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ABOUT THIS BOOK

Endless discoveries within the forgotten caverns, mysterious vaults, and ancient ruins of Blackclaw Mountain
await those heroes willing to brave the adventures found in these pages.

uins of the Grendleroot is a series of ten

short adventures for the fifth edition of the

world’s most popular fantasy roleplaying

game. Designed for characters of 1st to 5th
level, these adventures take place in the caverns,
chambers, tunnels, and ruins of the mountain known
as Blackclaw, within which lurks the Grendleroot—a
strange power of otherworldly sentience.

Any of these adventures can be run independently as
single-session games of roughly two to four hours, or
they can be tied together as part of a larger campaign.
Five of the adventures can be combined together into a
five-session minicampaign that focuses on the strange
consciousness lying at the center of the mysterious
mountain. However you play them, each adventure is
meant to be used with story-based level advancement.

This book is designed to make your life easier as a
Gamemaster. Each of its ten adventures is designed
to get you up and running quickly. If you're familiar
with the format of the book Sly Flourish’s Fantastic
Adventures and the concepts in the book Return of the
Lazy Dungeon Master, the setup of these adventures
will be familiar to you. Even if you aren’t, though,
you'll find this approach intuitive and straightforward.
In this book, you'll find inspirational artwork,
beautiful maps, fantastic locations, short readable
summaries of places and events, evocative keywords to

spark your own imagination, flexible read-aloud text,
and piles of ideas to fuel your own stories.

This book is designed to be useful to you in many
different ways. All of these adventures are set up so
you can play them as written, add elements of your
own to them, or pull them apart and use those parts
to build your own adventures in your own campaign
world. You can use the material contained here to
create an underground explorer’s outpost, using the
book’s random encounter tables to help the characters
explore the limitless mysteries of the mountain. You
can take the fantastic locations in these adventures and
fill them with your own stories, or create interesting
side treks in your ongoing campaign, memorable sites
the characters might encounter in their travels, and
more.

You can use the material in Ruins of the Grendleroot
in any way you find useful. This book is yours now.

Philosophies of this Book

This book is built around a number of core
philosophies, all intended to help you, the
Gamemaster, get the most out of it—and to help you
run great games with your players.



SITUATIONS, NOT STORIES

Great roleplaying stories unfold at your table, not in
any book. The adventures in Ruins of the Grendleroot
give you interesting situations in fantastic locations,
plus the hooks to draw the characters into the action.
How the players choose to have their characters
navigate these situations is up to them, though. Your
job is to facilitate the story that takes place during

the game, shaping the situations in each adventure

in response to the actions of the characters. These
adventures don’t presume how the characters will
succeed in any specific situation or encounter. Instead,
you lay out the situation and the players choose how to
approach it.

A Focus oN UNDERGROUND
ExPLORATION

These adventures focus on the exploration of ancient
ruins and lost settlements in the caverns and chambers
within and beneath a mysterious mountain. The
characters’ initial home base in the mountain is
Deepdelver’s Enclave, a settlement built by and for
adventurers and explorers. A sense that adventuring is
about exploration is reinforced heavily in the enclave,
and this idea should be passed along to the players
before they build their characters. Players will have
the most fun in the mountain if their characters have
the skills and the desire to explore it. Opportunities
abound for combat and roleplaying, but exploration is
the major theme of these adventures.

OPTIMISTIC EXCITEMENT

Other adventures might bring dark and deadly dangers
into the spotlight. These adventures do not. Although
dangers abound in the mountain, these adventures
focus on optimistic exploration as their central theme.
The characters should be eager to uncover the secrets
contained in the ruins, and even when disasters
happen, the people of Deepdelver’s Enclave always
manage to return to their central desire of uncovering
mysteries through exploration. You can help reinforce
this atmosphere of optimistic excitement to the players
by going big with descriptions, and by being a fan of
their characters as they uncover the mysteries of the
ancient mountain and the ruins within.

A PLACE You WANT To Go

Though exploring the caverns of Blackclaw and the

ruins of the Grendleroot is not for the faint of heart,
these locations should be places that the players and

the characters want to go to. Deepdelver’s Enclave

is a community filled with good cheer and tales of
fantastic adventures. Celebrations are common, and
the people of the enclave take care of one another.
The ruins of the mountain hold great danger, but also
fantastic mysteries worthy of exploration. Make this
mysterious mountain a place you daydream about
when you’re not running games at the table, so that
your enthusiasm can be passed on to the players and
the characters alike.

Ruins of the Grendleroot

The mountain known as Blackclaw, home to the ruins
of the Grendleroot, rises at the center of a remote
valley. The land around the mountain is actually an
impact crater formed millions of years ago when a
mysterious celestial body crashed to the world—killing
nearly every living thing on the planet, and leaving the
mountain behind.

For millennia, humanoid explorers and settlers have
sought out the mysteries of the mountain, and have
attempted to tame a strange magical energy found
within it. The races that once dwelled in Blackclaw are
left to your determination, depending on the needs of
your campaign, but might include dwarves, duergar,
gnomes, goblinoids, orcs, dark elves, and other
traditional dungeon races.

For some of those who explored or settled in
Blackclaw, the strange energy of the mountain led to
remarkable levels of creativity. For others, it added fuel
to the arcane magic they practiced. Monsters have also
ceaselessly sought out the mountain, though no one
knows what calls to them from deep inside Blackclaw.
But for eons, intelligent and monstrous creatures alike
carved out lairs, tombs, sanctums, cities, temples, and
vaults throughout the mountain.

And then disaster came to Blackclaw.

Two centuries ago, tens of thousands of unbreakable
black metal spires erupted within the rock of the
mountain, spreading through it like the roots of weeds.
Most often taking a form resembling enormous claws
or teeth, these spires destroyed subterranean cities,
collapsed caverns, buried vaults—and uncovered
previously lost ruins that had gone unseen for
thousands of years.

In the aftermath of the destruction, survivors came
to call these spires “the Grendleroot”—a name passed
down by the residents of a subterranean gnome
settlement known as Violet Falls. For centuries, the
gnomes had suspected that the mysterious power



lurking deep in the heart of the mountain was a god
that they called “the Grendle” When the spires tore
through the mountain, the gnomes named them the
Grendleroot. Refugees from Violet Falls passed that
name and lore along, and it stuck with the explorers
who would become the founders of Deepdelver’s
Enclave.

With the coming of the Grendleroot, the permanent
settlements of Blackclaw were abandoned. Now only
the adventuring explorers of Deepdelver’s Enclave dare
to construct new settlements in the mountain, and
only they dare to explore the mysteries of its hidden
depths.

The ruins of the Grendleroot serve as the backdrop
to the adventures in this book. Much of the detail of
this mysterious intelligent entity is left purposefully
vague so that you can change it, twist it, or replace
it with your own ideas for your own campaign.
Likewise, many of the adventures in this book feature
the strange black spires of the Grendleroot, but you
are free to alter the mysterious details of those spires
yourself.

Five SECRETS OF THE GRENDLEROOT

The truth of the Grendleroot is the greatest mystery
in the mountain, and the ultimate challenge to

those who explore its depths. The five initial secrets
presented here are known to most of the residents of
Deepdelver’s Enclave, and are things the characters
can discover as they begin to delve within Blackclaw:

o The stone and iron of the mountain holds great
power. Humanoids and monsters alike have
explored the caverns and chambers of Blackclaw for
millennia, drawn to this mysterious energy.

Artists, poets, writers, and sages are said to receive
great inspiration while inside the mountain. Their
dreams are often filled with wonderful otherworldly
visions. Sometimes, however, people dwelling in the
mountain can experience nightmares whose visions
border on insanity.

« The spires of the Grendleroot erupted without
warning and grew at great speed, then stopped.
They haven’t moved in the two centuries since they
appeared. All the spires are slightly warm to the
touch, and cannot be broken or damaged by any
physical or magical means.

During the appearance of the Grendleroot spires,
many caverns and chambers in the mountain were

destroyed or lost, while other areas that had been
hidden for thousands of years became uncovered.

» Many folk worry that the spires will move again,
destroying existing caverns or collapsing the
entire mountain. This has prevented the dominant
humanoid races of the region from reestablishing
permanent settlements in the mountain.

The deeper secrets of the Grendleroot—including

the nature and origins of this mysterious entity—

can be learned as the characters participate in these
adventures. See the “What is the Grendleroot?” section
for more information.

WHAT 1S THE GRENDLEROOT?

The origin and details of the Grendleroot are
ultimately left up to you. For the players and
characters, though, the sages of Deepdelver’s Enclave
have many theories that they are willing to share over
a cup of steaming coffee.

Some believe the Grendleroot is a seed of evil that
pierced through the boundaries of the planes to root
itself deep within the mountain. Others believe it’s an
alien entity that crashed to the planet millions of years

A SPIRE OF THE GRENDLEROOT



ago, along with the rocky celestial body in which it was
held. Some think it was a powerful magic ritual that
went awry, and which continues to grow in power in
the depths of the mountain. And some believe that the
depths of the mountain mark a border between the
material world and an indescribable void, in which
cyclopean entities float through eternity.

The only things commonly agreed on regarding the
Grendleroot is that it is old, powerful, and sentient.

It has spread its tendril-like spires all throughout the
mountain, and is unlike any other creature or entity
known to the intelligent races of the world.

The Grendleroot has a strong presence in a handful
of the adventures in this book, particularly in the
bookss final adventure, “Seed of the Black Cathedral”
Even in those adventures, though, you can reflavor
the Grendleroot to suit your own campaign however
you wish. It might be a cyclopean horror from the
maddening void, a powerful demon trapped in the
mountain, or an angel fallen from the celestial realm.
It might be a godlike child-creature whose awakening
could destroy the multiverse, a portal to another plane,
a sentience from another world that will continue to
grow until it consumes the planet, or anything else that
fits into your own story or comes blossoming from
your own imagination.

As written, this book assumes that the Grendleroot
is an otherworldly seed, conscious of its own existence
and calling out to other entities like it across the
void. It was captured by beings of great intelligence
who placed it for study within a mote of rock and
iron floating in the Astral Plane. When an unknown
disaster tore through the barrier between that plane
and this one, it sent the rock crashing down to the
world and left the mountain of Blackclaw in its wake.

The Grendleroot has spent the last million
years trying to escape its prison at the heart of the
mountain. The coming of the spires was its most
recent great attempt—but not its final one.

You can use this origin story or whichever other
story best fits your own campaign. Just remember
that the origin of the Grendleroot should remain an
ongoing mystery throughout these adventures.

Coming to Blackclaw

The mountain known as Blackclaw is the central
location of these adventures, and the characters can
come to know the mountain in any way that fits your
campaign.

If you're running these adventures as part of a short
campaign or as single-session scenarios, the characters
can begin in Deepdelver’s Enclave. Give the players
information on how the enclave operates and on the
commonly known features of the mountain. This gets
characters into the action quickly without having to
explain their motivations for coming to Blackclaw.

Read or summarize the following text to familiarize
the players with the mountain and the enclave:

Deepdelver’s Enclave is situated in a vast cavern,
spread along a hundred-foot-high cliff overlooking
the ruins of a subterranean city below, once known as
Shadowreach. Monsters and intelligent beings alike
have long come to Blackclaw, drawn by a mysterious
magical power within the mountain.

For millennia, those creatures built lairs, keeps,
fortresses, villages, and cities in the countless caverns
and chambers of the mountain. But then the strange
black spires of the Grendleroot erupted from out of
the rock. Tearing through stone like the claws of some
great beast or the roots of an unnatural weed forged of
metal, the Grendleroot collapsed caverns and buried
settlements, and the mountain was abandoned.

Today, Deepdelver’s Enclave is the lone permanent
settlement inside Blackclaw. Like all the explorers
and adventurers who come to the enclave, you seek to
investigate the lost wonders of the mountain, and to
uncover the mysteries that still lay buried in its depths.

In your own campaign or as part of a larger story,

the characters might travel to Blackclaw for a variety
of reasons. Perhaps they have business with or seek
advice from an NPC in Deepdelver’s Enclave. They
might need to acquire something in the mountain.
Or Blackclaw might just be one fantastic location in a
much longer campaign of your own design.

However they come to the mountain, the characters
are likely to make Deepdelver’s Enclave their first
stop. If your own plans for the campaign involve the
characters exploring on their own first or needing
to seek out Deepdelver’s Enclave, you can read or
summarize the following when they reach it:



You stand upon a cliff overlooking a vast underground
cavern. Multiple tunnels lead into and out of the cavern
in addition to the route you've taken from the surface.
Massive stalactites hang from the ceiling, above the
ruins of a subterranean city. No signs of life in the ruins
can be seen. But the red glow of firelight and the faint
sound of music come from the far side of the cavern.
Some sort of settlement stands there, spread out along
the top of a cliff that rises one hundred feet above

the ruins below. Two long, winding switchback trails
lead up to clifftop gatehouses offering entrance to this

enclave.

Placing Blackclaw Mountain
into Your Campaign

Blackclaw Mountain is designed to fit into just about
any fantasy world, whether of your own design or part
of a published campaign setting. The mountain can be
a single peak in a large range, a lonely highland in a
great plain, a pocket dimension, or a splinter between
worlds. Drop Blackclaw Mountain into your world
wherever it makes sense and won't disturb other parts
of that world.

Blackclaw Mountain is also potentially infinite in its
depth. All the locations and adventures in this book
are set up within the mountain, and as a self-contained
fantasy environment, the mountain can be expanded
however you wish. You can add in borders marking
the entrances to other worlds, tunnels to vast cities,
and the lairs of monsters of any type and size. If it can
be found underground, you can add it to Blackclaw.

The mountain is thus both a self-contained
adventure location, easy to drop into any fantasy
world, and an infinite portal opening up to a lifetime
of stories. Use it as best fits the stories you and your
players want to share.

The Adventures of the
Grendleroot

This section summarizes the ten adventures contained
in this book, which are presented in order by starting
character level.

THE CALL OF STARSONG TowER (LEVEL 1)

Long ago, Starsong Tower served as a beacon of

light in the massive cavern that is now home to

DEEPDELVERS ENCLAVE



Deepdelver’s Enclave. The tower went dark with

the coming of the Grendleroot, but was somehow
reactivated three days ago—and now its corrupted
violet light fills the folk of the enclave with nightmares.
One of the elders of the enclave asks the characters to
enter Starsong Tower and end the corruption, letting
them earn the gratitude of the enclave and establish
themselves as seasoned adventurers.

This is a two-hour introductory adventure for 1st-
level characters, intended to introduce the characters
and players to Deepdelver’s Enclave, the caverns of
Blackclaw, and the ruins of the Grendleroot.

TEMPLE OF THE FORGOTTEN GoD
(LeveL 2)

A young child named Sophie goes missing during Wee

Delver’s Week, having traveled down recently exposed
tunnels leading to the temple of an ancient and long-
forgotten elven god. A voice that Sophie claims to
hear—once thought to be the girl’s imaginary friend—
is that of the forgotten god, on the verge of death and
desperate for the attention of its one last follower. The
characters must travel to the temple and bring young
Sophie home, while determining the fate of a god on
the brink of destruction.

This is a three- to four-hour adventure for 2nd-level
characters.

THE SPIRE OF VIOLET FALLS (LEVEL 2)

A section of cliffttop near Deepdelver’s Enclave
collapses, exposing unknown tunnels—and unleashing
a host of gnome zombies that attack the enclave.
The tunnels appear to lead to the lost gnome mining
village of Violet Falls. That settlement’s reclusive
folk were known to few even before the spires of
the Grendleroot shattered Blackclaw Mountain, and
have not been heard from since. The characters travel
to Violet Falls, intent on discovering the fate of the
gnome village and ending the danger of further attacks
against the enclave.

This is a two- to four-hour adventure for 2nd-level
characters.

A FistruL oF CopPerR (LEVEL 3)

Competing gangs of orcs and hobgoblins have come
to Blackclaw seeking plunder and glory, and now
threaten Deepdelver’s Enclave. The characters must
find a way to contend with both groups, perhaps
infiltrating their lairs, setting one faction against the
other, or defending against both groups of foes if they
hope to protect the enclave from being overrun.

This is a four-hour adventure for 3rd-level
characters.

SHATTER (LEVEL 3)

A blind priest arrives at Deepdelver’s Enclave and
manages to shatter one of the unbreakable spires of the
Grendleroot. He then teleports away from the enclave,
leaving undead shadows in his wake. His apprentice,
fearful for the danger her master brings to Blackclaw,
explains the priest’s intent to collapse the mountain by
destroying the Worldpillar—a column of Grendleroot
spires that holds up the roof of a huge cavern. The
characters must travel to the Forest of Iron, a region
in which the spires of the Grendleroot grow like trees.
There, they can confront the priest and stop his mad
plan.

This is a two- to four-hour adventure for 3rd-level
characters.

