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Introduction & Overview

Welcome Dungeon Crawler! The book you hold in your hands
(if perhaps only virtually) is an annual of sorts, representing the
output of the first year of Purple Sorcerer Games. | can’t begin to
express my gratitude for the encouragement and support that has
made the Sunken City Omnibus & Guide possible!

How We Got Here

My gaming roots reach back to mist-obscured epoch known as
the 1970’s. | can still remember overhearing a friend excitedly
discussing some new thing in my middle school library: a game of
pure imagination involving monsters and magic! Something elec-
tric passed through me that day, and in a very real sense my life
changed. Tracking down a copy of the infamous Blue Box D&D ba-
sic set, | took to the role of Dungeon Master almost immediately.
Fashioning adventures and worlds proved endlessly fascinating. It
encouraged me to study history, economics, geography, art, com-
puters and more. In hindsight, almost every skill | now use profes-
sionally—writing, graphic design, and computer programming—
first began as a desire to meet some gaming needs, be it maps,
character generators, or adventure!

And yet, after nearly 35 years in the hobby, I'd never sat down and
ground out an adventure in publishable form. That all changed
when | encountered a gaming company called Goodman Games.

Dungeon Crawl Classics

Like most long-time players, I've played many systems over the
years. During the early days of 4th Edition D&D, | picked up an in-
expensive adventure entitled Mists of Madness from a company
I'd never heard of before: Goodman Games. The adventure was
excellent, but the maps were fairly simple and in black and white. |
wanted something fancier to print out as battlemaps for my group,
so | took an afternoon producing miniature-scale color versions,
and sent them off to Goodman Games to add to their fan download
section. Joseph Goodman himself replied with a friendly email; my
first brush with ‘gaming nobility’, as it were.

Over the next months, like any good narcissist | checked in on the
Goodman Games boards to see if anyone mentioned the maps.
Alas, | don’t believe anyone ever did, but my checking did mean |
was around for the initial announcement that something new was
coming from Goodman Games: a fresh system designed to recap-
ture the glory days of gaming, but with a modern polish. For rea-
sons | can’t quite explain, | again experienced a jolt of electricity.
At the time | knew nothing of the ‘old school’ OSR movement, but
the idea of stripping game-play down to a more manageable level,
while taking advantage of the best aspects of modern gaming ap-
pealed to me, and | waited anxiously for the beta of the new system
to arrive.

When it did, the audacity of the system startled me. In particular,
the concept of the funnel struck me as particularly outrageous. Roll
3D6 for each stat and apply them in order? Each player runs up to
four characters? The GameMaster is encouraged to inflict massive
blood and horror on the players in the first adventure? The system
lacked the extensive crafting of characters with elaborate back sto-

ries we had all grown accustomed to in recent years. How would
my players react?

The completely random nature of beginning play, however, repre-
sented a perfect opportunity to create a character generator, so |
got to work building one. Professionally, I've created a number of
projects that generate dynamic PDFs, so it was a fairly straightfor-
ward matter to build the script that spit out the ubiquitous four-
character O-level sheets now seen at funnel sessions around the
world. As | tested the generator, the character sheets began to
stack up, and | soon began tossing together an adventure to give
this crazy funnel a shot. An early version of Perils of the Sunken
City began to take shape.

When | contacted Joseph Goodman about the 0-Level Party Gen-
erator, he responded with excitement, and shared it with Harley
Stroh, who also reacted with friendly enthusiasm. It’s strange to
say, but if they hadn’t been so courteous, Purple Sorcerer Games
likely wouldn’t exist. Because as the weeks went by and | began
creating maps for Perils of the Sunken City, and added more and
more details, the idea began growing in my mind that perhaps now
was the time to finally push through and craft a polished adven-
ture I'd be willing to share with the public. Using Goodman Game’s
Portal Beyond the Stars as my visual guide, Perils took shape fairly
quickly: an enormous amount of work, mind you, but the process
was far more enjoyable than | had expected. Finally, after running
the final proof by my wife, with a trembling mouse finger | emailed
a copy to Joseph Goodman, something | never would have dared if
he hadn’t been so professional and pleasant in the past.

Joseph responded positively and encouraged me to check out the
Third-Party Publisher system for Dungeon Crawl Classics. After a
week pondering whether the effort of creating an entire company
presence would be worth it, Purple Sorcerer Games was born. And
the first time | really tested the funnel with my new adventure? It
turned out to be one of my most enjoyable gaming experiences in
decades: complete with enormous thrills, instant character attach-
ment, and the creation of campaign seeds galore. | guess Joseph
knew what he was doing all along.

