
One last thing,” Rufio says, making eye contact with Latchboy. “Be careful
not to kill anyone in the City of the Dead.” Something seems to pass between
Rufio and Latchboy here. “Nobody needs to get hurt for this, and a dead body
would bring down too much heat, particularly if it's a member of the Watch.
Now, I've been saving this protective scroll for a moment just like this. Hold
still and I'll use it on the three of you.”

Latchboy and Bell don’t look happy about this. They seem concerned
about the expense of wasting a magic scroll, but Rufio pays them no heed. He
unrolls the parchment and reads off the words of power.

An aid spell now affects you, Latchboy, and Bell. Your hit point maximum
increases by 5 for the next eight hours. You also gain 5 current hit points to
fill out this new maximum.

You think carefully for a few minutes before deciding which route to
take. Accompanying Latchboy means doing a lot of fast talking. Going with
Bell means crawling through tunnels and doing a lot of climbing.

o Front Gate: To talk your way into the City of the Dead alongside Latchboy,
without the aid of medium armor, heavy armor, a shield, or any two-handed
weapons, go to

e Underground: To sneak into the cemetery through the drain, alongside Bell,
goto
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«* PART 1-001
R EVENT: “Alert Level Medium” (Ch. 1)

You hold out the bribe casually. The guard looks left and right before taking
it, then signals you both to proceed into the watchtower. You walk through
the ground floor, past another guard sitting at a table, and out a small door
on the far side. Both doors thud closed after you pass through them.

You have made it into the City of the Dead.

Go to

¢ PART 1-002
The approaching guard is a 4 N\
hooded lizardfolk, painted in the .
colors of the Watch. He grunts an
acknowledgment to you in passing,

moving west and shining his
lantern into the bushes along the
path as he goes. Your disguise is
holding up admirably.

To the north, you see another
intersection in the distance. The
path leading south from your
current position turns east in a i
circuit around the Hall of Heroes \
and a group of other mausoleums. It eventually circles back to the
intersection that is north of you.

il
“
i

i

! *’I il

e North: To go north, in the general direction of the House of the Homeless, go
to .
e South: To head south, looping around the Hall of Heroes, go to

¢ PART 1-003
You offer to give up the robes, but you also tell the elf that you're not grave
tenders, that you don’t truly work for the Carver family. The elf
contemplates what you've said. The moment drags out, laden with
uncertainty. Will these adventurers believe you? Will they bind you anyway,
just to delay people they think are rivals for the Deepwinter Seal?



0

Make a Charisma (Persuasion) check. If the result is 10 or higher, go
immediately to . If the result is 9 or lower, continue reading.

Several emotions play over the elf’s face, reacting to what you have said.
Unfortunately, it looks like these adventurers aren’t going to trust you. The
elf produces a silk rope to tie you with. You are contemplating running or
fighting, but Latchboy gives you a look of assurance and pulls his protective
robes off over his head. He positions his hands behind his back to be tied,
still looking confident. Taking your companion’s lead, you do the same.

Remove the grave tender robes from your inventory.

True to their word, your captors take you off the trail and deposit you,
tied and gagged, in some bushes near a large pond. Two of their number don
the robes that you and Latchboy gave up, then they hurry away to the
northeast. You suspect they will soon try to bluff their way into the
Deepwinter Vault.

The moment the five adventurers are out of sight, you roll to your side
and start working on your bindings. You've only just begun when you feel
Latchboy’s hands untying your wrists. Somehow, he has already freed
himself. A few moments later, you are also free. You see that your captors
tied each of you with the opposite ends of the same 50-foot silk rope (5).

Go to

PART 1-004

You feel a sharp pain in your back, the forceful jolt of a crossbow bolt ripping
into you. You try to keep running into the brush, but your eyes start to close
of their own volition. Everything goes dark.

At some future moment, you return to consciousness. Latchboy has
administered a curative potion, pouring it into your cuts. He looks relieved
that you've woken up. He also looks sadly at the empty bottle from which the
potion came. You feel bad that Latchboy had to use up this magical curative
and you resolve to make it up to him.

R EVENT: “20 gp Debt to Latchboy” (Epilogue) You can remove this code from
your list at any time by giving Latchboy either a potion of minor healing or
its value of 20 gp (or items with a total purchase cost of 40 gp).
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“They didn’t chase us,” Latchboy says. “I guess they didn’t want to follow
us into these bushes, or they thought our robes were ruined.” He indicates
the holes in your robes and his own. Alarmed, you see that your companion
has wounds from at least one crossbow bolt.

You wait a few moments to collect your thoughts, then you take in your
surroundings, trying to plan your next step.

The curative restores you to 1d4 + 1 hit points. Continue to

¢ PART 1-005
As you shake the guard’s hand, you notice she is examining you closely in the
moonlight. You aren’t sure if this is natural vigilance or a sign that the guard
is suspicious of you.

If you have the code “Alert Level High” or “Alert Level Medium,” go
immediately to

If you do not have either of those codes but instead have the code “Alert
Level Low,” replace it with the following:

R EVENT: “Alert Level High” (Ch. 2)

Continue to

+* PART 1-006
As the two Watch members barrel past your hiding place, you think that one
of them looked directly at you. It might have been your imagination, but you
decide not to stick around to find out.

Go to

¢ PART 1-007
Wary of coming so near such a heavily guarded gate, you decide to leave the
path behind and cut north through the foliage. You push your way through a
thorny hedge, protected by your heavy grave tender robes, and pass several
small mausoleums before you come to a sloping dell.

Go to
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PART 1-008

Avoiding the hidden figures lurking in the bushes, you lead Latchboy along
the western path.

You're approaching another intersection when you hear a stampede of
heavy footfalls on the gravel ahead, followed by authoritative commands to
“Stop!” At first you think the Watch has spotted you, but it quickly becomes
clear that someone else is their target. A chase is taking place. Runners are
approaching the nearby intersection from the north.

You draw your companion off the path, slipping through a fragrant
flowering hedge. However, the runners ahead of you don’t pass by; it sounds
like the guards have caught their prey and are now wrestling in the
intersection. You hear grunts and yells, and someone calls for her
companion to “get the manacles.”

You don’t remember the cemetery district ever being this crowded at
night! With the intersection behind you full of skulkers and the intersection
ahead occupied by members of the Watch, you decide to leave the path
behind and cut north through the foliage. You pass several small buildings
before you come to a sloping dell of short grass.

Go to

PART 1-009
You go toward the Court of the
White Bull with Bell close behind.
This open area was once the
sight of a devastating clash
between rival wizards, and rumor
holds that wild echoes of their
magic still haunt the great square.
Although the rubble is now gone,
no one rebuilt the buildings in the
decades since. Now cattle
merchants pen their stock here
and sell wares from the backs of
wagons. Tonight, you find a great

many more merchants present than usual, selling fresh produce and trading
cattle with an unusually large crowd.
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You and Bell slow as you approach the merchants and their customers,
slipping in among them and trying to blend in. You see your four pursuers
arrive a moment later. They spread out, scanning the crowd for you. One of
them, a spry halfling, jumps onto an empty wagon to get a better vantage
point. You turn your back to the Crimson Perytons and try to mimic the
random movements of other shoppers, stopping to look at wares in various
wagons and disguising the fact that you are moving steadily south.

Make a Charisma (Deception) check. If your result is 13 or higher, go to
.If itis 12 or lower, continue reading.

Your task is frustrated by the fact that so many of the people in the
square have just entered the city from the gate you are trying to go toward.
You don’t dare move very quickly that way, since you’ll stand out starkly
from the rest of the throng.

If you can cast disguise self to change your appearance or silent image to

create an illusion of yourself somewhere in the open, heading the other

direction, you can evade these pursuers by spending a spell slot and going to
. Otherwise, continue reading.

Finally, knowing someone will spot you eventually, you give up trying to
blend with the crowd. You signal to Bell and the two of you sprint through
the square and south along Salabar Street toward the River Road.

The Peryton standing on the wagon sees you run and shouts your
location to the other three. They take off after you, but the crowd in the
Court of the White Bull is thick; your pursuers won’t catch you before you
reach the River Road. You will find members of the Watch there stationed on
every block. Realizing their failure, the pursuers slow and eventually stop.
However, one flings a dart as a parting shot. Bell tries to raise her shield
across your back as the missile comes flying toward you.

Make an attack roll against your Armor Class. The attacker has a bonus of
+4 to hit but must roll with disadvantage because of Bell’s attempted
intervention. The dart’s standard damage is 3 (1d4 + 1) piercing. If this
reduces you to 0 hit points, go to . Otherwise, continue reading.

You turn a corner, leaving your pursuers behind, but you keep running
until you reach the River Road just to be sure you've lost them for good.

Proceed to
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% PART 1-010

You are facing one of the two Crimson
Perytons who recently pursued you through
the back alleys of the Trades Ward.

Skirmishers. This Peryton moves
directly toward you, working in tandem
with his ally who goes for Bell.

CRIMSON PERYTON
Medium humanoid (human)

Armor Class 13 (shield)
Hit Points 5 (1d8 + 1)
Speed 30 ft.

STR DEX CON INT WIS CHA
(+1) (+1) (+0) (+0) (-1) (-1)
Skills Athletics +3

Senses passive Perception 9
I

Duelist. If you hit this creature with a
melee attack, it can use its reaction to
raise its AC to 15 for that one attack,
potentially causing the attack to miss.

ACTIONS

Longsword. Melee Weapon Attack: +3
to hit, reach 5 ft., one target. Hit: 5
(1d8 + 1) slashing damage.

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.
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Map. You (PC) begin this
encounter 20 feet away
from this gang member
(1). The other Crimson
Peryton (2) moves to
engage Bell (B) in a
separate combat. Owing to
your positioning, you
cannot affect these other
combatants in this
encounter.

COMBAT CONCLUSION

e Win: If you defeat your
foe, go to Part 1-126.

e Lose: If your foe defeats
you, go to Part 1-127.
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PART 1-011

You approach the first house, the one with the oak door painted red.
Although you knock, even trying a series of coded knocks, no response
comes from within. You look at Bell and she shakes her head. Then she
tightens the strap on her shield and turns to face your pursuers.

Go to

PART 1-012

The three red-haired men encircle you and Bell, who stand back-to-back.
Your companion draws a warhammer as the Perytons close in.

e Fight 2: To take on two of the enemies yourself, leaving one for Bell to fight,
go to

e Fight 1: To position yourself to fight just one of the enemies, leaving Bell to
handle the other two, go to

PART 1-013

You take a few
moments to inspect
the buildings for
anything of interest.
The house itself is
nothing but an old
chimney and the
arch of a brick
facade. As you
search the remains
of the shed on the
grassy hilltop, you
hear the sharp impact of metal on metal. Bell has struck her shield with her
warhammer to draw your attention to something moving behind you.

You turn to face the approaching threat, a pair of giant ants with
scissoring mandibles. Bell leaps toward one of the creatures while the other

ant rushes directly at you, intent on your destruction.

Go to
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PART 1-014

You follow the path to the northeast. [t leads away from the cliff, to another
stand of trees in the near distance. The warm glow of a campfire filters
through the trees. As you draw closer, you see a pair of carnival wagons
parked nearby and a row of horses staked out to graze. Eventually, the light
of the roaring campfire reveals half a dozen men in motley dress, laughing
and talking as they eat a late meal. These humans have not yet noticed you.

e Approach: To approach the campfire, go to
e Avoid: To sneak north, avoiding the camped troupe, go to

PART 1-015

You offer your friend the antitoxin, which she sips while pretending to eat
more of the stew. Within a minute, Bell seems to have recovered entirely.

Remove the antitoxin from your inventory.

The two of you continue to interact with your hosts as though nothing is
wrong. Eventually, when it becomes clear that the poisoned stew hasn’t
worked, the troubadours seem to lose interest in watching you. You decide
to avoid confronting your hosts. With a hearty thanks for the meal and the
information about the surrounding area, you excuse yourselves and head
north, through the tall grass.

Go to

PART 1-016

As the pantomime reaches its final scene, you step up the performance,
eliciting uproarious laughter from your audience. Fire Tongue is overcome
with mirth. He rolls off his seat and slaps the ground, tears in his eyes.
Without missing a beat, you and Bell break into a run. You hurry past the
campfire, through the trees, and into the dark field beyond. Your audience is
completely surprised. By the time they realize this is not part of the routine,
the two of you have made good your escape.

Bell leads you through some high grass, moving off the trail. You keep a
careful eye out for pursuit but are soon satisfied that the “troubadours” are
not following you.

Go to
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% PART 1-017
Despite your attempts at stealth, the dog perks up, clearly aware of your
presence. It ambles down the hillock toward you.

Make a Wisdom (Animal Handling) check. If the result is 12 or higher, go to
. If the result is 11 or lower, go to

*» PART 1-018
After consulting with Bell, you decide that it is best if she tries the climb
while you wait below for her to attach the rope.

If you have the event code “Bell Burned” or “Bell Poisoned,” go immediately
to . If you have neither code, continue reading.

In all the time you’ve known Bell, you've never seen her scale something
like this. She’s clearly experienced at such climbs. Bell jumps to the first
handhold and pulls herself up effortlessly, hand over hand, despite wearing
armor and other heavy equipment.

As Bell climbs, you keep a lookout for anyone approaching. In the
darkness, you see one of the cows moving toward you. It is a large bull,
unhappy about your presence. Some of the other cows, affected by the bull’s
agitation, begin lowing in that deep sound characteristic to annoyed cattle.

If you have the code “Undercliff Alarm,” go immediately to
Otherwise, continue reading.

Worried by the bull’s continued approach, you look back to check Bell’s
progress. Fortunately, she has already reached the pipe and secured the
rope. She drops the other end of the heavy coil and you hurry toward it to
start your ascent.

Go to

*» PART1-019
Bell hands the long rope to you and helps you sling it across your own torso.
She takes a minute to examine the cliff face with you. The moonlight reveals
a surprising degree of detail, and the two of you discuss the best course to
the top.
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There are three routes you
can choose from. The firstis a
direct climb up to the pipe. The
second and third are to either
side of the falling water, where
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The left-hand route may be ' ///

the easiest. Bell points out a L% ﬁ_ _ = /¢

series of holes in the cliff that
may serve as handholds once
you are high enough.

Although its distance is
shortest, the central route is likely to be the hardest because of its proximity
to the falling stream of water. The entire stretch is likely to be wet and slick
with moss.

The right-hand route looks much like the left option, only smoother, with
no obvious holes to aid you near the top. You will have to go farther to find
climbable areas of the cliff in that direction.

As you contemplate these choices, you hear one of the cows lowing
nearby in the dark, making that deep sound characteristic to annoyed cattle.
In response, you see some movement of light to the north of you; you see a
lit torch in the distance and the shapes of approaching people. You have only
a few minutes to get into the pipe before the local farmers find you and Bell.

You must carry the 100-foot hempen rope (20) up the cliff with you. If you
are too encumbered, you can leave up to 20 pounds of your other equipment
behind for Bell to carry up the rope.

If you have a flying speed, simply fly up the 90 feet to the pipe by going to
. otherwise, continue reading.

e Left: To try the route to the left of the water pipe, go to
e Center: To try the route directly below the water pipe, go to
e Right: To try the route to the right of the water pipe, go to



¢ PART 1-020
You climb the shortest route, directly up toward the drainpipe. The cliff face
is slippery, wet from droplets spraying from the stream of falling water and
covered in slick moss.

If you have a climb speed, go to . Otherwise, you must make a
Strength (Athletics) check. Roll with disadvantage because of slipperiness.

- Remove the disadvantage if you have the mold earth cantrip, which you
can use to make handholds in the occasional spots of hardened clay.

- Remove the disadvantage from this check if you have a climber’s kit you
wish to employ.

If your result is 13 or higher, go to . If your result is 12 or lower, go
to

 PART1-021
Taking careful steps, you and your companion approach the center of the
chamber. Bell makes an amazing leap to reach the ladder and begins
climbing. You think you’ve avoided the creature’s attention thus far.

You're about to jump to the ladder to follow the gnome when you hear a
clattering sound coming from above. A collection of skulls rains down on
you, trailing thin strands of spiderwebs. Bell must have sprung a noisome
trap or a tripwire in the tunnel above. You jump to the ladder and begin
climbing as fast as you can.

Just then, a humanoid figure emerges
from the opposite tunnel. The creature
gnashes its thick little mandibles and vents
a hissing scream. It sweeps a spindly arm
through some strands of moss and hurls
the fluffy ropes. They explode against the
ceiling of the chamber, creating a cloud of
spores around the iron ladder. Fortunately,
the creature noticed you too late and the
hurled spores fall short of you.

Go to
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¢ PART 1-022
With Bell in the lead, you put one hand on her backpack, trusting to her
darkvision as you move down the pitch-black tunnel. You try to go as quietly
as you can, but it’s difficult since you can’t see where you’re stepping.

Make two Dexterity (Stealth) checks, one for you and one for Bell. Bell’s
bonus is +0. Roll both checks with disadvantage, Bell’s because she wears
heavy armor and yours because you can’t see where you’re walking.

If the lowest of the two check results is 7 or lower, add the following code:
R EVENT: “Gray Water” (Ch. 1)

Then proceed to

% PART1-023
You make significant progress up the righthand route, eventually coming to
the place where you must change your angle of approach to reach the
drainpipe. Your height is particularly precarious at this point.

Make another Strength (Athletics) check.

- Roll with advantage if you have the mold earth cantrip, which you can
use to make handholds in the occasional spots of hardened clay.

- Roll with advantage if you have a climber’s kit you wish to employ.

If your result is 10 or higher, or if you have a climb speed, go to f
your result is 9 or lower and you do not have a climb speed, go to

< PART1-024
R EVENT: “Alert Level Low” (Ch. 1)

You hold out the bribe casually. The guard looks left and right before taking
it, then signals you both to proceed into the watchtower. You walk through
the ground floor, past another guard sitting at a table, and out a small door
on the far side. Both doors thud closed after you pass through them.

You have made it into the City of the Dead.

Go to
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¢ PART 1-025

You lead your companion along the
eastern pathway, toward an
intersection with new paths to the
north and south. These two paths go
around another mausoleum, the Hall
of Heroes, along with its related
buildings. This grand mausoleum has
beautiful blue marble walls, though it
looks black in the dim light.

As you scan the Hall of Heroes, a
guard coming south toward the
intersection calls out to you in
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challenge. However, in the light of the lantern he unshutters, the guard
recognizes your grave tender robes and visibly relaxes.

Consult the number in your “Grave Tender Disquise” code. If that number is
20 or higher, go immediately to . Otherwise, continue reading.

“You two, wait a moment,” the guard demands. His demeanor is calm but
vigilant. He looks like the sort of lizardfolk who brooks no arguments,
carrying a heavy mace. His face paint matches the three colors of the Watch.
“Have you seen anything suspicious tonight?”

You and Latchboy respond in the negative. A consummate actor, your
companion does a great job of looking weary and disinterested as he shakes
his head. The guard is about to move on when something seems to occur to
him. He turns toward you.

“Say,  don’t remember seeing you two before, and I've worked this
station for years. We got a report that some grave tender uniforms were
stolen from a nearby mortuary.” At this mention, looking past the guard’s
shoulder, you see your companion blanch; the guard must be talking about
the very same uniforms you are wearing right now.

Latchboy takes another quiet step, moving so the lizardfolk Watch
member is directly between you and him. As you begin to protest your
innocence, you see that your ally is about to draw a weapon. The guard
seems oblivious to the both of you. He simply turns and calls to someone a
short distance way.
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“You, there!” the guard yells out to someone nearby. A small person
working in some bushes next to the Hall of Heroes stands up, a shovel in
hand, just a stone’s throw away. “Come here and verify that these two people
work for the Carvers.”

The figure approaches, still carrying his shovel. You begin thinking of a
cover story, something about a recent date of hire, but this halfling, also
wearing the robes of a grave tender, immediately confirms your identity.

“Yes, they're with us. No problem.” The halfling waves his shovel for
emphasis, turns around, and walks quickly to the south.

Someone you’ve never met just vouched for your identities as grave
tenders working for the Carver family. You try not to look surprised as the
guard grunts and waves you on. Then he walks westward, shining his
lantern into the bushes along the path as he goes. You suspect that the
halfling is not a Carver agent or family member, but rather, is part of one of
the factions that might be trying to break into the Deepwinter Vault tonight.

To the north, you see another intersection in the distance. Because you
are already near the southeastern corner of the City of the Dead, the south
path must loop around the Hall of Heroes and rejoin the intersection that is
north of you. It appears that the southern loop will pass near the district’s
high walls.

e North: To go north, in the general direction of the House of the Homeless, go
to ;

e South: To pursue the halfling grave tender to the south, looping around the
Hall of Heroes before returning north, go to

PART 1-026

You choose Latchboy’s approach, deciding to walk in through the gate.
Following Latchboy’s lead, you don the robes and cloak of a grave tender,
concealing your adventuring gear beneath the disguise.

You can wear the robes over normal clothes, but not over bulky armor. List
the grave tender robes (4) in your inventory. If you have medium or heavy
armor on, note that you are removing enough pieces to conceal what
remains under the grave tender robes, thus negating the armor’s protection.

To maintain your disquise, you will be unable to carry a shield or any
weapon with the “two-handed” property. If you have any such items, you
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must give them to Rufio and Bell, who will bring them along in their
underground approach.

When you and Latchboy have dressed, your other companions examine
you both to make sure your disguises are affective. Rufio and Bell then hurry
back to the south to find another way down from the roofs, while you and
Latchboy move west, preparing to approach the South Gate into the City of
the Dead. Latchboy leads you to the west side of the block. He is careful to
stay out of view of the Crimson Perytons who are hiding just across
Nethpranter’s Street. You find a place where you can drop safely to a
balcony, and from there down to street level. Then the two of you approach
the South Gate of the cemetery district.

Go to

¢ PART 1-027
As you struggle through the thorny hedge, the many scratches and cuts
finally overcome your last bit of life force. You slump into unconsciousness,
but the thick hedges hold your body upright.

At some future moment, you return to consciousness. Latchboy has
administered a curative potion, pouring it into your cuts. He looks relieved
that you've woken up. He also looks sadly at the empty bottle from which the
potion came. You feel bad that Latchboy had to use up this magical curative
and you resolve to make it up to him.

R EVENT: “20 gp Debt to Latchboy” (Epilogue) You can remove this code from
your list at any time by giving Latchboy either a potion of minor healing or
its value of 20 gp (or items with a total purchase cost of 40 gp).

You wait a few moments to collect your thoughts, then you take in your
surroundings, trying to plan your next step.

The curative restores you to 1d4 + 1 hit points. Continue to

*» PART1-028
The guard thanks you again as she and her partner haul their prisoner back
to the north. You accompany them as they go, then continue north along the
path, as though you have every right to be in the City of the Dead at night.

Continue to
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% PART 1-029
You and Latchboy stay concealed as the gang member races by your
location. A moment later, two guards run past. You stay low in your hiding
place, hoping you and your companion will go unnoticed.

Make a Dexterity (Stealth) check. If the result is 8 or higher, go to
If the result is 7 or lower, go to

» PART1-030
The northern path takes you near the western wall of the district, angling
toward a pair of watchtowers flanking the West Gate. Like all the gates into
the City of the Dead, the West Gate is closed at this hour.

If you can pass safely, a quick turn up the northeastern path will put you
directly in front of the House of the Homeless. Unfortunately, the West Gate
is the largest and most heavily guarded of the gates leading into the district.

Since you're close to your destination, you could avoid the intersection
at the gate by moving through the foliage to your east. If you don’t get lost,
you can cross the path north of you once you are out of sight of the gate,
going directly to the House of the Homeless. Alternately, you can stick to the
path and chance the well-guarded intersection just inside the West Gate.

e East: To try to push through the underbrush east of you, go to
e North: To chance walking past the large West Gate, go to

s PART 1-031
You hear a Watch member call out from one of the towers, and you turn to
see another guard walk out the door at the tower’s base. Deciding not to get
caught in the area, you grab your companion’s arm and run into the dense
foliage. You hear a Watch member’s whistle trilling behind you.

