




 

 
For the Referee – This is a brief series of encounters that could serve as a side-mission in any campaign or function as a 
standalone adventure for a single session.  It’s best deployed against a party of adventurers whose average HD is 4 or 5. 
 

Sequence  -  
Part 1 – To the Cursed Hearth:  The PCs are drawn into a strange village where devils walk the streets. 
 
Part 2 – Secret of the Hearth:  The PCs learn of the hearth’s power & history & must make a decision 
 
Part 3 – Return to the Village of Red Hell:  The PCs must traverse the Infernal Village in order to face an evil spirit. 
 

Plot –  

Mah-Gi is an old lady who lives in seeming isolation in a cottage on a hilltop.  Sometime long ago members of her family cursed 
the hearth of their cottage so that it could commune with the unrepentant dead.  The hearth is a tool for communicating with 
damned ancestors who serve punishments in Inferno the red hell of punishments.  Mah-Gi proved to be extremely gifted at 
using the hearth to commune with the damned & especially with their jailors.  Over the course of her long life she has become 
romantically involved with Dravappalyon a guardian devil who holds the doors to Inferno shut.  Recently Mah-Gi has 
performed the fateful spell that has brought Dravappalyon’s village into the world so that the two may be together.   
 
Naturally the sudden appearance of a hellish village full of damned souls causes some turmoil which is of interest to 
adventurers.   
 

Presentation -  

Players should encounter this area as part of their travel between locations.  It’s a small village just slightly off the beaten path.  
The adventure presented here is meant to stand alone as a self-contained adventure but nothing prevents you from making 
the Infernal Village a recurring location in your adventures.  
 

On a hillside not far off the main road you can make out the silhouette of a small village, all the more visible in the 
dusk & twilight owing to the fact that it is burning.  By daylight the village smolders & smoke billows from it.  For the 
better part of a day this village on a hillside burns just at the edge of your notice.  The road makes a turn that brings 
you around the hill itself, where you discover a spur of road that winds up the hill to the burned village.  (The players 
can see the village burning in the distance through the night & into the day as they walk nearby – the only reliable access to the 
village is this switchback road up the hillside)  Letting them watch the fire from a distance allows them to anticipate what they 
might do, declare that they wish to rush to the village’s aid or refuse to demonstrate even a spark of interest.  You can 
embellish the scene by allowing them to make d8 & d10 search checks to perceive something in the distant blaze.  On a 
successful search, accomplished by rolling a 1 (or a 2 if they’ve got elf equivalent senses) you can describe some individual 
scenes discernable at range.  You can choose or roll randomly: 
 

 
 
These scenes aren’t exclusive to one another & depending on how perceptive the players are or how forthcoming you wish to 
be they may be able to perceive all of these signs & wonders. 
 

Where the Road Splits –  
At the base of the hill stands a small encampment of escapees from the village’s conflagration.  They are Benzel – antagonistic 
& injured religious man.  Basalt – seriously singed loner dwarf smith.  Bingo – terrified Halfling lady.  These folk have only just 
barely survived & only just made it to the base of the hill.  They’re seem quite flustered & in a terrible state of shock & horror.  
If asked they cannot keep their stories straight – they reveal that they’ve been burned, attacked, maimed & seen the village in 
flames.   



 
Here’s what they won’t talk about:   

2 None of them have any family in the village on the hill & they don’t know anyone else in the village.   
2 None of them will agree to a name for the village & mainly just call it ‘the village’.   
2 None of them trust each other – they’ll say that one or another of the survivors was the culprit behind the 

conflagration. 
 
Here’s what they will do:  
 

2 If the player characters seem robust & capable & armed – they’ll try to persuade them to go to the village to hunt 
down the witch who brought about the burning of the village.  They’re all quite certain a witch did this.   

2 If the player characters give some indication of knowledge concerning hell, fire or devils, each of these NPCs will 
express concern that the village is a dangerous portal to hell.   