Enough Reflection!

So here we are nearly two years after the release of Perils of the
Sunken City. It now sits in the top 2% of sellers all time at RPGNow.
The Ooze Pits of Jonas Gralk, A Gathering of the Marked, and Lair
of the Mist Men followed to warm receptions, and I've now gath-
ered them together into this single volume, with Perils getting a
color overhaul in the process. To round things out, I've added a
collection of new content to spice up the Sunken City, including
a patron write-up, new monsters, a treasure room of new magic
items, adventure seeds, and more.

| truly hope you enjoy this book. Creating it has granted me the
incredible privilege of sharing both my love of adventure and my
often quirky sense of humor. | treasure the opportunity to do so.
All of this would not have been possible without the encourage-
ment and support of each of you. Thank you one and all!




Why The Sunken City?

The Sunken City was created to meet specific needs in my Dungeon
Craw! Classics campaign. Perils of the Sunken City introduces its
main features: the massive ruin-filled swamp, the Sending Stones,
Mustertown, etc, so | won’t repeat that information here. But a
brief background sketch of why the Sunken City was built could
prove helpful.

First, the general deadliness of the funnel and higher-level play in
Dungeon Crawl Classics creates campaign challenges many judges
haven’t had to deal with. You'll likely be stacking up bodies like cord
wood in your campaign, with a corresponding need for regular re-
placement characters. Logically fitting additional funnel adventures
into an ongoing campaign to provide replacement characters can
prove challenging. | knew | would need a way to quickly intro-
duce funnel or low level adventures to the campaign whenever
I needed them.

The next challenge | recognized is that low-level characters in DCC
are quite limited in how far they are designed to physically travel.
They lack the funds for mounts, and the world is filled with per-
ils they are ill-prepared to tackle. I knew | needed a centralized
location that could kick off many adventures, as | didn’t want to
continually justify how my player’s pathetic bands were managing
to rove about the wide world seeking low-level adventure.

After much pondering, the Sunken City was born: a nearly endless
swamp filled with the ruins of a once-great city. Such an expanse
can house as many adventures as most judges would ever need,
and the introduction of magical sending stones that transport par-
ties into and out of the swamp allowed low-level characters to get
to the adventure quickly from a central location. The creation of
Mustertown and the Soiled Dove Inn provided a convenient and
logical place for the beginning bands to gather. This central location
can act as a nexus as the campaign begins to grow and expand;
judges will find it easy to squeeze in a funnel adventure when need-
ed to generate replacement characters which can be picked up by
more advanced parties when they return to home base.

The Sunken City can serve many campaign needs:

e If you're just starting out and need a logical place for the
new party to meet, the Sunken City makes that easy.

If you need characters to replenish a depleted party, sim-
ply create a new mob and whisk them into the swamp and
home again, without the need to create a new backstory or
interrupt the flow of the campaign.

If you want to run a one-off adventure but still have the
exploits live on as ‘lore’ in the campaign, just place the ad-
venture in the Sunken City, and the tales told in the inns of
the Great City by the survivors will only grow with time!

Almost any adventure could be placed somewhere in the trackless
swamps of the Sunken City, so it’s a simple matter to add your fa-
vorite low-level adventures to the mix. Hopefully the four adven-
tures found in this omnibus will get you off to a good start!

Handling The Funnel

The concept of the funnel seemed mad to me at first glance: run-
ning multiple characters with crappy stats was something | hadn’t
experienced since my early days in the hobby. Expecting the ma-
jority of them to be slaughtered immediately was an entirely new
concept. Yes, it all seemed crazy until | tried it.

The brilliance of the funnel is that it is SO easy to create new char-
acters (especially if you use our Zero Level Party Generator found
on the Purple Sorcerer website) that the agony of losing a ‘pains-
takingly sculpted’ character is erased. As your players’ unformed
and plucky serfs suffer one horrific death after another, the usual
response will be gales of laughter erupting from your table! And
yet, when the little nobodies somehow overcome incredible odds,
and bravely more forward, the players become instantly attached
to them. I've seen it again and again. Backgrounds and defining
traits are created effortlessly, shaped by the funnel adventure.
When the lucky few survive to select a class at first level, your play-
ers will have little need to artificially create a sense of attachment
to their new characters. Their feelings will be very real.