Go to

¢ PART1-032
You choose to accompany Bell, approaching the cemetery from outside the
city walls. With that decided, Rufio and Latchboy don the grave tender
disguises, preparing to talk their way into the City of the Dead. You help your
friends check their disguises then make your farewells. If all goes perfectly,
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you’ll all meet up at the House of the Homeless. Failing that, at least one
team has a chance to make it to the tomb and find the Deepwinter Seal.

You follow Bell south then east along the rooftops, picking your way
carefully over mossy old tiles, until you come to the intersection of
Nethpranter’s Street and Quill Alley. Bell points out a convenient rope
ladder, part of a fire escape route. This descent will take you to the street
level, at a point just beyond sight of the Crimson Perytons lurking across the
street to the north. The ladder doesn’t reach all the way to the ground, but
someone’s placed a convenient crate a short drop below it. With a firm hand
sign, your gnomish companion tells you she can make the drop without
trouble. She proceeds down the rope ladder as you watch out over the alley.
Then, as she is reaching the last rung, you start your own descent.

You have only gone a few rungs when you hear the impact of Bell’s soft
boots as she lands on the crate below. Unexpectedly, the sound of shattering
glass accompanies the impact. By the time you get low enough and drop onto
the crate, Bell has inspected the source of the sound. She shows you a series
of hand signs, many too rapid for you to interpret, but you recognize the sign
for “trap.” A glance at the conveniently placed crate shows a glass bottle
under each corner, placed to shatter loudly if anyone drops onto the crate
from the ladder above. You are certain this trap is the handiwork of the
Crimson Perytons lurking nearby, and that they heard the sound.

You and Bell flee south along the deserted alley. You immediately hear
sounds of pursuit. As you pass through a narrow portion of the alley, you
check over your shoulder. A short distance behind Bell, who is pumping her
short legs as fast as she can, four Crimson Perytons are in hot pursuit. The
red dye in their hair confirms their identity and the short blades in their
hands make their intentions clear.

If you have a bag of caltrops or ball bearings, you can scatter the contents
here to slow your pursuers. Alternately, if you can cast entangle or grease,
you can delay your pursuers with the expenditure of a spell slot. If you take
either of these options, go to . Otherwise, continue reading.

The Crimson Perytons are growing closer. At this distance, you can hear
their jeers and threats. Ahead, the cobbled alley offers two routes; you can
turn left down the Wide Way, toward the Court of the White Bull, where
merchants might still be selling wares from the backs of wagons despite the
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late hour. Alternately, you can go a bit farther to Deloun Alley, a long,
straight run sure to be devoid of witnesses.

e Public: To run toward the Court of the White Bull, go to
e Covert: To continue onto Deloun Alley, go to

PART 1-033

Through the smoked glass
panels in the door, you see the
house’s entry room go dark in
response to your knock, as
though someone snuffed a lamp.
A moment later, the door opens
to reveal four humans. One has a
long gray beard, and another
looks barely old enough to wield
the spear he carries. In response
to the door opening, the men
who were chasing you slow and
stop. They wait at the end of the
block, watching to see if
someone will let you inside.

You identify yourselves as
members of the Slipstone Gang
and tell the four humans your
mutual enemy, the Crimson Perytons, are lurking nearby. Your pursuers’
red-dyed hair is enough to mark them as members of that gang, even at this
distance. The bearded man waives you inside immediately.

Go to

PART 1-034

The two red-haired men move to either side of you and Bell, who stand
back-to-back. Your companion draws a warhammer as the Perytons close in.
She attacks one of them brutally, leaving you to fight the other on your own.

Go to
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% PART 1-035

You are facing one of several Crimson
Perytons who recently pursued you
through the back alleys of Waterdeep.
Skirmisher. This Peryton moves directly
toward you, working in tandem with his allies
who go for Bell.

CRIMSON PERYTON
Medium humanoid (human)

Armor Class 13 (shield)
Hit Points 5 (1d8 + 1)
Speed 30 ft.

I
STR DEX CON INT WIS CHA
(+1) (+1) (+0) (+0) (1) (1)
(I
Skills Athletics +3

Senses passive Perception 9

Duelist. If you hit this creature with a
melee attack, it can use its reaction to
raise its AC to 15 for that one attack,
potentially causing the attack to miss.

ACTIONS

Longsword. Melee Weapon Attack: +3
to hit, reach 5 ft., one target. Hit: 5 (1d8
+1) slashing damage.

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.
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Map. You (PC) begin
this encounter 20 feet from
this gang member (1).

The other Crimson
Perytons (2, 3) move to
engage Bell (B) in a
separate combat. Owing to
your positioning, you
cannot affect either of these
other combatants before
the fight is over.

COMBAT CONCLUSION

e Win: If you defeat your
foe, go to Part 1-126.

e Lose: If your foe defeats
you, go to Part 1-127.
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PART 1-036

You follow the trail to the northern end of this stand of trees. There, you find
a series of three old buildings. These probably once housed a farmer’s
family, but the buildings are now empty and ruined, perhaps abandoned in
favor of the more modern settlement that you know is a bit north of you.

The largest of the three buildings was once a cozy cottage. All that
remains are a pair of weathered walls and a stone chimney. Without a roof,
tall grass and thin trees grow where a family once resided. The next
structure is circular, with a conical top over its thin metal walls. Rust has
holed out parts of the structure and thorny brambles grow out of it. The final
building is nothing more than a few scraps of wood atop a grassy hill,
perhaps once a shed or a tiny stable suited to a single beast of burden. There
are a few rotted timbers remaining within the tall grass.

e Explore: To inspect these buildings closer, go to

e North: To follow the footpath along the base of the cliff, through the
clearing, go to :

e Northeast: To cut across the field, putting some distance between you and
the cliffside, go to

PART 1-037

You leave the copse of trees and move north. You're sure you'll remain
unseen because you're not using a light source. You find that you are on a
trail that traces the base of the cliff to your left.

Continue to

PART 1-038

You reach out a hand to steady your companion, taking the opportunity to
cleanse Bell of the poison in her system.

The two of you continue to interact with your hosts as though nothing is
wrong. Eventually, when it becomes clear that the poisoned stew hasn’t
worked, the troubadours seem to lose interest in watching you. You decide
to avoid confronting your hosts. With a hearty thanks for the meal and the
information about the surrounding area, you excuse yourselves and head
north through the tall grass.

Go to
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< PART 1-039

0

Across the campfire, behind the friendly troubadours, one of their colorful
wagons has an odd discoloration to it. A wet stain mars the wood amid the
many-hued stripes near the wagon'’s bottom. Directly beneath the stain,
gleaming crimson in the firelight, a shallow puddle catches occasional drips
from the wagon above.

As an adventurer, you immediately suspect the pool to be blood.
Worrying that something nefarious is afoot, you stand up and cross the camp
under the guise of taking a drink from the wagon’s water barrel. From this
proximity, the smell of fresh blood is strong. You guess there’s at least one
corpse hidden in the wagon.

When you return to your place at the campfire, you find Bell entertaining
the troubadours with a pantomime performance. The minstrels seem
engrossed in your mute friend’s expressive antics. Bell waves for you to join
her in telling the story. Her face is laughing, but her hand signs tell you
“danger.” You nod in agreement and join Bell acting out the tale of the
Pauper Bridegroom.

While you play your role, primarily the target of a slapstick routine, you
start noticing other details that are out of place. Despite the high quality of
these singers’ clothes, they seem to ill-fit some of their wearers. Fire Tongue
is fairly bursting from his doublet. You would have noticed this sooner but
for the large cook’s apron he is wearing. The most disturbing detail,
however, is the minstrels’ failure to offer a traditional musical
accompaniment for the pantomime show.

Bell signs occasional messages to you, working them into her
performance. She suspects these are bandits who killed a troupe of
musicians and are now waylaying travelers who stray from the road. She
wants the two of you to flee into the night during the final scene of the
pantomime, when she expects these men will be the most distracted.

Make a Charisma (Performance) check. If the result is 11 or higher, go to
. If the result is 10 or lower, go to

PART 1-040

As you continue north, the trail you are following joins a wide track coming
from the field east of you. Ahead, the gentle burble of moving water warns
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you that you are approaching one of the conduits that carries the city’s
runoff water.

You soon come within sight of the channel. Its straight, eastward flow
forms the southern boundary of a farming community. The amount of water
is low, owing to the seasonal dryness characteristic of early Marpenoth. The
dirt track you are following will cross this channel at a low bridge next to a
gatehouse. You see a torch in the gatehouse window, indicating that a guard
is within, ready to challenge anyone crossing into this small district.

You decide to cut west, leaving the dirt track to avoid the gatehouse and
its guard. Your destination is at the head of this channel, where rainwater
empties from the city. It should be easy to find.

Continue to

PART 1-041

The city wall looms high above you in the west, atop the bluff. As you walk,
you find the remnants of several crude shacks. Scraps of timber and old
canvas, most blackened by fire, lie scattered about. These pieces appear to
have once been crude shelters.

Moving past these scraps, you follow the sound of splashing water until
you reach a swampy pool. The ground is muddy. From a pipe high overhead,
a steady stream of water falls into the pool, which in turn drains into an
irrigation channel, which draws it eastward toward Undercliff’s crop fields.

The farmers in Undercliff also use this pool to water their small stock of
cattle. You find a single cow drinking from the pool, its hooves sunk deeply
in the mud. More cows stand a way off, their bulky shapes just visible in the
distant darkness.

The drainpipe in the cliff above hardly looks large enough to crawl into,
but that may just be a trick of perspective. The climb will be a hundred feet
up the sheer cliff. The large rope Bell carries coiled across her torso will be
just long enough to reach the ground if tied to the pipe above. One of you will
have to climb the cliff to reach the drainpipe, then lower the rope for the
other to follow.

If you have the poisoned condition, you may now make another DC 10
Constitution saving throw. If you succeed, remove that condition.

CHAPTER 1



o Cliff: If you wish to take the rope from Bell and climb the cliff yourself, go to

o Wait: If you wish to loiter near the cow pond while Bell tries to climb the
cliff, go to

¢ PART 1-042
You try to right yourself as you fall, but you land on your back, splashing into
the pool and hitting your head on a stone beneath the water.

Bell pulls your head to the surface as the darkness closes in. She tries to
drag you to safety, but your weight and the thick mud are making it difficult.
You lose consciousness.

You later discover that the local farmers, angry about trespassers near
their cattle, surrounded Bell and threatened her with makeshift weapons as
she guarded your unconscious form. It was only with the morning light that
she was able to convince them that you weren’t trying to steal cattle. You
returned to consciousness soon after this confrontation.

The two of you make your way back into the city and home to Slipstone
Street. At this point, you are far too late to try to find the Seekers’ prize and
win their scavenger hunt.

Your quest ends here.

¢ PART1-043
Although you try to remain quiet, part of the dry cliff crumbles away as one
of your feet slips. The buzzing pauses for a heartbeat, then resumes in an
angry drone as a dozen fist-sized insects fly out of their holes, looking for the
source of the sound. They buzz around you, diving in to bite you with their
sharp mandibles and cling to you with their hooked claws.

In this scenario, keep track of the number of insects that attach to you.

One insect attacks you first, with a +3 bonus to hit. Unless you have a
climbing speed, the attack has advantage; you are unable to defend yourself
fully because of the effort needed to cling to the cliff. The attack normally
inflicts 3 (1d4 + 1) piercing damage and results in the insect attaching itself
to you. If this reduces you to 0 hit points, go to . Otherwise,
continue reading.
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You think your only
hope is to get to the
drainpipe where you can
defend yourself
effectively, forcing the
insects to approach you
from only one direction.
However, you aren’t
certain you can extricate
yourself from the cloud
of them in order to make
it over to the pipe.

If you know the gust, sword burst, thunderclap, or word of radiance cantrip,
you can fend off the insects as they come in from all angles, thus moving to
the drainpipe before any more attacks can land. Alternately, if you know the
armor of Agathys, sanctuary, or sleep spell, you can spend a spell slot to
accomplish the same result. To use one of these options, go to Part 1-135.
Otherwise, continue reading.

Another insect attacks you now, with a +3 bonus to hit. Unless you have a
climbing speed, the attack has advantage. The attack normally inflicts

3 (1d4 + 1) piercing damage and results in the insect attaching itself to you.
Additionally, if an insect previously attached itself to you with a successful
attack, you automatically lose 3 (1d4 +1) hit points now due to blood loss. If
these insects reduce you to 0 hit points, go to Part 1-042. Otherwise,
continue reading.

The swarm grows angrier as you try to haul yourself over to the
drainpipe. One by one, they dive at you from different angles, as though
following a prescribed pecking order. The pitch of each insect’s drone rises
and falls as the creatures fly past your head.

Make a Constitution saving throw to maintain concentration on your
progress. If your result is 8 or higher, you force yourself to stop swatting at
the little beasts and move toward the drainpipe. Go to Part 1-112. If your
result is 7 or lower, continue reading.
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Another insect attacks you now, with a +3 bonus to hit. Unless you have a
climbing speed, the attack has advantage. The attack normally inflicts

3 (1d4 + 1) piercing damage and results in the insect attaching itself to you.
Additionally, if any insects previously attached themselves to you with
successful attacks, you automatically lose 3 (1d4 + 1) hit points now for each
attached insect. If these insects reduce you to 0 hit points, go to

Otherwise, continue reading.

As if by some prearranged signal, the rest of the insects finally fly at you
all at once, hungry to feast on your life force. You must leap off the cliff to
avoid their overwhelming attacks.

The insects fly back to their holes, unwilling to fall alongside their prey.
Alone, you tumble toward the shallow water far below.

Unless you can cast feather fall, and choose to do so now, you take
3d6 bludgeoning damage from the fall, halved because you landed in
shallow water. If this reduces you to 0 hit points, go to

Otherwise, continue reading.

You stand up, dripping water, and contemplate the challenge you are
facing. The insects are nowhere in sight, they seem to have returned to their
holes. However, you are not eager to try that route again.

e Bell: If you have not yet asked Bell to try the climb, you may give the rope
back and suggest she try by going to

e Center: To try the route directly below the water pipe, go to

e Right: To try the route to the right of the water pipe, continue to

*» PART 1-044
You climb the righthand route, the longest of the three. The cliff face is dry,
but few handholds are readily apparent.

If you have a climb speed, go to . Otherwise, you must make a
Strength (Athletics) check.

- Roll with advantage if you have the mold earth cantrip, which you can
use to make handholds in the occasional spots of hardened clay.

- Roll with advantage if you have a climber’s kit you wish to employ.
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If your result is 10 or higher, go to . If your result is 9 or lower, go
to

* PART1-045
As you progress further into the tunnel, you think you hear a rhythmic
splashing ahead, like someone walking through the water. You signal Bell to
move as quietly as possible as you peer down the passage.

Because you and your companion are so close together, you must make two
Dexterity (Stealth) checks, one for you and one for Bell. Bell’s bonus is +0.
Roll her check with disadvantage because of her heavy armor.

If the lowest of the two results is 7 or lower, add the following code:
R EVENT: “Gray Water” (Ch. 1)

Then proceed to

¢ PART 1-046
The toxic spores wash around you as you climb. You can feel the gritty
particles all over you, particularly in and around your eyes.

Although you were only in the cloud for a moment, you have acquired a
disease called web waste. Your hit point maximum is reduced by 1d4. This
penalty persists until the disease gets cured.

Go to

o PART 1-047
Owing to the guard’s attitude of continuing suspicion, you decide it’s safest
just to offer a bribe. The City of the Dead isn’t exactly important when it
comes to guard duties; it has little to do with Waterdeep’s security. You
therefore estimate that a bribe of 5 or 10 gold dragons will suffice.

If you don’t have enough coins for these options, you can offer objects from
your inventory with a total purchase price of double the values listed.

o Bribe (10 gp): If you offer a bribe of 10 gold dragons, go to

e Bribe (5 gp): If you offer a bribe of 5 gold dragons, go to

o Bribe (Latchboy): If you wish to ask your companion to provide the bribe, go
to
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*» PART 1-048

You enter the cemetery district through the South Gate. The first thing you
notice is the pervasive darkness. Major city streets get light from innovative
streetlamps, but there has never been a need to light the City of the Dead;
the entire district is closed to visitors after sundown.

“I'm going to have trouble seeing,” says Latchboy, and you think he might
be contemplating one of the torches in his backpack. However, you point out
the glittering trails that crisscross the area. The night is clear, and moonlight
reflects from the quartzite content in the district’s gravel pathways. The two
of you should have no trouble navigating if you stick to the road.

To either side of the glittering paths, the City of the Dead’s shadowy
terrain is much like a park. Indeed, daytime visitors often picnic in the areas
of carefully manicured grass, decorative shrubs, and shade trees, which
intermingle with wilder copses of forest. Agents of the Carver family are
responsible for the maintenance of these beautiful garden like areas, in
addition to their work embalming and interring the dead.

You and your companion follow the path north to an intersection right in
front of the first of the cemetery’s great edifices, the Hall of Sages. The
mausoleum rises against the night sky ahead of you, nestled among rows of
tall, flowering bushes. Paths lead to the left and right, moving around the
Hall of the Sages and its related buildings. You know that the House of the
Homeless, your ultimate destination, is north of you, on the western side of
the cemetery district. Either route can take you where you are going, but the
northwestern route may be the quickest.
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o Northwest: To take the northwestern path, around the left side of the Hall
of Sages, go to J

e East: To take the eastern path, around the right side of the Hall of Sages, go
to

¢ PART 1-049
As you are approaching the intersection, you notice that the nearby bushes
contain a handful of skulking figures. If you continue along the path, through
the intersection, you will pass near them. Alternately, you can duck onto the
west-leading path, avoiding the skulkers entirely.

e North: To continue north, go to ;
e West: To head west, avoiding a possible confrontation, go to

s PART1-050
Your words seem to have moved the leader of the adventurers. The elf
agrees to let you go if you drop the robes. With a shrug, you and Latchboy
doff your grave tender disguises and hand them over.

Remove the grave tender robes from your inventory.

The elf collects the robes and the group retreats carefully into the bushes
east of the path. When the adventurers are gone, you take stock of your
options. You can’t continue along the path without disguises. The first Watch
member you encounter will arrest you for trespassing in the cemetery
district after dark. You consult with Latchboy and the two of you decide you
will have to continue toward your goal through the concealment of the
underbrush. You push your way into a hedge to the northwest of you. Thick,
thorny bushes tear at you as you pass.

Without the heavy protective robes of a grave tender, you take 1d4 - 1
piercing damage from the unusually sharp thorns. If this reduces you to O hit
points, go to . Otherwise, push on to

*» PART 1-051
Despite his evasiveness, you connect firmly with the fleeing member of the
Crimson Perytons. His run turns into a fall and he sprawls painfully across
the path. A heartbeat later, two Watch members tackle the figure and hold
him. Moonlight glints off a set of iron manacles they apply to his ankles.
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“My thanks, grave tender,” says one of the Watch members, a gravelly
voiced dwarf who is breathing heavily from the chase. The other guard pulls
the captive to his feet and starts checking his pockets.

The restrained Peryton glares at you. He is a tiefling with short, red
horns on his brow and long dyed hair. His cheek has bleeding scratches from
his impact with the gravel. You get the impression that the prisoner is trying
to memorize your faces before the Watch hauls him away.

3% RENOWN: -1 (Crimson Perytons)

“You’ll get a commendation for this,” continues the dwarven Watch
member. She walks over to shake your hand. “What’s your name?”

You've been thinking about this since the moment you donned the
disguise, so you are ready to provide a detailed cover identity.

Make a Charisma (Deception) check, rolling with advantage because the
guard is favorably disposed toward you. If your result is 10 or higher, go to
. If your result is 9 or lower, go to

PART 1-052

You try to shove the fleeing gang member, but his last-minute acrobatics
takes him past you with just a glancing impact. He continues running. A
moment later, two members of the Watch run past. Fortunately, they don’t
have time to examine two grave tenders beside the path, so your disguise
passes unchecked.

You can tell that Latchboy is a bit unnerved by the close encounter. You
allow him to lead you through the undergrowth east of the intersection,
keeping the eastern pathway in sight as you go.

You've just made it far enough to safely rejoin the path when you see yet
another intersection in the distance. Moonlight reveals half a dozen shadowy
figures in the process of hiding themselves among the bushes there. You
don’t remember the cemetery district ever being this crowded at night!

With the intersection ahead of you full of skulkers and the intersection
behind occupied by members of the Watch, you decide to leave the path
behind and cut north through the foliage. You push your way through a
hedge and pass several small mausoleums before you come to a sloping dell.

Go to
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% PART 1-053

You approach an intersection where two paths

from the south join up, continuing northward.
You are about to press on when you notice
some items by the path. You find a conspicuous
portable ram (35) on its end, leaning into a
large bush as though dropped in a hurry. A few
steps away, you see a lantern (2), the type
normally carried by members of the Watch. The
lantern is on its side as though dropped here,
its flame extinguished. Checking the lantern,
you find that it has enough oil left for 30 minutes of operation.

“What happened here?” Latchboy wonders aloud.

Uncertain, you decide to press on north before the items’ owners return.

Go to

s PART 1-054
You move northeast along the path. You know that you are near your goal. In
a minute, you see the House of the Homeless, a lonely mausoleum standing
dark against the night sky. You leave the gravel and cross the worn grass,
approaching the quiet building.

Go to

+* PART 1-055

With these giant ants vanquished, you continue to search the grassy hill.
Beneath some brambles, you find a tunnel just large enough to
accommodate giant ants like these. It is too small to explore safely. However,
next to the tunnel, you find some rusted farming implements and the rotting
remains of a kobold. You are uncertain why the ants did not consume the

L)

creature or dispose of it. You search the kobold’s pockets and find nothing of
interest except a bundle of five torches (1 each).

e North: To follow the footpath along the base of the cliff, through the
clearing, go to

e Northeast: To cut across the field, putting some distance between you and
the cliffside, go to
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¢ PART 1-056
You move confidently to the third door, getting a better look at the series of
subtle cuts on the wooden lintel. This is certainly the correct one, the
hideout of the Bull Riders. As you knock, Bell tightens the strap on her shield
and stands behind you, facing your pursuers.

Go to

 PART 1-057
With the closed door at your back, the two of you prepare to face your
pursuers. You step into the street as the four men spread out. They will seek
to surround you before closing in. The stench of a nearby garbage pile comes
to you on the wind, punctuating the distasteful event about to unfold.

Now cornered, Bell does not hesitate. Nor does she seek to merely

subdue. The gnome grunts and twists her whole body in sudden exertion,
flinging a javelin. The missile is deadly-accurate. One of the men screams
and clutches the shaft in his heart. He slumps to the cobbles, his truncheon
rolling away from him. The other three, shocked by the sudden escalation,
steel themselves for the battle to come.

You have one turn in which to act before the Crimson Perytons get into close
range, beginning the combat. You can use this turn to cast a spell, make a
ranged attack, or whatever else one can do in a turn.

The remaining Perytons, numbered 1 through 3, are all 45 feet away from
you and separated from each other by about 5 feet. Each has a 13 Armor
Class, 4 hit points, and the following saving throw modifiers: STR (+1), DEX
(+1), CON (+0), INT (-1), WIS (-1), CHA (-1). Make note of any damage or
conditions you may have imposed before proceeding.

After your turn, if your foes are all still conscious, go to

If you reduce only one of the Perytons to 0 hit points, or you otherwise
incapacitate one of the Perytons, go to

If you reduce exactly two of the Perytons to 0 hit points, or you otherwise
incapacitate two of the Perytons, go to

If you reduce all three of the Perytons to 0 hit points, or you otherwise
incapacitate three of the Perytons, go to
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+* PART 1-058
3% RENOWN: -3 (Crimson Perytons)

Three of your attackers lie in the street around you but the fourth has made
good his escape to the north. You search the remaining bodies, hoping to
find a clue as to their motivation. They dropped an eclectic array of
armaments. Bell assess them and signs that the weapons are surprisingly
good in quality, adding that you should take as many as you can carry to sell
later. However, the same is not true of the brittle shield and flea-infested
armor. (You remember the rumor that the Perytons use a kennel for their
hideout.) One man carried a purse, but you find nothing else of interest.