CHuuL (LEeveL 3)

During Deepdelver’s Enclave’s Festival of Fancy Hats,

a halfling explorer returns from an expedition to a
series of uncharted caves, and reports having found a
temple filled with joy. But his demand that everyone
in the enclave follow him to behold his discovery
turns to violence when people refuse. The characters
travel to the uncharted caves to determine what drove
the halfling mad, and what other dangers might lurk
within. Upon reaching a once-submerged cavern
complex, they find a strange, ancient temple and hear
a voice demanding their subservience. In the temple,
the characters must face off against an ageless horror
and hope to end its eternal villainy.

This is a two- to four-hour adventure for 3rd-level
characters.

THE CeLL (LEVEL 4)

In Deepdelver’s Enclave, an explorer dies in the course

of releasing a creature out of nightmare, and an elderly
monk of a lost monastic order recognizes it as a sign
of impending doom. The magical bonds that hold

a powerful creature imprisoned in a long-forgotten
monastery deep in the mountain are weakening. The
monk begs the characters to travel to the monastery
and bind the creature in its cell once again. The
characters are not the only ones aware of the creature,
however. A pack of mad cultists and a band of knights
are already on their way to the monastery—with both
factions intent on freeing the creature for their own
ends.



This is a two- to four-hour adventure for 4th-level
characters

VAuLT oF THE WHITE QUEEN (LEVEL 4)

In a vault buried deep within the mountain dwells a
being of great age and wisdom—and with a thirst for
blood. When a new awakening of the Grendleroot
threatens all of Blackclaw Mountain, the characters are
sent to seek out this White Queen, named by a sage as
the only creature that can calm the Grendleroot. The
characters must travel to the strange underground
village whose folk protect the White Queen, hoping to
earn her favor and convince her to use her power to
quiet the quakes that could collapse the mountain.

This is a two- to four-hour adventure for 4th-level
characters.

CHILDREN OF THE RED RosE (LEVEL 5)

Two members of an ancient elven assassins’ guild
have come to Blackclaw Mountain seeking revenge.
Their target, a war hero and retired sheriff named
Ruth Willowmane, leaves Deepdelver’s Enclave to lead
the assassins to the Den of Bones, a vast graveyard
that calls to monsters and humanoids alike as life
fades from them. Ruth’s longtime companion asks the
characters to go to the Den of Bones and save her from
the two assassins, before her bones are added to those
of the dead.

This is a four-hour adventure for 5th-level
characters.

Seep of THE BLAck CATHEDRAL (LEVEL 5)

Betrayal shatters the peace of Deepdelver’s Enclave
when Alvana, the leader of a band of explorers,
murders most of her party after discovering a
legendary site holding a powerful relic deep in the
heart of the mountain. The survivor who returns to
the enclave to tell the tale warns that Alvana intends to
enter the legendary Black Cathedral and take control
of the Grendleroot. The characters must travel to the
site and stop Alvana before her hunger for power
threatens the mountain—and the world.

This is a four-hour adventure for 5th-level
characters.

The Grendleroot Campaign
Arc

The adventures in this book can all be run separately
or as part of an ongoing campaign. Additionally, five
of the adventures are specifically written so that they

can be connected together into a five-level campaign
arc focusing on the mystery of the Grendleroot:

» “The Call of Starsong Tower” (level 1)
o “The Spire of Violet Falls” (level 2)

« “Shatter” (level 3)

o “Vault of the White Queen” (level 4)

o “Seed of the Black Cathedral” (level 5)

If you want to run only these adventures, you’ll have
the characters gain a new level after each adventure.

RUNNING THE ADVENTURES

Each adventure in this book follows a common
format, meant to provide all the information you need
to run the adventure as easily as possible.

ADVENTURE SUMMARY

Each adventure begins with an adventure summary
that helps you get a clear idea of what the adventure is
about. The summary notes which monsters and NPCs
might be involved in combat in the adventure, and the
maximum number of them that might appear at one
time. If you use miniatures or tokens in your game,
this can help you prepare what you need to run the
adventure.

NOTABLE NPCS

Each adventure includes information on the most
notable NPCs in the adventure, providing a quick
reference for alignment, gender, race, stat block, and
description. Adventures might also contain other
NPCs, which are noted in the locations in which they
are encountered.

SECRETS AND CLUES

Each adventure also includes a list of secrets and clues.
If you're familiar with Return of the Lazy Dungeon
Master, you'll recognize the idea of secrets and clues,
which summarize some of the significant background
details of the adventure. You can keep these details

in mind and drop them in during the game when it’s
time for the characters to learn or discover something.
This might be when they’re talking to an NPC or when
they’re examining a fresco on an ancient crumbling
wall.

There are no specific points in the adventure when
you're told to drop in a secret or clue, and you need
not reveal all of the secrets and clues noted for any
adventure. You decide which secrets and clues are
revealed, how they are revealed, and when they are
revealed while running the game.
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STRONG START AND HOOKS
Each adventure includes a number of adventure hooks
to draw the characters into the story. This section
also describes ways in which the adventure might be
customized to fit the backgrounds of the characters or
the current campaign story.

In addition to these hooks, each adventure also
has a strong start that draws the characters in. Many
of the book’s adventures begin with combat, but you
can always skip this combat if you want to run a
faster game. Each strong start also describes how the
characters become involved in the adventure’s setup,
and guides them on their next steps.

PACING THE ADVENTURES
This section offers advice for tuning the adventures in
this book to fit the time you have to run them and the
pace you want to set. Each adventure presents options
to change the pace, either speeding it up or slowing it
down. In addition, most of these adventures identify
optional creature encounters. If a particular encounter
with one or more creatures doesn't fit the time and
pace of the game, remove the creatures from the scene
and let the characters move on to the next scene.

Appendix B (“Blackclaw Mountain Gamemaster’s
Toolkit”) includes random locations, environments,
features, and encounters the characters might come
across during their journeys through Blackclaw
Mountain. In shorter games, you might skip these
traveling encounters completely. In longer games, you
might include a location and a notable feature so that
you can decide whether the characters run into an
encounter there or not.

Before running any of these adventures, decide
how long you want it to last and plan up front what to
include or exclude to fit that time. Figure out what you
might add or take away later on in the session if things
move too quickly or too slowly. Keep your hands on
the dials and use these pacing options to run the best
game you can run.

LOCATIONS, AREA ASPECTS, AND READ-
ALOUD TEXT

Location descriptions in each adventure include
overall details of an adventure’s main locations, in
addition to specific details of each smaller area within
a larger area.

Individual encounter locations also include area
aspects. You can think of these as inspirational tags
to help you quickly focus on the important parts of
a location. Use them as a reminder when running

the adventure, or to help you narrate your own
descriptions when running it.

Adventures also feature italicized read-aloud text for
each location. You can read this text out loud to your
players, or you can paraphrase and summarize the
descriptions. Read-aloud text does not describe the
inhabitants of an encounter location, so you’ll always
be free to change those inhabitants up when running
an adventure.

CREATURES AND TREASURE

Specific location descriptions often include creatures
and treasure. Though creatures typically appear as
combat encounters, many of those encounters are
optional, and they can be removed if time is short or
if they don't fit the pace of your game. You're also free
to replace these optional encounters with your own
encounters.

Where they appear in an adventure, monster names
and NPC types are in bold to identify that they use
standard stat blocks. You can find these stat blocks in
the official fifth edition book of monsters, or in the
fifth edition System Reference Document. The names
of magic items (as well as spells) that appear in the
adventure are in italics. This tells you that you can find
information on those items and spells in your fifth
edition rulebooks or the System Reference Document.

CONCLUSION

Each adventure ends with a “Concluding the
Adventure” section, telling you what happens after the
characters’ work is done. This conclusion also offers
suggestions for how the ending of one scenario might
connect to the characters’ next fantastic adventures.



CHAPTER 1

DEEPDELVER’S ENCLAVE

Nestled in a ruin-filled underground cavern, Deepdelver’s Enclave is a beacon of light within a mountain

filled with darkness and ancient mysteries.

his chapter describes Deepdelver’s Enclave, a
small settlement of adventurers and explorers
sitting atop a plateau within a vast cavern.

The Enclave, as its residents call it, was once
part of the underground city of Shadowreach, and
sits some one hundred feet above the wider ruins
of the city. Deepdelver’s Enclave was founded less
than a century ago, and has a permanent population
of fewer than two hundred people. The dangers of
Blackclaw Mountain and the mysterious threat of the
Grendleroot keep the settlement’s growth in check. Yet
all the people of the enclave have stout hearts, strong
backs, and a shared gleam in their eyes that speaks to a
hunger for seeking out the unknown.

Deepdelver’s Enclave serves as the home settlement
for characters undertaking each of the ten adventures
in this book. In the enclave, the adventurers will meet
nonplayer characters (NPCs) who serve as quest-
givers, traders, and allies. Deepdelver’s Enclave is a
place of good cheer, continual celebration, reasonable
comfort, and strong companionship.

Trade in the enclave is robust, and traveling
caravans run regularly between the settlement and
the outside world. The journey to or from the enclave
takes roughly three days, and runs through a set of
well-traveled tunnels that lead to the outside of the

mountain. The route is dangerous, however, requiring
armed escorts.

The climate in the enclave changes depending on the
climate of the cavern that surrounds it. Sometimes it’s
comfortably warm. Other times, a chill rolls through.
None can say exactly why the temperature changes in
the caverns of the mountain so far below the surface—
sometimes even seeming to mimic the seasons of the
world above. But change it does.

History of Shadowreach

As with all the other aspects of this book, you are free
to reskin the details of Deepdelver’s Enclave and the
ruined city of Shadowreach to fit your own campaign
world. Your own details, hooks, and character
connections might be stronger than any you’ll find

in this chapter. However, if you prefer to have some
details filled out for you, you can use the following
section to fill in the history of Blackclaw Mountain.
See chapter 2 for a deeper history of the city of
Shadowreach.

THE MOUNTAIN COMES TO THE WORLD

One Million Years Ago

Over a thousand millennia ago, an asteroid of rock
and iron tore through the fabric of the Astral Plane
and crashed down upon the world. The cataclysmic
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impact killed nearly every living thing on the planet.
Some believe that the asteroid was a vessel—a floating
laboratory home to hyperintelligent humanoids
known as the Caretakers. In this vessel, the Caretakers
studied a creature they had discovered in the deepest
reaches of the multiverse, and which was so powerful
and dangerous that they could safely contain it only
within an isolated rock floating in the planar void.

At the point where the asteroid struck, a great black
mountain was thrown up. The world took hundreds of
thousands of years to recover after the crash, during
which time monsters and intelligent races alike sought
out the strange power they could feel deep in the
mountain’s heart.

THE MAGOCRACY OF THE BLACK STAR
600 Years Ago

Roughly six centuries ago, a cabal of nine powerful
wizards known as the archmages of the Black Star
came to the mountain. They found a large cavern
within it, deeming it perfect for the isolation they
sought for their magical research. The nine archmages
were served by a host of enthralled servants, devoted
half-dragons, undead minions, and goblinoid slaves.
Declaring themselves the Magocracy of the Black Star,
they used the labor of their slaves and undead to raise
the city of Shadowreach and the nine towers around
the city that were their private sanctums. Great statues
of the nine mages still stand on the outer walls of the
vast cavern surrounding the ruins.

For three centuries, the Black Star mages explored
the mountain and conducted tremendous and
terrible experiments within their nine towers. Like
many before them, the mages sought the source of
the mountain’s power, sending hundreds of slaves to
explore the endless tunnels of the mountain. Most
never returned. However, through their explorations,
the members of the magocracy discovered hundreds of
ancient lairs within Blackclaw, including some dating
back to the formation of the mountain.

The archmages of the Black Star discovered beings
hundreds of thousands of years old in intricate
networks of subterranean pools. They found the lairs
of beasts and monstrosities never seen or heard of in
the world above. They found rifts to the Lower Planes
and drew forth demons from inky black pools. For
these emotionless wizards, every expedition became
a new avenue of discovery and a potential source of
power. But though the magocracy was one of the most
powerful forces to ever rule within Blackclaw, the

research of the archmages touched only the surface of
the mountain’s limitless depths.

THE CRUSADE OF THE WHITE SuN

300 Years Ago

Three centuries after the rise of the Magocracy of the
Black Star, an order of priests, paladins, and knights
known as the Order of the White Sun marched on
Blackclaw Mountain to end the experiments of the
archmages. The mage-slayer warriors of the order cut
deep into the defenses of the magocracy, battering its
towers and disrupting its magic. The Magocracy of
the Black Star was soon broken. The nine mages were
killed, imprisoned, or routed, and the Order of the
White Sun took over the city of Shadowreach.

The members of the order replaced the monuments
of the Magocracy of the Black Star with testaments to
their own gods of light, and to the heroes who brought
that light to Blackclaw Mountain. For eighty years,
the Order of the White Sun used Shadowreach as a
staging ground for missions meant to purge spiritual
darkness from every part of the mountain. They were
not successful.

THE AWAKENING OF THE GRENDLEROOT

220 Years Ago

Some eight decades after the Order of the White
Sun shattered the Magocracy of the Black Star, the
Grendleroot awoke. Some believe that agents of the
Black Star used the last of their power to accomplish
this fell deed. Others whisper that the Grendleroot
fed off the energy of both warring groups, until it
had gained enough power to shatter the mountain.
Whatever its cause, though, the results were
devastating.

All at once, the spires of the Grendleroot burst forth
throughout the mountain. These great masses of black
metal shattered buildings, collapsed tunnels, tore open
rifts, and killed thousands of the mountain’s denizens.
Declaring Blackclaw a site of irredeemable darkness,
the survivors of the Order of the White Sun left the
mountain and sealed its entrance with magic and iron.

THE HuUMBLE RisE oF DEEPDELVER’S
ENCLAVE

90 Years Ago

For more than a century, the ruins of Blackclaw
Mountain sat untouched and shut off from the outside
world. Then roughly ninety years ago, a team of



explorers and adventurers broke through the sealed
doors of the mountain and began to explore the ruins,
chasms, lairs, tunnels, crypts, caverns, and chambers
that lay beyond. A relatively secure resting place was
found on a plateau marking one edge of the ruins of
Shadowreach—the site of one of the nine towers of the
magocracy. There, the explorers founded Deepdelver’s
Enclave, showing no fear of the alien black metal
spires of the Grendleroot rising up within the midst of
their settlement.

Since then, successive generations of adventurers
have set out to explore the limitless depths of the
mountain from this subterranean outpost. For
nine decades, Deepdelver’s Enclave has provided
a gateway between the lands above and the dark
reaches within the mountain. The denizens of the
enclave remain cautious of further expansion into the
city of Shadowreach, choosing to keep their outpost
small and easily defended. But few adventurers dwell
there for long, always setting their sights and their
imaginations on the darkness beyond the enclave,
where lost caverns and the ruins of the Grendleroot
remain to be explored.

Five Truths of Deepdelver’s
Enclave

This section describes five important facts underlying
Deepdelver’s Enclave and what its residents stand

for. You can use these truths as is or modify them

to suit your own campaign. Before the players build
characters for a Grendleroot adventure, consider
describing these truths to them. Doing so allows

the players to build characters that fit within the
framework of these adventures.

A SHINING BEACON IN THE DARK

Though they are surrounded by the darkness of

the mountain and the threats that lurk within

it, the people of Deepdelver’s Enclave engage in
continual celebration. They celebrate their lives, their
friendships, and their love for the mysteries of the
mountain. The great cavern surrounding the enclave
often echoes with music and cheer, with the lights of
the small outpost shining like a beacon in the dark.
Though monsters are sometimes attracted to this light
and noise, they soon learn the lessons taught by the
crossbow bolts, powerful magic, and sturdy shields
wielded by the residents of the enclave.

A LoVE OF EXPLORATION

Residents of Deepdelver’s Enclave live to explore the
depths of the mountain and its endless caverns. They
are aware of the dangers of Blackclaw, but refuse to
let their fears get in the way of their desire to uncover
the mysteries of lost chambers, ancient civilizations,
and even more ancient creatures. This philosophy
fills all the residents of the enclave—including the
many children born and raised here. Youngsters in
Deepdelver’s Enclave are given much free reign in
response to their own wanderlust, and learn at a young
age how to face the dangers that lurk in the dark.

ADVENTURE AROUND EVERY CORNER

Every part of Deepdelver’s Enclave and the
surrounding mountain present opportunities for
adventure. Mysterious relics, ancient frescoes, and
howling rifts descending into the unknown are
scattered throughout the caverns of Blackclaw, and
the explorers of Deepdelver’s Enclave spend their
whole lives uncovering those endless mysteries. Every
ruin has a story to tell. Every locked chest contains a
mystery to uncover. Adventure lies everywhere.