The default DCC assumption is that the brutal player-death carnage
of the funnel will continue into higher levels, but it’s certainly not
required. Many groups love the challenge of this style of play, but
in my game, the pattern has emerged that once characters are es-
tablished the mayhem slows a bit as the campaign develops. My
players feel they get the best of both worlds: a delightful blood-fest
during the low-level adventures, followed by more sedate charac-
ter-driven play at higher levels. The choice of course, is yours: the
DCC ruleset is robust enough to support many styles of play!

The Tao of TPK

Regardless of what style of play you pursue, Dungeon Crawl Clas-
sics is a deadly game, and with such a high death rate, the ques-
tion of party survival becomes a very real issue. | think there are
two broad schools of thought when it comes to TPK’s (Total Party
Kills) in the funnel. Some judges and groups love throwing waves of
parties at a deadly adventure without worrying about continuity. A
clever judge simply adjusts things on the fly to deal with the intro-
duction of brand new parties, modifying the threats accordingly to
account for the previous party’s efforts.

| am in the camp that prefers to maintain at least a thread of con-
tinuity if at all possible, so that the acquired knowledge built up
during the course of the funnel won’t be lost with the death of the
final character. Additionally, players won’t be forced to go over ‘old
terrain’ with new parties, or be required to conveniently ‘forget’
adventure details they once knew. To help this ‘continuity’ strategy
along, the adventures found in the Sunken City Omnibus scatter
potential replacement characters at strategic points throughout
the proceedings. The Judge can take advantage of these pools to
help a party replenish its ranks to avoid complete destruction, or
help a particularly unlucky player get back in the game.

In addition, | approach traps that can effect the entire party with a
certain caution. Most challenges in my funnel adventures are de-
signed to whittle the party down. But players can do the darnedest
things, and on more than one occasion I've heard of traps wiping
out entire parties where such was certainly not my intent! In these




cases, | advise only effecting a sub-set of the party to avoid weaken-
ing them too much. Of course, many judges enjoy punishing their
players ruthlessly for their mistakes, and if that’s how your group
rolls, mete out destruction with joy! As always, there is no right or
wrong way to play for everyone: whatever you and your players
enjoy is always correct.

The Adventures

The Sunken City Omnibus and Guide contains four complete adven-
tures: three O-level funnel adventures and one shorter first level
adventure. The funnel adventures are only connected by theme,
they can be run in any order you desire!

Perils of the Sunken City

As mentioned, Perils was the first adventure created in
the Sunken City Starting Adventure line, and is orga-
nized in two sections. The first provides basic in-
formation about the Sunken City, in particular

the Great City and its adjoining Mustertown.

These can act as the launching point for

any adventure in the vast swamps of the

Sunken City, so it’s a good idea to read

this section even if you're planning on

running one of the other adventures

first.

The 2nd section details Madazkan’s

Court, a fiendish adventure consist-

ing of a trap-filled court above, and a
monster-filled dungeon below. Madaz-

kan’s Court is the best suited of the
three funnel adventures for convention

or demonstration play, as it is the shortest

and can be completed in a single session by

a motivated judge. (Tips for running Perils at

a convention are included on page 95 of the
Omnibus. I've heard back from many judges who
have had a great time doing just that!)

The Ooze Pits of Jonas Gralk

The Ooze Pits is a significant departure from Perils of the Sunken
City in that much of the action occurs outdoors, and a great deal
of exploration and detective work are involved in successfully com-
pleting the adventure. The action is also much more extensive, and
many judges have reported taking three or more sessions to reach
its exciting conclusion.

The village of Slither’s End from which the adventure embarks is
full of insane personalities and wonderful opportunities for role-
playing. A number of judges have reported making the town a regu-
lar stop in their campaigns. There is a good chance that your play-
ers might level up during the course of the adventure, and this will
prove a good thing, as the series of challenges that confront players
near the adventure’s conclusion can be extremely challenging.

Ooze Pits also introduces the inscrutable Mist Men, who play a sup-
porting role here, but act as the lead attraction in the first level
adventure Lair of the Mist Men.

A Gathering of the Marked

A Gathering of the Marked one-upped The Ooze Pits of Jonas Gralk
by offering THREE times the content of Perils of the Sunken City.
Like Ooze Pits, it will likely require 2-3 sessions to complete.