The purse contains 8 sp (0.16).

You can take any of the valuable weapons: 3 daggers (1 each), club (2),
shortsword (3), and spear (4).

If you wish to take the shield (6) or up to three suits of padded (8 each)
armor, you may do so, but note that their quality is too shabby to sell later.

Continue directly to

¢ PART 1-059
When you make it to River Street, you get the distinct feeling you are going
the wrong direction; the traffic is all moving the other way and you find
yourself struggling to move against it. You and Bell are among the very few
people leaving the city at this time of night. Most are still coming in, toward
the city center. The morning crowds are going to be even thicker, as last-
minute visitors come to celebrate the Day of Wonders.

As you approach the River Gate, a vigilant guard stops an incoming
merchant wagon, giving you and Bell room to leave the city through the gap
created. Once beyond the city walls, you move east off the road, away from
the line of carts, wagons, and pedestrians lined up for the River Gate. A
narrow footpath leads down a steep hill toward the distant collection of
outlying farms in the Undercliff region. Bell leads the way, her short legs
carefully navigating the uneven trail.

In a few minutes, you’ve reached the bottom of the hill. Away from the
walls of the city, there are no sources of light nearby.
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If you do not have darkvision or some similar special ability that lets you see
in darkness, your companion will light a torch to help you see by. In the
latter case, make a note that you are using a light source.

The trail splits here, going through a wooded area. Directly north, the
trail continues through the trees, staying within sight of the cliff atop which
the city sits. To the northeast, the trail breaks out of the trees and meanders
through tall grass, toward another copse of trees.

e North: To move north through the trees, along the base of the cliff, go to

o Northeast: To follow the northeast branch of the trail, out of this copse of
trees and toward another, go to

** PART 1-060

You leave the wooded area that contains the three ramshackle structures,
moving east to get additional distance from the city’s watchtowers. You find
a path through the grass, but this eventually disappears. Finally, judging
yourself a safe distance, you turn north.

Go to

+* PART 1-061

You use a wooden spoon to
turn the contents of your bowl,
finding chunks of potatoes,
onions, and dark meat. As you
do, you notice that Bell finished
her serving while you were

interrogating the musicians.
She holds out her bowl for Fire Tongue to ladle in more of the steaming
potage. Although her expression is happy, her other hand signs to you that
the stew is “bad-tasting.”

No, you realize. That isn’t what she signed. She meant “poisoned.” You
notice that Bell’s movements are slow, and her eyelids are starting to droop.
Your companion has eaten a full dose of a soporific poison and you aren’t
sure if she’ll remain conscious. You glance about for a way to escape. The
troubadours are all watching you expectantly from around the campfire.

EIGHT PETALS ARGENT



0

0

e Cure: {FEATURE: LAY ON HANDS} If you have the Lay on Hands feature and your
pool of healing power has 5 hit points remaining, you can expend these
points to cure Bell of the poison by going to

e Remedy: {ITEM: ANTITOXIN} If you have an antitoxin, you can offer it to Bell
under the guise of providing a beverage to accompany her stew, going to

o Detect: {SPELL: DETECT POISON AND DISEASE} If you can cast this spell, you may
expend a spell slot to determine the nature of the poison affecting Bell by
going to 1

o  Bluff: {CHECK: CHARISMA (DECEPTION) 16, WITH ADVANTAGE IF PROFICIENT IN
MEDICINE} To convince the troubadours that your companion has a
communicable disease, a reason for you to excuse yourselves from their
company, go to ;

e Run: To grab Bell and simply flee from the camp, go to

PART 1-062

You quickly realize that you won’t make it out of the camp before those
crossbows fire. You hesitate, unsure whether you should surrender. Bell
makes that choice for you. She pulls something from a pouch and tosses it
into the campfire. At this range, even with her reactions slow, the projectile
lands accurately, in the middle of the flames. A cloud of toxic red smoke
explodes out of the fire, filling the camp.

Make a DC 10 Constitution saving throw to resist the poison. If you fail, you
acquire the poisoned condition.

Go to

PART 1-063

You move along the west side of the hillock, leading Bell through the quietest
part of the tall grass and avoiding anything that might make a loud noise if
stepped on. The city west of you, on its high bluff, blocks the coastal wind
from carrying your scent toward the dog’s sensitive nose. Soon you are out
of sight of the farmer.

Go to
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¢ PART 1-064
You approach the hillock and find the farmer already moving in your
direction. You greet her awkwardly as her dog makes excited yips nearby.
The farmer is interested in why you are wandering these fields at night. You
explain that you and your friend are on the way into Waterdeep. You tell the
farmer you ventured off the road for a quiet place to make a meal, then you
became lost after the sun went down.

The farmer seems suspicious, but your story is plausible. She warns you
to be on the lookout for refugees or beggars from the city, claiming they
sometimes wander the area and can be dangerous. People sometimes go
missing in this area. Having lived in Waterdeep yourself, you think these are
dubious claims, but you tell the farmer you’ll be careful. After the farmer
provides instructions to get back to the Trade Way, you and Bell wander
away into the night, vaguely in the direction indicated.

Make a Charisma (Persuasion) check. Roll with disadvantage if you are so
suspicious as to not be using a light source!

If your result is 11 or higher, the farmer accepts your explanation, and
nothing further comes of your encounter. If the result is 10 or lower, add the
following to your list of event codes if you don’t have it already:

R EVENT: “Undercliff Alarm” (Ch. 1)

Continue to

% PART 1-065
You climb the hempen rope without difficulty. You are soon at the top and
Bell is helping you into the drainpipe. What look small from the ground is
actually a large enough pipe for you to stand almost fully erect within. You
pull up the rope quickly as Bell unties the knot. The two of you move fully
into the pipe before Bell stops to coil the rope across her torso again.

Go to

*» PART 1-066
You proceed along your planned route, moving horizontally toward the

drainpipe, clinging to the natural holes in the cliff face. As you go, you get a
good look into one of the holes, where a pair of fist-sized insects sleep
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nestled next to one another. The droning sound comes from these creatures’

delicate, trembling wings, which flutter even as they rest. The sound

fluctuates steadily like soft snoring.

Make a Dexterity (Stealth) check as you move forward. If your result is 10 or

higher, go to . If your result is 9 or lower, go to

* PART 1-067

You lose your grip and fall, unable to catch the cliff or slow your descent.

Owing to the height at which you lost your grip, the fall is a terrible one. You
contemplate your fate for a long moment before landing in shallow water.

Unless you can cast feather fall, and choose to do so now, you take

3d6 bludgeoning damage from the fall, halved because you landed in

shallow water. If this reduces you to 0 hit points, go to

Otherwise, continue reading.

You stand up in the water and contemplate the challenge you are facing.

e Bell: If you have not yet asked Bell to try the climb, you may give the rope

back and suggest she try by going to

o Left: To try the route to the left of the water pipe, go to
e Center: To try the route directly below the water pipe, go to
e Right: To try the route to the right of the water pipe, go to

*» PART1-068
With your exceptional vision, you finally
see a distant change in the shape of this
passage. Ahead, there is a circular
chamber with tunnels in four directions.
Water flows into the chamber from three
of the tunnels, and it trickles in from a hole
in the ceiling. The tunnel you are in
appears to be the only outlet for the
flowing water.

An iron ladder hangs down a few feet
from the hole above the chamber. The two
side passages are narrow, blocked by
heavy grates, but the tunnel beyond
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appears to be passable, though curtained off by fluffy moss growing in
dangling strands.

Something within the mossy ropes is moving. You signal Bell to stop,
then you wait and watch. A creature soon appears, dragging a desiccated
corpse and placing it in the central chamber where water laps at the
shriveled skin. The creature is humanoid, with thick fangs, a bulbous belly,
and spindly appendages. Heavy claws tip each of the creature’s two-fingered
hands. It clearly hasn’t seen you yet, owing to the exceptional range of your
vision. It pauses to sniff the air then returns to the tunnel it came from. The
creature takes care not to agitate the strands of moss as it passes among
them. Even still, puffs of spores drift from the moss ropes as they swing.

You consult with Bell, who tells you that the ladder is your objective. It
should take you up to the runoff channels for the City of the Dead. However,
to get to it, you will have to come perilously close to the monster lurking in
the tunnel beyond.

Bell suggests two approaches. First, you can move silently into the
chamber and up the ladder, hoping not to draw the monster’s attention. The
second option is to send a flying clockwork toy, which Bell unexpectedly
produces from one of her many pouches, among the moss there, agitating
the strands into releasing more of their spores. The resulting cloud might
provide cover while you run for the ladder. However, if the cloud extends
into the chamber, it might prove toxic.

e Sneak: To try approaching the ladder stealthily, go to

e Rush: To rush the ladder and climb it, hoping to get past the creature before
it can respond, go to

e Flyer: To send one of Bell’s clockwork toys flying into the opposite tunnel,
hoping to agitate the mold into creating a covering cloud of spores, go to

PART 1-069

You climb the wet rungs of the iron ladder, moving as quickly as you can to
escape the billowing cloud of spores beneath you. The stench is unbearable.
As you climb, you realize you won’t be able to come back this way. You'll
have to find another way out of the City of the Dead once your mission is
complete.
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Eventually, you see the glow of starlight from above. You exit from a pipe
that rises from the center of a large pond, extending about an inch above the
surface. The two of you wade to shore and assess your surroundings.

If you have the poisoned condition from encountering troubadours, you may
now remove it; the toxin has run its course and you are free of its effects.

Go to

¢ PART 1-070
You give the guard your most disarming smile and explain that you and your
friend were just looking at all the interesting traffic and merchant carts
coming in the River Gate. When it came time for your shift, the two of you
just headed for the closest gate, hoping the guards would let you in since it’s
a special occasion.

Make a Charisma (Persuasion) check. If the result is 15 or higher, go to
. If the result is between 10 and 14 (inclusive), go to f
the result is 9 or lower, go to

< PART 1-071
R EVENT: “Alert Level High” (Ch. 2)

You watch the guard’s face for the telltale sign of a successful enchantment
spell, but you don'’t see it. Instead, the guard’s face becomes even more
suspicious. He waves you into the watchtower, through the ground floor
where another guard sits at a table, and out a small door on the far side.
Rather than being convinced, you think the guard is just going along until he
has a chance to call in a squad of his comrades, perhaps someone with the
skills needed to arrest a spellcaster.

The doors thud closed after you pass through them. Then you hear a
single toll of the watchtower’s bell, calling for the support of nearby Watch
members. Trying not to look guilty, you hurry up the path.

You have made it into the City of the Dead.

Go to
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PART1-072

You proceed along the path toward yet another intersection, this time just
south of the Warriors’ Monument. This set of stone sculptures stands over
60 feet high and depicts five adventurers fighting trolls, orcs, and humans,
and the adventurers seem to be getting the upper hand. Unconnected to the
stone battlefield, the statue of a charging griffon rider hovers over the
fighting, hung in place by magic.

If your passive Wisdom (Perception) score is 13 or higher, go to
Otherwise, continue to

PART 1-073

Your words seem to have cowed the leader of the adventurers. The elf gives
a signal to the rest of the group. They back slowly into the bushes, their
crossbows still trained on you. A few moments later, you hear their running
feet as they head northeast. You assume they took your threats seriously.

With that fight avoided, you continue along the path to the north. You
pass a large mausoleum on your left, just before you come to an intersection.
You can’t identify the structure, looking at it from the side, but it seems
familiar. You are in the right area to find your destination. Perhaps this is the
House of the Homeless.

You are about to ask Latchboy for confirmation, but you see his attention
focused to the northeast. You look the direction he is pointing. A group of
well-dressed humans are walking toward your intersection. Watch members
accompany them carrying lanterns. Although the City of the Dead is closed to
most visitors at night, wealthy mourners can pay for dispensations to access
the district after hours. It looks like just such a group is coming your way.
Latchboy grabs your arm and pulls you into the nearby bushes, hoping to
hide until the mourners are gone.

The procession slows at the intersection and stops, one of their number
speaking with the Watch member who is guiding them. A young human in a
silk hat takes the opportunity to regale his parents with the story of a serial
killer who carried victims into the City of the Dead over a hundred years ago.
“They never discovered the Heart Taker’s identity,” the boy says excitedly,
seemingly oblivious to his parents’ disinterest. The boy begins to search the
bushes around the intersection, as though he might find some century-old
clue to solve the mystery. Worried that he will discover your hiding place,
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you and your companion slowly retreat, deeper and deeper into the brush,
until the mourners’ voices fade.

Go to

¢ PART 1-074
As the Crimson Peryton approaches, you step out of the bushes, intending to

knock him down. Although surprised, the fleeing tiefling reacts quickly,
twirling in mid stride, trying to avoid you.

Make a Strength (Athletics) check, rolling with advantage owing to the
surprise nature of your attack. If your result is 14 or higher, go to
If your result is 13 or lower, go to

 PART1-075
The two guards lie at your feet, near the manacled Crimson Peryton they
captured. Latchboy looks at you, wondering what to do next. Then, you hear
the tromp of running boots just north of you. The rest of the Watch members
at the intersection are approaching, toward the sounds of the battle. You
turn and run, Latchboy already fleeing ahead of you.

If you (or Latchboy) reduced your opponent to 0 hit points with a melee
weapon attack, you can choose to leave her stabilized but unconscious (or
warn Latchboy to do so if his was the final blow). Otherwise, the guard
begins making death saving throws as you flee the scene. Roll these out until
the Watch member either dies or stabilizes. If she is not stable, add the
following to your list of event codes:

R EVENT: “Watch Member Killed” (Epilogue)

Go to

* PART1-076
You and Latchboy keep walking as though you have every right to be there.
You don’t know if you managed to look casual enough, but you don’t hear
any immediate sounds of alarm. Still, if the guard using the search lantern
became suspicious, one or more members of the Watch might be on their
way to search this area right now. Worried about further scrutiny, you
continue around the path which eventually leads north.
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If you have the code “Alert Level High,” go immediately to

If you do not have that code but instead have the code “Alert Level
Medium,” replace it with the following:

R EVENT: “Alert Level High” (Ch. 2)

If you do not have that code but instead have the code “Alert Level Low,”
replace it with the following:

R EVENT: “Alert Level Medium” (Ch. 1)

Continue to

¢ PART 1-077
The guards atop both towers eye you with suspicion. They seem interested
in the heavy object you are carrying. You begin to think it might not have
been worth taking along. You pick up the pace, hurrying out of their sight
and hoping they will not raise an alarm.

If you have the code “Alert Level High,” go immediately to

Otherwise, continue to

¢ PART 1-078
You check the altars for anything of interest. The
grave tenders clear the area daily at noon, so there is
little to find. They leave the flowers, while they
remain fresh, but take any offerings of value for a

fund to pay for interring of other homeless people
who die in the city. Most such Waterdhavians die
without enough coins in their pockets to pay for a
burial, and the offerings here help make up the
difference.

The altars are mostly empty, save for a stack of

10 copper coins and a single silver coin. A thorough
search reveals a dusty bottle that’s rolled behind one of the altars. The label
reads, “thorn-prick salve” in a familiar, child-like scrawl. You can’t imagine
how long the bottle has been here.

You can take the 1 sp (0.02), 10 cp (0.2), and potion of minor healing (0.5).
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LoRE: 127-Potion of Minor Healing. Use this entry to learn the magical
properties of these items.

Finding nothing else of interest, you waste no further time and head
down the stairs, into the catacombs.

Go to

* PART1-079
You make it to the end of Deloun Alley with Bell not far behind.
Unfortunately, your pursuers have gained ground; you will have to make a
quick escape now or make a stand here in the deserted alley.

Immediately on your left is a row of houses that prompts a memory. You
are in the territory of the Bull Riders, a street gang that holds ground around
Salabar Street. You remember that the Bull Riders are friendly to the
Slipstone Gang and have no love of the Crimson Perytons. If you can
remember which of these three houses is their hideout, you might request
succor from the gang. Alternately, you could knock on a door at random.

o Know the Way: {FEATURE: THIEVES’ CANT OR CHECK: INTELLIGENCE 15} To identify
the subtle markings scratched on the front of the correct building, or just to
remember which is the right one, go to

e First Door: To try the red door, first in the row, go to

e Second Door: To try the blue door, second in the row, go to

o Third Door: To try the green door, third in the row, go to

*» PART 1-080
You wait for about 10 minutes with your quiet hosts, passing the time with a
deck of ornate cards. Eventually, the younger one, who is peaking past the
curtains, says your pursuers have given up and gone north. Your hosts
escort you to a back door that leads onto an alley and give you directions to
River Street. You thank them profusely before leaving, then wind your way
through the narrow alley until you recognize your position, just two blocks
from the city’s eastern gate.

Proceed to
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% PART 1-081
Worried that the fleeing man might bring reinforcements, you determine to
bring him down before his unnatural speed carries him beyond your sight.

You have one turn in which to stop the Crimson Peryton. He is 120 feet from
you. Your enemy has a 13 Armor Class, 4 hit points, and the following saving
throw modifiers: STR (+1), DEX (+1), CON (+0), INT (-1), WIS (-1), CHA (-1).

If you reduce the fleeing man to 0 hit points, go to . If he survives
your turn, go to

*» PART 1-082
The dart strikes you in a vital place. As the pain turns to numbness, you lose
consciousness.

You wake a short time later. Bell has rolled you into the shadows
beneath a parked wagon. In this concealed position, she administered a
curative potion, healing some of your injury. She looks relieved that you've
woken up. She also looks sadly at the empty bottle from which the potion
came. You feel bad that Bell had to use up this magic curative and you
resolve to make it up to her.

R EVENT: “20 gp Debt to Bell” (Epilogue) You can remove this code from your
list at any time by giving Bell either a potion of minor healing or its value of
20 gp (or items with a total purchase cost of 40 gp).

You wait a few moments, listening to make sure your pursuers aren’t
nearby, then you slip from under the wagon and continue to the River Gate.

The curative restores you to 1d4 + 1 hit points. Continue to

** PART 1-083
You prepare to move north along the base of the bluff upon which
Waterdeep perches. However, before emerging from the trees, Bell puts a
hand on your arm and points to the watchtowers far above. She signs that
she is nervous about Watch members seeing you from that approach.

If you are using a light source, you will have to change tack and get some
distance from the city wall before proceeding north. Do so by going to

. If you do not need a light source, you may continue unseen using
darkvision, following the base of the bluff by going to
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PART 1-084

You approach the campfire with Bell close behind. The colorfully dressed
men greet you warmly, standing and offering a seat beside the fire. Each man
introduces himself with an obvious stage name. One of these troubadours
styles himself “Fire Tongue,” and he wears a white cook’s apron over his red
quilted doublet. Fire Tongue offers you and Bell bowls of spicy stew from the
pot he is churning.

Not wanting to waste the opportunity, you ask the men about the lay of
the land in the Undercliff area. They tell you that a farmer’s field lies directly
north of them, beyond which is an irrigation channel that runs along a low
wall marking the southern boundary of a farming community.

If your passive Wisdom (Perception) score is 13 or higher, go to f
your score is 12 or lower, continue reading.

The troubadours don’t seem to know much else of interest about the
area, claiming to have arrived only recently. You contemplate the warm
bowl of stew in your hands, wondering how best to proceed.

Go to

PART 1-085

With one arm around Bell, you help her toward the edge of the camp as thick
obscurement billows up behind you. A crossbow bolt whistles past your ear
but that is as close as your hosts get to stopping you.

Soon, you and Bell are out of the camp, hurrying north past the trees and
into the tall grass beyond. You keep a
careful eye out for pursuit but are soon
satisfied that the “troubadours” have no
interest in following you. Bell seems like
she can keep up with you, but her hand
signs are slow and some of the things she

signs don’t make any sense. You wonder
how long it will take for the poison to
leave her body.

R EVENT: “Bell Poisoned” (Ch. 1) \_ )

Go to
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% PART 1-086
You make a wide detour around the hillock to the west, hoping to pass
without rousing the sleeping farmer.

Make a Dexterity (Stealth) check. Roll with disadvantage if you are using a
light source. If your result is 13 or higher, go to . If your result is 12
or lower, go to

s PART 1-087
You and Bell take off at a run, leaving behind the farmer’s yells and the dog’s
barks. You think the farmer will give up interest soon, but you aren’t certain.

If you don’t have it already, add the following event code:
R EVENT: “Undercliff Alarm” (Ch. 1)

Go to

¢ PART 1-088
Bell struggles to climb the cliff, but her condition is too hampering. Realizing
this, she tries to climb back down but is unable to keep her grip. She falls the
short distance, landing with a splash in the pool of water.
Bell suffers no further injury, but it’s clear that she won'’t fare better on
future attempts. You will have to make the climb yourself.

Go to

*» PART 1-089
You recognize the snore-like droning of a pack of bleed-bugs, some
dangerous insects. Clinging as you are to the cliff, it would be hard to defend
yourself were they to attack. These bloodsuckers could swarm you and drain
the life from you if you don’t proceed quietly.

e Continue: To press on, using the holes in the cliff as natural handholds, go to

e Center: To return to the ground and try climbing the route directly below the
water pipe, go to ;

e Right: To return to the ground and try climbing the route to the right of the
water pipe, go to
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“* PART 1-090
You lose your grip and fall, unable to catch yourself or arrest your descent,
bouncing off the rough stone of the cliff face and landing in shallow water.

Unless you can cast feather fall, and choose to do so now, you take
1d6 bludgeoning damage from the fall, halved because you landed in
shallow water. If this reduces you to O hit points, go to

Otherwise, continue reading.

You stand up in the water and contemplate the challenge you are facing.

e Bell: If you have not yet asked Bell to try the climb, you may give the rope
back and suggest she try by going to :

e Left: To try the route to the left of the water pipe, go to

e Center: To try the route directly below the water pipe, go to

e Right: To try the route to the right of the water pipe, go to

+* PART1-091
Thinking fast, you tell the guard that you were drinking at the Gentle Rest
and, in the excitement of the crowds, lost track of time. If you walk all the
way to the north side of the district to use the Carver’s private entry, you’ll
be late to work. You calculate this tale to appeal particularly to a member of
the Watch, someone also required to start shifts at a prescribed hour.

Make an Intelligence check. If the result is 13 or higher, go to Af
the result is between 8 and 12 (inclusive), go to . If the resultis 7
or lower, go to

¢ PART 1-092

As you continue up the tunnel, you find several more corpses. One is stuck to
the tunnel wall with webbing. The others appear to have been previously
webbed but have fallen into the drainage streaming past your feet. Traces of
smelly mold grow over every bit of webbing you find.

The webs and the corpses are making Bell nervous. She signs “danger”
and “bear cave” while pointing farther up the tunnel.

It's unlikely that these people were exploring the pipe when they died.
More likely a monster lives here, something strong enough to drag bodies up
the cliff and into its lair. You contemplate abandoning your quest. You don’t
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want to fight something in these tight confines, and anything that can handle
fully grown humanoids like these corpses is likely to be a deadly challenge to
your own abilities. However, you know that Rufio and Latchboy are more
likely to succeed if you meet up with them, and you don’t want to be scared
off by an unnamed threat that you have yet to even see.

o Long Sight: {TRAIT: DARKVISION 120 FT.} If you can see in darkness to a range of
120 feet, you can continue without a light source by going to ;

o Medium Sight: {TRAIT DARKVISION} If the range of your darkvision is less than
120 feet, you can continue without a light source by going to

o No Sight: If you cannot see in darkness but you wish to continue without a
light source, relying on Bell’s darkvision to warn you of any danger, go to

e Light Source: If you wish to continue in the light of Bell’s torch or another
light source you provide, go to

 PART1-093
You signal Bell to run. The two of you sprint into the chamber. Bell makes an
amazing leap to reach the ladder and you jump to follow her.