A MELTING PoT oF PEACEFUL
COOPERATION

Deepdelver’s Enclave has no set laws or organizational
hierarchy. Instead, the enclave’s tight-knit population
of adventurers, explorers, and merchants of all cultures
and races take care of each other, working together

to keep threats to their peaceful existence at bay.
Merchants hire mercenaries to protect their interests,
but those mercenaries are equally quick to protect
their patrons’ neighbors, knowing that those neighbors
would do the same for them.

THE MANY RACES OF THE ENCLAVE

The people of Deepdelver’s Enclave represent ex-
plorers of all different origins and backgrounds, and
all who travel to the enclave are welcomed equally.
This makes the settlement a fine location for char-
acters of nontraditional races, including races from
other worlds. While other cities might treat kobolds,
goblins, drow, lizardfolk, or duergar with hostility or
disdain, the people of the enclave judge everyone
on their own merits, treating even the most unusual
folk as any other adventurer seeking to explore the
mysteries of Blackclaw Mountain.
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SURROUNDED BY MYSTERY

The black spires of the Grendleroot are a constant
reminder of the mysterious power in the mountain’s
depths. The coming of the Grendleroot sundered
lairs, dens, crypts, temples, and entire cities within
the mountain. The spires shattered rock and steel like
eggshell, exposing cracks throughout Blackclaw that
have since led to even more mysteries. The residents
of Deepdelver’s Enclave live with the strange spires all
around them, never certain whether the Grendleroot
is truly sleeping or if it will awaken once again.

NPCS OF Deepde|ver's

Enclave

The folk of Deepdelver’s Enclave are a hearty and
cheerful lot. They enjoy their celebrations and the
freedom their work allows them. They detest official
hierarchy, and are quick to defend any and all of their
tellow explorers from the threats of the mountain.

This section describes some of the more notable folk
of Deepdelver’s Enclave.

BAILON THE BEARDLESS

Bailon the Beardless (a chaotic good male hill dwarf
veteran) is the unofficial elder of Deepdelver’s Enclave.
Bailon lost his hair and beard when he accidentally set
off an explosive runes spell many years ago. Though
long since healed, he liked the look and kept it.

Bailon is highly respected in Deepdelver’s Enclave.
His skills at delving into the ancient ruins within
Blackclaw Mountain are legendary, as is the gleam in
his eye when he sets his sights on new discoveries.
Bailon is often found sitting in a rocking chair in the
courtyard of the Dragon’s Fangs common house, a
pipe in his mouth, a cup of coffee in one hand, and his
staff in the other. That weapon is a staff of striking he
calls “the old man,” carved with the visage of a bearded
dwarf at its head. It’s said that Bailon often speaks to
the staff, though whether it responds remains to be
known.

JAYCE GOLDSMILE

Jayce (a chaotic good female lightfoot halfling

scout) runs Goldsmile’s Artifacts, a small shop in

the Evershady Bazaar that specializes in buying and
selling the relics found deep in the ruins of Blackclaw
Mountain. Jayce is a joyful halfling who wears her hair
in two large ponytails nearly as tall as she is, and who
has a powerful jeweler’s loupe permanently fixed in

one eye. She often commissions relic hunters, and is
known to go on the occasional adventure herself. Jayce
loves a good find more than anything.

ARDULVIN THE APOTHECARY

Ardulvin (a neutral male drow priest) dresses in
unadorned but fine robes. He was once a member of
royalty in a fallen drow house, but has since broken
off on his own. Ardulvin lives with three nieces he
adores (Shavrin, Delonna, and Arys, all female drow
commoners). It is said that he saved the three from
the clutches of the drow’s evil goddess and their
malevolent priestesses. Ardulvin’s cold demeanor

is sometimes frowned upon by the enclave’s more
raucous residents, though all folk of the settlement
eventually seek his skills with salves and ointments.

ODRAH WINDVANE

A scholar who has long made her home in the enclave,
Odrah (a lawful good female human mage) is well
loved for the stories she shares at the settlement’s
numerous celebrations. White haired and white robed,

JAYCE GOLDSMILE



Odrah seeks out all the lore she can find within the
ruins, though she does not venture into them herself.
Most of the enclave’s folk believe that the scholar
simply wants to avoid the many dangers found in

Blackclaw. However, some have hinted that she avoids
those dangers because they might return her to old
habits best left in the past.

RutH WILLOWMANE ODRAH WINDVANE

Ruth Willowmane (a lawful good female
human veteran) was once the sheriff
of a village called Whitesparrow,
several days’ ride from the
mountain. She has since

retired and now serves

as armorer and smith for
Deepdelver’s Enclave, along
with her longtime friend and
fellow soldier, Adren Goldbrook
(a neutral good male human
veteran). Ruth is well scarred from
her service in the Thousand Spear
War a decade ago, but that
conflict between dwarves,
humans, elves, and goblinoids
is an experience she prefers
not to talk about. She enjoys
the optimism and wanderlust
demonstrated by the enclave’s
people, but chooses to live a
quiet life in the outpost.

ARGORA THE CHIPPED
AXE

Argora (a neutral female

hill dwarf veteran) has
turned her decades of experience
as a warrior and rebel into a paid protection

MiLA WILLOWSPUR

operation for numerous residents of the enclave. Her

mercenary company, the Chipped Axes, consists Mila (a lawful good female human thug) is Cloude’s
of about twenty guards who are fiercely loyal to half-sister. She runs the Raven’s Claw Inn along with
Argora—as long as the coin keeps coming in. her two sons, Sygmund and Logan (both human

commoners). Broad and well muscled, Mila is used

CLoupe WiLLowsPUR to handling rough customers, and she keeps her

Cloude Willowspur (a neutral good nonbinary half-elf favorite cudgel close at hand. Unlike her sibling,

commoner) is the owner of the Lucky Lute tavern. Mila likes things quiet and orderly. She deeply loves

Stout and always cheerful, Cloude is usually the best the people of the enclave, and her fine establishment
source for current rumors in the enclave. Cloude’s welcomes any adventurers who choose to delve into

husband, a quiet human commoner named Berte, the mountain.

works for them, and can usually be found doing odd
jobs in the tavern.
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AYAAN OF VEYR

Ayaan (a lawful evil male-presenting rakshasa) serves
as the well-known shady vendor of Deepdelver’s
Enclave. Ayaan deals in items and magic that Jayce
Goldsmile will not touch, though the two are close
friends and often recommend customers to one
another. Some suspect that Ayaan has ties to devils,
and whispered rumors speak of a portal to the Nine
Hells hidden in a series of tunnels beneath his vendor’s
stall. Though he shows his fiendish nature openly,

the people of the enclave are friendly to Ayaan, and
respect him as an honest, if dangerous, trader.

Ayaan’s shop is known as Ayaan’s Curios—an onion-
shaped stall that is nominally part of the Evershady
Bazaar of Deepdelver’s Enclave. However, the stall
is impossible to find unless Ayaan wants it found,
whether it is hidden by magic the rest of the time, or
actually in some pocket dimension of the rakshasa’s
own creation.

| ocations in the Enclave

Deepdelver’s Enclave sits along the edge of a vast
cavern, built atop a cliff wall once part of the ruined
city of Shadowreach. The ceiling above the cavern rises
roughly one hundred feet above the plateau, and is
dotted with stalagmites. Huge statues representing the
archmages of the Magocracy of the Black Star stand
silently in the shadows on the outskirts of the larger
cavern, staring out over the ruins below.

The Enclave is lit with everburning lanterns imbued
with the power of continual flame spells, giving it a
cheerful red glow. A number of natural stone columns
split the settlement into separate areas, with most
of the main buildings and shops lined up along the
enclave’s main thoroughfare. A number of single- or
two-story buildings of rough stone sit beyond that
main thoroughfare, serving as residences for explorers
and their families.

Two switchback paths lead into the enclave—one
to the north and one to the southwest—both of
which snake their way up from the cavern floor. Both
entrances are easily defended and offer a clear view
of the paths below—and any vulnerable travelers
on them. Guard towers rise alongside each of the
entrances where the paths meet the enclave. Though
no official guard force is found in the settlement,
merchants pay mercenaries to watch over these
approaches, with two guards in each tower at any
given time.

Residents of the enclave maintain stocks of
underground-dwelling goats called grayhorns, and
maintain large fungus plots in a nearby side cavern.
Traders bring in food and supplies from the surface
world as well. A subterranean river flows through
Deepdelver’s Enclave from the mushroom farm,
providing residents with continual access to fresh
water.

Numerous chasms, tunnels, and chambers are
carved into the rock underneath the enclave. Some of
the settlement’s buildings have access to these tunnels,
but many others remain hidden. The residents of the
enclave enjoy describing how potential adventure lies
just beneath their feet.

The following sections detail some of the more
notable locations in Deepdelver’s Enclave. Feel free to
change these locations to suit your own campaign, and
to expand the enclave with your own shops, temples,
and other locations, along with the NPCs to preside
over them.

1. THE DRAGON’S FANGS

Area Aspects. Squat compound of three round
buildings, two black spires flanking the entrance,
huge bulette exoskeleton hanging from a scaffold

Three interlocked, round-walled, three-story buildings
form the Dragon’s Fangs, the common house of
Deepdelvers Enclave and the residence of Bailon the
Beardless. A pair of black spires juts up and out of the
ground beside the buildings, connected to a worked
stone wall. A huge armored carapace hangs from the
spires above an open gate leading into a courtyard
beyond—some great monstrosity that resembles a shark
with legs.

The Dragon’s Fangs is the oldest structure in
Deepdelver’s Enclave. Built by Bailon the Beardless,
these buildings serve as the dwarf’s residence as well
as a common house for the adventurers of the enclave.
The exoskeleton is a bulette—a trophy claimed by
Bailon back when he was a younger explorer.

The three buildings feature apartments for Bailon
and other residents of the enclave, along with a
meeting hall and trophy room, and balconies that
overlook the plateau. It is said that Bailon’s apartment
has a secret stairwell that leads down to vaults beneath
the enclave, where both treasures and dangers from
decades past are hidden.
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2. THE Lucky LuTe TAVERN

Area Aspects. Central stage surrounded by two bars
and numerous tables, statue of a dancing halfling
with a lute, outdoor balcony lit by monstrous skull
lanterns

Cheerful music flows out from the open door of the
Lucky Lute tavern. Lanterns formed from monstrous
skulls illuminate the open-air second-story balcony.
Within the tavern, two bars and numerous tables
surround a central stage adorned with the statue of
a dancing halfling joyously playing a lute. Though
the statue doesn’t move, the strings of the lute play a

cheerful tune all on their own.

Always a cheerful place, the Lucky Lute is a three-
story tavern whose outdoor balconies overlook the
hundred-foot drop down the cliff side to the ruins of
Shadowreach below. The dancing halfling statue plays
music continually, the sound echoing throughout the
enclave and the surrounding caverns. Some say that
the statue’s music helps to keep the attitude of the
enclave’s residents continually positive. Others say
the statue is no statue at all, but a halfling adventurer
cursed by an ancient wyrm. When the halfling stole
the dragon’s favorite instrument, magic forced it into
its present form—whose expression is not one of joy,
but of pain.

Cloude Willowspur and their husband run the
tavern, and offer a free drink to anyone they don't
recognize.

3. THE RAVEN’S CLAW INN

Area Aspects. Three narrow spires jutting out of the
roof of the inn, balcony overlooking the cliffs, rooms
carved into a natural pillar offering the best view in
the enclave

The Raven's Claw Inn is a three-story building built

up against a natural stone column that rises one
hundred feet to the cavern ceiling above. Three of the
Grendleroot’s black spires have pierced up through the
building’s roof, and are known as “the raven’s claws.”
The beautiful inn includes an outdoor breakfast patio
and rooms on all three floors. Balconies jut out from the
huge stone pillar, revealing more rooms carved into the

rock.

Mila Willowspur bought the Raven Claw inn from its
previous owner, a powerful mage, for an unusually low
price. It’s generally thought that the mage was happy to
be rid of it, though they wouldn’t say why. The inn sits
against a natural column partially hollowed out by the
archmages of the Black Star. A twisting staircase leads
up to rooms set fifty feet above the floor of the enclave,
and overlooking the ruins of Shadowreach below.

A lower cellar in the pillar has a large circular brass
door set into the floor, covered with arcane glyphs and
locks. If Mila knows what resides below that door, she’s
not saying.

4. ODRAH’S LIBRARY

Area Aspects. Three-story cluttered library, maze of
leaning stacks of books, centuries-old dusty tomes

Dust swirls along the twisted paths that wind between
great stacks of books in this three-story library. Many of
those book piles stand over a dozen feet high, and lean
at dangerous angles. Even the winding staircase to the
upper levels is lined with books, some of which appear
to be hundreds of years old.

Three huge hollow blocks of stone house the library
owned and overseen by Odrah Windvane. Most folk in
the enclave assume that she chose this site because it
looked like three books stacked on top of one another.
Great piles of disorganized tomes and scroll tubes fill
the library, seemingly with no clear order. Still, Odrah
never has trouble finding the right book at the right
time or steering visitors to the appropriate stacks for a
bit of research.

Those who spend long hours in the library
sometimes note that its rooms seem somehow out
of sync with the size and geometry of the building.
Rumors are sometimes heard of a mysterious fourth
floor, filled with dark tomes too terrible to be seen by
the casual reader.

5. THE EVERSHADY BAZAAR

The renovated buildings and shops that make up

the enclave’s bazaar and general marketplace appear

normal at a distance. But the farther one wanders into

the bazaar’s alleyways and stalls, the stranger this area

becomes.

Area Aspects. Makeshift shops in ruined stone
buildings, central Grendleroot spire, twisted
alleyways with odd shadows



A tightly packed cluster of ruined one- and two-story
buildings has been renovated into a number of market
stalls, each adorned with painted signs depicting the
services offered therein. A black spire is thrust up out

of the ground in the center of the street. The alleyways
that twist between the renovated buildings and shops
appear normal at first. But as you step closer, you note
strange shadows on the walls, somehow twisting against

the light.

These ruined stone buildings have been restored and
taken over by numerous vendors offering wares and
services to the people of Deepdelver’s Enclave. Some
are permanent residents of the enclave, but many
traveling merchants set up shop in the bazaar to sell
to the locals before making their way back outside the
mountain.

The small stone buildings are tightly packed,
leaving only narrow walkways between them. But
these walkways somehow defy the space they take up,
creating many more alleys than there should be. Any
shadows cast on the walls of these alleys twist and turn
in odd directions, giving the bazaar its name. It is said
that any visitor who wanders through the alleys of the
Evershady Bazaar eventually finds stalls and vendors
they’ve never seen before—including the onion-
shaped stall of Ayaan’s Curios.

6. THE DroP

Area Aspects. Waterfall cascading down a deep shaft,
large natural cavern below with underground pool,
howling wind blowing through primitively carved
stalagmites, deadly black iron door

The river that flows through the enclave cascades
one hundred feet down a natural stone shaft. The
pool it crashes into opens up at the center of a large
natural cavern deep below the settlement. A howling
wind blows through this cavern, resonating through
primitively carved and painted stalagmites to create

harmonics that sound like mournful singing.

The pool cavern opens up to numerous tunnels
below Deepdelver’s Enclave. Descending the Drop is
a difficult but not impossible climb. Residents of the
enclave are forbidden from leaving ropes and other
equipment hanging down the shaft, so as to prevent
other creatures from ascending.

Countless images and carvings line the walls of
the tunnels beneath the Drop, all thousands of years
old. One of those tunnels leads west to the ruins of
Shadowreach, while another extends north to end at a
large black iron door, decorated with macabre images
of undead knights and hooded wizards. The door
is rumored to mark an entrance to one of the many
deadly vaults of the lich Yolon of the Void—one of the
four remaining archmages of the Magocracy of the
Black Star. (See chapter 2, “The History of Blackclaw
Mountain,” for more details on Yolon and the
magocracy.) No one has dared to disturb the door after
the last attempt to open it ended with an explorer’s
disintegration.

7. THE ALL-FAITHS SHRINE

Area Aspects. Ruined shrine, faceless statues, large
stone archway and altar

A ruined circular wall surrounds the enclave’s only
standing shrine. Three faceless humanoid statues

stand on three sides of the shrine, while a fourth statue
spreads before it in pieces. A large stone archway
stands at the edge of the cliff, overlooking the ruins of
Shadowreach in the cavern below. A stone altar sits just
beyond the archway, set on a promontory that juts out

over the darkness.

Though this shrine serves no specific deity, any priest
or cleric who visits the enclave notes a feeling of
divine power flowing through the area. The shrine
has become an open place of worship for many in the
enclave, with services to different gods taking place on
different days. An old story tells of a fiendish cultist
who committed a sacrifice on the altar decades ago,
and who opened up a gateway to another world in
the process. It’s said that Bailon the Beardless and the
apothecary Ardulvin know the truth of the story, but
neither of them speak of it.