Gathering is the darkest of the three funnel adventures, pitting the
party against a host of twisted foes, often challenging the players
to remain a cohesive unit against the nearly overwhelming odds
presented by a dark master. By taking advantage of the aid offered
by an unlikely ally, however, the party can win through and gain
their freedom.

Lair of the Mist Men
Lair of the Mist Men began life as a proposed ‘mini-adventure’ of-
fered as a reward for the Crawler’s Companion Kickstarter. (Our Sil-
ver Ennie Award winning DCC utility!) What was originally
planned as a 3-4 page lark grew and grew, as many
gamers contacted me to express their excitement
about discovering more about the mysterious
Mist Men! The adventure eventually ex-
panded to nearly the length of Perils of the

Sunken City.

Lair is full of bizarre encounters and
foes, and is well suited for single ses-
sion play. The adventure also introduc-
es a new foe that will prove central to
the next round of our adventures!

But Wait,
There’s More!

In addition to the massive PDF appen-

dix material included with the Sunken

City Omnibus (over eighty pages of extra

content, featuring paper miniatures, bat-

tlemaps, pre-gen characters and print-friendly

adventure images), the Omnibus comes with a

selection of new content to flesh our your adven-
tures! Additional material includes:

e A patron write-up of the fiendish Malloc encountered in
Perils of the Sunken City, courtesy of Jeffrey Tadlock of Iron
Tavern fame. Jeffrey launched his long-running DCC cam-
paign in the Sunken City, and Malloc has proved a boon
and bane for his players from the first session.

Monsters! For those who have always dreamed of running
an Opossuman character, your wishes have been granted
with a full character class write-up! Additionally, bedevil
your players with a selection of new denizens of the deadly
swamp: SkinDitchers, Mudforms, and Killy-Pads.

Place your players on the path to adventure with exciting
adventure seeds that flow from the honeyed lips of Hon-
est Orkoff, one of the Great City’s most knowledgable mer-
chants. Perhaps he knows the whereabouts of some of the
20+ new legendary treasures created for the Omnibus, in-
cluding the Lead Chicken of Occasional Wisdom, Grumble’s
Sinister Spoon, and the Tiny Two-Handed Sword!
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The Sunken City Awaits!

Perils of the Sunken City: A Level 0-1 DCC RPG Adventure

Introduction

The Great City is old and faded, a pale reflection of its former glo-
ry. Life is a challenge for most, but for the weak and unconnected,
the city is a place of unrelenting hardship harboring neither hope
nor promise of escape.

With one exception: the Sunken City.

Most find death in the crumbling ruins that stretch beyond sight
into the mists southward; once rich districts now claimed by
swamp and dark denizens. But for the desperate few, the ruins
offer treasures the Great City denies them: fortune, glory, and a
fighting chance!

Overview

Perils of the Sunken City is a beginning or ‘funnel’ Dungeon Crawl
Classics RPG adventure for 15 O-level characters or 8 1st-level
characters. Players running O-level characters should have 3-4
each, as player casualties are part of the fun! It has been ob-
served: There should be an expectation of the lessons of mortality.

Judges are encouraged to tweak the number of enemy com-
batants (and resulting treasures) to provide the proper level of
challenge to players, based on player experience and the size of
the adventuring party.

This module is organized in two parts. The first section gives an
overview of Mustertown: Gateway to the Sunken City, providing
judges a consistent milieu to kick-off many different 0-level ad-
ventures. The 2nd section, Madazkan’s Court presents the inau-
gural Sunken City adventure.

Background

For centuries the Great City has shifted north in hops and spurts
as encroaching swamp swallowed the southern extents of the city.
The ruins now stretch south for nearly 30 miles, with endless sunk-
en avenues, courts and towers. Structures grow gradually more
dilapidated the further one travels from the city, but pockets of
higher ground remain in all areas, and the buildings in these loca-
tions have weathered the years somewhat more successfully — but
these places also attract the worst sort of swamp denizens.

A powerful teleportation device, The Sending Stone, stands at
the northern end of the ruins, connected to many other stones
scattered throughout the city’s rubble. The fearsome demon that
powers the stone — Sender —transports adventuring parties for his
own dark purposes between the stones... usually without incident.
Bands of desperate adventurers known as Free Companies use the
Sending Stone to explore the deepest parts of the sunken ruins,
hoping for treasure and glory, but often finding horrible, muddy
deaths instead.

