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Shrine of the Serpent God
   Deep in the dark of the earth, a shrine once forgotten has been 
unearthed by a recent earthquake. What secrets do it shadowed 
halls hold? Shrine of the Serpent God is a short dungeon crawl 
for characters of 4th to 7th level ready to be dropped into your 
campaign.
1. Entrance
   The long passage leads down to a small alcove with two statues 
to either side of the opening. Two more passages lead off to either 
side. The floor here and throughout the temple is damp and uneven 
stone with small puddles of brackish water sporadically underfoot. 
The walls appear to have been cut stone at one time, but are damp 
and dark with moisture and have begun to crumble in places. The 
occasional dripping echoes through the halls and a general chill 
hangs in the air.
   The statues are of women with the lower bodies of serpents, their 
heads bowed and their hands pressed together over their chests 
in prayer. They looked to be carved from 
the same stone as the walls and floor with 
moss and lichen clinging to their serpentine 
bases.
   The east statue’s right arm has fallen off, 
though the hand remains connected to the 
left, severed at the wrist. There is also a 
deep rent in the statue’s head and abdo-
men.
   The wall directly across from the entrance 
has a large symbol etched into it (an 
inverted triangle with a circle in the center). 
The center circle looks as if it has had a 
chunk broken out.

   Statue Guardian: (2) AC 2; HD 
4+4(33, 24); #AT 2; D 2-9/2-9 (Stone 
fists); SA n/a; SD Immune to normal mis-
siles, 1/4 damage from edged weapons, 
1/2 damage from cold, fire, or electrical; 
MV 9; SZ M; AL N; ML 20; S 18, D 9, C 0, I 0, W 11, Ch 1; XP 
420.

2. The Fountain
   This chamber holds the sacred fount of the Serpent God. Two stat-
ues identical to the ones at the entrance flank the fountain (however, 
they are normal statues). Through the grate in the floor, moving 
water can be heard. If a bright light is shown through the grate, 
water can be seen below and there is a 10% chance to glimpse a 
large serpentine body moving at its surface.
   Anyone wearing a holy symbol of the Serpent God may drink 
from the fountain and gain the benefits of a bless spell for twenty 
four hours and be healed as if drinking a potion of healing. All oth-
ers drinking from the fountain are affected as follows: 
Roll d6: 1- poison (save or 2d6 dmg)
2-4 - nothing happens
5 - raise one random stat, one point: this can 
only happen once per character, further results                                                                        
of 5 are treated as if nothing happens

If a holy symbol of the Serpent God is placed 
within the center circle, it will depress and 
open the secret door hidden in the wall. If 
there is any other method is used to open 
the secret door, a statue will animate and 
attack. If the opening attempts persist, the 
second statue will then animate and attack.

 6 - summons a Water Wyrd.

   Water Wyrd: (1) AC 4; HD 3+3(21); #AT 1; D 0; SA Drown-
ing; SD 1hp from P/S weapons, 1/2 (none if saving throw is made) 
from fire. Cold acts like a Slow spell; MV 12; SZ L; AL CE; ML 13; S 
15, D 16, C 14, I 12, W 12, Ch 6; XP 420.

3. Concealed Doors
   Two concealed doors lead to the true shrine of the Serpent God. 
Each door is locked, but may be picked; however, the locks are well 
made and an attempt to pick suffers a -10%.

4. The False Door
   The eastern door to the Serpent Shrine is trapped. If the lock is 
picked or the door is forced open, the floor before the door drops 
away to a fifteen-foot pit filled with ten feet of water.

5. The Serpent Shrine
   Two doors open into this simple cham-
ber. The southern wall is dominated by a 
large shrine carved into the form of a giant 
serpent whose head is covered by a draped 
cloth.
This is a lesser shrine to the Serpent God; 
here, pilgrims or those seeking the blessing 
of the Serpent God would leave offerings in 
the coils of the shrine. Now a few baubles 
remain worth little more than a few gold.