 
Here’s the relevant background: 
  

2 Bingo, Benzel & Basalt are all Doomed Souls sentenced to be punished in the inferno of the Red Hell.   
2 The three escaped when a witch (Mah-Gi) opened the portal to Inferno in her cottage on the hilltop.   
2 The three are evil-spirits who are trying to trick anyone they can into going up the hill to break the enchantment, 

allowing them to remain in the world free from their damnation. 
2 They are all evil – that is, they will lie & deceive at every opportunity & they are quite good at doing so.  They will 

attempt to read the PC’s motivations & play upon those foibles to get them to seal off the portal to hell.   
2 The Spirits can’t move outside of the village – this crossroads is as far as they can go & they cannot cross the road – 

though this is not easy to notice.   
2 Benzel in particular is well aware of Mah-Gi & her romance with Dravappalyon.  He is her great-great grandfather & 

once led a sinister murder-cult, of whom Mah-Gi is the last scion.  Benzel is highly invested in the PC’s killing Mah-Gi, 
and if they can – Dravappalyon.  He would prefer this outcome if he must choose between it & escape.   

 
 

Up the Switchback Path –  

The path up the hillside switches back & forth rising steadily.  It makes 3 sweeps across the hillside’s face.  While traversing 
this 2 mile path the PC’s are likely to encounter at least a few interesting sights.   
 

1st Switchback – The path is narrow & barely sufficient for a wagon to travel upon.  It’s a dirt track that’s been worn 
into the hillside over long years but isn’t exactly a road.  Characters who are used to travel may observe these facts, you 
may also allow search checks using a d6: 

2 This is a path, not a road – any village would require a more substantial track than this.   
2 There are footprints intermittently worn into the path – they’re all the same, as if the road was only used by a single 

person. 
2 The person who used this path was an old lady or a small man who walked with a cane. 

The 1st switch has a tree stump which is worn & has clearly been used as a resting place for a long time.  The stump is worn 
smooth by someone resting on it over the course of years.  Searching (d6 search roll) the stump reveals something concealed 
within its roots – a clay bottle of distilled spirits which has been marked & scribbled upon in some esoteric script.  The bottle is 
a Potion of Hell’s Ease.  When someone drinks from the potion have them roll a d8.  They HP equal to the amount rolled & also 
gain an equivalent amount of resistance to fire.  When damaged by fire they deduct the value from the potion before applying 
the damage to their HP.  If the imbiber rolls a 1 – they get the effect of having rolled an 8 but the potion is consumed 
completely & cannot be used by anyone else.   
 

2nd Switchback – The path switches again, rising steeply upward toward the smoke-shrouded village.  At the switch the 
path widens & you find a felled log which has been roughly hewn to serve as a crude bench.  Any attempt to search the 
log easily reveals confusing runic symbols carved into it.  These are hard to decipher but magical characters may recognize it 
as an Evil Language which, when recited aloud casts a spell.  This spell grants characters who are chaotically or evilly aligned 
unholy resilience – granting them increased vigor.  For the rest of the day any chaotic or evil characters who hear the 
recitation gain +1 to all of their statistics & +1 HP per HD they possess.  Good & Lawful characters are oppositely affected if 
they fail a Save vs. Spells.  They have their Statistics reduced by 1 and suffer a reduction to their HP equal to -1 per HD.  
Neutrally aligned characters are unaffected by the spell.  (Should characters have conflicting alignments – e.g.: they are both 
Good & Chaotic – the effects cancel one another out & if a character is both Chaotic & Evil they only gain the benefit once).  It’s 
entirely possible that the characters could decipher the magic & understand its power without inadvertently casting the spell – 
this is a matter for you to determine based upon their actions & ability checks used to decipher the magic.   
 



3rd Switchback  - At this switch the village is clearly visible upon the hill’s nearby peak.  Indeed the village seems much 
larger, looming & almost hanging over the hillside.  The fire that consumes the village’s timber buildings burns lightly 
& from the village you can hear the shrieking of people who are desperately fighting the fire.  There’s nothing upon this 
switchback to search or find – but it is a safe place for characters to retreat to & rest if they run into problems & wish to retreat 
from the village.  A few of the creatures in the village will follow PCs here if they are already engaged – but none patrol here.   
 