Integrating the Sunken City
into your Campaign

The Sunken City can be dropped-in as a deadly suburb to most
large corrupt cities. In addition, almost any isolated low-level ad-
venture could be placed somewhere in the vastness of the Sunken
City, with Sender providing expedient means of travel. Energetic
judges could run numerous 0-level funnel adventures in prepara-
tion for campaigning, all in an environment where characters, even
of differing Free Companies, would be aware of each others activi-
ties and capable of forming more experienced bands.

And when the inevitable need for replacement characters arrives,
the Judge has an accessible place to quickly send another band of
willing serfs to winnow out a pool of replacement PCs.

(If you need a party of O-level characters fast,
visit purplesorcerer.com to use our free 0-level
party generator!)




Part I: The Sunken City

Mustertown: Gateway to
the Sunken City

Just outside the walls of the Great City a ramshackle collection of
buildings known as Mustertown clings to the dry lands at the edge
of the encroaching swamp. Any party of adventurers heading to
the Sending Stone must pass through this collection of crumbling
buildings, enduring the hungry stares of the ne’er-do-wells who
inhabit them. Eager gamemasters can simply use Mustertown as
a place to scrounge up supplies before setting their players on the
causeway that leads to the Sending Stone. Alternatively, players
can be introduced to the traditions that shape most ventures into
the swamp: traditions formed and refined in a large, dilapidated
inn known as the Soiled Dove.

The Soiled Dove and the
Mustering Compact

The owner of the Dove (known affection-
ately as Old Soily) is a former Sunken City
adventurer who built his establishment
with treasure purchased with his own
blood in the ruins. Though a thoroughly
unrepentant rascal in most senses, Soily

is honest in his dealings with adventur-

ers, and the inn has become the nexus

for most parties heading into the swamp.
Over the years, a series of traditions
have grown, multiplied, and been “codi-
fied” into an informal standard known to
all adventuresome sorts as The Muster-
ing Compact. Most of the traditions of the
Compact are unwritten, but there are three
chief elements of which all locals are aware:

The Free Charter: The poor and desperate of the

Great City have few generally respected rights, but one is that
they are free to form Free Companies to explore the ruins of the
Sunken City. Participation in a Free Company can delay entrance
to debtor’s prisons, and often acts as a final stage of initiation for
various seedy guilds and apprenticeships. (Even wizardly appren-
ticeships, as many masters wish to test the will and determination
of their charges before providing the final keys to access powerful
magics...)

The Counting: Each companion in a Free Company contributes
a single copper piece to one of Soily’s employees known

as the Muster’s Counter, receiving a brightly deco-

_? rated arm band of matching colors, as well as a

baked clay marker. Adventurers scratch their name or mark on one
side and next of kin/location on the reverse and deposit it with
the Counter, who will see that it is delivered to next of kin if the
adventurer fails to return from the ruins to claim his marker.

Prizes: The dream of most Free Companies (beyond surviving) is
to return with a Bright Prize: a treasure of particular distinction.
Returning with a Bright Prize will result in general acclaim, and
the Company’s name will be inscribed into a board outside the
Soiled Dove. Old Soily will likely be able to fence any bright prize
the party returns with. (Though check out Nardgrog’s Note on
Page 11 on how to handle things if your world lacks the buyers
necessary for such activity!)

A Grey Prize is a prize judged something less than a Bright
Prize, but capable of constituting a successful adven-
ture for those wagering on the party’s success. (A
local known as No-Legs determines the nature of

all prizes, he’s discussed momentarily.)

Key Locations

The Soiled Dove (1): The key tavern of
Mustertown. The Dove can provide most
adventuring items at the usual prices, along
with room, board, and other less savory
services.

The Circle (2): An open circle of bare dry

dirt that is the traditional gathering place for

most companies. No-Leg’s shack is adjacent.

Typically when a company departs, a crowd

of gamblers, gawkers, and pickpockets look on,

sizing up the party and shouting out encourage-
ment, derision, or betting odds.

The Causeway (3): A berm of raised ground that
serves as a path through the fringe of the swamp to the gates of
the Sunken City and the Sending Stone.

The Swamp (4): Straying off the Causeway is dangerous. The
swamp is full of grasping muck, hidden channels, snakes, bigger
snakes, crocodillos, two-tongued mud-wumpers, and even an oc-
casional shiny-spined turf-hurdler. Feel free to punish those foolish
enough to wander.