8. STARSONG TOWER

This long-ruined tower once gave off a pleasant light
that filled the enclave’s cavern, but it has been dark
since the coming of the Grendleroot. At least until
recently. This location is fully detailed in the adventure
“The Call of Starsong Tower.”
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9. MUSHROOM LAKE

Area Aspects. Large natural cavern filled with
multicolored mushrooms, dark freshwater lake, high
waterfall, cultivated mushroom plots

A tall waterfall joins with other smaller streams to
fill the large lake in the center of this natural cavern.
Multicolored mushrooms both large and small fill the
area, including phosphorescent varieties that light
the cavern with a green glow. A series of cultivated

mushroom plots cover the south side of the cavern.

These cultivated mushroom gardens feed the people
of Deepdelver’s Enclave with their fast-growing savory
bounty. The wild mushrooms that grow here include
rare varieties sought by the folk of the surface world,
but those who attempt to pick more than their share
are warned by the permanent residents of the enclave
to keep their greed in check.

Many of the enclave’s residents seek out the
mushroom lake as a place for relaxation and solitude,
enjoying the warmth of the cavern and the soothing
sound of the waterfall cascading into the lake.
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OVERLOOKING MUSHROOM LAKE

A handful of natural tunnels lead deeper into the
mountain from this cavern, including one unusual
tunnel running to the southeast. Those who have
explored it report that later portions of this tunnel are
not natural at all, but show signs of being carved by
hand over centuries. Images on the walls deep down
this tunnel depict details and twisted geometry said to
be too much for mortal minds to bear.

10. THE DEEPFINGERS

Area Aspects. Iron cage lift descending hundreds
of feet, narrow and treacherous bridges and steps,
dozens of caves and tunnels leading deeper into the
mountain

South of Deepdelver’s Enclave, a huge rift in the cavern
floor descends thousands of feet into darkness. A
scaffold supports an iron cage hanging above the rift,
which is controlled by a large, complicated winch. The
cage can be lowered some five hundred feet below the

edge of the rift, passing narrow rope bridges, roughly
carved steps, and iron-rung ladders that provide access

to dozens of crevices and tunnels that line the rift’s
walls.
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The south edge of the enclave abuts a five-thousand-
foot-deep rift known as the Deepfingers, said to
have formed when the Grendleroot’s spires broke
the spine of the mountain. The first explorers to
return to Blackclaw built a lift that descends past
numerous tunnels and passages leading deeper into
the mountain, all accessed by a network of bridges and
ladders.

Those who have explored these passages have
noted that many are of worked stone and marked
with old glyphs—and have speculated that some
might eventually lead to Deepreach, the vast
multilevel dungeon of the Magocracy of the Black
Star. Deepreach is said to be filled with traps and
monsters still active even centuries after the fall of the
magocracy. The farther one delves into Deepreach, the
worse the challenges to be faced there.

Events in the Enclave

The people of Deepdelver’s Enclave love life, and

they celebrate that love often. This section presents a
number of the more popular events and celebrations
taking place in the enclave, in addition to the festivals
and celebrations mentioned in specific adventures.
Staging such an event at the beginning of an adventure
can help give the players a sense of the community and
camaraderie to be found within the enclave.

THE THREE SiSTERS AND THE CHAIR

This comedy play, presented in the Dragon’s Fangs,
tells the story of three sisters trying to outdo each
other by finding the perfect chair. Performed by a
visiting acting troupe, the Company of Dreams.

THE THREE SONS

A tragedy performed in the Dragon’s Fangs tells the
tale of three sons who die trying to get their mother to
love them. Performed by a visiting acting troupe, the
Company of Dreams.

AMATEUR NIGHT

An event hosted by the visiting Purple Plumes
Theatrical Band in the Dragon’s Fangs. Events include
grayhorn lifting, hammer juggling, and “the howler
screech.”

FesTivaAL oF NEw PATHS

This event sees the folk of the enclave celebrate new
successes in their exploration of the ruins and caverns
of the mountain.

CEREMONY OF THE SEVEN

Seven priests of seven gods parade through the
enclave, extolling their individual faiths and
conducting ceremonies.

NEew YEAR’S CELEBRATION

This annual event sees the spellcasters of the enclave
put on fantastic displays of magic. Everyone awaits the
birth of the New Year grayhorn, which is treated as
royalty for the year.

REMEMBRANCE OF THE SPIRES

Through storytelling and ceremonies, the folk of
the enclave memorialize the day the spires of the
Grendleroot appeared and tore through the mountain.

DAY oF BounTy

During this great all-day feast, nearly everyone in
Deepdelver’s Enclave brings out their own favorite
food or special dish.

NIGHT OF THE SKULLS

In this celebration of the dead, folk dress as absent
friends and tell ghost stories.

FEAST FOR THE RETURNED

Whenever a large exploration party returns home
victorious to the enclave, a great feast is usually held in
celebration.

FESTIVAL OF SECRET HEARTS

On this day, potential lovers share their feelings for
each other through mediators.

DAY oOF THE BLACK STAR

This mocking celebration is dedicated to the fall of the
nine archmages of the Magocracy of the Black Star.

MONSTERS BALL

This celebration of the various monsters found in the
depths of the mountain sees most folk in the enclave
doing their best to dress up as their own favorite
monster.

FESTIVAL OF MusIc

During this days-long festival, professional and
amateur musical performances are presented
throughout Deepdelver’s Enclave.
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RUNNING OF THE GRAYHORNS

This light-hearted festival sees the fat grayhorn goats
of the enclave set free to lazily walk through the
settlement while crowds cheer them on. At the end of
the day, the grayhorns are found and led back to their
pens.

WEeE DELVER'S WEEK

This celebration sees the children of the enclave either

join their families on low-risk expeditions, or gear
up and explore some of the mountain’s safer tunnels
themselves.

WHIsSPERS TO THE OLD ONES

On this day of quiet reflection, the folk of the enclave
speak as few words as possible. When they must speak,
they do so in low voices for fear of awakening the
Grendleroot in its restless slumber.

NIGHT OF THE UNDERMOON

Each year on this night, a great horn is blown

that summons a giant luminescent moth from the
unknown depths of the mountain. The moth floats
over Deepdelver’s Enclave for a time before soaring
down the Deepfingers.

FESTIVAL OF THE ARCANE

During this celebration of the arcane in the enclave,
wizards and sorcerers attempt to outdo one another in
dazzling displays of light and sound.

THIEVES” DAY

On this day, everyone puts an extra purse on their belt
holding candies or a few copper pieces. The children of
the enclave then do their best to steal these treasures
without being caught. Visitors to the enclave who do
not wear this second purse risk losing their actual
purse.



CHAPTER 2

THE HISTORY OF
BLACKCLAW MOUNTAIN

For a million years, civilizations have risen and fallen within the caverns of Blackclaw Mountain, all drawn

to the power of the Grendleroot at the mountain’s heart.

lackclaw Mountain’s history is vast. Filled with

tunnels, crevasses, huge caverns, and pillars

of natural stone, the mountain has been home

to hundreds of packs, tribes, and civilized
settlements. Some six centuries ago, a vast cavern of
the mountain became the home of the Magocracy
of the Black Star, who built the city of Shadowreach
before the magocracy was destroyed by the Order of
the White Sun three hundred years later. Then two
centuries ago, the Grendleroot awoke, driving the
order and most other folk out of the mountain. All but
a few of the humanoid settlements of Blackclaw stayed
dark for just over a century, before small bands of
adventurers began to delve into the mountain’s depths
once again. It was they who founded Deepdelver’s
Enclave at the edge of the ruins of Shadowreach.

This chapter details the history of Blackclaw
Mountain, with a focus on the vast cavern
surrounding the ruined city of Shadowreach and the
cliff-side outpost of Deepdelver’s Enclave. However,
the information here represents only one potential
history. You are free to use these details as is, dissect
this section and use whatever parts you like for your
own campaign, or create a history and background
wholly your own.

This chapter is intended to fill your mind with
fantastic imagery of the mountain, and to help you

build stories that you and your players will enjoy as
you play the game. Most of all, this chapter is here for
you to read and enjoy. Flop down on the couch, grab
a nice cup of your favorite beverage, and dive into the
million-year history of Blackclaw Mountain.

The Caretakers and the
Grendleroot

The true origin of Blackclaw Mountain and the
Grendleroot cannot be fully known, for most of
that history was destroyed when the great rock that
became the mountain crashed down to the world one
million years ago. The millennia-long efforts of sages
and lunatics have pieced together scraps of evidence,
visions, and hypotheses to reveal a number of truths
and educated guesses. Still, this knowledge likely
represents only one small drop in an ocean of lore.
More than a million years ago, a race of powerful
humanoids known as the Caretakers sailed through
the Astral Plane in an isolated laboratory surrounded
by black iron and rock. Within this floating asteroid,
they studied the seed of an entity whose nature was
far beyond even their advanced understanding of the
multiverse. The construction of their craft ensured that
their experimentation would be contained, no matter
the strength of the entity’s power—or so they thought.
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An unknown catastrophe caused the Caretakers’
craft to tear through the Astral Plane and crash down
onto the world. So apocalyptic was this event that
nearly all life on the planet died. It took much of the
million years since then for life to reestablish itself in
the world. During all this time, the Grendleroot lay at
the heart of the vast mountain that was formed from
the rock and iron of the Caretakers’ craft. The power
of the Grendleroot leaked out into the mountain,
reaching for and calling to monsters and intelligent
beings alike. And for one million years, the creatures
of the world answered that call.

The Early Days of

ShddOWdeCh Cavern

The cavern now known as the home to the ruins of
Shadowreach is the largest known single space in
Blackclaw Mountain. The eons since the cavern’s initial
formation have shaped it in numerous ways, splitting
its floor and building stalactites and stalagmites that
now stand as tall as towers.

For hundreds of thousands of years, creatures both
intelligent and monstrous have called the cavern
home, with many living their entire lives in this

TIMELINE OF BLACKCLAW MOUNTAIN

The following timeline is a rough estimate of the various
stages of settlement in Blackclaw Mountain. Hundreds of
more detailed timelines might exist for the many tribes,
kingdoms, empires, and monsters that ruled over various
parts of Blackclaw, but this general information touches
only on the most important points of the mountain’s
history.

1,000,000 to 500,000 Years Ago. The rock-and-iron
craft from which Blackclaw Mountain would form crash-
es to the world after tearing through the Astral Plane.

500,000 to 200,000 Years Ago. The rune titans
explore the mountain, drawing power from the seed
deep within it. Their race ends when they open a rift to
another world, and a being of that world devours every
titan’s life force at once.

200,000 to 100,000 Years Ago. As the world around
it changes, the mountain becomes largely submerged
beneath the sea. The abolethic Quorum establishes itself
throughout the mountain, with an army of millions of
grimlocks.

100,000 to 10,000 Years Ago. The waters recede, the
aboleths slumber, and the mountain succumbs to tribal-
ism and monstrous rule.

10,000 to 1,200 Years Ago. A night hag named Sakara
becomes queen of the remaining grimlocks before being

single vast space. The petrified carapaces of huge
worms embedded in the stone walls and the ribcages
of ancient dragons jutting up out of the rock floor
hearken back to a time when those great monsters
ruled over the mountain. Carved stalagmites, cave
paintings, and cairns of piled stone mark the later
presence of the intelligent denizens of the cavern, and
are now all that remains of their history.

THE RUNE TITANS

The first rulers of Blackclaw Mountain were the rune
titans, thought to be the descendants of primordial
giants and the Caretakers, the alien beings who
traveled with the mountain when it crashed to
the world (see the adventure “Seed of the Black
Cathedral”). It is thought that fewer than one hundred
rune titans ever dwelled within Blackclaw, but their
ability to phase through solid rock let these powerful
giants live and feed off the power residing deep in the
mountain. Some believe that after the rune titans were
destroyed, their residual power gave birth to the stone
giants who have resided in Blackclaw Mountain for
millennia.

After hundreds of thousands of years in Blackclaw
Mountain, the rune titans died out all at once, with

assassinated by drow from the city of Ithirix, hidden
deep in the mountain. Ithirix is buried in a series of
earthquakes, and Blackclaw Mountain returns to tribal-
ism and monstrous rule.

1,200 to 600 Years Ago. The ancient red dragon
Aravax Blackflame rules over the cavern that would later
become Shadowreach, building a great lair there that is
served by twelve tribes of kobolds.

600 to 300 Years Ago. The archmages of the Black
Star come to the cavern. They defeat Aravax, and their
slave armies build the city of Shadowreach. The Magoc-
racy of the Black Star is formed.

300 to 220 Years Ago. The Order of the White Sun
launches a crusade against the Magocracy of the Black
Star, killing or routing the archmages and shattering their
rule. The order holds the city of Shadowreach and its
neighboring territory for eighty years—until the Grendle-
root awakes, and its black spires sunder the cavern and
the mountain around it.

220 to 90 Years Ago. The Order of the White Sun
flees the mountain, sealing all its known entrances with
magic and iron. The ruins of Shadowreach become the
domain of monsters and the broken remnants of the fol-
lowers of the magocracy, who return from the shadows.

90 Years Ago to Present. Deepdelver’s Enclave is es-
tablished, and adventurers begin to explore the depths
of Blackclaw Mountain once again.



many left half buried in the rock. Some sages believe
they used their magical power to open a rift into
another plane—and that a being of that plane sucked
all magic and life out of every rune titan in the
mountain at once, like a vampire feasting on blood.
Before the rift collapsed, this being tasted the energy
contained in the world, so that it now thirsts for it
continually. Some sages believe that this entity might
well be the Black Star, while others talk of many such
beings existing in the blackness between the stars.

In the cavern that later housed Shadowreach, the
rune titans shaped four great monoliths of stone, each
over one hundred feet tall. Each monolith is marked
with swirling symbols and glyphs that once drew
tremendous amounts of arcane energy into the cavern,
likely creating the nexus point of the rift that caught
the attention of the otherworldly destroyer. Today,
the monoliths are inert, with all energy completely
drained from them. They still stand—along with the
petrified bodies of six kneeling rune giants—along the
western edge of the ruined city.

THE ABOLETHIC QUORUM

It remains unknown whether the aboleths of
Blackclaw first entered the mountain eons ago, or
whether they came with the great planar vessel when it
crashed down to the world. Either way, their influence
within the mountain thankfully grew slowly, and their
numbers have always been few.

A small band of aboleths calling themselves the
Quorum established an empire in Blackclaw Mountain
two hundred thousand years ago, when much of its
interior was flooded beneath the sea. The aboleths
transformed primitive humanoids in the mountain
into a slave race of grimlocks, who served their
masters in all their dealings above the water, and who
conquered much of the mountain.

Entire abolethic cities can still be found deep inside
Blackclaw, decorated in swirling carved stone that
commemorates the infinite memories of these highly
intelligent beings. When the waters receded a hundred
millennia later, the aboleths of the Quorum lost their
hold on the mountain. A series of rebellions sent
the remaining aboleths deep into hibernation in the
depths of their sunken cities and temples.

Few signs of the Quorum still survive in the cavern
surrounding Shadowreach, but an occasional column
of stone carved in swirling, intricate, and maddening
patterns hints at their former glory. One of the

RuNE TITAN STATISTICS

Though unlikely, it is possible that the characters
exploring the deepest reaches of Blackclaw Mountain
might come across either a living rune titan or a rune
titan ghost.

Rune Titan. Living rune titans spend most of their
time embedded in the rock of the mountain, trying
to draw what energy they can from the Grendleroot.
Rune titans use the stone giant stat block with these
changes:

e |ts size is gargantuan.

e |t has 263 hit points (17d20 + 85).

¢ |t has the Intelligence and spellcasting abilities of a
mage or archmage

e The mage variant has a challenge rating of 12

(8,400 XP) and the archmage variant has a chal-

lenge rating of 18 (20,000 XP)

Rune Titan Ghost. The spectral remains of a rune
giant killed within the mountain uses the ghost stat
block with these changes:

e |ts size is Gargantuan.

e |ts Constitution is 20 (+5).

* |t has 263 hit points (17d20 + 85).

e |thasAC17.

e |t has the Intelligence and spellcasting abilities of
either a mage or an archmage.

e The mage variant has a challenge rating of 12

(8,400 XP) and the archmage variant has a chal-

lenge rating of 18 (20,000 XP)

aboleths’ ruined temples can be found in the adventure
“Chuul”

SAKARA’S CHILDREN AND THE Drow CiTY
OF ITHIRIX

After the fall of the aboleths, many of the humanoid
tribes in the mountain found themselves leaderless

and lost. Bloodshed and cannibalism ruled until ten
thousand years ago, when a queen arose who would
claim control of the mountain. Sakara was a night
hag said to have been drawn into the world from

the Lower Planes by the grimlocks’ desperation, and
who ruled over her countless grimlock children for
nearly nine thousand years. Her end came when she
was assassinated by a band of drow elves from the
recently founded drow city of Ithirix, whose folk had
continually warred with Sakara’s children.