The Village –  

The village is a cluster of narrow buildings that all seem to lean upon one another.  Tall peaked roofs hang out over 
the narrow, twisting paths within the village & though they smolder & burn – these buildings aren’t quite consumed.  
The village seems to be roasting, slowly.  The windows of the houses reveal people within & the doors of the many 
homes are open – likewise revealing people inside – all of them seem to be burning alive & they scream for help.  
Patrolling the streets of the village are dozens of man-sized birds – all with a pair of horrific fore-claws.  These birds 
seem to be burning & covered in spines.   
 
You may wish to surprise your players with the Cicinfernats that have infested the village – having them spring out only after 
the players have entered.  There isn’t much here to do besides fight, however.  The village’s well & any rain barrels that can be 
found are full of burning sand & gravel & the rain gutters run with molten pitch.  Entering a house to rescue those inside will 
do the players no good at all as each of them is an Infernal Denizen – a tortured soul cursed for their crimes.  These attack 
whenever anyone enters their house & try to keep them within. 
 
Wandering around the village is a confusing & difficult endeavor.  The winding routes through the narrow streets quickly 
deprive any traveler of easy view of the route into the town.  You can use the encounter table here to provide scenes – or work 
through each encounter sequentially.  You needn’t force players into each of the scenes here, but you should be aware of each 
as a possibility.   
 
The Village is indeed surrounded by a narrow circle of fiery coals.  It may seem to PC’s that this somehow contains the village  
this is almost true – in fact the line of fiery coals marks a rift between the Real World & Inferno – a hell reserved for punishing 
the wicked.  
 
The fiery coal circle contains many gems which may be retrieved with serious difficulty.  Attempting to gather any one gem 
results in d4 points of fire damage being inflicted.  Even if implements are used cleverly – they can’t outwit the malicious flame 
which scorches hands & melts or burns objects that are thrust into the smoldering flame.  That said – each gem is a large, 
beautiful & hopelessly flawed example of either ruby or jet.  Any given stone is worth d4X10 !.  For every 1,000! worth of 

gems taken – 5 Cicinferants escapes into the world.  If more than 10,000! The village & all its inhabitants create a 
permanent gate between Inferno & the Real World.  
 
NPCs Encountered Here –  
 

2 Doomed Souls – these are damned people who must serve out their terrible punishments in Inferno.  Many are 
penitent & do not seek to escape – many are still defiant & driven by their wicked aims & so seek to leave.  Players will 
encounter them throughout the village & they are unlikely to make much sense if spoken with.  Many speak in archaic 
language & with old-timey inflections. 

2 Infernal Denizens – When the flame has purged a person of their wickedness in inferno the flame becomes a corrupt 
shade – an evil fire that contains the wickedness of the soul after the soul’s departure.  These infernal denizens are 
irredeemably wicked & they inflict suffering upon others for pleasure. 

2 Cicinfernats – These are creatures native to Inferno, they are diabolical animals – but only animals.   
2 Dravappalyon – A jailor-devil.  This giant is wreathed in flame & malice.  Though he is a vicious, monstrous devil he 

follows a strict code of honor.  Principally he will only seek to allow the wicked to come to harm.  His devotion is to 
keeping the denizens of Inferno trapped until their punishments are delivered.  He won’t prevent anyone from 
entering Inferno & he won’t pass judgments beyond recognizing good & evil people. 

2 Surri – A fallen god.  This being is a tutelary spirit for a village that was defeated & razed by a prince some centuries 
ago.  The prince demanded that the village submit & the local god Surri, commanded that her occupants & acolytes 
refuse & that they instead attempt to assassinate the prince.  This plan didn’t go well and the village was destroyed, 
for her hubris & murderous nature Surri was condemned to Inferno to burn.  She manifests as a haughty priestess 
within the village sometimes though this is only a manifestation as she is the village itself.    

 
The monsters encountered here are detailed in their own section at the end of the adventure.  For the most part the 
Cicinfernats, Doomed Souls & Infernal Denizens aren’t individually particularly competent combatants – their threat lies in 
their large numbers & swarm tactics.   