The Lady’s Hovel (5): A small shack located halfway down
the causeway that houses a kindly, yet mysterious seeress beloved
by all the wayward scum of Mustertown. The Lady is a potential
source for both information and blessing.

Oh Wise Nardgrog, what is this funnel you speak of?

Welcome one and all to the sausage grinder! During 0-level play your players should expect to lose some or most of their charac-
ters! (Pressed through a funnel, as it were.) When mere peasants explore deadly dungeons, what else is to be expected? That’s
why it only takes moments to create new characters, and in many cases replacements for the unlucky can be found along the way.
Those who survive will be ready to choose classes and begin the trek to legendary status!
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0-level characters possess many skills gained in their
previous professions. Encourage and reward cre-
ative solutions from your players to help their black-
smiths and chicken-butchers shine!

Key Figures of Mustertown

0Id Soily: Proprietor of the Soiled Dove and a former Sunken City
survivor. Regardless of his moral failings, gives a fair price for major
finds if he’s able to fence the item. Knows everyone in Mustertown:
a good source of info as long as your coins continue to flow!

No-Legs: A portly former-adventurer who suffered a mishap with
the Proving Stone. Appraises all major finds to determine their
“prize” status. His word is trusted in Mustertown.

The Lady: Lives in a shack on the causeway. Is kind to all, and has
very powerful friends, including Sender. Can grant a limited num-
ber of boons to those who impress her. (Applies an ash mark to the
forehead, providing a pool of 2 luck points to be expended on a
single luck burn during the next adventure).

The Lady is potentially a source of information about the myster-
ies of the swamp and the sending stones. To many, she is the only
source of grace available, and all in Mustertown revere her. Every-
one knows that to harm the Lady in any way is to invite death. It is
customary for the blessed to reward her with some small trinket left
outside her hut on the return trip. Those who ignore this custom will
find themselves cursed by fate. (-1 luck for a month).

The Gates of the Sunken City

Once adventurers cross the Causeway, the ground rises slightly as it
approaches a large crumbling gatehouse and walls, forming a clearing.
Through breaks in the walls, the ruins appear to go on forever...

Key Locations of the Gates

The Clearing (6): The ground is generally dry here. A gatehouse
provides entrance to the Sunken City, but few take this route, as
the districts close to the gatehouse were picked clean of treasures
years ago. In addition, a fearsome warrior known as The Warden
patrols the ruins near the gate, and is rumored to be quite unkind
to sightseers.

This field of dry ground houses two huge stone monoliths, both
extremely weathered: far more so than even the dilapidated ruins
they shadow, hinting at great age. Most adventures enter the city
by use of the first stone: the Sending Stone.

The Sending Stone (7): Standing nearly 20 feet tall, the Send-
ing Stone is roughly cylindrical, tapering slightly at the top. Covered
in lichen and grime, the stone sports crude symbols that can barely
be discerned. Chief among them is a dark horned face that seems
to have weathered the years better than the other markings. When
an adventurer presses his hand to the stone, it slowly warms, and
after 15 seconds, all who are touching the stone vanish as one - at
the whims of Sender’s powers.

While not common knowledge, it’s possible for a party to return
to the same spot on a return trek if they all concentrate on a place
while touching the stone. Remember everyone, there’s no place like
the Ooze Pits of Jonas Gralk.

The Proving Stone (8): Slightly smaller and less decorated
than the Sending Stone, the Proving Stone provides a destination
point for travel back from the Sunken City. The grass immediately
surrounding the stone is withered and grey: newcomers might be
warned to stand clear in case someone comes through on a return
trip. Ignoring this advice could be deadly.

Though Sender is committed to providing safe, reliable service, his
is a demon, with a demon’s sensibilities. Each return traveler must
make a DC 5 Luck save upon arrival or roll a d4 and suffer one of
the following:

1) Scarecrow: You’'re buried up to your calves upon arrival. (Tradi-
tionally you buy all surviving companions a drink at the Soiled
Dove if you're scarecrowed.)

2) Wiggly Armor Stand (or Mud Dive): Buried head first to the
chest. Friends have to help you out or you suffocate in short
order. (Traditionally everyone chips in to buy you a drink if you
take a mud dive... but on occasion this has led to folks not get-
ting rescued by stingy compatriots.)

3) Sender’s Diet: Something goes missing. A fingertip, part of a
toe, all your hair...