Just then, a humanoid figure emerges from the opposite tunnel. The
creature gnashes its thick little mandibles and vents a hissing scream. It
sweeps a spindly arm through some strands of moss and hurls the fluffy
ropes at you. They explode against the ceiling of the chamber, creating a
cloud of spores around the iron ladder.

Roll initiative. If your result is 13 or higher, your reactions have saved you
and the creature’s attack comes too late. Go to . If the result is 12
or lower, the cloud of spores catches you as you climb. Continue reading.

An unspeakable smell accompanies the spores. As they cling to you, your
worry about their toxicity seems well founded.

Make a Constitution saving throw. If your result is 8 or higher, go to
. If the result is 7 or lower, go to
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+* PART 1-094
R EVENT: “Alert Level Medium” (Ch. 1)

A blank look comes over the guard’s face and he waves you into the
watchtower. Knowing the enchantment will end soon, you hurry through,
past another guard at a table, and out a small door on the far side. Both
doors thud closed after you pass through them.

You have made it into the City of the Dead.

Go to

s PART 1-095
You come to a four-way intersection. Two routes go south, to either side of
the Hall of Heroes, while two more go north around the Lords’ Respite. The
north mausoleum, and its three large statues of former Open Lords that
guard it, are made of the same black marble. The shape of the mausoleum is
hard to make out at night; the structure seems to possess some fell gravity,
absorbing moonlight instead of reflecting it.

Your goal lies northwest of you. As you contemplate this, Latchboy
mentions that the other northern path would take you farther north than the
mausoleum you are seeking. Unwilling to make such a long diversion, you
turn northwest, toward the House of the Homeless.

Go to

* PART 1-096
Knowing that Latchboy is watching, you point with the hand behind your
back to the foliage northwest of you. As you grab your robes to lift them,
feigning compliance, you suddenly sprint for the trees.
Unfortunately, these adventurers are on guard for such trickery. A hail of
crossbow bolts flies toward your fleeing back.

Make three attack rolls against your Armor Class with a bonus of +4 to hit.
Each bolt’s standard damage is 6 (1d8 + 2) piercing. If this reduces you to 0
hit points, go immediately to . Otherwise, continue reading.

You race into the cover of the trees to the northwest of you. Thick,
thorny bushes tear at your legs, but the heavy grave tender robes protect
you. You hear Latchboy coming up fast behind, and the two of you duck
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around the back of the first building you come to. You pause a moment to
catch your breath. There are no sounds of pursuit.

Go to

PART 1-097

You carefully move north, approaching the distant sounds of fighting. As you
draw nearer, you see a lantern on the ground. Its focused beam plays over
the scene of four Watch members wrestling to detain two dark clad men.
The guards exhort the two men to surrender as they struggle to apply heavy
manacles. A fifth Watch member stands nearby bent over double and
breathing hard as though from a recent chase.

You and Latchboy move off the path to watch from a concealed vantage.
As your companion parts a bush to peak through, you see one of the dark
clad figures break free and run. He is fleeing south and will pass near your
hiding place. As he gets closer, you see that this is a tiefling with red horns.
His matching dyed hair marks him as a member of the Crimson Perytons,
your gang’s old rivals. Despite the Slipstone Gang’s own occasional conflicts
with the Watch, you feel a strange compulsion to intervene on their behalf.
You could easily stick out a leg and trip this tiefling as he runs past your
hiding place, but the quality of your disguises would surely be tested when
the Watch members catch up.

e Block: To block the flight of the approaching Peryton, go to

e Hide: To remain hidden, waiting for the group to move on, go to )

e East: To avoid the intersection by moving east under cover of the foliage, go
to

PART 1-098

Unexpectedly strong, the dwarf cracks you over the head with her
truncheon. You begin to black out as your body hits the gravel pathway. As
you lose consciousness, you see Latchboy slipping around behind the Watch
member and she stiffens as though stabbed in the back.

At some future moment, you return to consciousness. You are hidden in
the shadow of a thick stand of trees. Latchboy has administered a curative
potion, pouring it into your wounds. He looks relieved that you’ve woken up.
He also looks sadly at the empty bottle from which the potion came. You feel

EIGHT PETALS ARGENT



bad that Latchboy had to use up this magical curative and you resolve to
make it up to him.

R EVENT: “20 gp Debt to Latchboy” (Epilogue) You can remove this code from
your list at any time by giving Latchboy either a potion of minor healing or
its value of 20 gp (or items with a total purchase cost of 40 gp).

“I had to drag you out of there,” Latchboy says. “I heard more guards
coming. It looks like their captive didn’t tell their reinforcements where we
went. Getting caught wouldn’t have gone well for us.”

R EVENT: “Watch Member Killed” (Epilogue)

You wait a few moments to collect your thoughts, then you take in your
surroundings, trying to plan your next step.

The curative restores you to 1d4 + 1 hit points. Continue to

¢ PART 1-099
You follow the south path, which loops around some mausoleums in the
southwestern corner of the district. As the loop turns back to the north, a
bright beam of light falls over you. Someone on the nearby watchtower is
shining a powerful lantern down on the path, illuminating you and Latchboy.
Your first impulse is to dive for cover, but that seems like it would draw
suspicion. Instead, you act normal, as though you belong here, working in
the cemetery district after nightfall. You keep walking until you are past the
area of illumination. It is only then that you realize that your disguises didn’t
include any of the tools that grave tenders would use for maintaining the
garden areas or the mausoleums.

Make a Charisma (Deception) check. If you happen to have a sickle, shovel,
carpenter’s tools, or mason’s tools, roll with advantage because you carry
the tools that the district’s tenders might possess.

If your check result is 15 or higher, go to .Ifitis 14 or lower, go to

¢ PART 1-100
You check around the fallen human for anything of interest. You find a silver
locket containing a scrap of parchment with three painted portraits on it,
probably the man’s family. You also find a few coins in a pouch beside him.
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If you take the silver locket (0), you can later sell the item for 10 gp. The
coins amount to 1 gp (0.02) and 4 sp (0.08). You can also take the pouch (1).

You are painfully aware that your additional loitering, combined with
crouching so long in these bushes, probably means extra scrutiny from the
guards in the nearby towers.

If you have the code “Alert Level Medium,” go immediately to
Otherwise, continue reading.

With nothing else of interest here, you and your companion leave the
unconscious man and head northeast, out of the intersection and toward the
House of the Homeless.

Go to

PART 1-101

Four broad steps lead up to the open doorway of the mausoleum. The House
of the Homeless is completely unguarded. You enter a large room ringed by
tall, open windows, its center dominated by a wide staircase that descends
into the catacombs. Around the walls of this room, dozens of small altars and
shrines stand sentinel, representing various gods, beggar societies, and
other factions of the poor who end up buried here. Because so many of the
dead are nameless, or their final resting plots are uncatalogued, mourners
simply leave their flowers, letters, incense, or other offerings on whichever
of the altars suits them. Very few mourners descend the stairs into the
catacombs or pass through the portal below into the demiplane itself.

Safely within the mausoleum, you sit down to rest, waiting for the other
team to arrive. You wait for about half an hour, and you’re about to press on
without your other friends, when a silent figure walks up the stairs to the
doorway and ducks inside. It’s Rufio. And he’s alone.

“Everything’s fine,” Rufio says before you can ask. “We just ran into a bit
of trouble, something important that only needed one of us to manage. I'm
headed back to help, but [ wanted to come ahead to let you two know to
proceed without us. We'll meet you here if we don’t catch up.” Rufio doesn’t
give an explanation or wait for a response. He simply turns and disappears
into the night.
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If you gave Rufio any of your two-handed weapons or a shield to bring, he
returns them to you before running off. You can also don your medium or
heavy armor if you previously removed parts of it to assist your disguise.

If you wish to investigate any of these shrines before descending into the
catacombs, you may do so by going to . Otherwise, head down
the stairs into the catacombs by going to

¢ PART 1-102

By the time your pursuers make it to the gap, you are on the other side,
helping Bell out of the narrow space. One of their number, a small halfling,
seems eager to follow, but the others discourage him from going alone. You
pay no heed to the curses of your pursuers as you leave them behind and
hurry down the High Road.

Now free of pursuit, you head south toward the River Road then east to
the River Gate, all the way blending with the other travelers on the road.

Proceed to

¢ PART 1-103
As you approach the last door, you are certain you have chosen correctly.
You remember the distinct stone-and-mortar staircase leading up to the
door; you once delivered a package to this house, years ago. You knock on
the door while Bell tightens the strap on her shield and stands behind you,
facing your pursuers.

Go to

** PART 1-104
As you and Bell move to engage the last Crimson Peryton, the man thinks
better of the odds and turns to flee. He moves at an unnatural speed,
sprinting into the dark. Bell does not want to let the man go, but she has
already thrown her only javelin. She looks at you and points emphatically at
the fleeing man.

e Mercy: If you wish to allow the last of your pursuers to escape, go to

e Attack: To try to bring down the last Crimson Peryton before he escapes to
the north, go to
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PART 1-105

You look over your shoulder in time to see your pursuers slowing, unwilling
to run headlong through the hazard you left for them. Their leader locks
eyes with you as the group comes to a stop. With a look of spite, he flings a
dart at you, an unlikely shot at this distance.

Make an attack roll against your Armor Class. The attacker has a bonus of
+3 to hit but must roll with disadvantage because of the range. The dart’s
standard damage is 3 (1d4 + 1) piercing. If this reduces you to 0 hit points,
go to . Otherwise, continue reading.

You turn a corner, leaving your pursuers behind, but you continue
running for several more blocks just to be sure you've lost them for good.

Proceed to

PART 1-106

You begin to move northward to keep the stand of trees between you and
the seated men around that campfire. However, you have not gone far when
a voice calls to you from the trees. A man steps into view and gives a friendly
greeting. It seems these troubadours have posted a watch while taking their
evening meal, an unusual measure this near the safety of Waterdeep.

At the sound of the guard’s greeting, the others rise and beckon you to
share their fire. You think the men might have local news or might provide
information about the Undercliff area. If they camped before nightfall, they
would have seen the lay of the land and might have information about parts
you should avoid.

e Join: To join these humans at their campfire, go to
e Avoid: To hurry north without stopping, go to

PART 1-107

You are uncertain as to why your hosts would try to poison you, but you
suspect they are bandits in disguise. Grabbing Bell by the arm, you move
toward the edge of the firelight, pulling her behind you. Two of your former
hosts dive toward some stacked supplies, coming up with crossbows.

If you can cast the fog cloud spell, you can spend a spell slot and cover your
escape by going to . Otherwise, continue to
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¢ PART 1-108
You move north through the tall 4 N\
grass. To the west, you can barely
make out the cliff upon which

stands the city of Waterdeep. At il b ) 7
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will notice you. y 4 L “ ‘“g\).
As you approach it, the oddly ‘ l“/‘” / i’r' 7
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itself to be a farmer’s field. You see == '\W’} AN UAR.
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the silhouette of a figure reclining
against a gnarled tree on a tiny hill
overlooking the field. Although the
farmer might be sleeping, a large

dog sits beside its master, clearly awake and alert.

e Pass: To continue north, hoping to avoid the farmer, go to
e Talk: To approach the resting figure on the hill, go to

L)

% PART 1-109

The animal seems uncertain of you at first, then it begins a barking tirade. A
moment later, you hear a voice call out from beside the nearby tree and you
see the farmer’s silhouette moving toward you.

)

e Flee: To hurry away, ignoring the farmer’s call, go to
e Hail: To hail the farmer, go to

¢ PART 1-110
You grab the dangling rope in mid-leap and pull yourself up as quickly as

)

you can. As the bull rushes toward you, you heave your legs upward, hoping
the creature will pass safely underneath. Instead, it leaps and bowls into you,
trying to turn its horns to gouge you as it passes. You are unhurt by the
twisting impact and manage to climb beyond the creature’s range.

If you have a backpack, the bull’s horns have torn it from you, spilling its
contents into the shallow water below you. Remove the backpack from your
inventory, along with any items that were inside or strapped to it.
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Beneath you, the creature rebounds off the cliff face, dazed. It staggers
across the pool, moving right and left, trying to regain its senses. You don'’t
waste any time watching the creature, simply hurrying up the rope.

Go to

PART 1-111

As you approach the natural handholds, you hear a faint buzzing coming
from them. You are uncertain whether some sort of creatures occupy them
or if you should keep going. You realize that you are in a very precarious
position if something attacks you here, clinging to the cliff face.

e Nature: {CHECK: INTELLIGENCE (NATURE) 11} If you can identify the source of the
buzzing sound, go to
e Continue: To press on, using the holes in the cliff as natural handholds, go to

e Center: To return to the ground and try climbing the route directly below the
water pipe, go to ;

e Right: To return to the ground and try climbing the route to the right of the
water pipe, go to

PART 1-112

Owing to intense concentration, you ignore the insects’ relentless attacks
and reach the drainpipe in good time. From within the narrow confines of
the pipe, you manage to fend off the swarm until they give up and return to
their holes. For some reason, they seem reluctant to enter far into the pipe.

With this reprieve, you get a chance to examine your surroundings. A
rusty iron grate once covered the pipe’s end, perhaps to prevent birds from
nesting here, but something appears to have cut it away, allowing larger
creatures like you to access the pipe. What looked small from the ground is
actually a large enough pipe for you to stand fully erect within.

You tie the rope and drop it for Bell, who quickly climbs up. Then you
pull up the rope as Bell unties the knot. The two of you move fully into the
pipe before Bell stops to coil the rope across her torso again.

Remove Bell’s 100-foot hempen rope from your inventory. If Bell was
carrying any of your equipment, she returns it now.

Go to
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¢ PART 1-113
A close inspection of the smelly mold reveals that it is growing atop a mass
of webbing. [t doesn’t seem to grow on the surface of the tunnel itself. The
size and shape of the webs indicate that they once bound the corpse that lies
here. The mold appears to have eaten at the webs until they could no longer
hold, resulting in the body’s current position.

Based on these observations, you determine that this substance is “web
hair,” a common hazard faced by dungeon delvers. Web hair that develops
into a large patch can release toxic spores. It thrives in wet environments
like these, particularly in proximity to giant spiders because it is adapted to
growing on their webs. While the mold here smells terrible, its fibers haven’t
grown long enough to develop the dangerous spores it is known for.

e Corpse: {CHECK: WISDOM (MEDICINE) 10} If you can determine the nature of
the corpse’s demise, go to . If you failed this check in the previous
text part, you cannot try again here. If you passed the check, you needn’t roll
again.

e Continue: To continue up the dark tunnel, go to

o PART 1-114
You tell Bell which plan you prefer. The two of you will move into the
chamber as quietly as you can, jump up to the ladder, and be gone before the
creature knows you are present. Bell agrees, checking her gear to make sure
nothing is loose.

If you have the code “Gray Water,” go immediately to . Otherwise,
continue reading.

Because you and your companion are so close together, you must make two
Dexterity (Stealth) checks, one for you and one for Bell. Bell’s bonus is +0.
Roll her check with disadvantage because of her heavy armor. If you do not
have darkvision, make your check with disadvantage because you can’t see
where you are stepping.

If the lowest of the two results is 8 or higher, go to . If the lowest
result is 7 or lower, go to
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PART I-115

When the guard examines you and Latchboy, you think you see a gleam of
suspicion in his eyes. He walks around the pair of you to get a better look at
your outfits. You try not to be nervous as he does so, but you are
uncomfortably aware of the other guard watching from above. You try not to
imagine her winding a heavy crossbow.

Finally, the guard comes back around to you and asks, “Why are you
coming in the South Gate? [ thought all the grave tenders used the
underground access from the Carver Estate.”

e Clever: If you wish to formulate a brilliant lie to explain your presence at the
South Gate, go to

e Convincing: If you wish to come up with a quick excuse, relying on your
powers of persuasion to convince the guard, go to

e Corrupt: If you wish to offer the guard coins or some possession of value to
bribe your way through the gate, go to g

e Spell: If you wish to employ the charm person or friends spell, go to

PART 1-116

Under the watchful eye of the crossbow-wielders, you and your companion
doff the grave tender robes, handing them over. As you do so, the elf you are
speaking to produces a length of silk rope to tie you with. Although you
agreed to this, the sight of the rope makes you hesitate. What if these people
mean you harm? You don’t have time to contemplate the issue; the elf is fast
with the rope, and you find yourself tied up and carried off the path before
you can change your mind.

Remove the grave tender robes from your inventory.

True to their word, your captors deposit you, tied and gagged, in some
bushes near a large pond. To compensate your loss, the group’s leader
places a single coin in your pocket; the 1 platinum piece (0.02) is more than
enough to replace a pair of robes, even special protective garments like
these. Two of the group don the robes that you and Latchboy gave up, then
they all hurry away to the northeast. You suspect they will soon try to bluff
their way into the Deepwinter Vault.
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The moment the five adventurers are out of sight, you roll to your side
and start working on your bindings. You've only just begun when you feel
Latchboy’s hands untying your wrists. Somehow, he has already freed
himself. A few moments later, you are also free. You see that your captors
tied each of you with the opposite ends of the same 50-foot silk rope (5).

Go to

¢ PART 1-117
You and Latchboy keep walking as though you have every right to be there.
You don’t know if you managed to look convincingly casual, but you don’t
hear any immediate sounds of alarm. Still, if the guard using the search
lantern became suspicious, one or more members of the Watch might be on
their way right now, intent on checking your identity and searching the area.
Worried about further scrutiny, you hurry away from the lantern’s beam.

If you have the code “Alert Level High,” go immediately to

If you do not have that code but instead have the code “Alert Level
Medium,” replace it with the following:

R EVENT: “Alert Level High” (Ch. 2)

If you do not have that code but instead have the code “Alert Level Low,”
replace it with the following:

R EVENT: “Alert Level Medium” (Ch. 1)

Go to

¢ PART 1-118
You decide that a little enchantment magic will win over this guard. When
his attention shifts to Latchboy, you take the opportunity to do some
surreptitious spellcasting.

If you cast charm person, mark off your spell slot and make the guard’s
Wisdom save against your spell save DC. The guard’s bonus is +1. If the roll
fails, go to . If the saving throw succeeds, go to

If you instead use the friends cantrip, make a Charisma (Persuasion) check,
with advantage provided by the spell. If the result is 15 or higher, go to
. If the result is 14 or lower, go to
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s PART 1-119

You are in battle with a fierce dwarf, a member

of the Waterdeep Watch, on a
shadowy, moonlit pathway in the
City of the Dead.

Skirmisher. The Watch
member comes right at you,
dropping all pretense, attempting to
bludgeon you into
unconsciousness with her heavy
truncheon.

WATCH MEMBER
Medium humanoid (dwarf)

Armor Class 15 (bronze breastplate,
shield)

Hit Points 6 (1d8 +2)

Speed 25 ft.

STR DEX CON INT WIS CHA
(+1) (1) (+2) (+0) (+1) (-1)

Skills Perception +3
Senses passive Perception 13

ACTIONS

Club. Melee Weapon Attack: +3 to hit,
reach 5 ft., one target. Hit: 3 (1d4 + 1)
bludgeoning damage.

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.
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Map. You (PC) begin this
battle 20 feet from the guard
that is approaching you (1).

Latchboy (L) will engage
his foe (2) in a separate
battle, moving next to the
manacled Crimson Peryton
(3). Owing to the speed and
ferocity with which
Latchboy engages the
second guard, you cannot
affect any of the other
combatants before their
short clash concludes.



L 4

L 2

L

ASSISTANCE

If this combat goes more than one round, Latchboy, having dispatched his
foe, will come to your aid. If you and your opponent are still active at the
start of the second round, Latchboy joins your combat on initiative count
12, appearing next to the Watch member you are fighting. Roll his attack at
the appropriate time on this and subsequent rounds. (Now focused on her
first opponent, the dwarf will continue to attack only you.)

®© Shortsword (Action)
Melee Weapon Attack: +5 to hit, reach 5 ft., one target
Hit: 1d6 + 3 piercing damage

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

Side Cut. Latchboy has advantage on attack rolls against a creature if you are
within 5 feet of the creature and you aren’t incapacitated.

COMBAT CONCLUSION

L 4

Win: If you defeat the guard,
go to :
Flee (2+): You can attempt to

flee on the second round of
the battle, and each
subsequent round. If
successful, go to

Lose: If the guard instead

defeats you, go to
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PART 1-120

You lead your companion along the northwest path, where you quickly
encounter a new intersection. From up the path that leads north, you hear
sounds indicating a distant struggle. You don’t hear any weapons clashing,
but yells and grunts are audible at this distance, the sort that only
accompany a violent conflict.

From the position of the district’s corner walls to the southwest, the
southern path cannot go far before looping west and north again. It must
pass near the district’s high walls, circling around a set of nearby
mausoleums. If it reconnects to the route north of you, it does so at a
distance, bypassing the conflict that is taking place just up that path.

e North: To go north, toward the sounds of the struggle, go to
e South: To go south, looping around the struggle, go to

PART 1-121

You can tell that Latchboy is a bit unnerved by the close encounter, so you
allow him to lead you through the undergrowth east of the intersection,
keeping the eastern pathway in sight as you go.

You've just made it far enough to safely rejoin the path when you see yet
another intersection in the distance. Moonlight reveals half a dozen shadowy
figures in the process of hiding themselves among the bushes there. You
don’t remember the cemetery district ever being this crowded at night!

With the intersection ahead of you full of skulkers and the intersection
behind occupied by members of the Watch, you decide to leave the path
behind and cut north through the foliage. You push your way through a
hedge and pass several small mausoleums before you come to a sloping dell.

Go to

PART1-122

You part the bushes to examine the body. It is a human, stripped to his
underclothes, lying unconscious and barely out of sight of the guards.
Whoever waylaid him did so in a risky location. The human still wears the
medallion of a Carver employee, but someone must have taken his grave
tender robes to serve as a disguise.

Conscious that you are currently wearing stolen grave tender robes, you
think this would be an awfully bad location for the Watch to catch you. A
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glance back at the watchtowers shows that your stop has drawn the
attention of the guards atop them.

If you have the code “Alert Level High,” go immediately to
Otherwise, continue reading.

e Northeast: To abandon the body and leave this intersection by the northeast
path, toward the House of the Homeless, go to
e Examine: To search around the body for anything of interest, go to

PART 1-123

You are amidst the five mausoleums that encircle the lowest point in the City
of the Dead. All the rainwater in the district eventually drains here, into a
large pond. An overflow shaft allows excess water from the pond to fall into
a drainage pipe, far below, where it channels out of the city. Under a nearby
bush, a picnic blanket lies discarded next to some empty bottles and a
broken basket. Deep in this park like area, you are not in sight of any of the
paths that crisscross the district.

You recognize the largest, northernmost mausoleum in this area as the
Merchants’ Rest, a tomb reserved for those who can afford burial in its
luxury. From what you can remember of the City of the Dead, this
mausoleum is right across from your destination, the House of the Homeless,
the two buildings separated by a single pathway. With your goal almost in
sight, you head north, into the shadow of the Merchants’ Rest. North of the
mausoleum, you find an east-west pathway, across from which stands the
House of the Homeless.

You wait for a long time, looking each direction, watchful for anyone
who might walk by. On your left, the path goes directly to the West Gate of
the district, and you can see the well-lit watchtowers aiming the beams of
their oversized lanterns down into the wards on either side of the gate. On
your right, you see the flicker of a torch in the distance and you can hear a
conversation, people not trying to hide their voices. However, the lights from
both directions fail to reach the place where you intend to cross the path.

As you wait, you hear the sudden clash of weapons; an open battle has
broken out just east of you. To the south, in what may be a separate conflict,
you hear distant cries punctuated by a long note blown on a Watch horn. The
normally quiet cemetery district is quite active tonight. Amidst these
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distractions, you move north, slipping across the path and hurrying up the
steps, into the House of the Homeless.