 
 
 
 
  



The Cursed Hearth –  
The pleasant stone cottage at the very edge of the village stands amidst a low fieldstone fence & is pleasingly decorated with many 
potted flowers & flowering fruit trees.  Thin white smoke rises from the chimney & the shutters are barred but the red-painted 
door lies partly open. 
 
This is the home of the Ninarta Clan.  The last resident member of this clan – Mah-Gi is the cause of all the trouble here.  Mag-
Gi, using her ancient family’s mystic lore continuously corresponded with her wicked grandfather Benzel.  Benzel was an 
accomplished wizard & sinister governor among the secret chiefs of the earth.  In death he is subject to an eon of torments in 
Inferno.  Mah-Gi has been able to pierce the veil to speak with him & gain knowledge – but – she has also been corresponding 
with the guardian of punishments Dravappalyon.  This ongoing contact has blossomed into a trans-dimensional romance.  In 
order to bring about their union Mah-Gi has endeavored to bring this realm of Inferno into the Real World so that she and her 
lover can be united.   
 
Naturally no-one is going to offer this information to anyone, least of all violent, unsympathetic PC’s – but the Cursed Hearth is 
a place where this information may be discovered.   
 
The Damned Village, as an adventure, has many ultimate conclusions that provide some type of satisfactory closure – each 
involves a final confrontation with one of the main adversaries.     
 
The cottage is a single room affair, it stinks with the ageless scent of intergenerational destitution.  A single fireplace occupies the 
entire north wall of the structure & within it there smolders a flickering fire over which a burned cauldron hangs.  A pallet of 
greasy furs & quilts lies near the fire.  Otherwise the cottage is filled with the cracked & aged implements of a solitary life in the 
wilds.   
 
While the cottage is safe from the dangers present in the village – it provides its own treacherous threats.  Players who spend 
more than a few minutes in the cottage must save vs. spells or become hypnotized by the sliver of flame in the hearth.  
Hypnotized characters fall asleep & remain asleep irrespective of any intervention until the next dawn.   
 
While sleeping, characters are visited by & interact with their wicked ancestors.  If a PC has a defined back-story including any 
wicked ancestors – those forebears appear to them & interact with them in a convoluted dream in which the ancestor is 
punished mercilessly by devils & connives in search of escape.  If a character has no ancestors they simply sleep & gain no 
insights.  If a character has devilish ancestors they witness their predecessors inflicting punishments upon the wicked.  You 
can use the chart below to provide a character with a wicked ancestor if they have no defined evil progenitors. 
 
Interactions with ones ancestors grant insights which grant peculiar benefits but have a maddening effect upon those who 
witness what they ought not to have seen.  Every interaction with an ancestor grants a +1 increase to one statistic besides WIS 
but decreases WIS by 2.  PC’s can attempt a Save Vs. Spells at the next dawn to remove the effect.  If they fail this save the 
changes are permanent.  In all cases the character has a 5% chance each sleep of communing with the ancestor again.  You may 
determine that the 
statistical insight 
effect should apply 
again in future 
sessions. 
 
If PC’s have gained 
insight – it is 
possible also to 
return to the village 
to interact with the 
ancestor.  Whatever 
ancestor & 
punishment they’ve 
witnessed is taking 
place somewhere in 
the village.  Every 
ancestor communed 
with seeks escape & 
pleads with the PC 
to secure their 
release.   
 



 

 
 
 
Other interactions in the Cursed Hearth –  
Players can search the cottage & doing so they will discover some of Mah-Gi & her forebear’s treasures. 
 
On a search roll of: 

3- The ersatz bed contains a collection of journals & books which detail Mah-Gi’s communications with her great-
grandfather Benzel.  She also speaks about her burgeoning love for ‘her friend’ Dravappolyon – who teaches her a 
magic spell to protect her from the predators in the woods.  The spell Devil’s Lash is detailed in the journals & can be 
learned.   
2 – The cottage’s loft contains several beds that haven’t been occupied in a long time.  Among the ruined possessions 
can be found a clay jar full of 300! & a finely made box that contains a silver-edged knife.   
1 – The walls of the cottage have a spell embedded into them – a complex scroll which details an intricate spell – this 
Hell-Gate spell is an extremely high level spell that must be cast over the course of many years in observation of 
specific celestial phenomena.  A cursory version of the spell can be transcribed by players.  If they wish to add it to 
their spellbooks, players can learn the spell Infernal Communion.  The spell, woven into the walls is the cause of the 
hell-gate & it was cast by Mah-Gi over the course of her life.   