With their mother slain, the grimlocks of Blackclaw
fought among themselves until only a few remained.
Those survivors were soon chased out of their
caverns by the larger monsters that came to prowl the
mountain, with many grimlocks returning to the lost
lairs of their former abolethic masters.
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As for Ithirix, rumors persist that the drow city
was buried in a great earthquake. Some say it still
stands somewhere in an undiscovered section of the
mountain, filled with the undead remains of its drow
host.

ARAVAX BLACKFLAME

An ancient red dragon known as Aravax Blackflame
was the last ruler of the cavern that would become
Shadowreach after the arrival of the archmages of the
Black Star. Some twelve hundred years ago, the dragon
built his lair within a huge stalagmite that featured a
single narrow walkway snaking up to its entrance.
Aravax’s thirst for arcane knowledge was eclipsed
only by his brutality. Twelve tribes of kobolds were
bound to his service, worshiping him as a god for six
centuries. But then the first of the archmages of the
Black Star, Karek Blackiron, came to treat with Aravax,
offering a mutual trade of arcane knowledge. Upon
learning of the power in the mountain, Karek betrayed
the dragon, and the nine archmages of the Black Star
began a war against Aravax and his kobold armies.
Even as powerful as the archmages were, it took
three years for them to cut through the last of Aravax’s
kobold followers, rooting the troublesome creatures
out of the seemingly endless warrens surrounding the
cavern. Fifty half-dragon champions of the archmages
undertook the final assault against Aravax, who felled
forty of them before his own end. The lich Yolon
tore Aravax’s spirit from his body, entombing it in
a swirling ruby necklace they wore throughout the
height of the magocracy’s power—and which is said to
now be hidden in a vault deep underneath the cavern
of Shadowreach. Grethel the Flame, the half-dragon
archmage of fire, took over Aravax’s carved stalagmite
lair for herself and built it into the Molten Citadel.

THE MAGOCRACY OF THE BLACK STAR

The archmages of the Black Star originally joined
together when they learned individually of a vast
timeless entity floating in the shadows of the
multiverse. Having lightly touched upon this limitless
intellect, which each called “the Black Star;” the mages
became filled with the desire to increase their own
power and expand their knowledge, in the hopes of
reaching out to the entity once again.

Hounded for decades for their dangerous and deadly
pursuit of arcane secrets, the nine archmages found
the cavern already home to Aravax and his kobolds
to be the perfect location to practice their craft.
Hidden away from the cities of the surface world, the

mages would be able to conduct their experiments
undisturbed, and far from the eyes of those who would
judge them. The archmages cared little for anything
except their pursuit of the unknown mysteries of the
multiverse. They did not seek to conquer or enslave,
but did both those things to serve their greater thirst
for knowledge.

When Aravax was slain, the archmages moved their
entire establishment into the cavern that now houses
Shadowreach. They brought hundreds of slaves,
thralls, and undead servants with them, conquering
and conscripting thousands more creatures within
the mountain. In the vast cavern, the archmages
formed the Magocracy of the Black Star, built the city
of Shadowreach, and raised their nine towers. Often
addressed as “the Nine,” the archmages ruled above
all other denizens of their realm, standing equal to
one another. They selected governors and warlords
from the most capable and loyal among their enslaved,
impressing upon them the directive to obey the Nine
unquestioningly, and to leave them free to conduct
their arcane research.

THE RULE OF THE NINE

The Nine spent the majority of their time in study

and in pursuit of their experiments. Most of them
preferred to work in solitude, apart from even one
another. Only when certain experiments or discoveries
required partnerships, or when they required the
services of their subjects, did the archmages step out
from their towers.

Meetings among the Nine occurred once each year
in a hidden chamber completely cut off from the rest
of the mountain. The floor of this sanctum contained
an ancient rune-inscribed circle said to have been
constructed by the Caretakers, along with nine portals
each controlled by an archmage. At these meetings, the
Nine would decide the future of the magocracy, with
their decisions flowing down through the thousands
who served and acted upon those decisions without
question.

The subjects of the Magocracy of the Black Star
came from many different lands. Elves, dwarves,
goblins, giants, and humans all served the Nine, with
many enthralled by the mages and their spellcasting
servants into unquestioning servitude. Others were
commanded through sheer force and terror by the
Claws of the Nine—half-dragon warlords given
ultimate authority over the magocracy’s other subjects.

An army of undead created by the vampire
necromancer Korvilia proved a most useful addition



to the servants of the Nine. Stocked with all manner
of undead from decrepit skeletons to vampire knights
riding on the backs of skeletal dragons, this army
required no food or rest, and served the will of the
Nine through every moment of their existence.

The servants of the mages built the city of
Shadowreach to house the people of the magocracy
and support the desires of the Nine. The governors
and warlords serving the Nine commanded the
magocracy’s social system, all with the goal of
supporting the will of the archmages. Through it
all, those archmages cared little for the survival and
well-being of their subjects, demanding only that the
Nine have access to any resources when they needed
them. A rigid hierarchy quickly formed within the
magocracy, from the lowest serfs to the governors.
But to the Nine, all creatures in the magocracy except
themselves were equally inconsequential, living only to
support the archmages’ drive for power.

THE CRUSADE OF THE WHITE SUN

Word of the magocracy eventually spread beyond
Blackclaw Mountain. An order of priests and paladins
stood watch over the known entrances into Blackclaw,
preparing for an onslaught of demons, undead, or
worse to burst forth into the world. Each decade, a
halfling archmage of the Black Star named Soram

of the Outside would exit the mountain with a
retinue of slaves and guardians, ready to renew the
nonaggression pacts between the magocracy and the
realms nearest the mountain.

The Order of the White Sun was made up of three
primary factions. The Priests of the White Sun stood
at the head of the order, calm and deliberate in their
planning and governance. The paladins of the order,
known as the Blades of Dawn, served as crusaders,
traveling far and wide across all lands to seek out and
quell evil. The largest faction, the Swords of the Sun,
was a standing army of sword fighters and archers who
defended Sunspire Citadel some two hundred miles
from Blackclaw Mountain—the primary headquarters
of the order, and a great citadel of the realms the order
protected.

For thirty years, a father and daughter headed the
Priests of the White Sun and the Blades of Dawn,
respectively. High Priest Maelin Avankor led the
Priests of the White Sun with calm and thoughtful
guidance, while his daughter, Lord Templar Alexa
Avankor, led the Swords of Dawn with focus and
virtue. For nearly a decade, Alexa tried to convince
her father of the growing danger of the magocracy.

Every day, she argued, the archmages of the Black Star
practiced their dark craft within the mountain and
grew stronger. The stronger they grew, the harder it
would eventually be to face them and root them out.
But Maelin, thinking of the lives that might be lost in
such a crusade, resisted.

One day, during his prayers to the Light, Maelin had
a vision. He saw cities destroyed, pierced through with
black spires as tall as mountains. He saw the bodies
of thousands impaled on black metal trees. He saw
a dark, malevolent orb in the sky, as large as a moon
and writhing with tendrils that sucked the life out of
the world wherever they touched it. The following
morning, he met with his daughter, and preparations
for an assault against the Magocracy of the Black Star
began.

For four years, the Order of the White Sun prepared.

The Swords of the Sun were led by legendary
commander Lord Korva Vollok, following her
directive to train for fighting in the narrow tunnels
and wide chasms of Blackclaw. The Blades of Dawn
prepared to drive back the undead armies rumored
to infest the mountain. The order created a new unit
of soldiers known as the Mageslayers, trained to fight
against the arcane power of the nine archmages and
their numerous apprentices. Led by the bard Sylda
Dawncaster, these wizards, fighters, rogues, and bards
were specifically trained in the magic necessary to
counter, silence, disrupt, and dispel the magic of the
magocracy.

CONQUEST AND DESTRUCTION
On the tenth anniversary of the most recent signing
of the nonaggression treaty between the magocracy
and its neighboring realms, Soram of the Outside
stepped out once more from the mountain. But
instead of signing a new treaty, he was arrested, tried,
and convicted by the Order of the White Sun, then
beheaded by Lord Templar Alexa Avankor. The assault
on Shadowreach had begun.

The order struck fast and hard. Knowing that
the true power in Blackclaw Mountain rested with
the nine archmages, the warriors of the Blades of
Dawn and the Mageslayers sought them out. They
destroyed undead and enthralled guardians by the
thousands to reach the archmages. They infiltrated
the private lairs of the Nine, bringing them to the
sword where they could. In six weeks of fighting,
five of the nine archmages of the Magocracy were
brought down—some so catastrophically that their
passing left permanent wounds in the world. The fate
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of the remaining four was never fully determined,
though their power was shattered and their lairs either
occupied or destroyed.

Of the remaining servants of the magocracy, many
were killed, some were liberated, and the rest fled
deeper into the mountain. In the aftermath, the Order
of the White Sun spent eighty years attempting to
wash away the stain of the magocracy in Shadowreach,
but with limited success.

Starsong Tower was repurposed into a beacon
of light above the city. The other towers and keeps
of Shadowreach were converted into barracks and
citadels for the order. Yet powerful remnants of the
magocracy remained, often not uncovered for decades.
Many of those were old vaults accidentally opened,
unleashing hundreds of ravenous undead into the city
each time. As a result, few civilians were willing to take
up residence in Shadowreach, making it difficult for
the Order of the White Sun to maintain a meaningful
presence in the city. Even the nine statues representing
the archmages of the Black Star could not be toppled.

THE TIME OF THE GRENDLEROOT

The Order of the White Sun weakened over long
years in the mountain. Those who remained over that
time lost sight of the need to hold back the darkness

from the cavern of Shadowreach. Patrols explored the
caverns beyond, but many never came back. The tales
of the four missing archmages of the Black Star were
forgotten.

Then eighty years after the Order of the White Sun
liberated Shadowreach, the Grendleroot awoke.

The stone floor of the Shadowreach cavern ripped
open. Spires of the Grendleroot tore their way up.
Records of the event describe a telepathic scream that
ripped through the minds of the city’s residents. Some
went insane. Many died. The rest left the mountain
forever. The remaining members of the Order of the
White Sun built a glyph-scribed iron door to seal
the main entrance into the mountain. The survivors
returned to Sunspire Citadel, which had become a
crumbling ruin after decades of neglect. In time, tales
of the fall of the Magocracy of the Black Star and the
crusade of the Order of the White Sun became little
more than legend.

Over a hundred years later, with the glyphs of
protection on the door faded, a small band of
explorers broke the seal of the White Sun and entered
the mountain. When they eventually reached the
cavern of Shadowreach, their lanterns illuminated
huge statues of sinister archmages standing above
the vast, empty city. Shadowreach proved a site full



of mysteries, relics, dangers—and treasure beyond
counting. These explorers built a small camp amid
clifftop ruins marking one edge of the ruined city.
The camp grew into a walled outpost, and soon,
Deepdelver’s Enclave opened for business.

The Nine

The nine archmages of the Black Star were drawn
together from across the world, united in their thirst
for knowledge and their willingness to pay any price
to find it. The eclectic origins of the Nine gave them a
perspective few other mages have ever achieved. No
matter their lineage or history, when they founded
the Magocracy of the Black Star, only their thirst for
power mattered.

The following sections describe each of the nine
archmages, including the four who still remain in
Blackclaw Mountain, as well as the towers they built.

GRETHEL THE FLAME

Born of dwarf and draconic parents, Grethel always
had fire burning in her heart. A chaotic evil female
half-dragon archmage, she was the most brash of the
Nine, having destroyed her home city with a single
spell in revenge for insults she had received as a child.
The other mages understood the need to channel
Grethel’s fiery heart and temper, letting her serve as
the master of evocation for the magocracy. (If you
decide to have Grethel play a part in your campaign,
she uses the archmage stat block with the half-dragon
template.)

THE MOLTEN CITADEL

Grethel resided in the remains of Aravax’s lair, a
stalagmite of stone and iron burned by dragonfire,
and which came to be known as the Molten Citadel
after the red dragon’s defeat. Grethel’s throne rested
on an obsidian platform suspended by adamantine
chains over a lake of molten iron far below. Some
say that deep within the citadel, she had opened up a
permanent portal to the Elemental Plane of Fire, and
that she treated regularly with the efreeti of the City of
Brass.

THE EVERBURNING CRATER

During their crusade, warriors of the Order of the
White Sun, commanded by Lord Korva Vollok, drew
Grethel from her citadel and killed her in the streets of
Shadowreach. Even as a fatal blow was struck against
her, Grethel shattered her staff of the magi and caused
an explosion that killed Korva and hundreds more on

both sides of the battle. The destruction left a crater
behind that still burns white-hot to this day. Those
who dare to look into the depths of the crater find
their skin and internal organs burned, often leading
to a painful death. No sign of Grethel was ever found,
though some sages have noted that those who break a
staff of the magi don’t always die.

KAREK BLACKIRON

Karek Blackiron, a male neutral evil dwarf archmage,
spent decades studying the ways of forging and
enchantment under multiple dwarf masters. Each
time, he squeezed out all the knowledge he could
from those masters before killing them. Banished
from more than one wizards’ guild, Karek continued
to study the arcane arts on his own, until he caught
the attention of the Black Star and became one of the
Nine.

THE MONOLITH

Karek forged his citadel from a solid block of black
iron, and called it the Monolith. The structure
appeared seamless, and none but Karek knew how

to enter it. The archmage would disappear inside the
Monolith for months at a time, coming out only when
he needed new components for his creations or when
he wished to reveal those creations. Many of the most
powerful weapons and armor worn or wielded by the
Nine and their warlords came from the Monolith.

Try as they might, the Order of the White Sun could
not penetrate the walls of Karek’s citadel when they
invaded Shadowreach. Some believe that the missing
dwarf archmage resides there still, forging a weapon
capable of piercing the heart of the Grendleroot.

DEEPREACH

In addition to forging the Monolith, Karek

spent decades building a vast dungeon beneath
Shadowreach. Said to descend at least twenty levels
into the mountain, the halls of Deepreach connected
numerous chambers that had already existed below
Shadowreach for millennia. Karek and the other
archmages of the Nine used Deepreach as a vast
laboratory for their experiments. Prisons filled with
forgotten foes, vaults containing magic worth more
than empires, great vats of sentient primordial ooze,
and huge machines of war are all said to still be found
in the dungeon’s abandoned halls. The Order of the
White Sun attempted to explore Deepreach, but with
little success and many deaths. The dungeon lies
underneath Shadowreach still, its forgotten chambers
almost completely unexplored.
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THE SWORD OF NIGHT

Though shards of the Grendleroot can be used in the
creation of weapons and armor, Karek is so far the
only being in the world able to forge the indestructible
material of the Grendleroot into new forms. He
constructed and wielded a vorpal longsword from that
material, naming it the Sword of Night. Lost during
the crusade of the White Sun, the blade is thought

to be somewhere within the endless expanses of
Deepreach.

KoRrviLiA, THE DAUGHTER OF DEATH

Once a neutral good female high elf wizard, Korvilia
fell into the ways of necromancy and became a neutral
evil elf vampire archmage. (Use the vampire stat block
with the spellcasting of the archmage stat block.) She
operated independently for six hundred years before
joining the archmages of the Black Star. Haunted by
the death of her daughter, Korvilia spent her centuries
studying the borderlands between life and death, and
built the undead army that protected Shadowreach.
Nearly a thousand skeletons and two hundred wights
were commanded by the four vampire knights who
served her.

When the Order of the White Sun came to
Shadowreach, Korvilia escaped to a hidden vault
where she remains to this day. See the “Vault of the
White Queen” adventure for more information on
Korvilia.

MARROWHOLD

Korvilia spent much of her time in Shadowreach

in Marrowhold, also known as the Tower of Silent
Screams. This edifice was built within the petrified
body of a rune titan in the northeast portion of the
city. A moat of ravenous ghouls once surrounded

the tower, feasting off the exposed lower half of the
rune titan, until the Priests of the White Sun came.
Those priests turned the ghouls to ash when they took
the city and shattered the tower, leaving half of the
hollow upper torso of the petrified titan exposed. The
paladins and Priests of the White Sun discovered vast
catacombs beneath the tower connected to Deepreach,
and were never fully successful in rooting out the
undead lurking within.

SorAM OF THE OUTSIDE

Soram, a neutral evil male lightfoot halfling archmage,
was the master conjurer of the Nine. Always calm and
always smiling, he was known for his intricate facial
tattoos and beautiful clothing. Soram often acted as

an ambassador for the Nine, and was one of the few
archmages who would bother to meet with leaders
from outside the mountain.

The Order of the White Sun began their crusade
by executing Soram in front of the mountain. Lord
Templar Alexa Avankor swung the blade herself, in a
public display that marked the beginning of the war
with the Magocracy of the Black Star. It was whispered
that Soram’s last act before the sword fell was to curse
the White Sun, and to call upon the seed within the
mountain to destroy the order. Many of those who
believe the possibility of this curse maintain that
this was the source of the explosive growth of the
Grendleroot spires decades later.