Go to

 PART 1-124
With Bell close behind, you flee down Deloun Alley. This route runs parallel
to the High Road, separated by a row of tall houses and shops. You can hear
traffic and pedestrians to the west of you. Visitors are still coming into the
city through the nearby River Gate.

As you run, you see a narrow gap between two buildings. If it’s large
enough, the two of you might be able to slip through and lose yourselves in
the bustle of traffic on the other side. You slow as you approach the thin
alley. A hopeful glance down its length shows streetlamps flickering on the
far side, illuminating the slow press of the moving crowds. Safety is there,
but the gap looks improbably narrow.

If your size is Small, you can squeeze through the gap with Bell. Or, if you
have a climbing speed or flying speed, you can make it over the gap while
Bell threads her way through it. If you qualify for this escape, you can
accomplish it by going to . Otherwise, continue reading.

The gap doesn’t look like something you can manage, and with Bell
unwilling to leave you behind, the two of you pick up the pace and continue
running south.

Go to

% PART 1-125

R EVENT: “5 gp Debt to Bell” (Epilogue) You can remove this event code from
your list at any time by giving Bell 5 gp (or items with a total purchase value

of 10 gp).

Chagrined, your companion checks her various pockets, eventually putting
together a small stack of coins and a pair of ivory buttons. You're not sure it
amounts to the whole fee, but Bell offers it anyway.

The old woman accepts the odd coins and ushers you inside. When the
woman is distracted, as she closes the door behind you, Bell’s hand signs
insist that you should have paid the fee since you chose the wrong door.
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You're not sure if she’s serious, but you think it would be wise to pay back
the little gnome at some point in the future.

Go to

 PART1-126

3% RENOWN: -4 (Crimson Perytons)

You search the four bodies, hoping to find a clue as to their motivation. They
have an eclectic array of armaments. Bell assess these and signs that the
weapons are surprisingly good in quality, that you should take as many as
you can carry to sell later. However, the same is not true of their brittle
shields and flea-infested armor; you remember the rumor that the Perytons
use a kennel for their hideout. One of the men carries a purse but you find
nothing else of interest.

The purse contains 8 sp (0.16).

You can take any of the valuable weapons: 3 daggers (1 each), a club (2), a
longsword (3), a shortsword (3), and a spear (4).

If you wish to take either of the two shields (6 each) or three suits of padded
(8 each) armor, you may, but note that their quality is too shabby to sell.

Go to

 PART 1-127
Bell falls right before you do. Her attackers manage to surround her, and one
lands a solid blow on the back of the gnome’s head. The last thing you see is
the dark blood soaking through your friend’s golden hair. Then a mighty
blow to your own head knocks out all the lights, plunging you into the
darkness of death.

Your life and your quest end here.

¢ PART 1-128
The giant ant’s venom burns like fire. This pain is the last thing you
remember about the battle.
You awake later, aware that Bell is tending your injuries using the tools
in her healer’s kit. However, the ant’s toxin is a potent paralytic, and you
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have a lot of it inside you. The paralytic renders you unable to move. You
can’t even speak.

You rest for an hour, finally regaining the ability to flex your fingers and
rasp a few words. From there, your recovery becomes more rapid, and in
minutes you have recovered your normal functionality.

You recover to 1 hit point. Additionally, you may treat your period of
recovery as a finished short rest, including the ability to use your hit die for
healing.

Go to

PART 1-129

Not wanting to let these men delay you, you decide to cut north across the
field, staying parallel to the cliff and Waterdeep’s eastern wall yet far enough
away to avoid scrutiny from the guards atop it.

Make a Dexterity (Stealth) check. Roll with disadvantage if you are using a
light source. If your result is 11 or higher, go to . If the result is 10
or lower, go to

PART 1-130

You step closer to Bell, putting an arm around her to support her. You tell
your hosts that she is infected with cackle fever, a disease which gnomes are
immune to. Although your friend doesn’t have the true symptoms, a
wracking laughter called “the shrieks,” she is a carrier for this magical
contagion and occasionally shows signs of weariness from it.

You apologize profusely to your hosts, saying you thought she was fully
cured. The troubadours look to one another, then begin to back away as Bell
gives a thin, wheezing laugh. You are unsure if the gnome is trying to help
your story or if she is genuinely amused by its absurdity.

Again, you apologize, trying to help Bell away from the campfire. You call
back to your hosts, recommending they burn Bell’s wooden stew bowl as
you pass out of the campfire’s light. When you are sure you are beyond their
sight, you pick up the pace, moving away from the troubadours as fast as
Bell is able.

You soon find a path leading north through the tall grass and hurry along
it. Bell seems like she can keep up with you, but her hand signs are slow and
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some of the things she signs don’t make any sense. You wonder how long it
will take for the poison to leave her body.

R EVENT: “Bell Poisoned” (Ch. 1)

Go to

s PART1-131
You give the sentry a friendly, demurring gesture and continue your way
north. Bell picks up the pace to keep up with you and you realize you've
begun to walk faster than usual.

R EVENT: “Undercliff Alarm” (Ch. 1)

Go to

 PART1-132
You crouch down to pet the friendly animal. The dog whines in appreciation
of the attention, lifting your spirits. Eventually, you stand to press on with
your quest.

Mark inspiration on your character sheet.

Go to

¢ PART 1-133
You grab the dangling rope mid-leap and pull yourself up as quickly as you
can. The bull passes just under you, missing your leg by a hand’s breadth.
The creature hits the cliff face and rebounds, dazed. It staggers across the
pool of water, moving right and left, trying to regain its senses. You don’t
waste any time watching the creature, simply hurrying up the rope.

Go to

 PART 1-134
You climb the left route, toward the natural handholds partway up the cliff.
The surface is dry, but few handholds are readily apparent before that point.

If you have a climb speed, go to . Otherwise, you must make a
Strength (Athletics) check.

CHAPTER1 95



96

R/
0‘0

- Roll with advantage if you have the mold earth cantrip, which you can
use to make handholds in the occasional spots of hardened clay.

- Roll with advantage if you have a climber’s kit you wish to employ.

If your result is 10 or higher, go to . If your result is 9 or lower, go
to

PART 1-135

Owing to your rapid spellwork, you reach the drainpipe without suffering
any further attacks. From within the narrow confines of the pipe, you
manage to fend off the swarm until they give up and return to their holes.
For some reason, they seem reluctant to move far into the pipe.

With this reprieve, you get a chance to examine your surroundings. A
rusty iron grate once covered the pipe’s end, perhaps to prevent birds from
nesting here, but something appears to have cut it away, allowing larger
creatures like you to access the pipe. What looked small from the ground is
actually a large enough pipe for you to stand fully erect within.

You tie the rope and drop it for Bell, who quickly climbs up. Then you
pull up the rope as Bell unties the knot. The two of you move fully into the
pipe before Bell stops to coil the rope across her torso again.

Remove Bell’s 100-foot hempen rope from your inventory. If Bell was
carrying any of your equipment, she returns it now.

Go to

PART 1-136

The disposition of this corpse is confusing. It appears bloated in parts, the
result of the water flowing around it, but not in the way you would expect.
On the shoulder, you discover the answer to this mystery. A pair of holes,
each about an inch in diameter, tell you that something first drained the
corpse of its blood and viscera before leaving it to bloat in this water. This
might be the victim of a giant spider.

e Mold: {CHECK: INTELLIGENCE (NATURE) 12} If you can identify the mold on the
ceiling, go to . If you failed this check in a previous text part, you
cannot try again here. If you passed the check, you needn’t roll again.

e Continue: To continue up the dark tunnel, go to
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¢ PART 1-137
As you walk, Bell begins to slow ahead of you. A few moments later, she
stops and signals that the two of you should retreat. Once you have gone
back a safe distance, Bell creates a tiny flame using a candle-like mechanical
device so you can see her hand signs.

Bell explains that the tunnel ahead leads through a circular chamber.
There are two side passages into the chamber, but heavy grates close those
off. There’s also a hole in the ceiling there, from which water is falling. An
iron ladder hangs from that hole, which you will have to climb up to get to
your destination in the City of the Dead.

The danger, Bell carefully explains, is the tunnel beyond the chamber.
Mossy strands hang in curtains, concealing a “monster” there.

Bell suggests two approaches. First, you can move silently into the
chamber and up the ladder, hoping not to draw the monster’s attention. The
second option is to send one of Bell’s clockwork toys among the moss there,
agitating the strands into releasing their spores. The resulting cloud might
provide cover while you run for the ladder. However, if the cloud extends
into the chamber, it might prove toxic.

With either approach, Bell will relight her candle-like device to
illuminate the ladder for you after she’s jumped up to it. You will be very
exposed by the light at that point, so you will have to hurry.

e Sneak: To try approaching the ladder stealthily, go to
o Flyer: To send one of Bell’s clockwork toys flying into the opposite tunnel,
hoping to agitate the mold into creating a covering cloud of spores, go to

% PART 1-138
R EVENT: “Alert Level Medium” (Ch. 1)

The guard does not seem fully convinced. He waits a long time,
contemplating you and Latchboy. Then, just when you think he’s going to
deny your entry, he waves you both into the tower. You proceed through the
ground floor, past another guard sitting at a table, and out a small door on
the far side. Both doors thud closed after you pass through them.

You have made it into the City of the Dead.

Go to

CHAPTER1 g7



98

+ PART 1-139

Two watchtowers flank the southern entrance to the City of the Dead. The
broad, wooden gate that spans the gap between them is already closed for
the night. A guard stands at her station in the top floor of the righthand
tower. Your approach catches her attention. She begins scanning up and

4 )

\_ | Y,

down the street, making sure the two of
you are alone. You call up to the guard,
asking her to let you in so you can attend
your nighttime grave tending duties within.

A long moment passes. Then a small
door at the base of the tower opens, and a
different guard steps out, also a human. He
waves you over to speak with him. As you
approach, Latchboy lifts his necklace to
show the medallion hanging from it, the
device that proves your service to the
Carvers, the family responsible for grave
keeping duties in the City of the Dead. The
guard approaches your companion and
examines the medallion, then looks the
both of you up and down.

This is the first test of your disquise. Make a Charisma check to determine
how effectively you wear it. Add your proficiency bonus if you are proficient
with disguise kits. Then add the following event code:

R EVENT: “Grave Tender Disguise = X” (Ch. 1) In this code, replace the
“X” with your check result.

If your grave tender disquise result is 13 or higher, go to . If your

result is 12 or lower, go instead to

 PART 1-140

You follow the south path, which loops around the Hall of Heroes in the
southeastern corner of the district. You keep an eye out for anything
unusual, but it seems that this loop is abandoned. There are no signs that
anyone else has been this way tonight. As the loop turns back to the north, a

EIGHT PETALS ARGENT



0

bright beam of light falls over you. Someone on the nearby watchtower is
shining a powerful lantern down on the path, illuminating you and Latchboy.

Your first impulse is to dive for cover, but that seems like it would draw
suspicion. Instead, you decide your only chance is to act normal, as though
you belong here, working in the cemetery district after nightfall. You keep
walking until you are past the area of illumination. It is only then that you
realize that your disguises didn’t include any of the tools that grave tenders
would use for maintaining the garden areas or the mausoleums.

Make a Charisma (Deception) check. If you happen to have carpenter’s tools,
mason’s tools, a sickle, or a shovel, roll with advantage because you carry
the tools that the district’s tenders might possess.

If your check result is 15 or higher, go to .If it is 14 or lower, go to

PART 1-141

You disregard the many crossbows pointed at you. In return, you aim a
withering stare at the elf who seems to be the group’s leader. You tell the lot
of them to get lost. You don’t think they’d risk murdering grave tenders just
to get their robes; they’d have to make a racket and, as you heavily
emphasize to the elf, the whole place is crawling with members of the
Watch. Even a small scuffle is sure to draw their attention.

Make a Charisma (Intimidation) check. If the result is 10 or higher, go
immediately to . If the result is 9 or lower, continue reading.

Despite your threats, the elf does not seem impressed. One of the figures
with a crossbow adds, “Don’t worry about destroying their robes. We have
cantrips to repair the holes and clean away the blood.” You are now
convinced that these adventurers are willing to hurt you and your
companion to get what they want.

e Comply: To give up your robes and agree to be tied and left in the bushes, go
to

o Flee: To run from this group, you will have to head off the path to have any
hope of avoiding the crossbow bolts. Do so by going to
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¢ PART1-142
Avoiding the confrontation in the intersection ahead, you lead Latchboy
through the foliage, keeping the eastern pathway in sight as you go.

You have just made it far enough to safely rejoin the path when you see
another intersection in the distance. Moonlight reveals half a dozen shadowy
figures in the process of hiding themselves among the bushes there. You
don’t remember the cemetery district ever being this crowded at night!

With the intersection ahead of you full of skulkers and the intersection
behind occupied by members of the Watch, you decide to leave the path
behind and cut north through the foliage. You push your way through a
hedge and pass several small mausoleums before you come to a sloping dell.

Go to

 PART1-143
When the guard rejoins her partner, you're concerned that they’re speaking
in low voices. Conspicuously, neither Watch member looks in your direction
until the dwarf produces another set of manacles and turns back toward
you. Your cover identity must not have convinced these Watch members,
probably due to the state of high alert in the district.

Go to

¢ PART 1-144
As the two Watch members run past your hiding place, you think that one of

them looked directly at you, making eye contact. You grab Latchboy and
start moving deeper into the underbrush.

If you have the code “Alert Level High,” go immediately to

If you do not have that code but instead have the code “Alert Level
Medium,” replace it with the following:

R EVENT: “Alert Level High” (Ch. 2)

If you do not have that code but instead have the code “Alert Level Low,”
replace it with the following:

R EVENT: “Alert Level Medium” (Ch. 1)

Go to
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¢ PART 1-145
With Latchboy in tow, you continue into the intersection of paths in front of
the West Gate. A member of the Watch stands guard at the top of the towers
flanking the heavy wooden gates. A small door at the base of a watchtower
stands open, as though guards are coming and going with enough frequency
to leave it ajar.

If you are carrying a ladder or a portable ram, go immediately to
Otherwise, continue reading.

You lead your companion through the intersection at a casual pace. As
you go, Latchboy puts a hand on your arm and nods subtly to the bushes on
your right. You see a pair of feet sticking out from under a hedge where
Latchboy indicated. A body is lying there, just beyond the vision of the tower
guards. If you stop to check, the guards will surely notice you loitering.

e Check: If you want to check the body lying in the bushes, go to
e Continue: If you want to press on without stopping, go to

o PART 1-146
You hear distant alarms, the whistles of Watch members running through
the district followed quickly by bells ringing from the guard towers. Yells
from angry people ring out from every direction, only some of which sound
like they come from members of the Watch.

For several long minutes, you and Latchboy run, crossing paths, diving
into bushes, crawling beneath hedges, and getting up to run again. At some
points you think someone is hotly pursuing you, and at other times you
think you might have lost your pursuers. You finally come to a rest behind a
mausoleum, uncertain of your location. Latchboy is struggling to quiet his
breathing and you are near collapsing.

Tally the weight of all the equipment you are carrying. If the total is equal to
or more than ten times your Strength score, you have gained a level of
exhaustion during this long, desperate run. (Alternately, you can choose to
have dropped items from your inventory to avoid acquiring exhaustion;
remove those items from your inventory.)

Go to
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** PART 1-147
The dart strikes you in the back with surprising force. The last thing you
remember is falling, mid stride.

When you wake, you find that you made it a stone’s throw away from the
River Road before falling. Bell is kneeling beside you and a burly dwarven
Watch member is standing over the both of you with a sour look on her face.
Your pursuers are nowhere in sight. You think the glowering guard
disapproves of you taking an injury in a public place but can’t think of any
law this violates.

Bell extends an arm and helps you to your feet. You notice that she’s
administered a pungent curative potion directly on your injury. The gnome
looks relieved that you've woken up. She also looks sadly at the empty bottle
from which the potion came. You feel bad that Bell had to use up this magic
curative and you resolve to make it up to her.

R EVENT: “20 gp Debt to Bell” (Epilogue) You can remove this code from your
list at any time by giving Bell either a potion of minor healing or its value of
20 gp (or items with a total purchase cost of 40 gp).

You take a moment to collect yourself, then move toward the River Road,
away from the glare of the nearby Watch member.

The curative restores you to 1d4 + 1 hit points. Continue to

*» PART 1-148
You approach the second building in the row of three, the one with a blue
door. As you knock, Bell tightens the strap on her shield and stands behind
you, facing your pursuers. A long moment passes, then you knock a second
time. You glance over your shoulder in time to see the arrival of the four
men who were chasing you. They slow their run and stop just up the block,
waiting to see if anyone will let you in.

You are about to resign yourself to a confrontation when the blue door
opens. An old woman stands in the doorway wearing an evening robe.
Behind her, a teenage boy holds a spear as though to defend the entryway
from whoever’s come knocking at this late hour.

Having run several blocks, you are painfully aware of your disheveled
appearance. The old woman is unphased. She simply nods in response to
your tale of pursuit.

102 EIGHT PETALS ARGENT



“I don’t normally let strangers in my house, not at this time of night,” she
says. “But my door is always open for a paying customer.” With that, she
draws a deck of fortune-telling cards from the pocket of her robe. “That’s
just five golden dragons.” The teen with the spear relaxes, waiting for you to
pay your way in.

e Pay: To pay 5 gp for this woman to read your fortune inside the safety of her
home, go to Part 1-080. If you don’t have enough coins for this option, you
can offer items from your inventory with a total purchase value of 10 gp.

e Companion Pay: If you wish to ask your companion to pay the fortuneteller’s
fee, go to Part 1-125.

e Fight: If you prefer a violent confrontation with the Crimson Perytons, go
instead to Part 1-057.

CHAPTER1 103



+* PART 1-149

You are fighting two of the three Crimson Perytons
who pursued you through the back alleys of the
Trades Ward.

Skirmishers. Both Perytons move
directly toward you, working in tandem
with their ally who goes for Bell.

Map. You (PC) begin this
encounter 20 feet away from
these gang enforcers (2, 3).

The other Crimson Peryton
(1) engages Bell (B) in a
separate combat. Owing to
your positioning, you cannot
affect other combatants before
the encounter concludes.

COMBAT CONCLUSION

e Win: If you defeat both of your
enemies, go to Part 1-126.

e Lose (0): If your foes defeat you,
and they are both still
conscious, go to Part 1-127.

e Lose (1): If they eventually
defeat you, but you first
defeated one of your foes, go
instead to Part 1-151.
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L 2

BACK TO BACK

L 2

Owing to the defensive nature of this fight, you must stay next to Bell; you
cannot move away, lest all your foes turn against just one of you.
However, this means you benefit from Bell’s Protection trait; the first
attack against you each round rolls with disadvantage because of Bell’s

interposing shield.

L 4

L 3

ENFORCER 2
Medium humanoid (human)

Armor Class 12 (padded)
Hit Points 4 (1d8)
Speed 30 ft.

ENFORCER 3
Small humanoid (halfling)

Armor Class 15 (padded, shield)
Hit Points 2 (1d6-1)
Speed 25 ft.

STR DEX CON INT WIS CHA
+1 +1 +0 -1 -1 -1
I

Skills Athletics +3
Senses passive Perception 9

ACTIONS

STR DEX CON INT WIS CHA
+1 +2 -1 -1 -1 -1

Skills Acrobatics +4
Senses passive Perception 9

ACTIONS

Spear. Melee or Thrown Weapon
Attack: +3 to hit, reach 5 ft. or range
10/30 ft., one target. Hit: 5 (1d8 + 1)
piercing damage.

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

Shortsword. Melee Weapon Attack:
+4 to hit, reach 5 ft., one target. Hit:
5(1d6 +2) piercing damage.
Dagger. Melee or Thrown Weapon
Attack: +4 to hit, reach 5 ft. or range
20/60 ft., one target. Hit: 4 (1d4 +2)
piercing damage.
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s PART 1-150

Two giant burrow ants have appeared
behind you and Bell. Each creature
rushes to engage a single foe, meaning
you and Bell will each fight one of the ants.

Skirmisher. The ant moves directly
toward you, closing to melee range. It kdY,
will first use its Ambush action before
attempting to slash you with the venomous
mandibles of its bite.

Map. You (PC) begin this encounter 25 feet
from the ant that is going for you (1).

Bell (B) will engage her foe (2) in a separate battle. Owing to the speed
and ferocity with which they engage, you cannot affect either of these two
combatants before their short encounter is over.

GIANT BURROW ANT unexpected angle of its onslaught.
Small beast Make a Dexterity saving throw. On a
— result of 9 or lower, the ant gains

Armor Class 13 (natural armor)
Hit Points 4 (1d6 + 1)
Speed 30 ft., climb 30 ft.

L

STR DEX CON INT WIS CHA
3 +2) (+1) (5 (2) (4

Senses blindsight 30 ft., passive
Perception 8

ACTIONS

Ambush. On the first round of
combat only, the giant burrow ant
uses this action to attempt to
confuse you with the speed and
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advantage on its attack rolls for the
following two rounds. On a result of
10 or higher, you evade the trick
and can take advantage of the ant’s
gambit; your next attack against
the creature has advantage
instead.

Bite. Melee Weapon Attack: +4 to
hit, reach 5 ft., one target. Hit: 5
(1d6 +2) piercing damage, and you
must succeed ona DC 11
Constitution saving throw or take 5
(2d4) poison damage.



COMBAT CONCLUSION

o
v

Win: If you defeat your opponent, go to Part 1-055.
Lose: If your opponent defeats you, go to Part 1-128.

L 4

L 2

ASSISTANCE

If this combat goes more than one round, Bell will have killed her foe and
come to your aid. If you and your opponent are still alive at the start of the
second round, Bell joins your combat on initiative count 16, appearing
next to your foe. Roll her attack at the appropriate time on this and
subsequent rounds. (Having sighted its prey, the giant burrow ant will
continue to attack only you.)

® Warhammer (Action)
Melee Weapon Attack: +4 to hit, reach 5 ft., one target
Hit: 1d8 + 2 bludgeoning damage

L 4
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PART 1-151

You wake. It appears that Bell defeated the Crimson Peryton she paired
against, then cracked your last foe over the head from behind.

You find your wounds tended to; Bell applied a curative potion, pouring
it directly over the injury. She looks relieved that you’ve woken. She also
looks sadly at the empty bottle from which the potion came. You feel bad
that Bell had to use this magic curative and you resolve to make it up to her.

R EVENT: “20 gp Debt to Bell” (Epilogue) You can remove this code from your
list at any time by giving Bell either a potion of minor healing or its value of
20 gp (or items with a total purchase cost of 40 gp).

You take a moment to examine the aftermath of the battle.

The curative restores you to 1d4 + 1 hit points. Continue to

 PART 1-152
As you approach, the men at the camp stand and beckon you over to share
their fire. You think they might have local news or might provide
information about the Undercliff area. If they started their camp before
nightfall, they would have seen the lay of the land and might have
information about parts you should avoid.

Go to

 PART 1-153
You cast detect poison and disease, sensing poison in the stewpot, in both
stew bowls, in Bell’s body, and (unexpectedly) in a pouch on Bell’s belt. The
poison Bell ate is a long-lasting soporific. The poison in Bell’s belt pouch is
something different, one of the gnome’s smoke bombs. If introduced to a fire,
the packed eggshell will explode into a heavy toxic cloud.

Wasting no time, you dip into the pouch and extract the eggshell
grenade. You toss it into the fire. At this range, you can’t miss. The projectile
lands in the middle of the flames. A cloud of toxic red smoke explodes out of
the fire, filling the camp.

Make a Constitution saving throw against poison. If your result is 9 or lower,
you acquire the poisoned condition. At 10 or higher, you do not.

Go to
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¢ PART 1-154
As the pantomime show concludes its final scene, you find yourself
distracted by the danger your audience represents. You miss some of your
cues, and the punchline fails to deliver the distracting humor that Bell’s plan
relies upon.