6. The True Shrine
   At the end of the two concealed halls 
lies the True Shrine to the Serpent God. 
Entrance to the chamber is gained through 
the Serpent Doors. The face of each door 
is a fresco of serpent coils with the head 
of the snake resting in the center, its mouth 
agape as if ready to strike. To open the 
door, a faithful must place their arm into 
the mount up to the elbow to reach the latch 
concealed within. If an unfaithful attempts 
to open the lock in this manner, there is a 
1 in 6 chance that the mouth of the serpent 

slams shut, severing the offending limb.
   The shrine itself resembles the lesser shrine in design; however, 
statues identical to those at the entrance and the fountain flank the 
larger serpent. There is a grate on the floor before the shrine. The 
coils of the Shrine are laden with offerings gathered over the years. 
If any of the offerings are disturbed, the grate drops out beneath 
the would-be looter, dropping them thirty feet into a shallow 
underground lake (five feet deep). The ceiling of this chamber is 
irregular,and the hole back to the shrine is approximately five feet 
above the surface of the water. Here the Serpent God awaits and 
will attack any dropped from above.

   The Serpent God: (1) AC 5; HD 10 (62); #AT 2; D 1-6/3-
18; SA Poison (-2 to save, Death/Incapacitated for 1d4 days); SD 
n/a; MV 12, Sw 12; SZ G; AL CE; ML 19; S 18, D 15, C 16, I 3, 
W 9, Ch 15; XP 5000.
   [The treasure of the coils: coins, gems and jewels totaling approxi-
mately 3000gp in value, Runescythe (Dagger +2, +4vs Summoned 
creatures); Glimmerscale (Shield +2, 50% chance to reflect any 
gaze attack).



Product Identity: The following items are hereby identified as Product Identity, as defined 
in the Open Game License 1.0a, Section 1(e), and are not Open Content: All trademarks, 
registered trademarks, proper names (characters, deities, etc.), dialogue, plots, storylines, 
locations, characters, artworks, and trade dress. (Elements that have previously been 
designated as Open Game Content are not included in this declaration.)

Open Content: Except for material designated as Product Identity (see above), the game 
mechanics of this UnderCity Games product are Open Game Content, as defined in the 
Open Game License version 1.0a Section 1(d). No portion of this work other than the 
material designated as Open Game Content may be reproduced in any form without writ-
ten permission.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have 
contributed Open Game Content; (b)”Derivative Material” means copyrighted material 
including derivative works and translations (including into other computer languages), 
potation, modification, correction, addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be recast, transformed or adapted; 
(c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)”Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over the prior art and any addi-
tional content clearly identified as Open Game Content by the Contributor, and means any 
work covered by this License, including translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) “Product Identity” means product and 
product line names, logos and identifying marks including trade dress; artifacts; creatures 
characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical or supernatu-
ral abilities or effects, logos, symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the owner of the Product 
Identity, and which specifically excludes the Open Game Content; (f) “Trademark” means 
the logos, names, mark, sign, motto, designs that are used by a Contributor to identify 
itself or its products or the associated products contributed to the Open Game License by 
the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative Material of Open Game Content. (h) 
“You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice 
indicating that the Open Game Content may only be Used under and in terms of this 
License. You must affix such a notice to any Open Game Content that you Use. No terms 
may be added to or subtracted from this License except as described by the License itself. 
No other terms or conditions may be applied to any Open Game Content distributed using 
this License.

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance 
of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contribu-
tors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact 

terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as 
Open Game Content, You represent that Your Contributions are Your original creation and/
or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this 
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content 
You are copying, modifying or distributing, and You must add the title, the copyright date, 
and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game 
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indi-
cation as to compatibility, except as expressly licensed in another, independent Agreement 
with the owner of each element of that Product Identity. You agree not to indicate compat-
ibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a 
work containing Open Game Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered Trademark. The use of any 
Product Identity in Open Game Content does not constitute a challenge to the ownership 
of that Product Identity. The owner of any Product Identity used in Open Game Content 
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which por-
tions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions 
of this License. You may use any authorized version of this License to copy, modify and 
distribute any Open Game Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the 
Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content 
using the name of any Contributor unless You have written permission from the Contributor 
to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this Li-
cense with respect to some or all of the Open Game Content due to statute, judicial order, 
or governmental regulation then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms 
herein and fail to cure such breach within 30 days of becoming aware of the breach. All 
sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision 
shall be reformed only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jona-
than Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave 
Arneson.

H1 The Nightmare of Tarring Hollow, Copyright 2012, UnderCity Games; Author John P. 
Hazen.

Dungeon Cartography Cards, Copyright 2012, UnderCity Games; Author John P. Hazen

GMA1 Classic Lairs, Copyright 2012, UnderCity Games; Author John P. Hazen

One Page Classic Adventures, Copyright 2013, UnderCity Games; Author John P. Hazen