BLACKTREE

Soram practiced his magical craft in Blacktree, a
twisted stalagmite shaped like a great tree and made of
indestructible metal. The tree was said to exist on the
border between this world and the world of shadow,
marked by a thin veil said to hang in a chamber deep
below the tree where the two worlds connected.

ULoN THE MIND DANCER

Ulon, a male neutral evil cloud giant archmage, was
the magocracy’s master of illusions. (Use the cloud
giant stat block for him, with the spellcasting of

the archmage stat block.) Ulon believed that the
happiness of all beings could be found in the depths

of the mind, and he built vast dreamscapes in which
hundreds of slaves worked themselves to death under
an illusion of peace and contentment. Ulon’s dream
experiments were deemed necessary to understand the
worlds beyond reality that mortals could not otherwise
grasp. He spent decades in these recursive worlds

of his own creation, constructing entire multiverses

in his mind in order to conduct his research and
experiments.

THE GHOST TOWER

Ulon spent his days in a twisted spire standing

half inside and half outside of reality, known as the
Ghost Tower. Its form would shift from a spire of
magically shaped gray stone into an ethereal beam
of light shining floor to ceiling in the great cavern
of Shadowreach. When the Order of the White

Sun invaded the city, they had to wait until the

first new moon of the following year before Ulon’s
tower shimmered into existence once more. A team
of paladins and mageslayers led by the bard Sylda
Dawncaster assaulted the tower, but they never came
back out before it blinked away once again.



Every ten years, the Ghost Tower reappears in
Shadowreach for three days before it disappears once
again. Some who have seen it say that the sounds of
screaming and battle still echo from within. Others
hypothesize that the members of the order who
entered the tower fell into their own illusory worlds,
and that even if they yet survive, they will never come
back out again.

VRATHE OF WAR

Vrathe, a neutral evil female fire giant archmage, was
advisor to two different fire giant kings. Both times,
she was thrown aside and banished for her propensity
toward careful thought over quick aggression. Both
times, the kings who dismissed her ended up with
their heads upon the pikes of their enemies.

For two hundred years, Vrathe combined her
study of both war and magic. She led the Claws of the
Nine, the half-dragon warlords who she raised from
birth and infused with her magic. These warlords
commanded the mortal army of the magocracy.

THE CITADEL OF THE LONG NIGHT

Vrathe resided in the Citadel of the Long Night,
carved from a massive stalactite hanging two hundred

feet down from the cavern ceiling above Shadowreach.

Largely destroyed when Vrathe was slain by a force of
Mageslayers and Blades of Dawn, the citadel remains
accessible only from the air.

VRATHE’S ROD OF COMMAND

Vrathe wielded a rod of lordly might she used to
command her armies. The rod was lost during the
crusade of the White Sun, and is rumored to still lie
within her ruined citadel.

WAVERLYN STARSONG

Mistress of divination Waverlyn Starsong, a neutral
evil female elf archmage, spent most of her days
communicating with entities beyond the world.

She built Starsong Tower as a beacon and amplifier
to let her speak with creatures beyond mortal
understanding. Her greatest accomplishment was

to touch the intellect of the Black Star, an act that
splintered her mind into many separate personalities.
Some of these personalities were kind and gracious,
while others exploded into wrath and sadism.

Each of Waverlyn’s personalities showed itself
during the crusade of the White Sun, when she was
dragged from her tower weeping and begging for
her life. Moments later, she spoke a single word that

STATUE OF VRATHE OF WAR
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shattered the minds of two dozen of her attackers,
before Alexa Avankor’s holy avenger pierced her heart.

STARSONG TOWER

Waverlyn Starsong’s sanctum, set along the clifftop
edge of Shadowreach where Deepdelver’s Enclave
now stands, is described in the adventure “The Call of
Starsong Tower.”

XARVIN THE INFERNAL

Abandoned at an early age by his human mother,
Xarvin—a neutral evil male tiefling archmage—
learned to both hate and revere the infernal half of
his heritage. For decades, he studied the bonds, pacts,
and contracts of the Nine Hells, binding his first
demon at the age of sixteen. He eventually hunted
down and bound his infernal father, sealing him in a
pocket dimension tied to a cubic gate that now sits in
a chamber of Deepreach, guarded over by four bound
ice devils.

Xarvin built a library of true names and infernal
contracts, buying, selling, and trading them as deftly
as the shrewdest banker. He used his vast network of
bound devils to learn more of the Black Star, passing
along information to his fellow archmages when it
suited him.

When the Order of the White Sun came to
Shadowreach, they set fire to Xarvin’s library. As
parchments burned and bronze disks melted, the
devils bound inside them broke free from long years
of bondage. They turned on their former master,
breaking his body and capturing his soul. It is said that
a pit fiend named Vuron the Vile now holds Xarvin’s
soul trapped in a ring of spell storing, and that the
archmage’s screaming face can still be seen within the
ring’s amber agate.

THE INFERNAL LIBRARY

Xarvin's tower was built of marble on the western wall
of the cavern surrounding Shadowreach. Decorated
with pillars carved into the shapes of all manner of
fiends, its twenty stories of shelves housed scrolls,
tablets, tomes, disks, and other forms of contracts
going back thousands of years.

When the Order of the White Sun set the library
ablaze, holy fire shattered the shelves, then burned and
melted the contracts. One large tablet of black onyx
floating in the center of the library melted, releasing
the pit fiend Vuron the Vile and carving a shaft down
through the floor of the library into magma-filled
caverns hundreds of feet below. Those few who have
approached the shaft report a scorching blast of air

continually blowing out of the pit, along with a loud
rhythmic hammering like some great infernal machine
in the darkness below.

Some believe that the pit fiend Vuron still resides in
the burning caverns and chambers beneath the library,
with its four erinyes advisors and sixty-six bone devils
commanding an army of lesser devils. Since the fall
of the magocracy, Vuron has been using his infernal
machine to open a fiendish gateway to the Nine Hells.

YoLoN ofF THE VoID

Yolon, a neutral evil nonbinary lich and the oldest

of the archmages of the Black Star, spent centuries
studying the multiverse and the spaces in between. It
was said that their mind existed half in and half out of
reality, seeing things beyond the comprehension of any
other creature.

At the height of their power, Yolon had long
forgotten their original heritage and mortality, and
cared nothing for the mortality of others. Outside
the Nine, mortal creatures were a simple resource to
use and expend as Yolon’s dark experiments required.
It was common for the lich to disappear from
Shadowreach for years at a time, stepping away from
delicate and intricate experiments to journey into the
void between the stars, and speaking to entities whose
mere existence would crush the souls of other beings.

During the late stages of the crusade of the Order
of the White Sun, Yolon floated out from their tower
armed with a staff of power, a robe of the archmagi,
and a retinue of twisted demons. The lich and their
demonic host nearly broke the assault, until a paladin
named Karvus Whiteiron smashed through Yolon’s
defenses and smote them with a divine light more
powerful than any seen in centuries. The lich turned
to ash and the demons dissolved into oily pools. Yet
Yolon’s phylactery was never found, and many whisper
that the lich yet resides somewhere in Shadowreach,
still seeking the lost secrets of the multiverse.

TOWER OF THE VOID

Yolon spent much of their time sequestered in the
Tower of the Void. This stronghold of black metal
floated in the center of Shadowreach above a huge
shaft leading deep into the heart of the mountain.
Great horrors drawn from other worlds by Yolon once
lurked in the depths of that pit, sleek with oily black
skin, too many eyes, and far too many limbs. During
the crusade, the Tower of the Void collapsed into

the pit, cracking open and unleashing the shadowy
horrors below. Those horrors remain in the pit to this



day, wailing with blind hunger from the darkness
below. For now, some residual magic of Yolon’s
creation keeps them from leaving the pit, but
that magic is weakening.

The Order of the White
Sun

The Order of the White Sun was founded centuries
ago in Sunspire Citadel, a great fortress roughly

two hundred miles from Blackclaw Mountain. The
high priests and templars of the White Sun knew of
the Magocracy of the Black Star, and had long feared
the power wielded by the nine archmages. During
their crusade into the mountain, many heroes of the
White Sun showed their valor in battle against the
magocracy. Four of those heroes are detailed in this
section.

HiGH PRIEST MAELIN AVANKOR

The tenth high priest of the White Sun, Maelin
Avankor knew it was only a matter of time before

the order would be forced to confront the darkness
taking root in Blackclaw Mountain. Yet he feared that
inevitable confrontation, knowing that the terrible
power of the archmages would be turned against his
order. Only after receiving his apocalyptic vision of
the coming of the Black Star did Maelin approve the
crusade, and he helped train the forces who marched
on the mountain.

Maelin died the day after the Order of the
White Sun declared victory over the magocracy in
Shadowreach, his body simply giving out despite any
serious injury. He lay upon his small cot in an armory
that had been turned into a headquarters for the order.
On his person was a parchment written in a troubled
hand, which read:

“All my life, I have served the Light. But now I see only
darkness below. May the Light forgive me.”

The Order of the White Sun commissioned a
statue of the high priest, crafted by two dozen dwarf
sculptors and standing watch over the great pit at
the center of Shadowreach as a symbol of eternal
vengeance. Working day and night, the sculptors
carved the statue from a block of white marble
painstakingly hauled in from outside the mountain.
The statue shattered eighty years later, when the first
spire of the Grendleroot tore through the ground
directly beneath it, replacing the masterwork with a
thirty-foot thorn of black metal.

Lorp Korva VoLLok

“My heart died that day,” wrote the twelfth high
priest of the order. “I knew in that moment that the

darkness of the mountain would never be tamed.” The
exodus of the Order of the White Sun from Blackclaw
Mountain began that same day.

LorD TEMPLAR ALEXA AVANKOR

Daughter of Maelin Avankor, Alexa fought with a stout
heart, a stubborn will, and a single-minded desire to
drive evil from the world. For much of her adult life,
she tried to convince her father of the growing danger
of the Magocracy of the Black Star after learning of
the archmages’” enslavement of sentient races and
their defilement of thousands of souls. Over long
years, Alexa led a force of some two hundred paladins,
twenty of which became her knights templar. Through
training and prayer, they prepared in secret for their
inevitable assault on Shadowreach, sending in spies
regularly to assess the magocracy’s power.

After the crusade and the death of Maelin Avankor,
Alexa gave up her title as lord templar to her second-
in-command, a knight templar named Willam Renvar.
With her leadership ended, she prepared a backpack
full of supplies and strapped on her holy avenger
longsword, Sunflare—a blade forged by the finest
smiths and empowered by her father’s most powerful
prayers. She stepped into the darkness of the mountain
and was never seen again.
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To this day, explorers in Blackclaw Mountain
sometimes share tales of seeing an elderly woman in
dented, patchwork armor. On an island in the middle
of a vast black lake deep in the mountain, she fights off
hordes of ghouls with a sword that shines like the sun.

SyLbA DAWNCASTER, THE MAGESLAYER

The paladins and priests of the Order of the White
Sun knew that their righteousness alone would not
be enough to quell the power of the Magocracy of the
Black Star. As such, before their crusade, the order
trained bards and wizards in the art of abjuration,

building shields of magical power, countering the
spells of their opponents, and dispelling any magic
that stood in their way. With such arcane experience
unknown within the order, Maelin and Alexa sought
out the mercenary bard Sylda Dawncaster. At first,
they paid her handsomely for her experience and her
training of this new force of Mageslayers. But after
spending two weeks in Shadowreach as a spy, Sylda
took their mission into her heart and joined the order.

One hundred mageslayers were trained under
Sylda’s leadership—bards, fighters, rogues, and
wizards specifically trained to counter the magic of
the magocracy. Were it not for this force, the order
would have stood no chance against the Nine. But with
the mageslayers on their side, the priests and knights
of the order were able to cut through the magical
defenses and devastating attacks of the magocracy,
turning the tide and winning the war.

Sylda Dawncaster led twenty mageslayers into the
Ghost Tower of Ulon the Mind Dancer in the final
days of the crusade. She and her warriors were never
seen again, as the tower blinked out of existence
with them inside. Some believe that Sylda and her
mageslayers are still trapped in the tower, doomed to
live in the torment of their own minds for eternity if
no one can break the illusory bonds that hold them.

SPELLSIEVE

Wizards and scalds loyal to the Order of the White
Sun forged a weapon for Sylda Dawncaster—a blade
befitting the leader of the Mageslayer unit, known as
Spellsieve. This black-bladed weapon has five runes
etched into its blade.

Spellsieve is a shortsword of absorption—a very rare
magic shortsword that has the same characteristics as
a rod of absorption. As it absorbs spells, the glyphs on
the blade begin to glow violet. As spells are cast from
it, the violet glyphs go dark once again. Sylda used
Spellsieve when she and a force of Mageslayers and

Blades of Dawn fought and killed Vrathe of War. The
blade then disappeared with Sylda Dawncaster when
she stepped inside the Ghost Tower.

Lorp KoRrRVA VoLLOK

The paladins, templars, priests, and mageslayers of
the Order of the White Sun were backed by over a
thousand armored troops and veterans led by Lord
Korva Vollok, commander of the Swords of the
Sun. These soldiers and veterans trained alongside
their spellcasting companions in preparation for the
crusade.

During the war, Korva’s vanguard smashed through
the thrall armies of the magocracy. She battled and cut
down Thorvum Raisewing, half-dragon warlord of the
Claws of the Nine. During the battle, the archmage
Grethel the Flame disintegrated Korva’s wife and
second-in-command, Molly. In response, Korva drove
her radiant sun blade through the archmage’s magical
defenses and into her molten heart—even as Grethel
broke her staff of the magi to slay Korva and hundreds
more combatants. Korva’s sun blade was recovered
by a monastic branch of the Order of the White Sun
known as the Keepers, and was hidden in a monastery
built to imprison a Black Star agent known as Mother
Bloodstone. See the adventure “The Cell” for more
information.

One Possible History

The tales and legends of the history of Blackclaw
Mountain and Shadowreach are filled with
inaccuracies, grandiose bravado, and tall tales. You
are free to decide which of these stories, if any, are
true, and which are simply legend. The material in
this section represents just one possible history out of
many. Just as the recursive dreams of Ulon the Mind
Dancer create a thousand realities, so can you.



CHAPTER 3

THE CALL OF

STARSONG TOWER

From the ruins of an enchanted tower, the Grendleroot calls out into the depths of the Astral Plane, spreading

nightmares throughout Deepdelver’s Enclave.

n the characters’ first exposure to the ruins of the

Grendleroot, one of the elders of Deepdelver’s

Enclave sends the party to investigate a corrupting

violet energy emanating from the ruins of Starsong
Tower, at the north edge of the enclave. Within the
tower, the characters discover the remains of former
adventurers, a mad cultist, a harrowed specter, and the
mysterious call of the Grendleroot. If they successfully
repair a corrupted altar to break the source of the
violet energy, the characters earn the respect of the
enclave—and can even claim Starsong Tower as their
own home base.

“The Call of Starsong Tower” is a two-hour

adventure for 1st-level characters, and will take
those characters to 2nd level. It is designed to
introduce players to the ruins of the Grendleroot and
Deepdelver’s Enclave, and to introduce you to the
setup and style of the adventures in this book. This
adventure also offers additional guidance to help new
Gamemasters run their games.

Adventure Summary

The adventure begins when Bailon the Beardless, an
elder of Deepdelver’s Enclave, asks the characters for
help investigating a strange energy emanating from
Starsong Tower. For long years, the tower served as a
beacon of light in the cavern, but it went dark with the

coming of the Grendleroot. However, just three days
ago, a beam of violet light erupted from the tower,
pulsing up to a large spherical crystal in the ceiling of
the cavern. The corrupt magic of this light has brought
the normally cheerful folk of the enclave into a state of
WOITY.

Deepdelver’s Enclave is home to many adventurers
and retired adventurers, but its most renowned groups
are all presently away on missions of exploration in
the mountain. The one group that was in the enclave
entered the ruined tower in the hope of discovering
the source of the violet light and disabling it—but
none of its members have yet returned. Bailon hopes
that the characters can investigate to discover the fate
of the previous adventurers, and disable the strange
violet light creating chaos in the enclave.

Monsters and NPCs. Cult fanatic, giant rats (3),
gargoyle, skeletons (3), specter, zombies (2)

Notable NPCs

The following NPCs have a part to play in the
adventure.

BAILON THE BEARDLESS

A former explorer who has spent most of his life

in Blackclaw, Bailon is a chaotic good male dwarf
veteran considered by many to be the primary elder of
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Deepdelver’s Enclave. Kind and mischievous in equal
measure, Bailon believes that self-reliance is the most
important trait for anyone who wishes to explore the
mountain. He is the first NPC the characters meet in
this adventure.