 
The PC’s may have as much time as they like inside the cottage.  There are no provisions & it is certainly cursed to cause them 
to visit with the damned souls of their ancestors – but it’s otherwise safe from outside danger. 
 
When the PCs leave the house they will always be confronted by Mah-Gi – who is returning to the Cursed Hearth to recover & 
to prepare for her journey back to the village.  Since the arrival of the village on the hilltop she has made several forays into it 
in an attempt to meet with Dravappalyon.  The latest of these ventures was successful & she’s been gifted with a  charm that 
protects her from the fire & attacks by the creatures of the village.  She plans to rest in the cottage & return to the village 
thereafter.  She’s extremely displeased by people snooping around but will also realize that they can help her. 
 



An indignant old woman glowers at you as you depart what is quite obviously her house.  She makes obscene gestures & curses at 
you – demanding to know why you’ve been in her house & who you think you are.   
She doesn’t care who they actually are.  If they attack or harass her she is a competent spellcaster but not much of a combatant.  
However, if PCs do strike her down they earn the everlasting enmity of Dravappalyon.  If the PCs are able to calm her down she 
will reveal that she needs their help & will be forthcoming with information that should fill in any gaps in their understanding.  
Here’s her story: 
 
“When I was a little girl my grandmother taught me how to call to the fire & hear the voice of her father.  She said that our family 
had always been able to call to their ancestors through the fire.  When I talked to him though, I could see him as well as hear him – 
they said I had a gift for calling out to the netherworld.  I didn’t much like talking to Benzel but his jailor Dravappalyon and I 
became very close.  We’ve talked to each other for many years now & I’ve finally been able to call his section of Inferno into the 
world so that we can be together.  Now I’m going to join him for as long as I’m able before he has to be separated from me again.” 
 
She knows that her great-grandfather Benzel has learned a spell that would allow the Village to remain in the Real World but 
that he’s left & can’t be found.  If the players are willing to find him – she offers to teach them some of her magic – indeed she’ll 
make any bargain (though not necessarily keep any bargain)  to get the players to help her.  Her one true love is the Gate-Devil 
Dravappalyon & this love is reciprocated.   
 
From here – The PCs can do any number of things here are a few options along with their likely consequences:   

2 Defeat Benzel – who will battle the PCs mightily along with his fellow escapees.  Result – Mah-Gi & Dravappalyon are 
united & return to Inferno with the village.   

2 Go back to the village to combat & banish Dravappalyon.  Result – Surri & the damned souls all remain in the Real 
World.  Mah-Gi seeks to kill the PCs.      

2 Defeat Mah-Gi.  Result – Surri & the damned souls all remain in the Real World.  Dravappalyon seeks to kill the PCs.   
2 Defeat Surri.  Result – Mah-Gi & Dravappalyon are united in the Real World.  The condemned souls remain in The Real 

World but the village vanishes from reality.   
 

 

Notes on Running the Adventure –  
  
Since this module relies mainly upon PCs interacting with NPCs & Monsters it’s a good idea for you to have a distinct voice & 
characterization for each of these – it’s worthwhile to try and ascribe motives & sensibilities to Mah-Gi, Benzel, Dravappalyon 
& Surri.  Some cues that might help you: 
 

2 Mah-Gi is secretive & angry but below the surface is extremely romantic & idealistic, starry-eyed & hopeful.  
She is interested in love & regards characters who are in love with a special kindness.   

2 Dravappalyon is dutiful & serious with a faint rebellious streak linked to his deep feelings of romanticism.  He 
is sensitive about this rebellion & regards it as a failing but is also somewhat proud of his secret 
transgression. 

2 Surri is mad – both insane & furious.  She hates people & regards them as parasites at best & deserving of 
subjugation at worst.  She is intensely focused on acts of betrayal as she regards loyalty as the only virtue that 
people are potentially capable of.   