Unperturbed, Bell simply adds something to the show. She ends her
performance by tumbling into the dwindling campfire, getting under the
stew pot. She then lifts the simmering cauldron so that its entire contents tip
into the campfire. There is a roar of steam as the fire goes out. The thick
stew even covers the embers, leaving the camp in utter darkness.

Everyone is surprised by this turn of events, yourself included. Bell grabs
your arm in the darkness and leads you north at a run, making good your
escape.

You follow Bell out of the trees and into the high grass beyond. The two
of you eventually move off the trail and hide. You keep a careful eye out for
pursuit but are soon satisfied that the “troubadours” have no interest in
following you. Bell removes her smoldering, stew-soaked cloak and
abandons it before the two of you continue north. It is then that you notice
the burns on your friend’s hands and face.

R EVENT: “Bell Burned” (Ch. 2)

Go to

¢ PART 1-155
Sensing no ill intent in you, the dog approaches in a friendly manner. It wags
its tail and tries to snuffle your hand.
Seeing this, Bell warns that you shouldn’t be wasting time. If the dog
takes a liking to you and follows you, it might give away your presence.
However, the dog seems intent on getting petted.

e Pet: To spend some time petting the dog, go to
e Hurry: To leave the dog behind, moving north as quickly as possible, go to
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** PART 1-156
As the cows are sounding their annoyance, you see torches lighting up an
area just north of you, illuminating several farmers headed this way.
Something you did in this area roused the suspicion of the locals, who have
begun looking for you. Now the lowing of the cattle has pinpointed your
location in the dark.

The farmers shout as they approach, angered by your presence.
Although they haven’t seen you yet, they are certain of your presence, and
certain you are the same “filthy beggars” they recently ran off this property.
The farmers’ shouts are invective and cruel, and you have no doubt what
they will do if they find you here.

Fortunately, you hear the whoosh of the long rope dropping behind you;
Bell must have made it to the top and secured the rope already. You will be
gone before any of the farmers arrive. Unfortunately, the sound of their
approach has either further agitated the approaching bull or simply
emboldened it. The creature lowers its head and charges you, splashing
through the pool of water.

You leap for the rope, turning in midair to grab it and hoist yourself up.

Make a Strength (Athletics) check. If the result is 10 or higher, go to
. If the result is 9 or lower, go to

» PART 1-157
With Bell in the lead, the two of you proceed down the long pipe, into the
darkness beneath Waterdeep. The water quickly soaks your feet as it moves
along the bottom of the pipe, running in the opposite direction.

If you do not have a light source or another way to see in darkness, Bell will
light one of her torches for you to see by.

You find it hard to measure time passing inside this long tunnel. You
think 10 minutes have gone by when you come to the first intersection. A
heavy iron grate blocks the side passage. You can only continue forward, but
you stop a moment to look as far past the grate as you can. The side tunnel
looks no different than the one you are in, feeding a trickle of water into the
flow that washes past you.
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Another few minutes on, you encounter something lumpy in the water. A
quick inspection reveals a decayed corpse. You wonder how long ago this
human died. Above the corpse, a fluffy patch of mold emits a terrible odor.

e Corpse: {CHECK: WISDOM (MEDICINE) 10} If you can determine the nature of
the corpse’s demise, go to 5

o Mold: {CHECK: INTELLIGENCE (NATURE) 12} If you can identify the mold growing
on the tunnel’s ceiling, go to

e Continue: To continue up the dark tunnel, go to

* PART1-158
You reach the drainpipe safely. A rusty iron grate once covered the pipe’s
end, perhaps to prevent birds from nesting here, but something appears to
have cut it away, allowing you to climb inside. What looked small from the
ground is actually a large enough pipe to stand fully erect within.

You tie the rope here and drop the end for Bell, who quickly climbs up it.

Then you pull up the rope as Bell unties the knot. The two of you move into
the pipe before Bell stops to coil the rope across her torso again.

Remove Bell’s 100-foot hempen rope from your inventory. If Bell was
carrying any of your equipment, she returns it now.

Go to

% PART 1-159

You fly up to the drainpipe and alight on the top of it. A rusty iron grate once
covered the pipe’s end, perhaps to prevent birds from nesting here, but
something appears to have cut it away, allowing you to climb inside. What
looked small from the ground is actually a large enough pipe to stand fully
erect within.

You tie off the rope and drop it for Bell, who quickly climbs up. Then you
pull up the rope as Bell unties the knot. The two of you move fully into the
pipe before Bell stops to coil the rope across her torso again.

Remove Bell’s 100-foot hempen rope from your inventory. If Bell was
carrying any of your equipment, she returns it now.

Go to
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+* PART 1-160

You come to a circular chamber with

tunnels in four directions. Water flows into
the chamber from three of the tunnels, and
it trickles in from a hole in the ceiling. The
tunnel you are in appears to be the only
outlet for the flowing water.

An iron ladder hangs down a few feet
from the hole above the chamber. The two
side passages are narrow, blocked by heavy
grates, but the tunnel beyond appears to be
passable, though curtained off by fluffy S
moss growing in dangling strands.

Something large is moving between the \ /
mossy ropes in the opposite tunnel, retreating from your light source.

Bell signs to identify the ladder as your objective. This is the route that
will take you up to the runoff channels for the City of the Dead. However, to
get to it, you will have to come perilously close to the creature lurking
nearby.

Seeing that the mossy webs in the opposite tunnels are laden with
spores, Bell suggests sending one of her clockwork toys amongst them to
agitate the strands. The resulting spore cloud might provide cover while you
run for the ladder. However, if the cloud extends into the chamber, it might
prove toxic.

e Rush: To rush the ladder and climb it, hoping to get past the creature before
it can respond, go to

e Flyer: To send one of Bell’s clockwork toys flying into the opposite tunnel,
hoping to agitate the mold into creating a covering cloud of spores, go to

¢ PART 1-161
Making careful steps, you and your companion approach the center of the
chamber. Bell makes an amazing leap to reach the ladder and begins
climbing. You think you’ve avoided the creature’s attention thus far.
You're about to jump to the ladder to follow the gnome when you hear a
clattering sound coming from above. A collection of skulls rains down on
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you, trailing thin strands of spiderwebs. Bell must have sprung a noise trap
or a tripwire in the tunnel above. You jump to the ladder and begin climbing
as fast as you can.

Just then, a humanoid figure emerges from the opposite tunnel. The
creature gnashes its thick little mandibles and vents a hissing scream. It
sweeps a spindly arm through some strands of moss and hurls the fluffy
ropes at your feet. They explode against the ceiling of the chamber, creating
a cloud of spores around the iron ladder.

Make a Constitution saving throw. If your result is 8 or higher, go to
. If the result is 7 or lower, go to

s PART1-162
R EVENT: “Alert Level Low” (Ch. 1)

The guard seems convinced. He waves you both into the tower. You proceed

through the ground floor, past another guard sitting at a table, and out a

small door on the far side. Both doors thud closed as you pass through them.
You have made it into the City of the Dead.

Goto

+* PART 1-163

R EVENT: “Alert Level Medium” (Ch. 1)

R EVENT: “5 gp Debt to Latchboy” (Epilogue) You can remove this code from
your list at any time by giving Latchboy 5 gp (or items with a total purchase
value of 10 gp).

Chagrined, your companion checks his various pockets, scraping together a
handful of small coins. You're not sure it amounts to enough of a bribe, but
Latchboy offers it anyway. You feel bad that Latchboy had to give up his only
coins and you resolve to make it up to him.

The guard looks left and right before taking the coins, then signals you
both to proceed into the watchtower. You walk through the ground floor,
past another guard sitting at a table, and out a small door on the far side.
Both doors thud closed after you pass through them.

You have made it into the City of the Dead.

Go to

CHAPTER1 113



¢ PART 1-164
As you pass near the Warriors’ Monument, five armed figures emerge from
the bushes and confront you. They each level crossbows at you and
Latchboy. Looking around, you hope for the distraction of a Watch member,
but no one else is in sight. These five have the appearance of an adventuring
party to them, and from their scowls, you can tell they mean business.

“Give up those robes,” says an elf, obviously their leader. “We don’t want
to hurt you, but we need disguises.” At your hesitation, the elf’s expression
softens. “Look, we're just going to tie you up so you can’t raise the alarm.
You'll be found by morning, no harm done. Now do as I say.”

The thought of the guards finding you and your companion in the
morning, trussed up like hogs, is an alarming one. But you doubt these
adventurers could tie a knot well enough to hold your friend very long.
“Shirking” was a game every member of the gang used to play back in the old
days, tying one another and timing your escapes. No one was faster than
Latchboy at slipping out of bindings. Still, giving up your robes would cost
time and leave you without disguises. Moreover, you're not sure you can
trust these adventures to leave you alive once you've taken off the robes.

e Comply: To give up your robes and agree to let these people tie you up and
leave you in the bushes, go to

e Persuade: To reveal that you are not actually grave tenders, hoping these
adventurers won'’t feel the need to tie you up, go to

o Intimidate: To threaten these adventurers, hoping they’ll let you go rather
than risk the sounds of battle, go to

o Flee: To run from this group, you will have to head into the foliage to have
any hope of avoiding the crossbow bolts. Do so by going to

L)

* PART 1-165

You tell Bell you want her to use the clockwork flyer, struggling to
remember the hand sign she applied to the little toy.

From inside a pouch, Bell produces the faintly glowing object. It looks
like a fat little bird made of gears and odd bits of brassy metal. She points the
device at the opposite passage, then pulls its string. There is a grinding
noise, then the clockwork bird unfurls thin wings and begins to buzz. It
streaks across the chamber and into the curtains of moldy strands, bouncing
back and forth off the tunnel walls. Spores begin to billow up in its wake.

)
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The flight of Bell's device and the resulting cloud are amazing. Bell
pushes past you, reminding you to run instead of gawking at the spectacle.
You quickly follow your friend, who makes an amazing leap to reach the
ladder above her. You follow and begin to climb, but the billowing spore
cloud catches you before you get very high.

Make a Constitution saving throw. If your result is 8 or higher, go to
. If the result is 7 or lower, go to

PART 1-166

The stairs end at the start of a wide hallway with several interesting
features. Torches built into the walls gutter and sputter with heatless,
everburning flames. Massive wooden beams reinforce this underground
passage, built into the walls and braced across the ceiling. Bare funerary
alcoves on either side of you give the hall an echoing, empty feel. Four
narrow side passages lead away from the main hall, but these are roped off
and have polite signs forbidding access.

An iron archway stands at the main hall’s far end. The archmage
Anacaster built this fixture, and other portals like it in nearby mausoleums, a
thousand years ago to relieve overcrowding in the City of the Dead. The
opaque energy that fills the archway will transport mourners to a demiplane
of endless underground catacombs. The grave tenders long ago removed all
the bones and cremation jars from the alcoves, moving them to new resting
places in the demiplane beyond that portal.

You take a moment to be sure you are remembering your next steps
correctly. Then the two of you duck under a rope that blocks a side passage,
continuing about 20 feet to a dead end. There are no torches here, but some
flickering light from the main hall illuminates an ornate grate built over a
shaft in the floor. Iron posts near the hole are the only remnant of the lifting
apparatus that once lowered visitors to the fourth layer of the catacombs.

You find the 10-foot grate to be surprisingly light. You easily lift it from
its brick frame and slide it out of the way. The shaft has a faintly musty odor;
there must be stagnant water somewhere below.

Wasting no time, your companion begins tying a long rope to one of the
nearby iron posts. A hundred feet of coiled hemp drop into the shaft and you
hear a faint sound as the rope’s end hits the ground far below.

Continue the adventure in
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CHAPTER 2: THE DEEP CATACOMBS

> IGHT FLICKERS IN THIS DEAD-END PASSAGE, CAST BY THE MAGICAL TORCHES
) % in the main hall. The rope knotted to a nearby iron post is quite
\ visible to anyone chancing by. This wouldn’t normally concern you;
“ the City of the Dead is closed to visitors after sundown, but the
degree of activity you know to be going on outside indicates that the burial
district is anything but deserted tonight. Leaving the rope unattended seems
like an unconscionable risk; you know of no other exit from the catacombs.

Your companion agrees to stand guard while you go on alone but warns
you to get back before sunrise. You've got about three hours, maybe four;
any later and there won’t be time to meet the Seekers’ deadline.

Wasting no more time, you lower yourself onto the rope and descend
into the welling darkness below. The smell of stagnant water rises to meet
you. After minutes of careful climbing, your feet abruptly find the damp
tunnel floor. Not a speck of light reaches you from the hole far above, but
you immediately discover two torches (1 each) and a tinderbox (1) on a
shelf within arm’s reach.

You illuminate the passage, finding yourself in a long tunnel. It looks
exactly as you expected. Ancient timber supports line the passage along
either side. Their preservative spells don’t seem as well maintained as those
in the tunnels above. Most show signs of rot on any portion not covered by
moss. Crumbling brickwork appears here and there, its flaking mortar
making you doubt the structural integrity of the passage. The center of the
floor contains a tiny stream fed from leaks in the cracked walls. In the
distance, you see where the water has formed a pond, blocking part of a
four-way intersection.

As above, burial alcoves appear on either side of the tunnel. These are
also empty, the corpses long ago moved to the expansion in the (dryer)
demiplane for which the House of the Homeless is now well known.

Despite these tunnels being long abandoned, colorful graffiti covers
every wall and dusty refuse litters the floor. The area is not well-trafficked,
but neither is it completely unknown to trespassers. You pick your way past
the abandoned ration packages, rusty furniture components, empty paint
pots, and half an old military saddle to approach the flooded intersection. To
your right and left, graffiti-marked tunnels extend farther than you can see.
However, your interest is in what lies beyond the pool, the opposite passage
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where the tunnel has collapsed. You wade across and climb the pile of rocks
on the far side, finding just enough space to crawl over the caved-in rubble.

Beyond, the passage shows no sign of trespassers coming this far. A few
feet of brackish water cover the floor, and the end of the passageway
descends rough-cut stairs into a fully flooded stretch of the catacombs. You
douse the torch and prepare yourself to get very wet.

Review the sidebar on this page for chapter-specific rules. When you are
ready, start your interval by adding 1 minute and going to

'S

S M |NTERYAL TIME- . . . |
W You will track time during this chapter in one-minute
intervals. Instructive text and options will tell you when to
add minutes to this tally, usually when performing time-consuming
activities or when moving between each area. This is an abstract system.
Ignore individual rounds you spend in combat or on other activities but do
add time for any spell you cast with a casting time of 1 minute or longer.

o)

LIGHT SOURCES

If your light sources have durations, track their expirations
using your interval. For example, a torch lasts for an hour; it

»

expires when you accumulate 60 more minutes after lighting it. If you use
darkvision, remember that it counts these areas as “dimly lit”; you still
suffer disadvantage on Wisdom (Perception) checks absent a bright light.

R EVENT: “Lost in Darkness = ” (Ch. 2) If your light sources run out
and you have no way to see in the dark, go immediately to this text part.

SHORT RESTS
A In any unoccupied area, you can attempt a short rest. Make a
Dexterity (Stealth) check and refer to the table below. Roll with
advantage if the room you are in has only one access point. Note your
current text part before starting your rest; you will need to navigate back to
it manually.

Result Prompt Result Prompt
Upto5 Go to L 12to 14 Go to
6to8 Goto L 15to 21 Go to

9to 11 Go to . 22 or higher Go to

<>
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¢ PART 2-001
Dozens of skeletons fill the alcove. You carefully separate the bones in the
submerged alcoves, searching among their collected remains.

Make a Wisdom (Perception) check (with advantage if you chose to search
thoroughly). A result of 12 or higher reveals a large candle (0.1), which can
burn for up to five hours, and a bone-handle dagger (1).

Make a note that you have searched alcove 1, then return to

¢ PART 2-002
You are in an intersection of four directions, (
atop a cliff overlooking a wet passage area.
To the northwest, rough-cut stairs lead
downward. The tunnel descends to a point
where the water is almost up to the ceiling. ’
You recognize that passage as leading back
to the deep catacomb’s exit.
The northeast tunnel rises from the water to a set of rough-cut stairs.
To the southwest is a level tunnel, filled with waist-deep water.
Behind you is a large room with two large central pillars.

You can return south, the way you came, by going to . Otherwise,
find a way to descend to the intersection below.

You can descend safely if you have a flying speed, a climbing speed, or a
rope. If you use a rope, you will have to leave it tied to a rock spur here at
the top of the ledge. You can keep the rope if you also have a grappling
hook, which you can shake loose of its grip after descending. Alternately,
you might have some magic like the mage hand cantrip that would allow
you to untie the rope after descending. If you use any of these methods to
descend safely, go to

If you cannot safely descend in one of those ways, you will have to try to
climb down. This requires a Strength (Athletics) check with a DC of 15. On a
failure, you take 1d6 bludgeoning damage from falling, halved because you
land in water. If this reduces you to 0 hit points, go to .Ona
success, or on a failure that does not reduce you to 0 hit points, go to
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+* PART 2-003

You carefully select a place to rest concealed from wandering creatures.

Add 60 minutes to your interval time and update your character sheet to
reflect having finished a short rest.

As you finish resting, you notice a flufty albino bat hanging from the
ceiling nearby. A tiny string of bells dangles from its ankle. You recognize
Jingles, Ace’s ancient pet bat. It took up a permanent residence in the deep
catacomb years ago.

The bat notices your attention and spreads its wings in greeting. It drops
from its perch, circles you several times, and flies away, probably headed to
Ace’s garden.

e Follow: If you wish to follow Jingles to the entrance of the deep catacombs,
you can add 2d6 minutes to your interval time and go to
e Leave: If you do not wish to follow the bat, return to your previous text part.

¢ PART 2-004
Each skeleton here used to have a linen funerary wrap, but these have long
ago rotted into scraps. Thus unclothed, the skeletons have settled into one
another, forming a dense pile containing just their bones and the personal
trinkets buried with them.

Make a Wisdom (Perception) check (with advantage if you chose to search
thoroughly). With a result of 17 or higher, you wipe away tarnish to reveal
that a simple piece of jewelry is actually an electrum brooch (0), worth 4 gp.

Make a note that you have searched alcove 2, then return to

¢ PART 2-005
The cold infuses you, numbing your body as you decay from the inside out.
In your next moment of awareness, you are standing vigil at the door.
You are a cold shadow of your former self. Time has passed. You remember
nothing. You feel nothing. You guard the door.
A year on, your six friends come for you. You know their faces. They are
sad to find you thus, and sad they cannot save you. They can only grant the
mercy of a true death. But you feel nothing. And now you know nothing.

Your quest, your life, and your unlife end here.
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¢ PART 2-006
Covering your face as best you can, you venture into the smoke-filled
passage. You will have to hold your breath until you get to the other side.

Exposed to toxic spores, you must make a Constitution saving throw against
poison. Roll with advantage if you have the Hold Breath racial trait. On a
result of 11 or lower, you take 2d6 poison damage. If this reduces you to 0
hit points, go to . Otherwise, read on.

e Continue: To continue to the far end of the hall, leaving the toxic smoke by
going northwest, go to ;

e Retreat: To turn around instead, returning to the doorway at the top of the
stairs, go to

*» PART 2-007
You see that the door at the top of the stairs has an engraved pattern like a
storm cloud. Its sturdy hinges are set into the stone of the wall. The door has
a heavy lock with a tiny, rusted keyhole.

If you have previously left this cloud door opened (or broken-through), you
may pass through by adding 1 minute to your interval time and proceeding
to . Otherwise, choose one of these options:

o Key: {ITEM: cLOUD KEY} To bypass this door using the cloud key, add 1 minute
to your interval time and go to i

e Lockpick: {ITEM: THIEVES’ TOOLS AND CHECK: DEXTERITY (THIEVES’ TOOLS) 16} To
bypass this door by picking the lock, go to . You can make this
check multiple times. Each attempt adds 1 minute to your interval time. If
you use this option, note whether you leave the cloud door standing open or
allow it to close; it will automatically relock if it closes.

e Force: {ITEM: CROWBAR, MINER’S PICK, OR PORTABLE RAM} To break down the door
or excavate its hinges from the stone, add a number of minutes to your
interval time equal to 40 minus your passive Strength (Athletics) score, then
go to . Additionally, make a note that you have opened the cloud
door permanently.

e Leave (Northwest): To give up examining the door and contemplate the
hallway to the northwest, go to
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“* PART 2-008
This north-south passage bends to
the northeast at its upper end.
Brackish, stagnant water fills this
area to the height of your waist.

The tunnel includes three

sepulcher doors. You see a symbol
on each door naming some long-
forgotten house or guild. If the
sepulchers are still dry, opening
their doors will let the water in.

You can inspect and test the door
to each of these sepulchers by
adding 1 minute to your interval
time for each one searched. You
can perform a thorough inspection
and testing by taking 2 minutes

instead; decide if you will take this

extra time before you use the
matching prompt. You can inspect and test each sepulcher door only once.

Door 1: Door 2: Door 3:

e Northeast: To follow the tunnel bending toward the northeast, add 1 minute
to your interval and go to :

e South: To leave this area moving south, add 1 minute to your interval and
go to

¢ PART 2-009
You are searching the waist-deep water, feeling about with your feet for
anything out of the ordinary, when a mass of sludgy material falls right next
to you, splashing water all over you. The combination of water and slime
begins to burn. You must use the brackish water to quickly wash away the
caustic substance.

Green slime has splattered on you, inflicting 1d10 acid damage, halved by
dilution with water. If this reduces you to 0 hit points, go to
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Unfortunately, the floating mass seems too dangerous to wade through,
so your search of this small area is over.

Return to

*» PART 2-010
This rectangular chamber is 130 feet long and 40 feet wide, with three
massive square columns across its center. The room’s construction is not
complete. Excavated rubble remains in the area and the western end of the
chamber hosts three stacks of heavy timbers, never emplaced as supports
for the room. Unusual fungal formations, some several feet tall, grow around
these stacks.

S )
SQUAIR) / 2

A small, dusty tent of dark canvas leans against the central pillar. A circle
of rubble encloses a charred spot on the floor, the remains of a long-dead
cook fire. Someone camped here long ago and left these remnants behind.

The sepulchers carved in the north and south walls are unfinished. Their
blank iron doors, not yet installed, sit in stacks against the eastern wall.
Untidy piles of rubble and refuse litter each small chamber. In the southern
wall on the west end, a broad, natural alcove hosts more of the strange fungi,
forming a garden of these growths.
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You can search any of these open sepulcher rooms by adding 1 minute to
your interval time for each one searched. You can also add 1 minute to your
interval time to search the broad alcove in the southwest corner, the one
containing the exotic fungal garden. You can search each area only once.

Room 1: Room 2: Room 3:
Room 4: Room 5: Room 6:
Room 7: Alcove 8:

One of the sepulchers cut into the southern wall is not truly a room, but
instead enters a passageway that bends to the southwest, proceeding down
some rough stairs into a submerged area. In the northern wall on the west
end, an alcove opens onto a ledge, overlooking a watery intersection.

e Camp: If you have not yet searched the small campsite beside the central
pillar, you may do so by adding 2 minutes to your interval and continuing
directly to :

e Northwest: To approach the ledge at the end of the chamber, add 1 minute
to your interval and go to

o Southwest: To take the southwestern-leading passageway, into a
submerged tunnel, add 1 minute to your interval and go to

+* PART 2-011

Despite the age of the
tent, the canvas is well
preserved by a foul-
smelling alchemical

L)

treatment commonly
used to make such
materials waterproof.

Inside, you find the
worm-eaten remains of a
bedroll], dozens of
moldered food packets,
and a pile of rags that were once clothes. Among the remains of the clothes,
you find a heavy book and a scroll tube. The book looks impervious to decay,
but most of its pages have been torn out. The scroll tube holds a key with a
sun symbol carved in it and some parchment with arcane lettering.
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One of the vellum pages, also undecayed, rests crumpled in a corner. You
examine the writing on the page before pocketing it.