JAYCE GOLDSMILE
Jayce runs Goldsmile’s Artifacts, a small shop that
specializes in buying and selling relics found by those

exploring the ruins of the Grendleroot. A chaotic good

female lightfoot halfling scout, she knows some of the

history of Starsong Tower and is willing to share it. She

is always excited to meet new adventurers, and offers
to help them however she can (including with potions
of healing). She is also willing to buy any interesting
treasure the characters find in the tower.

SARVIN BLUECASTER

Once a priest of the Order of the White Sun, Sarvin
became a kind of caretaker of Starsong Tower after
his death, as his soul remained bound to the site.
However, the corruption of the tower has twisted that
soul, transforming him into a half-crazed specter.
Sarvin is more tortured than evil (treat him as chaotic
neutral), and he does not act with hostility unless
provoked. His bond to the tower and dedication to the
Order of the White Sun grant him the ability to speak
Common, unlike most specters.

ALLICE SHADEWHISPERER

A member of an adventuring company called the
Bronze Lions, Allice is a chaotic neutral female human
cult fanatic—and that company’s only survivor. She
saw her friends killed by the specter Sarvin, and was
badly injured in that fight. Unable to flee, she has
succumbed to madness inflicted by the corrupt energy
within the tower. She now worships the spire of the
Grendleroot that punches through the lowest level of
the tower, and attacks only if attacked first.

Secrets and C|ues

The following secrets and clues can be revealed in the
adventure as you determine:

« Centuries ago, Starsong Tower gave off a beam of
radiant light that penetrated a great crystal hanging
high in the cavern above. The crystal’s light would
wax and wane to mark the passage of day and night
in the world outside the mountain. With the coming
of the Grendleroot and the destruction of the city of
Shadowreach in the cavern beneath the tower, the
crystal went dark. However, three days ago, it began
to pulse with an unsettling violet light.

A holy altar to the goddess of light was once set up
in the cellar of the tower. The altar would channel
radiant energy into a crystal at the top of the tower,
which in turn would illuminate the much larger
crystal in the cavern’s ceiling.

The folk of Deepdelver’s Enclave have always
avoided the tower. Those who spend time in and
around it feel a dark presence that manifests as dire
nightmares. (This is the power of the altar, which has
been corrupted by the Grendleroot spire. With the
sudden release of the altar’s power, the tower is safe
to any creature that spends less than a day there.)

Those who have briefly explored the tower have
reported hearing whispered voices coming from
behind its main door. (This is the guardian specter,
Sarvin.)

The spires of the Grendleroot are imbued with
mysterious magical power. Strange things happen
when the spires come into the presence of other
magic.

The beam of violet light that now erupts from the
tower is filling peoples’ heads with nightmares. No
one in Deepdelver’s Enclave has slept well since the
light appeared.

The energy of the Grendleroot spires can create
physical and magical mutations in creatures that
dwell too close to them.

Creative individuals and those attuned to the
ways of magic have long claimed to hear a strange
wavering buzz coming from around the tower.

Explorers of note have claimed that the tower is
some sort of device meant to communicate with
beings from other worlds.

A long-dead sage who went mad after spending too
much time in Starsong Tower claimed that an entity
beneath it was attempting to communicate with a
larger entity floating in the endless void above the
world.

The altar of light in the tower’s cellar was added to
the tower after its initial construction. The tower’s
original purpose is unknown.

The altar has been corrupted by a spire of the
Grendleroot, but the power of the Grendleroot
builds slowly. After absorbing that power for
hundreds of years, the altar reached a critical
threshold that has caused it to erupt with the
Grendleroot spire’s dark energy.

The Bronze Lion adventurers went into the tower
shortly after the violet light first appeared, and
haven't come out. The group wasn't well liked around



the enclave, and its members had a reputation for
being jerks.

o The Bronze Lions had a wand they said would help
them fix the tower.

Oirigin of Starsong Tower

You are free to change the details of Starsong Tower
to make this your own adventure and have it better

fit your own campaign. In particular, you can decide
who built the tower and what clues they left behind
regarding their identity and purpose after abandoning
it. However, if you have no history for the tower in
mind, you can use the following information to fill in
the details.

Nearly five centuries ago, an ambitious arcane
order called the Magocracy of the Black Star built the
city of Shadowreach long before the coming of the
Grendleroot. The archmages of the Black Star built
nine towers around the city’s vast cavern, including
Starsong Tower, named for the archmage who was its
overseer. The nine towers all channeled the energy of
the mountain to empower spells and conduct complex
magical experiments.

Three centuries ago, a fanatical group known as the
Order of the White Sun came to Shadowreach and
eradicated the Magocracy of the Black Star. Even as
they established control over many sections of the city,
the members of the order claimed Starsong Tower
for themselves. They built an altar to their goddess
in the lowest level of the tower, using its radiance to
illuminate the great crystal at the top of the cavern.
The crystal then shed light across the cavern that
brightened and dimmed to match the state of daylight
in the world outside.

Two centuries ago, the spires of the Grendleroot
erupted within the mountain. One of those spires
pierced through the bottom of Starsong Tower and
shattered the altar. The crystal went dark. Since then
the Grendleroot spire has been corrupting the altar,
slowly filling it with dark energy.

After two hundred years, the slow-acting magic of
the Grendleroot spire has fully corrupted the altar. An
eruption of dark power now sends a call out through
the magic crystal at the top of the cavern—and is
driving the folk of Deepdelver’s Enclave to despair.
Through this connection, the Grendleroot hopes to
reach out to another similar entity—perhaps one
potentially even more dangerous to the world than the
Grendleroot itself.

Tips For Running 1st-Level
Adventures

This adventure is written for 1st-level characters,
who are significantly more fragile than 2nd-level
characters. It is much easier to accidentally kill 1st-
level characters—even instantly. They also have fewer
capabilities to handle threats.

It’s up to you how difficult you want to make this
1st-level adventure, but if you're new to being a
Gamemaster, or if the players in your group are new
to the game, go easy on them and reinforce the joy of
high-fantasy roleplaying above the ongoing threat of
death.

This adventure has been balanced for 1st-level
characters, but you'll still want to keep an eye on how
quickly things might turn poorly for the adventurers.
In particular, always run fewer monsters than
characters, use static monster damage instead of
rolling for damage, and ignore the instant death rules
for new adventurers.

Be kind at 1st level. You can turn up the heat in the
levels to come.

Adventure Hooks

The characters can be inspired to explore Starsong
Tower and end its corruption for many different
reasons, including the money offered by Bailon the
Beardless and the chance to build a reputation among
the people of Deepdelver’s Enclave.

Alternatively, one or more of the characters might be
driven primarily by the need to investigate the mystery
of the tower. A character might also receive a dream or
vision of the Grendleroot’s call and want to investigate.

You can also have one or more of the NPCs
who've gone missing in the tower to be known
to the characters. The adventure assumes that all
the members of the Bronze Lions except Allice
Shadewhisperer are dead, but you can decide that
NPCs the characters know might still be found alive.

THE CALL OF THE GRENDLEROOT

The spire in the cellar of Starsong Tower is one of

the spires of the Grendleroot, the vast and ancient
sentience that lurks deep within the mountain. Having
burst through the cavern floor and into the tower, the
spire now allows the Grendleroot to use the tower to
attempt to communicate with another vast sentience
somewhere far away.
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This other sentience might dwell on another plane,
or in the vast emptiness of space. It might even be
possible that the Grendleroot is calling forth an
elder evil that might eventually devour the entire
world. This small adventure in the tower could be the
beginning of an epic tale to save civilization from an
alien horror beyond nightmare. It might also just be a
bit of fun for new adventurers.

Start

The adventure begins with the characters in an
audience with Bailon the Beardless, an elder of
Deepdelver’s Enclave. Read or summarize the
following to set the scene:

“Most of the adventurers of Deepdelver’s Enclave are
out in the mountain on missions of their own right now,
and I don’t expect the first of them back for days. We
sent in one company whose people were taking some

downtime in the enclave, but they didn’t come out.”

You can intersperse Bailon’s dialogue with questions
from the characters. Look at the “Secrets and Clues”
section to get an idea of the background information
on the tower that Bailon might know. Eventually, the
characters’ conversation inspires Bailon to make them
an offer:

You stand in the Dragon’s Fangs—an adventurers’
common house and the largest structure in Deepdelver’s
Enclave. Your host, Bailon the
Beardless, sits in a large rocking
chair, a pipe in one hand and a

staff topped with a carving of a
bearded dwarf in the other. Both
Bailon and the wooden dwarf give
you the same mischievous look.

“So, you all want to be adventurers?
Well, there are few jobs in this world more
exciting for those who have the calling.

It’s a dangerous trade, to be sure, but

the rewards are well worth it. And I'm

not talking just about the rewards of gold,
jewels, or relics. I'm talking about the rewards
of discovery. I'm talking about uncovering the
mysteries of this mountain, some buried here for
a thousand thousand years.

“But there’ll be time enough for that. If you're
looking to test your mettle as adventurers, I have
just the job to see if you're truly cut out for this.

“You know that large crystal you saw in the ceiling
of the cavern? The one glowing with that strange
purple light? It’s been dark for two hundred years, since
the coming of the Grendleroot. But three days past, it
started glowing like it is now, and no one in the enclave
has had a good night’s sleep since. That light brings
nightmares with it, and it’s coming from a ruin at the
north end of the enclave, called Starsong Tower.

“You want to prove that you have what it takes to be

an adventurer of Deepdelver’s Enclave? Head over

to Starsong Tower and find out what’s causing that
light. Fix it, and yow’ll have friends all throughout the
enclave. Plus, I'll arrange a reward of a cool twenty gold
pieces. Yes, each.”

BAILON THE BEARDLESS



In addition to the secrets and clues you want to share,
Bailon tells the characters that there are three ways

to enter Starsong Tower—by way of the front door,
through a small tunnel that leads from a nearby river
into the tower’s lower level, and by scaling the tower’s
broken walls.

The dwarf also suggests that the characters talk to
Jayce Goldsmile, the enclave’s relic dealer (see the
“Deepdelver’s Enclave” chapter). Jayce can provide
more information about the tower from the “Secrets
and Clues” section, in addition to giving each
character a potion of healing as a welcoming gift.

The characters can also talk to any of the other
NPCs detailed in the “Deepdelver’s Enclave” chapter.

Pacing the Adventure

This adventure is intended to take roughly two hours
to run. The primary method of tuning the length

of the adventure is the use or removal of optional
encounters in area 2, 3, or 5. You can also shorten this
adventure by requiring that the characters fix only the
altar in area 4 or the orb in area 6, rather than both.

The Ruins of Starsong Tower

The tower rises atop the cliff at the north edge of
Deepdelver’s Enclave. The following “Area Aspects”
section presents a list of the most notable features of
the tower as a whole. You’ll see similar lists of aspects
for each of the major locations within the tower. Use
these aspects to help remind you what elements of a
location are important.

Area Aspects. Three-story tower, beam of wavering
violet light shining up to a crystal above, stone
doorway, cracked walls, river canyon

When the characters reach the tower, read or
summarize the following. Similar read-aloud text
accompanies each of the other notable locations in the
adventure.

The ruined three-story tower stands atop a small rise
on the north side of Deepdelver’s Enclave. Carvings of
sinister hooded faces decorate the corners of the tower’s
square walls. Halfway up one side, those walls have
cracked and fallen away, leaving the tower’s uppermost
floor exposed. A large stone door leads into the tower’s
first floor. A river of clear blue water is channeled

through a canyon some fifty feet away.

A beam of wavering violet light shoots up from the
top of the tower to strike a large crystal embedded in
the caverns ceiling high above, causing it to pulse with
an unsettling violet light.

The characters have three obvious ways into the tower,
as mentioned by Bailon the Beardless. They can enter
through the front door (area 1), which leads to an old
audience chamber. They can go down to the river and
follow a natural tunnel (area 3) that opens up in the
tower’s cellar (area 4). Or characters can climb the
tower walls with successful DC 13 Strength (Athletics)
checks and enter through the exposed upper floor
(area 5).

Unless otherwise described, the tower is built
of worked stone, has ceilings 15 feet high, and is
currently lit by the beam of violet light that passes
through it, which fills all areas with bright light.

1. FRoNT DOOR

Area Aspects. Large stone door, sinister carvings of
mages, grinning gargoyle

A large stone door marks the tower’s main entrance.
The sinister visages of hooded mages stare out with
hollow eyes from each of the doors. A gargoyle statue
perched atop the doorframe leers down from above.

The door can be pushed open with a successful DC

14 Strength (Athletics) check. Characters can work
together to push open the door, granting advantage to
the check of the character with the highest Strength
score.

CREATURE

The devilish-looking gargoyle above the door was
once bound to the service of the Magocracy of the
Black Star. Its service ended when the Order of the
White Sun took over the tower, but the creature
remains magically bound to its perch. It scrutinizes
the characters as they deal with the door, swiveling its
head around to watch them, and responding in a deep
voice if spoken to.

The gargoyle cannot attack unless attacked first. In
that event, it makes one attack with its claws, then
returns to its perch, lamenting that it is no longer
under orders to kill intruders. If addressed with
respect, the gargoyle might give up one of the secrets
and clues of the tower, described earlier.
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2. AUDIENCE CHAMBER

Area Aspects. Large ornate throne, statues of unknown
heroes, mosaics of a bygone age, holes in the ceiling
and floor, beam of violet light

The corpses of three adventurers lie on the floor here,

all withered and pale. A large ornate throne sits atop

a raised platform on the north side of this chamber.
Statues of unknown heroes stand at attention, flanking
each other in two rows leading up to the throne. Rotting
plaster on the walls is peeling away to reveal old
mosaics once covered over.

Stairs to the northwest lead up, while stairs to the
northeast lead down. The floor and ceiling here have
collapsed in the southeast corner, exposing the floors
above and below. A circular hole cut into the center of
the floor matches one in the ceiling.

If the characters have not yet repaired the altar in area
4, add the following:

A pillar of wavering violet light rises between the two
holes.

You can change the details of the decor in this room
to fit your own campaign. Otherwise, the old mosaics
depict the nine wizards of the Magocracy of the
Black Star casting powerful spells, summoning huge
demons, exploring lost caverns, and building the nine
towers that once rose within the surrounding cavern.
The symbol of the magocracy—an eclipsed black

star with nine points around the corona—features
prominently across the mosaics.

The statues are more recent, and depict the heroes of
the White Sun who vanquished the Black Star mages
three centuries ago. Each statue features the symbol of
the Order of the White Sun—a flaming sword over a
blazing white sun.

CREATURES
The corpses are three members of the Bronze Lion
adventuring party, all withered by necrotic damage.
(The Bronze Lion adventurers made the mistake of
attacking the specter Sarvin here and were overcome.
See area 6 for more information on Sarvin.)

Two of the corpses rise as zombies and attack as
soon as any character comes more than 10 feet into the
room. Their eyes glow with a violet light—the same

color as the beam of light in the tower. A character
who succeeds on a DC 12 Intelligence (Arcana) check
can determine that the zombies have been created by
the power of the beam.

If time is running short or the characters have
already faced enough battles, you can skip this
encounter.

VIOLET LIGHT

If the altar in area 4 is active, the corrupt energy of the
beam of violet light is a hazard to those in this area.
Any creature that enters the area of the light for the
first time on a turn or starts its turn there takes 3 (1d6)
force damage and is pushed 5 feet away from the light.

TREASURE

By searching the bodies, the characters can find 18 gp
in mixed coin and a jeweled necklace shaped like a
beetle (20 gp), along with standard adventuring gear
and nonmagical weapons and armor.

On the body that did not rise as a zombie, the
characters find a wand of mending intended to help
repair the tower. This uncommon magic item has 7
charges. While holding it, a creature can use an action
to expend 1 of its charges to cast the mending cantrip.
The wand regains 1d6 + 1 expended charges daily at
dawn. If a creature expends the wand’s last charge,
they roll a d20. On a 1, the wand crumbles into ash
and is destroyed.

3. TuNNEL

Characters who explore the river’s course through the
canyon near the tower discover a subterranean side
tunnel leading off the canyon and toward the tower.

Area Aspects. Natural circular tunnel, corrupted water,
Grendleroot pillars

A long natural tunnel leads from the rough stone wall
of the river to a broken wall of worked stone. A small
stream that feeds the river emerges from under the
broken wall, but its water has been turned a dirty gray
from the presence of a dark liquid dripping out through
cracks in the wall. In some areas, the rock walls of the
tunnel have eroded away, revealing strange black pillars

made of some unknown metal.

The tunnel is roughly 50 feet long and 5 feet

in diameter. The black pillars are spires of the
Grendleroot that were thrust up from below but did
not push above the ground. Like all the Grendleroot
spires, they are slightly warm to the touch and
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completely impervious to damage. The spires are
smooth and have no markings on them.