2 Benzel is hateful & deceptive.  He continues to practice his bizarre heresy which focuses on robbery & 
murder.  His goal to escape Inferno is not based upon fear of torment – but rather a wish to continue his 
murderous work.   

 
Characters who wish to loot bodies & seek treasure may do so.  This is ordinarily a d6 search check against the target indicated 
by the monster’s stat-block.  Searches require a player to roll equal to or lower than the number indicated with some abilities 
modifying the roll downward.  You can use the player’s roll & consult the table below to award random treasure applicable to 
this module. 

 
  



Supplemental Rules –  
 

Potion of Hell’s Ease –  
Effect – Grants recovery of d8 HP & grants equivalent amount of Fire-Resilience (pseudo-HP that are consumed 
before one’s HP are affected but only vs. fire damage). 
Uses - The Potion is consumed completely if, when applying it, a 1 is rolled on the die.  In such a case it provides 8 
Fire-Resilience & restores 8 missing HP. 
Creation – The potion can be created with a Level 3 Imbue Spell:  Create Potion of Hell’s Ease.  Or it can be 
fashioned using Alchemy.  It requires 3 Parts ENERGIE & 4 Parts VISCERA reagents as well as a successful d8 
Alchemy check or a d20 INT check.  The potion requires 4 days & nights of curing before it is ready to be used.   
 
Wicked Blessing – Level 5 Benediction Prayer 
Effect – Grants all Evil & Chaotic characters who hear the blessing to gain +1 to all statistics & +1 HP per HD they 
possess.  The effects end at sundown.  It oppositely affects good & lawfully aligned characters who suffer -1 HP per 
HD & -1 to all six statistics if they fail a save vs. spells 
Casting – This is an Evil Benediction which may be granted to a character capable of casting Prayers.  It is a 5th level 
Benediction & requires 5 minutes to cast.     
 
Devil’s Lash – Level 2 Curse 
Effect – Causes fiery tendrils to lash out from the caster’s body inflicting d4 fire damage to everyone in an adjacent 
space.   
Casting – The spell requires 1 turn to cast.  
 
Improved Devil’s Lash – Level 3 Curse 
Effect – Causes fiery tendrils to lash out from the caster’s body inflicting 2d4 fire damage to everyone in an 
adjacent space.  If a 4 comes up on any damage die it indicates that the subject(s) of the spell are on fire & take an 
additional d4 damage at the start of their turns until the fire is put out or the damage die rolls 1.   
Casting – The spell requires 2 turns to cast & it inflicts damage on the second turn.  It has Verbal & Somatic 
components.   
 
Hell Gate – Level 10 Summoning Rite 
Effect – The spell conjures a 1 mile by 1 mile region of Inferno to manifest in the Real World.  When the ritual is 
performed at least 10,000 ! worth of rubies & jet must be formed in a circle around the target region.   
Casting – The spell requires 10 years of cumulative casting time split among all its casters.  At least one caster must 
be in Inferno & one in the Real World for the spell to be successful. 
Dismissal – The Spell is ended if the component jewels are removed.   
Ancillary Effects – Inferno is a realm of punishments & fire.  Ordinarily entering into a region of Inferno causes a 
subject to begin to burn & to take fire damage.  Casters of the spell are immune to this fire damage – as are many 
natives of Inferno.  While the spell is active people & monsters may move freely between the imported region of 
Inferno & the Real World – when the spell is dismissed everyone in the imported inferno is transported along with 
the region back to that dimension.   
 
Infernal Communion – Level 2 Summoning  
Effect – This spell allows a person in the Real World to communicate perfectly with a target in Inferno irrespective 
of language barriers or lack of vocal or auditory apparatus.  The infernal target of the spell may Save vs. Spells to 
avoid its effects if desired.  This communication lasts for 2 hours.   
Casting – The spell is cast over the course of a 20 minute interval & requires that the caster shed 2 HP in a 
ritualistic bloodletting.   
 
 

Casting – The spell is cast over the course of a 20 minute interval & 
requires that the caster shed 2 HP in a ritualistic bloodletting. 
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