Take the important-looking sun key (0). You can also take the enduring
spellbook (3). The scroll tube (0) contains two spell scrolls (0), with sleep
and thunderwave on them. If you want to collect the two-person tent (20),
folding it for transport adds another 4 minutes to your interval time.

LORE: {IDENTIFY MAGIC ITEM} 129-Enduring Spellbook. Use this entry to learn
the magical properties of this item. You needn’t identify this item again if
you have already done so after finding other parts of it.

Lore: 121-Fourth Page. Use this entry to examine the fevered scratchings
penned on this crumpled page of vellum.

Since there is nothing else of value here, return to

¢ PART 2-012
Writing on this door indicates that the sepulcher beyond is reserved for
members of the Fellowship of Salters, Packers, and Joiners.

Although technically locked, the thin latch presents no resistance to your
forceful intrusion. You throw a shoulder against the door and hear the little
latch crack immediately. With a few more solid blows, you are in.

Within the 10 by 20-foot sepulcher, you find ledges cut into the stone
walls, each loaded with the skeletons of the Waterdhavian poor who earned
a meager living preserving and packing food for transport centuries ago.
Small wooden bowls line the wall, each containing worthless trinkets
belonging to the deceased.

Make a Wisdom (Perception) check (with advantage if you chose to search
thoroughly). A result of 10 or higher reveals a moldering purse containing
1sp (0.02) and 6 cp (0.12).

Make a note that you have searched sepulcher 2, then return to
** PART 2-013

Within the chest, you find a carefully wrapped and preserved set of
carpenter’s tools (6).

Return to

CHAPTER2 125



% PART 2-014

A nest of tiny snakes has taken over this alcove of skeletons, but they are too
small to be any threat to you. Something in the alcove seems to draw them to

this space.

Make a Wisdom (Perception) check (with advantage if you chose to search
thoroughly). A result of 11 or higher reveals a complex rune on one of the

stones, formed from magic power:

LORE: {PROFICIENCY: DEEP SPEECH} 115-Mark of the Scaled Roots. Use
this entry to review what you know about the nature of this rune.

Make a note that you have searched alcove 2, then return to

«* PART 2-015
You are in a large room, over
100 feet long and 40 feet
wide. A few inches of thin fog
swirl over the stone floor,
moving as though pushed by
some breeze you cannot feel.

The north end of the
room is a risen area, like a
stage. Piles of bones rest at
the base of the rise.

Behind the stage’s stone
pulpit, you can see a
stairway descending to the
east. Above the stage, on a
curved arch, are lines of red-
glowing runes.

The rest of the room is
full of pulpy lumps that
might once have been
wooden chairs arranged in
neat rows.

On the east side of the
room are five sepulcher
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doors, each marked with the symbol of a different guild, alongside the
snowcapped mountain symbol of House Deepwinter. You don’t know what
state the city’s guild politics were in centuries ago when this catacomb was
in use, but it seems unlikely that these powerful guilds would use this place
for burial in this day and age.

You can inspect and test the door to each of these sepulchers by adding

1 minute to your interval time for each one searched. You can perform a
thorough inspection and testing by taking 2 minutes instead; decide if you
will take this extra time before you use the matching prompt. You can
investigate each sepulcher door only once.

o Skeletons: {CHECK: WisDOM (MEDICINE) 10} If you can deduce information
about the skeletons arrayed before the stage, go to

e Chairs: If you have not yet searched the rows of wooden chairs, you can do
so by adding 1 minute to your interval time and going to

e Vault Door 1: To inspect the doorway to this vault, go to

e Vault Door 2: To inspect the doorway to this vault, go to

e Vault Door 3: To inspect the doorway to this vault, go to

e Vault Door 4: To inspect the doorway to this vault, go to

e Vault Door 5: To inspect the doorway to this vault, go to

e Stage: To inspect the stage area, go to

e West (North End): To go into the west-leading ha/lway at the northwest
corner of the room, add 1 minute to your interval time and go to

e West (South End): To approach the western doorway in the southwest
corner of the room, go to

PART 2-016

Inside this 10 by 15-foot room, you find dozens of linen-wrapped skeletons
resting on carved ledges along every wall.

Someone interred jeweler’s tools (2) with one of the skeletons. Despite
the guild’s impressive name, you find no gemstones here, nor anything else
of interest.

Return to
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% PART 2-017

You have removed the shard of wood
that binds this ancient vampire to his
rest. (Why would you do that!?) You
are now in a battle with the undead
remains of Parnak Deepwinter, the
last primarch of the clan.

Skirmisher. Parnak will
attempt to grapple with unarmed
strikes. Once he establishes a hold,
he will make a bite (and legendary
bite) attack each round. Only if you
escape a grapple will Parnak resort
to spells.

Map. You (PC) begin this
encounter 5 feet from the
vampire (1). Remember that you
are under water for this fight and
that the ambient illumination counts as
dim light. Parnak Deepwinter starts his turn
prone.

COMBAT CONCLUSION

e Win: In the unlikely event that you
reduce Parnak Deepwinter to 0O hit
points, go to Part 2-124.

e Lose (Bite): If your foe reduces you to 0
hit points with his bite, go to Part 2-049.

e Lose (Other): If the vampire reduces you
to 0 hit points with another attack or a
spell, go to Part 2-099.
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PARNAK DEEPWINTER

Medium undead

Armor Class 16 (natural armor)
Hit Points 144 (17d8 + 68)
Speed 30 ft.

[
STR DEX CON INT WIS CHA
(+4) (+4) (+4) (+3) (+2) (+4)

[

Saving Throws DEX +9, WIS +7, CHA +9

Damage Resistances necrotic damage,

bludgeoning, piercing, and slashing
damage from nonmagical attacks

Senses darkvision 120 ft., passive
Perception 12

I

Spellcasting. Parnak’s spell save DC is 16
and his spell attack bonus is +8. He
knows the following spells:

Cantrips (at will): mage hand,
prestidigitation, ray of frost

1st level (4 slots): fog cloud, shield, sleep

2nd level (3 slots): detect thoughts, gust
of wind, mirror image

3rd level (3 slots): animate dead, bestow
curse, nondetection

4th level (3 slots): blight, greater
invisibility

5th level (1 slot): dominate person

Legendary Resistance (3/Day). |f Parnak

fails a saving throw, he can choose to

succeed instead.

Regeneration. Parnak regains 20 hit
points at the start of his turn if he has at

least 1 hit point. If Parnak takes radiant
damage, this trait doesn’t function at
the start of his next turn.

ACTIONS

Multiattack. Parnak makes two
unarmed strikes, or one unarmed
strike and one bite.

Unarmed Strike. Melee Weapon Attack:
49 to hit, reach 5 ft., one target. Hit:
You are grappled (DC 18 to escape). If
you are already grappled, you instead
take 8 (1d8 + 4) bludgeoning damage.

Bite. Melee Weapon Attack: +9 to hit,
reach 5 ft., one target. Hit: 7 (1d6 + 4)
piercing damage plus 10 (3d6) necrotic
damage. Your hit point maximum is
reduced by an amount equal to the
necrotic damage taken, and Parnak
regains hit points equal to that amount.
The reduction lasts until you finish a
long rest.

LEGENDARY ACTIONS

Parnak can take one legendary action
at the end of each of your turns. If
you have a familiar or allied creature,
Parnak can make a legendary action
after its turn too.

Move. Parnak moves up to his speed
without provoking opportunity
attacks.

Unarmed Strike. Parnak makes one
unarmed strike.

Bite. Parnak makes one bite.
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¢ PART 2-018

As you are searching the room for
anything of interest, checking behind
stags of timber and in dusty
corners, you see a blur of
movement from back toward the
door. A shortsword has just
removed itself from the pegs that
it rested upon above the entryway.
As you watch in awe, the weapon
drops toward you, swinging 7
and spinning to slash atyou. /2~

Skirmisher. This A;/
creature moves toward you and attacks with its pointy end. It is relentless in
its pursuit.

Map. You (PC) begin this fight 10 feet from the flying shortsword (1).

COMBAT CONCLUSION
FLYING SHORTSWORD

R EVENT: “Swords to Plowshares”

Tiny construct (ch. 2)

_ :

Armor Class 15 (natural armor) e Win: If you defeat the flying
Hit Points 7 (2d6) shortsword, return to

Speed 0, fly 50 ft.

e Lose: If your foe defeats you,
instead go to

STR DEX CON INT WIS CHA
(+0) (+2) (+0) (-5 (-3) (-9)
Senses blindsight 60 ft. (blind
beyond this radius), passive
Perception 7

ACTIONS

Shortsword. Melee Weapon Attack:
+2 to hit, reach 5 ft., one target. Hit:
3(1d6) piercing damage.
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PART 2-019

R EVENT: “Deepest Winter” (Ch. 2)

The creature dies dramatically. Its fatty pustules
give one last throb before the body explodes. The
creature’s skull spins as it bounces across the
floor, and its body parts cartwheel through the
air in opposite directions.

You take a moment to inspect the aftermath
of the battle. You notice that the cadaver’s
forearm has landed near the eastern archway,
where a curtain of power has parted as though in
response to the proximity.

You approach the arm to inspect it. Blood
oozes from the intact hand. Reading the archaic
runes above the archway, something clicks in
your mind. “My blood alone may rest within, by
blood alone may pass this stone,” the runes say.
The blood in this creature’s arm must be the
answer to the riddle. You kick the forearm away
from the passage and the curtain of power descends once more. You feel its
mystic force pushing you back from the opening.

Deciding this piece of the corpse must be important, you wrap the

cadaver forearm in one of the dryer pieces of its shredded clothing and you
take it with you.

Go to

PART 2-020

You deduce that humanoid fingers made the deep gouges on the inside of the
door, wearing through fingernails and finger bones alike. The dark stains are
blood, repeatedly soaked into the wood. This room kept prisoners who were
desperate to escape.

Return to
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+* PART 2-021

There is something unnatural about
the eyes of this fat, aquatic serpent.
The creature moves to strike!
Skirmisher. The undead serpent
tries to bite you repeatedly. It will only try to
constrict you if you move away from it.
Map. You (PC) begin this encounter
10 feet from the undead serpent.
Remember that you are under water
for this fight and that the ambient
illumination here counts as dim

light.
UNDEAD SERPENT this trait doesn’t function at the
Small undead start of its next turn.

ACTIONS

Armor Class 14 (natural armor) -
Hit Points 7 (2d6) Constrict. Melee Weapon Attack: +2

speed 30 ft., swim 30 ft. to hit, reach 10 .ft., one target. Hit: 3

— (1d6) bludgeoning damage, and
STR DEX CON INT Wis cHA  Youaregrappled (escape DC 12).
(+0) (+2) (+0) (-2) (+0) (-1) While you are grappled, the undead

serpent scores a critical hit on you
Damage Resistances necrotic on an attack roll of 19 or 20.

damage and bludgeoning,
piercing, and slashing damage
from nonmagical attacks
Damage Immunities poison
Senses blindsight 30 ft., passive
Perception 8

Bite. Melee Weapon Attack: +4 to
hit, reach 10 ft., one target. Hit: 4
(1d4 +2) piercing damage and 1
necrotic damage. Unless you are
resistant or immune to the necrotic
damage, your hit point maximum is
also reduced by 1 and the undead
serpent regains 1 hit point. The
reduction lasts until you finish a
long rest.

Regeneration. The undead serpent
regains 2 hit points at the start of its
turn if it has at least 1 hit point. If
the creature takes radiant damage,
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COMBAT CONCLUSION

R EVENT: “Easy Squeeze” (Ch. 2)

L 4

Win: If you defeat the undead
serpent, go to

Lose: If the undead serpent
defeats you, go to

L 2

UNCOMMON RULES: UNDERWATER COMBAT
Submerged creatures have resistance to fire damage.

Unless you have a swimming speed, you are further subject to the
following weapon restrictions while fighting under water.

1 You have disadvantage on melee weapon attacks unless you are
wielding a dagger, javelin, shortsword, spear, or trident.

2 Your ranged weapon attacks automatically miss at long range and you
have disadvantage on attack rolls at normal range, unless you are using
a crossbow, a net, or a melee weapon with the thrown weapon
property.

L

L 4




% PART 2-022
Two skeletons rest in this sarcophagus. The plaque reads, “Mia and Sheliria
Deepwinter.” A shiny mess kit gleams under a layer of dust.

If you wish to take it, the copper plaque (1) is worth 5 sp. The collected
utensils of the electrum mess kit (1) are worth 2 gp.

Note that you have searched sarcophagus 6, then return to

PART 2-023

When you try to open this ancient bag, it separates at the seam and falls in a
shower of dust and leather bits. Among the detritus now on the wet floor,
you see vellum sheets tied around a bottle. The topmost sheet has writing on
it. You lift the roll, finding that water simply falls off the parchment.

You have found a bottle of holy oil (0.5), five blank enduring spellbook
pages (0), pristine despite the dust, and one more page filled with writing.

The purpose of holy oil is anointing people or objects. You can sell it for 5 gp.

LoRE: {IDENTIFY MAGIC ITEM} 129-Enduring Spellbook (Pages). Use this entry to
learn the magical properties of this item. You needn’t identify this item again
if you have already done so after finding other parts of it.

Lore: 113-Second Page. Use this entry to examine the fevered scratchings
penned on this crumpled page of vellum.

Return to

¢ PART 2-024
As you grasp the stake, beginning to pull it out, the
corpse’s eyes open. With incredible speed, the

creature’s burned hand grabs the shaft of wood
and yanks it fully out from its chest and out of
your grip.

The creature draws in a deep breath of
brackish water and rolls off the stone shelf, pulling
something behind it as it falls. You see that the
creature’s left hand now clutches an ornate staff,
previously hidden beneath it in the soggy pallet.

Go to
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¢ PART 2-025
Within minutes, you and your friends are in the southwest corner of the
district, sheltered between the western wall and a large mausoleum. Rufio
pulls back some thorny bushes behind the mausoleum, revealing a set of
hidden cellar doors. Latchboy checks the padlock and finds it unshackled. He
lifts off the padlock and is about to open the large doors when a cloaked
figure steps around the side of the mausoleum. There is a long silence as she
stares at the four of you in surprise, and you stare back. Then the figure runs.

“Maybe we should hurry,” Rufio suggests.

Latchboy nods and pulls open one of the large doors. It makes not a
sound, as though the hinges were recently oiled. The four of you hurry down
the stairs and into a dusty tunnel. You feel your way westward in the light of
Rufio’s glowing eyes and soon come to the tunnel’s end. Rufio fumbles with a
mechanism in the wall, which you think might open a door. However, a
moment later, the ground beneath you rumbles and you find yourself riding
an elevating platform upward. Above you, a pair of doors opens as you rise
through them.

You find yourself inside a mortuary. Three tables look like they served as
embalming stations and a stack of several mahogany coffins stands against
one of the walls. It’s too early for the mortuary to open but there are signs of
recent use. Latchboy searches the front room and pockets a pair of delicate
merchant scales before discovering a mess of shattered glass on the floor by
the back door. Someone broke a window to reach the door latch inside.
Whoever was using the secret tunnel into the cemetery district last night, it
wasn’t someone with a key.

Bell peaks out the front curtains and reports there are suspicious people
lurking down the block. Rufio suggests that the back door is safest. Your
destination is the nearby home of your old friend Summer. Getting there will
give you a moment to catch your breath and assess your next move.

e Search: If you wish to take a moment to search the mortuary for anything
useful, go to
e Leave: To leave the mortuary by the back door, follow your friends to
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¢ PART 2-026
In addition to the dozens of human skeletons you find in this flooded alcove,
you also discover the bones of three large canines. Their spiked iron collars
are rusty, beyond value.

Make a Wisdom (Perception) check (with advantage if you chose to search
thoroughly). A result of 8 or higher reveals a waxed parchment bundle
containing four ancient torches (1 each), each of which will burn for only 30
minutes before spent. A result of 15 or higher also reveals that one of the
teeth in a canines’ skulls is a gold tooth (1) worth 1 gp.

Make a note that you have searched alcove 2, then return to

*» PART 2-027
The tunnel widens into a
rectangular room
stretching east to west.
The room is 20 feet wide
and 50 feet long. The air
is humid and musky, filled
with the smell of spores
and fungi.

Along the south sides
of the room, five large wooden planter boxes hold a mix of soil, rotted
compost, and strangely shaped plants and mushrooms. A stack of rusty tools
lies next to one of the planters.

Throughout the room, odd pieces of lumber serve as chairs between the
planter boxes. Skeletons sit on the furniture, frozen in various poses and
wearing an assortment of ratty clothing and hats. Some of them hold clay
teacups in their bony fingers, as though in the middle of polite conversation.
Each skeleton is near an empty chair or faces an empty space, where a
visitor could sit or stand to spend time with each of them in turn.

The room narrows at its west and east ends, turning back into a tunnel.
You can exit toward the southwest, through a tunnel that leads to rough-cut
stairs headed downward, or to the southeast.
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o Detect: {FEATURE: DIVINE SENSE OR SPELL: DETECT EVIL AND GOOD} If you have not
yet done so, and you wish to employ your mystical senses to examine the
skeletons and the area around you, go to

o Skeletons: If you have not yet examined the skeletons closely, you may do so
by adding 1 minute to your interval and going to

e Planters: {PROFICIENCY: HERBALISM KIT} If you have not yet done so, you can
identify the odd plants growing in the planter boxes by going to

e Tools: If you have not yet examined the pile of tools, you may add 1 minute
to your interval time and search the pile, going to b

e Southwest: To exit the room by the tunnel heading southwest, add 1 minute
to your interval and go to :

e Southeast: To exit the room by the tunnel heading southeast, add 1 minute
to your interval and go to

PART 2-028

You find a spot where you can rest, away from anything that might pass by.

If you have the event code “Silent Night,” add 60 minutes to your interval
time and update your character sheet to reflect having finished a short rest,
then return to your previous text part. If you do not have that event code,
continue reading.

Near the conclusion of your rest, an apparition appears in front of you. It
is a ghostly human woman with blood on her lips and dripping from her
chin. The image appears to be speaking, but you don’t hear the words until
its eyes lock onto yours.

“...in the passage behind my room. I couldn’t unhear his voice. And I
couldn’t leave. He tells me that true blood is near, that he can smell it. He
demands I bring it to him. I will die, unable to answer. [ locked the catacomb
doors and hid every key, hoping no one else will find his prize. I will take...”

The spectral figure turns from you and, though its lips continue, the
sound is gone. Eventually, it floats away through a nearby wall. Unsure what
to make of this, you finish your rest, feeling confused but refreshed.

R EVENT: “Silent Night” (Ch. 2)

Add 60 minutes to your interval time and update your character sheet to
reflect a successful short rest, then return to your previous text part.
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% PART 2-029
The few skeletons that remain in this alcove have had their funerary wraps
cut open, as though someone meant to search each of the skeletons within. A
close examination reveals that someone broke the leg bones of each
skeleton, either looking for something hidden in the marrow, or simply
looking for revenge.
Nothing of value remains in this area.

Make a note that you have searched alcove 3, then return to

*» PART 2-030
A thick mustard-colored mold covers the
floors, walls, and ceiling here, coating the
entire length of this passage, including
the stairway, a stretch of about 50 feet.
Wispy spores float in the air, like
dandelion seeds on a late summer day.

e Inquisitive: {CHECK: INTELLIGENCE
(NATURE) 12} If you recognize this
substance, go to . If you have previously attempted this check at

this location, you may not try again.

e Knowledgeable: {EVENT: “DARK BOTANY"} If you possess knowledge of this
substance, this code lets you make use of it by going to .

e Door: If you wish to hurry through the passage and toward the door at the
top of the stairs, go to

e Leave: You may avoid touching this material by returning the way you came,
going to

*» PART 2-031
You are in a passage extending to the southeast. At the far end, a rough-cut
stairway leads up to a doorway blocking progress in that direction.

If you have the event code “All Clear Now,” go immediately to f
you do not have that code, but instead have the code “Something’s in the
Air,” go to . If you have neither of these codes, go to
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¢ PART 2-032
Markings on this door indicate that the sepulcher beyond is reserved for
members of the Guild of Watermen, an organization that still exists and to
which some of the Slipstone Gang members belong. This guild employs
laborers day and night to keep the harbor clean and ferry cargo to and from
ships anchored in the harbor.

Although inspection reveals that the iron door is locked, the standing
water here has infiltrated the mechanism and rusted it beyond use. A few
well-placed Kicks stave in the latch and you push the door open.

Within the 10 by 20-foot sepulcher, you find ledges cut into the stone
walls, each holding skeletons of the watermen interred here long ago.

Make a Wisdom (Perception) check (with advantage if you chose to search
thoroughly). A result of 10 or higher reveals a set of shoddy navigator’s
tools (2). Although still in working condition, the set applies disadvantage to
any check to use them. The tools are in such poor condition that you cannot
sell them.

Make a note that you have searched sepulcher 2, then return to

¢ PART 2-033
Markings on this door indicate that the sepulcher beyond is reserved for
members of the Dungsweepers’ Guild, an organization that still exists and
plies its trade throughout Waterdeep.

You inspect the door and find it unlocked. However, the water in the
tunnel has caused the ancient hardwood door to swell, making it time-
consuming to work out of the frame.

Within the 10 by 20-foot sepulcher, you find ledges cut into the stone
walls, each loaded with the skeletons of the dungsweepers interred here
long ago. On the floor are the glass remains of several wine bottles.

Make a Wisdom (Perception) check (with advantage if you chose to search
thoroughly). A result of 10 or higher reveals a dust-covered copper plaque
(1) engraved with the words “Here lies the Beggar King,” worth 5 sp.

Make a note that you have searched sepulcher 1, then return to
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¢ PART 2-034
You are in a long
corridor stretching
east to west, filled
with waist-high
water. The eastern
end wraps around a

natural stone column,
providing exits to the
northeast and
southeast. The
northeastern passage
descends into deeper
water, while the southeast passage leads to a doorway.

Seven catacomb alcoves line the walls, stacked with skeletons wrapped
in rotten linens. The lower portion of each stack is below the waterline.

You can search any of these partly flooded alcoves by adding 2 minutes to
your interval time for each one searched. You can perform a thorough
search by taking 4 minutes instead; decide if you will take this extra time
before you use the matching prompt. You can search each alcove only once.

Alcove 1: Alcove 2: Alcove 3:
Alcove 4: Alcove 5: Alcove 6:
Alcove 7:

e West: To follow the passageway west, add 1 minute to your interval and go
to

o Northeast: To descend the rough stairs to the northeast, add 1 minute to
your interval and go to

e Southeast: To approach the doorway to the southeast, add 1 minute to your
interval and go to

L)

* PART 2-035

This 10 by 15-foot room is unfinished; it appears that workers began carving

L)

ledges along the walls, probably for the storage of skeletons like those found
elsewhere in these catacombs.
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After searching the piles of rubble, you find a set of files, an old hammer
(3), and some metal pins. These tools appear to be for disassembling and
reassembling wrist restraints, a pile of which you find nearby. These
restraints are unusable, but for a single rebuilt set of working manacles (6).
Disturbingly, this area’s workspace is well suited to resizing restraints to fit
prisoners of various heights. Could slavers have used these abandoned
catacombs at some time in the past?

Make a note that you have searched room 1, then return to

*» PART 2-036
You approach the broad alcove in the southwest corner of the room.

The fungal formations by the alcove seem to be growing on piles of thin,
tile-like detritus, some flat and smooth, others rounded with jagged edges. A
close inspection reveals these to be spongy fragments of eggshell.

Within the alcove, where the fungus grows the thickest, you see a mound
of eggs tended by a coiled serpent. As you watch, it lifts its head and unfurls
its wings, a set of narrow membranes that stretch the length of its body on
either side of it. The creature lunges from its perch, undulating through the
air and opening its circular mouth in anticipation.

Go to

*» PART 2-037
Markings on the door indicate that the sepulcher is reserved for members of
the Friendly Order of Nightguards, a guild you have never heard of.