Any character who succeeds on a DC 12 Intelligence
(Nature) or Wisdom (Survival) check can determine
that the water flowing down the tunnel is corrupted
by the essence of the Grendleroot. It is cold to the
touch, and anyone who drinks the water takes 7 (2d6)
necrotic damage and is poisoned for 1 hour.

The broken stone wall at the end of the tunnel is one
of the walls of the cellar beneath the tower. Characters
can easily slip through gaps in the wall and into the
cellar.

CREATURES
When the first character moves roughly halfway down
the tunnel, three giant rats crawl out from clefts in the
walls, one in front of the characters and two behind.
The rats’ eyes glow with a strange violet light, and
they attack any creature that tries to reach the tower.
A character who succeeds on a DC 12 Intelligence
(Arcana) check can see that the rats are somehow
infused with the power of the violet light.

If time is running short or the characters have
already faced enough battles, you can skip this
encounter.

IN THE CELLAR ALTAR

4. CELLAR ALTAR

Area Aspects. Broken statue, cracked stone altar,
black liquid, spire of the Grendleroot, collapsed
stonework, hole in the ceiling, beam of violet light

A cracked stone altar carved with religious iconography
stands before a ruined statue of the goddess of light. The
statues head has been broken off, and black liquid flows
from cracks in its body onto the floor. The liquid pools
around a large black spire that juts out of the floor in
the center of the chamber, reaching upward like a great
claw.

Stairs to the northeast lead up. Collapsed stone from
the floor and walls of the level above spreads in the
southeast corner of the chamber.

A beam of violet light shoots up from the spire,
focused through a hole in the ceiling into the tower

above.

The spire of the Grendleroot is the source of the
corruption in the tower. Fed by the black blood
flowing from the corrupted statue on the altar, the
spire uses its energy to attempt to communicate with



an otherworldly being, channeling the thoughts of

the Grendleroot through the crystal on the tower’s
uppermost floor (area 6) and the larger crystal hanging
in the ceiling in the cavern above.

CREATURE

Allice Shadewhisperer, a chaotic neutral human
female cult fanatic, lies prone on the floor here, her
arms outstretched toward the spire. She stands when
the characters enter, demanding to know whether
they too have come in response to the call of the spire.
Any character who observes her notes that black ichor
appears to be flowing from her eyes.

Allice was one of the Bronze Lions adventurers who
came to the tower. Her comrades all fell to the specter
Sarvin, and only she remains. Having been corrupted
over the three days since she came here, she now
spends all her time whispering to the spire and eating
rats to survive.

Allice can be convinced that her worship of the spire
is folly with a successful DC 14 Charisma (Persuasion)
check. The spire’s corruption has broken her mind, but
she is not evil. She defends the spire if she feels that the
characters are disrupting its connection to her.

In combat, Allice uses spiritual weapon to call a
spectral black sword that attacks one enemy, while she
casts sacred flame on others. Her sacred flame cantrip
evokes black fire that deals necrotic damage instead of
radiant damage.

Allice might have become weakened over the time
she’s spent in the cellar of the tower. You can adjust her
hit point total based on her physical state if you want
to adjust the pace and difficulty of combat.

If you wish to make the encounter harder (while
remembering that 1st-level characters are particularly
vulnerable), Allice might be protected by one or
two zombies risen from her former comrades. The
undead fight at her side, but automatically fall when
she is defeated. You likely only want to do this if the
characters are higher than 1st level, or if there are
more than five characters in the party.

VIOLET LIGHT
While the altar is active, see area 2 for information on
the hazardous effects of the beam of violet light.

CALL OF THE GRENDLEROOT

The spire of the Grendleroot resonates with a strange
buzzing sound as the beam of violet light blazes up
through the tower. A character can attempt a DC 14
Intelligence (Arcana or Religion) check to investigate
the spire. On a success, a character becomes conscious
of the call of the Grendleroot as it is transmitted

through the tower. They know that some form of
intelligence is attempting to call out to another entity.
You can fill in the details with as much information
as you wish, customized for your own campaign. See
“What is the Grendleroot?” in the “About this Book”
chapter for more information.

If a character fails this check, they suffer a random
form of short-term madness for 10 minutes as their
mind buckles under the weight of the Grendleroot’s
call. Appendix B has more information on short-term
madness.

REPAIRING THE ALTAR

The statue and the altar can be repaired with three
uses each of the mending cantrip. The altar can also be
repaired with a successful DC 14 Intelligence (Arcana
or Religion) check.

If the statue and the altar are both repaired, the
corrupting power of the Grendleroot spire is broken
and the black liquid stops flowing. The room fills with
a white radiant light that flows up through the ceiling
to the crystal on the roof of the tower. Though the
black spire remains in the chamber, its dark power
fades when the altar is repaired. Unless the characters
have repaired the crystal in area 6, however, the tower’s
corruption is not ended, and they recognize that more
work needs to be done above.

TREASURE
Set atop the altar are a golden bowl and plate (25 gp
each) and a small idol of the goddess of light (50 gp).

5. UPPER SuITES

Area Aspects. Crumbling walls, ruined chambers,
collapsed floor, outset walls, holes in the ceiling and
floor, beam of violet light

Time has not been kind to the tower’s second floor.
Collapsed walls reveal ruined bedchambers and storage
rooms. A cracked stone staircase in the northwest
extends to the floor above. The southeast corner of the
floor and ceiling have both collapsed, exposing the floor
above and below. A circular hole cut into the center of

the floor matches one in the ceiling.

If the characters have not yet repaired the altar in area
4, add the following:

A pillar of wavering violet light rises between the two

holes.
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THE BEACON OF
STARSONG TOWER

VIOLET LIGHT
If the altar in area 4 is active, see area 2 for information
on the hazardous effects of the beam of violet light.

SECRET SHRINE

The far corner of the mostly intact bedchamber to
the southwest features two outset stone walls with no
visible openings. A character who succeeds on a DC
14 Wisdom (Perception) or Intelligence (Investigation)
check discovers a hidden lever at the foot of the east
wall that slides a section of that wall open, revealing
a small shrine beyond. The shrine features a bronze
statue of a seated knight with arms extended and
palms up. A gold-hilted longsword rests across the
knight’s hands (see “Treasure” below).

CREATURES

If you wish to include a combat encounter here, three
skeletons wearing the livery of the Order of the White
Sun rise from the rubble and attack.

TREASURE

The sword set across the statue’s hands is a +1
longsword named Goldkiss. This is an uncommon
magic item whose design features the sword-and-
blazing-sun symbol of the Order of the White Sun.

A character attuned to the weapon can use an action
to cast a version of the burning hands spell that deals
radiant damage instead of fire damage. This feature of
the weapon can’t be used again until the next dawn.

6. RoorToP

Area Aspects. Huge crystal, collapsed floor, broken
walls, beam of violet light

The walls and ceiling of the upper level of the tower
have collapsed, leaving this area exposed to the cavern
beyond. A two-foot-diameter crystal sits atop a large
pedestal of twisted green-and-gold metal at the center of
the floor. The southeast corner of the floor has collapsed
to reveal the levels below.

If the characters have not yet repaired the altar in area
4, add the following:

Swirling violet energy flows around the base of the
pedestal. A crack in the crystal emits a beam of
wavering violet light that shoots upward to a much
larger crystal set into the ceiling of the cavern, one
hundred feet above.




VIOLET LIGHT
If the altar in area 4 is active, see area 2 for information
on the hazardous effects of the beam of violet light.

CALL OF THE GRENDLEROOT

Characters in this area can attempt to listen to the call
of the Grendleroot in the same way as described in
area 4.

CREATURE

Sarvin Bluecaster, a former priest of the Order of the
White Sun transformed into a specter, flows around
the base of the crystal in incorporeal form. When the
characters first arrive, he manifests into his original
humanoid form to speak with them.

Sarvin is not immediately hostile. The priest is
tortured by the corruption of the crystal, and yet
remains bound to protect it. The characters can
convince Sarvin of their intent to restore the tower and
end the corruption with a successful DC 14 Charisma
(Persuasion) check. On a failed check, Sarvin attacks.

As an action, Sarvin uses Life Drain against three
different targets, but each attack deals 3 (1d6) necrotic
damage instead of its normal damage. He moves
between attacks, provoking opportunity attacks to hit
multiple targets instead of just one.

REPAIRING THE CRYSTAL

If Sarvin is defeated or convinced to let them work,
the characters can undo the corruption of the crystal
with three castings of the mending cantrip, or with a
successful DC 14 Intelligence (Arcana or Religion)
check. If this check fails by 5 or more, a bolt of violet
energy arcs out to deal 3 (1d6) necrotic damage to the
character attempting the check.

The characters can attempt to repair the crystal
while battling Sarvin. If they are successful, the
specter’s madness ends when the crystal is repaired,
and he ends his hostility as his pain leaves him.

When the crystal is repaired, the violet light no
longer flows to the larger crystal in the cavern ceiling.

If the altar in area 4 is likewise repaired, the crystal
instead releases a beam of radiant energy to the crystal
above, restoring the tower’s original function and
filling the cavern with light to reflect the state of night
and day in the world above.

Concluding the Adventure

When the adventure ends, the characters have
hopefully restored the radiant light of the tower. This
light shines down from the cavern’s ceiling above
Deepdelver’s Enclave, creating a simulated day and
night cycle for the enclave’s inhabitants. The characters
reach 2nd level, and the people of Deepdelver’s
Enclave thank them enthusiastically for their efforts,
marking them as valued residents of the enclave.

With the corruption of the altar ended, Starsong
Tower is no longer a dangerous site to explore. In
recognition of their role in cleansing the site, the
characters are given permission to restore the tower as
a home base for their adventures to come.

If the characters managed to convince either
Allice or Sarvin to let go of their connection to the
Grendleroot spire, either of them might choose to
remain in the tower. Allice could decide to give up
adventuring with her friends now gone, offering to be
the caretaker of the tower while the characters are off
exploring. Sarvin might remain as a friendly guardian
or spiritual guide, and can provide information on the
Order of the White Sun.

Depending on your plans for the campaign, the
characters can continue with further investigations of
the mysteries contained deep within the mountain, as
they explore the ruins of the Grendleroot.
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CHAPTER 4

TEMPLE OF THE
FORGOTTEN GOD

From deep within a vault hidden for centuries, a dying god calls out to their last remaining follower.

young child named Sophie goes missing in

a lost temple to gods long forgotten. Once

thought to be the girl’s imaginary friend,

the voice Sophie has heard in her head for
two years is that of a god on the verge of death—and
desperate for the life force held within the youngster,
who has become the god’s one last follower.

Frantic to find the child, Sophie’s father asks the
characters to find her and bring her home. Along the
way, the fate of a god might fall into their hands.

“Temple of the Forgotten God” is a three- to four-
hour adventure for 2nd-level characters.

Adventure Summary

During Wee Delvers’ Week, an event that sees the
children of Deepdelver’s Enclave join their families

on adventures and explorations in the safer ruins of
the mountain, the characters learn that a child has
gone missing. Rauffe Wyndrunner, the child’s father,
returns to the enclave pursued by twisted wolves.

The characters learn that Raufte’s daughter, Sophie,
ventured into a recently discovered set of rough-
walled chambers in the mountain containing a lost
temple to forgotten elven gods. All her father knows of
her reasons for doing so is that Sophie claimed to have
heard a voice calling to her in ancient Elvish.

In the lost temple, the characters discover twisted
cultists, mutated monsters, and the last signs of the
elves who worshiped the lost gods. But to rescue
Sophie, the characters must face the forgotten god
Aymon the Gray Prince, then determine the deity’s
fate.

Monsters and NPCs. Cultists (4), cult fanatic, gray
oozes (2), mummies (2), shadows (2), specters (1+),

wolves (4)

Notable NPCs

The following NPCs have a part to play in the
adventure.

SoPHIE WYNDRUNNER

Sophie, a chaotic good half-elf commoner, is a young
child whose elf mother died two years earlier. Since
then, the girl has been known to talk to an invisible
friend in an ancient form of Elvish. Like her family
and many in the enclave, Sophie loves to explore, and
she is often unaware of the dangers around her. She
enjoys talking to her invisible friend and thinks the
best of everyone, including Thond and his cultists.

RAUFFE WYNDRUNNER

Rauffe, a chaotic good male human scout, is an
explorer from Deepdelver’s Enclave and Sophie’s



father. After she became lost on a Wee Delver’s Week
expedition, Rauffe went looking for Sophie in the deep
caverns but was pursued back to Deepdelver’s Enclave
by mutated wolves. Raufte loves his daughter and
exploration, but he is not the most skilled adventurer.
If he attempts to rescue Sophie on his own, he will
likely die in the attempt.

ZACHEUS THOND

A chaotic neutral male human cult fanatic, Thond
has heard the whispers of Aymon the Gray Prince

for years but still cannot understand them. He has
gone mad trying to piece together what he’s heard,

but that madness has allowed him to find Aymon’s
lost temple. He and a band of cultists who follow his
mad teachings now reside in the temple ruins, writing
their own interpretations of the Gray Prince’s message.
When he meets Sophie, Thond is torn between his
desire to use her to communicate with the Gray Prince
and his jealousy that this child can understand what
he cannot.

AYMON THE GRAY PRINCE

Aymon the Gray Prince is a long-forgotten neutral
male elven god. Once worshiped by elves of all types,
his domains include Light, Shadow, Life, and Death.
His symbol is that of two crossed open hands, one
white and one black. Over the centuries, his followers
have died off. Now the last spark of the Gray Prince’s
godly essence calls from the temple, looking for
anyone who will listen to him before he fades away.
Aside from the cult fanatic Zacheus Thond, only
Sophie Wyndrunner hears his call—and only she
understands him.

Secrets and C|ues

The following secrets and clues can be revealed in the
adventure as you determine:

« The elves of the surface world and the drow shared a
temple deep in Blackclaw Mountain over a thousand
years ago.

« Some of the priests in Deepdelver’s Enclave have
recently woken from nightmares, talking of hearing
the pleading whispers of a god they do not worship
or understand.

« Sophie Wyndrunner has long spoken of an invisible
friend that keeps her company. This invisible friend
doesn't speak Common, instead speaking an ancient
dialect of Elvish.

« Sophie is a bright child, who learned how to read
Elvish at the age of two from her mother.

The elves have many gods, some of which are
worshiped by very few followers. When their
worshipers die off, so too do the gods.

o A year ago, an explorer of Deepdelver’s Enclave
brought back a piece of broken rock from an ancient
ruin with some form of Elvish writing on it. Only
Sophie could read it, translating the words as: “The
Gray Prince calls to us”

o A strange priest came to the enclave weeks ago,
trying to get some old Elvish script translated. It
made no sense to anyone he showed it to. He and a
group of followers were last seen heading down one
of the tunnels leading off from the mushroom lake.

« Sophie says her mother once spoke to the same

invisible friend she has spoken to. Her mother

taught her to understand what he was saying.

Adventure Hooks

As fellow adventurers and explorers of Deepdelver’s
Enclave, the characters should have an instinctive
desire to help Rauffe find his missing daughter.
Individual characters might already know or have
some relationship with either Rauffe or Sophie.
Perhaps Rauffe is a friend, or Sophie might be an
adopted niece of one of the characters.

At the same time, the thought of discovering what
they can of the forgotten god’s temple might interest
some of the party members. A character with arcane
or religious training might also hear the strange call
of the forgotten god. Though they cannot understand
what the god says to them, the character might feel an
unnatural pull toward the lost temple.

You can also replace Sophie, her father, or Aymon
the Gray Prince with NPCs and deities from your own
campaign that are important to the characters.

Start

The adventure begins during the Wee Delver’s
Week celebrations in Deepdelver’s Enclave. Read or
summarize the following to set the scene:

It’s the fifth day of Wee Delvers’ Week, when children

of all ages join their adventurous parents as they delve
into the ruins within the mountain. Most children come
home with smiles on their faces and wanderlust firmly
planted in their hearts. A few come back bruised and in
tears, but even more resolved to do better next year.
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One has not come home at all.

Sophie Wyndrunner went exploring with her father,
Rauffe, and two of his friends, and the group is long
overdue to return. Search parties have gone out after the
pair with no success, and talk of their fate throughout
Deepdelver’s Enclave has gotten uncharacteristically
grim.

It is late in the evening when a cry echoes out across
the enclave. Rauffe Wyndrunner, Sophie’s father, has
been spotted approaching the enclave—but he is not

alone. A chorus of unnatural howls follows him.

Four mutated wolves stalk Rauffe Wyndrunner,

father to Sophie. Having already killed the other two
members of the expedition, the wolves have pursued
Rauffe back to Deepdelver’s Enclave, hoping he leads
them to more prey. Characters who join the other
Enclave residents investigating the cries meet Rauffe as
he and the wolves reach the southwest gate