The door appears modified; its original construction did not include the
second lock you find on it. However, in their aged condition, neither lock can
withstand your repeated applications of force.

Within the 10 by 20-foot sepulcher, you find ledges cut into the stone
walls, each loaded with the skeletons of the members of this mysterious
guild. At the back of the tiny room, a single skeleton sits on a carved chair, a
morningstar (4) across its boney thighs, its head erect as though watching
the door for intruders.

Make a note that you have searched sepulcher 5, then return to
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¢ PART 2-038

Markings on this door indicate that the sepulcher beyond is reserved for
members of the Roofers’ Guild. Familiar as you are with the modern guilds of
Waterdeep, you know that the city’s roofers, carpenters, and plasterers now
form a unified guild.

Although this door has a locking mechanism, you find it unlatched when
you test the door.

Within the 10 by 20-foot sepulcher, you find ledges cut into the stone
walls, each loaded with the skeletons of roofers who died too poor to afford
burial in another location.

Make a Wisdom (Perception) check (with advantage if you chose to search
thoroughly). A result of 12 or higher reveals a colorful set of enameled
buttons (0), together worth 1 sp.

Make a note that you have searched sepulcher 2, then return to

*» PART 2-039
Thirty or more skeletons reside here. Their 4 )
funerary wraps long ago rotted, the bones have i
begun to mingle with one another over time.

Make a Wisdom (Perception) check (with
advantage if you chose to search thoroughly). A
result of 8 or higher reveals a collection of
twelve glass beads (0) that must have once /
belonged on a necklace. A result of 13 or higher \- /

reveals an additional six glass beads (0). Each bead is worth 2 cp.

Make a note that you have searched alcove 5, then return to

¢ PART 2-040
Markings on this door indicate that the sepulcher beyond is reserved for
members of the Splendid Order of Armorers, Locksmiths, and Finesmiths. An
additional marking shows the symbol of House Deepwinter as a supporter of
the guild.
The heavy iron door presents an obviously difficult barrier.
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o Lockpick: {ITEM: THIEVES’ TOOLS AND CHECK: DEXTERITY (THIEVES’ TOOLS) 14} If you
successfully pick the lock, go to . You can make this check multiple
times but add 1 minute to your interval time for each failure.

e Excavate: {ITEM: CROWBAR, MINER’S PICK, OR PORTABLE RAM} To break down the
door or excavate its hinges from the stone, add 9 minutes to your interval
and go to :

e Leave: To end your examination, refund the 1 (or 2) minutes you applied to
your interval for searching the sepulcher, then return to

¢ PART 2-041
The runes over the stage read “My blood alone may rest within, by blood
alone may pass this stone” in archaic Common. Near the stage, you feel a
resistance that will prevent you from stepping up on the raised platform.

If you have the code “Deepest Winter,” go to . Otherwise, you
must return to

¢ PART 2-042

With the weapon defeated, you wait to hear if anything else is coming in
response to the ringing of the bells in this room. When you are satisfied that
something else will not attack you, you resume examining the room in its
current state.

Your attacker lies on the ground, now just an inert shortsword (2), a
few tendrils of webbing still clinging to it.

The remnants of the web still impede movement in this area.

Go to

o PART 2-043
You escape north through the doorway. The rats seem reluctant to follow,
retreating through the portcullis back toward their home.

Return to

** PART 2-044

Now defeated, the flying weapon becomes an inert shortsword (2).

Return to
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% PART 2-045

As you turn sideways to squeeze through the tiny
gap, you feel movement in the water behind you.
You turn and see a fat serpent lunging toward you!

Sequence. You must succeed on a DC 13
Wisdom (Perception) check or be surprised in the

first round of combat. If you lack a
bright light, remember to roll with
disadvantage.

Skirmisher. The undead
serpent tries to bite you
repeatedly. It will only try to

constrict you if you move away from it.

UNDEAD SERPENT
Small undead
Armor Class 14 (natural armor)

Hit Points 7 (2d6)
Speed 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA
(+0)  (+2) (+0) (-2) (+0) (-1)

—

Damage Resistances necrotic
damage and bludgeoning,
piercing, and slashing damage
from nonmagical attacks

Damage Immunities poison

Senses blindsight 30 ft., passive
Perception 8

Regeneration. The undead serpent
regains 2 hit points at the start of its
turn if it has at least 1 hit point. If
the creature takes radiant damage,
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this trait doesn’t function at the
start of its next turn.

ACTIONS

Constrict. Melee Weapon Attack: +2
to hit, reach 10 ft., one target. Hit: 3
(1d6) bludgeoning damage, and
you are grappled (escape DC 12).
While you are grappled, the undead
serpent scores a critical hit on you
on an attack roll of 19 or 20.

Bite. Melee Weapon Attack: +4 to
hit, reach 10 ft., one target. Hit: 4
(1d4 +2) piercing damage and 1
necrotic damage. Unless you are
resistant orimmune to the necrotic
damage, your hit point maximum is
also reduced by 1 and the undead
serpent regains 1 hit point. The
reduction lasts until you finish a
long rest.



Map. You (PC) begin this encounter 5 feet from the undead serpent.
Remember that you are under water and that the ambient illumination here
counts as dim light.

COMBAT CONCLUSION

R EVENT: “Easy Squeeze” (Ch. 2)

e Win: If you defeat the undead
serpent, go to

e Lose: If the undead serpent
instead defeats you, go to

L 4
L

UNCOMMON RULES: UNDERWATER COMBAT
Submerged creatures have resistance to fire damage.

Unless you have a swimming speed, you are further subject to the
following weapon restrictions while fighting under water.

1 You have disadvantage on melee weapon attacks unless you are
wielding a dagger, javelin, shortsword, spear, or trident.

2 Your ranged weapon attacks automatically miss at long range and you
have disadvantage on attack rolls at normal range, unless you are using
a crossbow, a net, or a melee weapon with the thrown weapon
property.

L 4

L 2




¢ PART 2-046
Each skeleton has tattered, moldering clothes, either on it or nearby. Two
weapon sheaths hang from old belts, though they hold no weapons within.
Several pouches contain coins and jewelry: 12 cp (0.24), 9 sp (0.18), a
snowflake emblem (0), and a Thongolir signet ring (0).

The emblem hangs from a delicate iron chain of ovoid links. A close
examination of the intricate shape indicates that the snowflake emblem’s
many protrusions may work like a key by pressing it into a matching lock.

The signet ring shows the symbol of House Thongolir, a silver scrolled
border on a royal blue field. You recognize the symbol as belonging to an
ancient noble family with an estate in the Sea Ward.

Return to

¢ PART 2-047
You've heard stories of undead creatures that hunger for the flesh of the
living, but this is the first one you have seen up close. The walking cadaver
begins trying to gnaw into your body, even as you are losing consciousness.

Your life and your quest end here.

+* PART 2-048
The skeleton in this sarcophagus is missing its lower jaw. In the upper jaw, a
single golden tooth gleams through the dust. The dirty plaque here reads
“Kloff Deepwinter.”

If you wish to take them, the copper plaque (1) is worth 5 sp and the gold
tooth (0) is worth 1 gp.

Note that you have searched sarcophagus 7, then return to

*» PART 2-049
A gargling scream escapes your lips as you die, clutched in the arms of
Parnak Deepwinter, his ice-cold teeth buried in your shoulder. The next
thing you know, it is nighttime, and you are rising from a shallow grave dug
in one of the glades of the City of the Dead. Having freed this ancient being,
you have risen as one of his spawn, doomed to serve House Deepwinter until
your eventual destruction at the hands of the Good and the Just.
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0

In the coming nights, you help Parnak cement his hold on the Trades
Ward. You begin with an invitation to enter the Slipstone Gang’s hideout. It
is your home after all; this whole time, your friends preserved your small
room next to their own individual quarters. The gang’s faithful hound
Pockets is the first to realize that something is wrong with your strange
guest, and she is the first to die. Latchboy and Bell become vampire spawn
like you. The old elf, Nonap, slips away by magic and you never see him
again. The halfling Too Small is not in the hideout then, and you suspect that
Nonap found her because she never returns. Only Rufio gives Parnak any
real resistance, wielding radiant power, but the gang’s leader is no match for
the ancient undead. The vampire takes delight in killing Rufio. He destroys
your friend’s body utterly, not remaking Rufio as a vampire spawn.

Within a tenday, the new Slipstone Gang has brutally seized territory in
neighboring wards and has shattered the Crimson Perytons by killing the
gang’s sorcerous leader. The open conflict draws the attention of powerful
factions, including the Lords of Waterdeep.

A month after your conversion to undeath, a team of adventurers breaks
into the hideout while the sun is high, destroying you, but not before you see
Latchboy and Bell killed by clerical magic. You never learn whether Parnak
Deepwinter escaped.

Your life and your quest end here.

PART 2-050

A quick inspection of the facility reveals a locked strong box. It probably

holds coins or other valuables collected while embalming cadavers.
“Hurry,” Rufio calls back as your friends exit by the back door. Unwilling

to get far behind, you’ll have to open the heavy chest quickly or abandon it.

e Lockpick: {ITEM: THIEVES’ TOOLS AND CHECK: DEXTERITY (THIEVES’ TOOLS) 13} If you
do not attempt to destroy the chest’s lid (don’t roll for the next option), you
can try to pick the lock, going to y

o Destroy: {DAMAGE: 8+ POINTS WITH 1 ACTION} If you do not attempt to pick the
lock (don’t roll for the previous option), you can attempt to destroy the lid by
inflicting 8 or more damage. You have only one turn with which to apply this
damage using attacks or spells. If you succeed, go to

e Leave: If you fail either of the checks above, or you simply wish to abandon
the chest and follow your friends out the back, go to
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¢ PART 2-051
You search the submerged alcove, finding that some creature has disturbed
the bones shaping them into a nest. Inside this basin of bones, you find piles
of rat and snake skeletons. Although you search to the bottom, displacing
everything, you find nothing of real interest.

Make a note that you have searched alcove 3, then return to

+* PART 2-052
You focus your senses on the nature of any mystical things around you. The

skeletons, despite their life-like poses, are not undead creatures. They are
truly dead. Neither is the area consecrated or desecrated.

If you used Divine Sense, mark off a use of that feature. If you just now cast
detect evil and good, mark off the spell slot and note that the spell will last
until you accumulate 10 more minutes on your interval, unless you lose
concentration sooner.

Return to
¢ PART 2-053

You find yourself in a winding north- ~ /~ )
south passage that extends over a -
hundred feet in length. < - |, /

The water in this passage is 10 05 R -~
feet deep, leaving only about a foot of 2 ‘\g /
space between the surface and the A ‘,'!" é\'
ceiling. You can swim through this ‘,@ =, "9
water or just bob along, pushing 07/,
yourself up to the surface if you need \\\‘0

v

to take a breath. 6 Q \'\\

Note: Each of the map fragments - \\.\@

in this chapter are oriented so that 4 = %

: ; % RGO
the top end of the image is the o‘ » ’l/ ~
map’s northern edge. - % P ‘*,\

g ﬂ Ly
In the walls are seven catacomb _q n r\
alcoves, each stacked to the ceiling \ . )
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with linen-wrapped skeletons. At the south end of the passage are two wider
alcoves, each shaped for a horizontal sarcophagus cut from the stone itself.

Any “burning” light source you take into the water, like a torch or lantern,
will go out. You will not be able to relight such a light source until you reach
the next area.

If you have darkvision or a magical light source, you can search any of these
darkened alcoves. This will take a lot of time, diving into the water and
operating below the surface. Each alcove you search adds 4 minutes to your
interval time. You can search thoroughly by taking 8 minutes instead. Each
time you search, decide if you will take extra time before you use the
matching prompt. If you use darkvision, remember that your perception of
the area as dimly lit applies disadvantage to Wisdom (Perception) checks.
You can search each alcove only once.

Alcove 1: Alcove 4: Alcove 7:
Alcove 2: Alcove 5: Alcove 8:
Alcove 3: Alcove 6: Alcove 9:

The north end of this passage leads back to the catacomb’s entryway.

The other end of the winding passage terminates toward the southeast.
Rough cut stairs rise through the water at that end as the tunnel angles
upward. The ascent leads to an intersection of only waist-deep water.

When ready, add 1 minute to your interval time and go south to

* PART 2-054
After careful examination, you determine that the skeletons here were all
bound by ancient ropes, the pulpy remains of which still encircles some of
the bones. Perhaps these people died as prisoners or their embalmers feared
that the corpses would rise from the dead.

Make a Wisdom (Perception) check (with advantage if you chose to search
thoroughly). A result of 6 or higher reveals a dust-covered roll of parchment
pages, tied with a string and tucked into a corner. Remarkably, these seven
(blank) enduring spellbook pages (0) seem unaffected by decay.

LORE: {IDENTIFY MAGIC ITEM} 129-Enduring Spellbook (Pages). Use this
entry to learn the magical properties of these pages. You needn’t
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identify this item again if you have already done so after finding
other parts of it.

Make a note that you have searched alcove 4, then return to

¢ PART 2-055
You are looking at yellow mold. This growth is the bane of adventurers the
world over because it can raise a cloud of poison spores when agitated.
You've never heard of yellow mold growing as thickly or covering as much
surface as the field here. Going forward is a recipe for instant death.
Yellow mold has two weaknesses, sunlight and fire. Unable to produce
true sunlight, that just leaves fire to make this patch of the tunnel passable.

R EVENT: “Dark Botany” (Ch. 2)

Return to

*» PART 2-056
Charred residue coats the tunnel, the only
remnant of the mold you set on fire here.
The flames seem to have burned away
the last of the spores and the smoke has
finally dissipated.

o Northwest: To follow the passage
heading northwest, go to

e Southeast: To go southeast, examining
the doorway at the top of the stairs, go to

o PART 2-057
You are looking at yellow mold. This growth is the bane of adventurers the
world over because it can raise a cloud of poison spores when agitated.
You've never heard of yellow mold growing as thickly or covering as much
surface as the field here. Going forward is a recipe for instant death.
Yellow mold has two weaknesses, sunlight and fire. Unable to produce
true sunlight, you can ignite this patch to make the tunnel passable instead.

R EVENT: “Dark Botany” (Ch. 2)

Return to
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** PART 2-058

A thick mustard-colored mold grows on

the floors, walls, and ceiling here,
covering the entire length of this passage,
including the stairway, a stretch of about
50 feet. Wispy spores float in the air, like
dandelion seeds on a late summer day.

o Inquisitive: {CHECK: INTELLIGENCE
(NATURE) 12} If you recognize this
substance, go to . If you have previously made this check at this

location, you may not try again.

o Knowledgeable: {EVENT: “DARK BOTANY”} If you possess knowledge of this
substance, this code lets you make use of it by going to

e Northwest: If you wish to hurry through the passage, down the rough -cut
stairs to the northwest, go to

e Door (Southeast): To contemplate the doorway to the southeast, go to

¢ PART 2-059
You search through the skeletons here, starting with the dryer ones on top
before separating out the submerged bones below the waterline. Four of the
skeletons in this alcove are not humanoid; they are large enough to be ogres.

Make a Wisdom (Perception) check (with advantage if you chose to search
thoroughly). A result of 11 or higher reveals a metal animal whistle (0)
carved in the shape of a wolf’s head.

Lore: 117-Animal Whistle. Use this entry to review the properties of
this mundane object.

Make a note that you have searched alcove 1, then return to

¢ PART 2-060
This 10 by 15-foot room is unfinished; it appears that workers began carving
ledges along the walls, probably for the storage of skeletons like those found
elsewhere in these catacombs.
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You shift all the rubble in this room but find nothing of importance
except a single plaque engraved with the words “Provided by a Generous
Grant from the Durinbold Alliance.”

The copper plaque (1) is worth 5 sp.

Make a note that you have searched room 4, then return to

s PART 2-061

The flying serpent is dead. Its lamprey-like mouth still puckers reflexively

around sharp needle teeth, prompting you to kick the corpse away from you.
Within the alcove, you find that the garden of fungi hides several well-

picked skeletons, mostly those of small rodents and other snakes. However,

one is a humanoid skeleton, upon which you find a valuable piece of jewelry,

the serpent skull ring (0). This narrow bronze band includes serpentine

shapes that hold a polished, skull-shaped stone.

LoRE: {IDENTIFY MAGIC ITEM} 125-Serpent Skull Ring. Use this entry to learn
the magical properties of this item.

Make a note that you have searched alcove 8, then return to

¢ PART 2-062
Markings on this door indicate that the sepulcher beyond is reserved for
members of the Cellarers’ Guild, probably the same organization that is now
called the “Cellarers’ and Plumbers’ Guild,” a group that digs foundations
under new construction and maintains the structural integrity of the city’s
sewer tunnels.

The door is unlocked, but it requires a strong shove to push it open.
Within the 10 by 20-foot sepulcher, you find ledges piled with rubble, no
skeletons in sight. As you examine this refuse, you sense something is
wrong, feeling the danger before you hear the piled rubble begin to fall.

Make a note that you have searched sepulcher 3.

Then make a Dexterity saving throw. If your result is 9 or higher, you dive
out of the way in time as all the rubble in the room comes falling out into the
hallway. The sepulcher is caving in! If your result is 8 or lower, you take 1d6
bludgeoning damage from the impact of the stones. If this reduces you to O
hit points, go to . Otherwise, return to

152 EIGHT PETALS ARGENT



¢ PART 2-063
Markings on this door indicate that the sepulcher beyond is reserved for
members of the League of Basket-Makers and Wickerworkers.
The sepulcher’s lock failed long ago, leaving the door slightly ajar.
Within the 10 by 20-foot sepulcher, you find ledges cut into the stone
walls, each loaded with the skeletons of basket-makers of various ages.
Amongst the bones, you find 43 old torches (1 each). It seems that
burying a torch with each of the deceased was a tradition in this guild, back
when these catacombs were in use.

These torches each last only 30 minutes when burned, half normal duration.

Make a note that you have searched sepulcher 3, then return to

¢ PART 2-064
Among the skeletons here, you find what at first appears to be a stone statue
of an aged human female. Upon closer inspection, you decide that it is a
petrified creature, not something sculpted of stone.

Make a Wisdom (Perception) check (with advantage if you chose to search
thoroughly). A result of 14 or higher reveals a crystal-tipped wand (1) arcane
spellcasting focus and a set of broken fragments that form a stone squirrel,
perhaps the statue’s familiar.

Make a note that you have searched alcove 3, then return to

*» PART 2-065
Inside this 10 by 15-foot room, you find carved ledges along every wall.
These contain dozens of linen-wrapped skeletons, like those found
elsewhere in these catacombs.
One of the bodies bears an ornate signet ring (0). You examine the ring
carefully, but you quickly determine that it’s not the Deepwinter Seal.

Return to

*» PART 2-066
As you approach the stage, a shimmering haze in the air parts, like an
opening gate. You move tentatively through the now-empty space, stepping
up onto the stage. There is a pulpit and a stairway descending into water.
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e Pulpit: If you have not yet searched the pulpit, you may do so by going to

e Stairs: To descend the stairs into the brackish water, go to .
Sensing your prize close at hand, you decide to take this route only after
having completed all the exploration you want to do in any other parts of
the catacombs.

e Leave: To look elsewhere in the room, return to

¢ PART 2-067
You fall, hovering at the edge of consciousness. Your attacker seems
unsatisfied by your state of incapacitation. It hovers above your body,
whirling and administering an occasional cut. Its last act is to strike sparks
off the ceiling toward you, attempting to burn your now-dead body.

Your life and your quest end here.

*» PART 2-068

You destroy the last of the attacking rats. In that moment of reprieve, before
more rats amass to attack, you take a moment to examine the portcullis and
the door beyond. At this distance, you can see through the many holes and
cracks in the door, concluding that stones and rubble fill the passage behind
it. You won’t have time to excavate the passage in that direction, even if you
can get past the portcullis.

More rats begin to accumulate, chittering at you and amassing as though
to form another swarm. You decide this is the right moment to step back into
the northern end of the hall, out of their sight.

Return to

¢ PART 2-069
You examine the dusty tools in this rack. Each piece of equipment remains in
serviceable condition, despite its age. The rack holds two shovels (2 each),
two miner’s picks (10 each), and one sledge hammer (10).

If you previously took any of the tools, either from inside this room or by
pulling them through the hole in the door, those items are not on the rack.

Return to
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¢ PART 2-070
You are in a north-south passageway that has a
short turn in it, as though going around
something within the stone before continuing
north in its original direction.

At the turn, there is an archway on the
western wall. You can see a large room beyond,
but a mysterious force seems ready to prevent
you from walking through the empty space.
Red runes glow over the archway.

o Archway: To examine the archway, go to

e North: To follow the passage north, add 1 minute to your interval time and

go to !
e South: To follow the passage south, add 1 minute to your interval time and
go to
«* PART 2-071

You approach the archway in the eastern wall. Glowing red runes over the
door read “My blood alone may rest within, by blood alone may pass this
stone” in archaic Common.

As you get close, bearing the cadaver’s forearm, the shimmering in the
air disperses, allowing you to pass through.

e East: To pass through the archway to the east, add 1 minute to your interval
time and proceed to
e Leave: To resume inspection of the large room, go to

¢ PART 2-072
This sarcophagus is empty, not even a naming plaque within it. You take a
moment to be sure of your conclusion, feeling around in every corner.

Note that you have searched sarcophagus 8, then return to
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* PART 2-073

You wait a long moment,
straining your hearing for the
sound of any approaching
creatures. Just when you think
that the bells did not draw any
attention, you hear the clatter of

FLYING SHORTSWORD
Tiny construct
Armor Class 15 (natural armor)

Hit Points 7 (2d6)
Speed 0, fly 50 ft.

a metal object bouncing off the
walls. From the western
passageway, a rusty shortsword
flies toward you. It skims over
the webs, swinging and spinning
to strike at you.

You are in battle with a
flying shortsword, an antique
object that seems determined to
kill you! As the weapon closes in,
you get the feeling that

STR DEX CON INT WIS CHA
(+0)  (+2) (+0) (-5) (-3) (-5)

[

Senses blindsight 60 ft. (blind
beyond this radius), passive
Perception 7

ACTIONS
Flint Ceiling (Recharge 6+). From

within 5 feet of you, the weapon
sweeps an arc across the flint nodes
on the ceiling, showering sparks
thatignite the webs around you.
You take 1d4 fire damage if the
square you are in has webs which
haven’t previously burnt away. (See
the sidebar.)

Shortsword. Melee Weapon Attack:
+2 to hit, reach 5 ft., one target. Hit:
3(1d6) piercing damage.

156 EIGHT PETALS ARGENT

something is watching you from
afar, as though your
predicament is a source of
amusement. In the echoing
clangor of the shortsword
scraping across the ceiling, you
imagine you hear a faraway,
rattling laugh.

Skirmisher. This creature
moves over you, always staying
above the webs. It uses its Flint
Ceiling action on its first turn,



and again whenever that action
recharges. While waiting for the
recharge, the flying shortsword simply
attacks with its pointy end, relentlessly
pursuing you.

Map. The weapon’s approach was so
quick that you (PC) begin this encounter
only 10 feet from it (1).

The grayed-areas indicate the
squares where the webbing exists prior
to flames destroying any of it. During this
battle, track the five-foot squares that
still have webs. These squares present an
ongoing obstacle that can trap you, or an
ongoing danger if you are in those
squares when they ignite. (See the
sidebar for details about the webs.)

COMBAT CONCLUSION
R

EVENT: “Swords to Plowshares” (Ch. 2)

e Win: If you defeat the flying
shortsword, go to

L 2

CoMmPLICATIONS (WEBS)

The shaded area of the map
indicates the locations that
begin covered by webs. Such
areas counts as difficult
terrain.

Before the first turn of
the combat, make a DC 10
Dexterity saving throw. If
you fail, the webs grapple
you while you are in that
area of the webs, until you
break free or the webs burn
away. While grappled, you
can use your action to make a
Strength check against a DC
of 10. If it succeeds, you
escape the grapple.

When you start your turn
in a webbed square or enter