4) Birdy-Birdy: You arrive 6-8 feet up. DC 5 Ref save or twist your
ankle. (-5 to speed and -1 to reflex rolls for one week)

If an adventurer has done something to truly anger Sender, such as
harming the Lady, or defacing the Sending or Proving Stone, that
traveler will not arrive safely. The usual penalty is known as Paying
Sender’s Tithe: you arrive without your head.

Key Figures of the Gates

Sender: sender is the powerful demon that energizes the Send-
ing Stones. Few understand the precise nature of his existence, but
enough adventurers have returned from sendings with dark im-
pressions to give his legend weight and shape. It is in the Demon’s
own interest to encourage as many sendings as possible, as each




sending brings it closer to reaching the terms of its release. Sender
thus avoids mutilating adventures when possible, and occasionally
sizes up parties to send them to locations where they can prosper.

If he holds an adventurer in ill-favor, he’s perfectly
capable of doing extraordinarily
nasty things to them during
transfer. He has a strange
friendship with the

Lady, as he is able

to manifest in

shadowy form

in her hut,

where she

talks to him

and treats him

with kind-

ness. He will

kill anyone who

hurts her. When

the day finally arrives

when he is free of the ages

old necromantic compulsion that
binds him to the stone, the Great City will
mourn indeed.

The Warden: A powerful warrior who haunts the Sending Stone
and environs. Any adventurer arriving at the Sending Stone who
looks seasoned, experienced, or powerful is likely to lose 20 pounds
of ugly fat off the top. Why the warden does this is a mystery: Is he
protecting dark forces in the sunken city? Keeping the food supply
coming? Defending the rights of the weak to have a chance at suc-
cess? None truly know. Regardless of motivation, his influence is
clear: only the weak of the city approach the Sending Stone. (For
the experienced adventurer, there are rumors of another stone five
miles to the south on a small, muddy island just off the coast — tales
say it transports the bold to the very gates of The Shriven Tower
itself - home of the mumbling necromancer Xax - in the darkest
heart of the ruins. Be warned! The mumbles of Xax have driven the
bravest men mad!)

Mustertown Lexicon

Mustertown has its own dialect. Those who wish to blend in will
benefit by picking up some of the local slang.

Rats vs. Snakes: How the lowly of Mustertown de-
scribe the city elite’s opinion of them. They don’t
care whether we or the fiends in the swamp

die, it’s all just rats vs. snakes to them...

Over the Undsy: Betting term
about the number of warm bodies
remaining in a company upon re-
turn from the ruins. What’s the over
the undsy on this party? Six warm
bodies?

Melon Thumping: Unsavory

practice of gamblers attempting to dis-

cern the strength/smarts of members of

adventuring companies to improve betting

strategies. Shows us your teeth handsome... been
eating regular like?

Croc Scat: A particularly weak looking company. This band’s croc
scat for sure...

Three-Day Pastry: An overly cautious adventurer who has
made numerous journeys into the ruins with little to show for it.
That be one stale company: check out the number of three-day’s in
the muster...

Kind: Describes an adventurer who has prospered in the ruins,
but at a terrible cost. He’s had luck, of a kind...

Band of Scholars: A party that seems entirely too confident
considering the talent at hand. Like as not Sender will teach this
band of scholars a thing or two about proper perspective...

| But Nardgrog, my world 1s a d_eliciously grim and brutish place..,l

It’s assumed that the Sunken City rests near a ‘great city’ wealthy enough for Soily to easily fence the treasures that emerge
from the fetid swamps. But what if your world is a darker, grittier place where finding a market for most treasures is nearly
impossible? You have a few options:

You call thata CitY? There is a city adjacent to the swamps, but it’s poor, with few wealthy patrons capable of purchasing
expensive treasures. It’s impossible for Soily to raise the cash for anything the adventures return with: he’s barely able to keep
the Dove supplied! The party will have to search to find buyers, which could trigger additional adventures. Also, instead of
referring to bright or grey “prizes”, successful parties will be known as “Bright Companies” or “Grey Companies” - since reputa-
tion and admiration are the only coins that the folks of the city will be willing to share.

We ain’t got no stinkin’ city: Mustertown is all that remains of the once great city, the last fringe of civilization on the
edge of the swamp. The Soiled Dove operates as a crossroads inn, Soily spreading rumors far and wide of the riches of the
Sunken City to attract customers. Adventuring parties are few and far between, the ring of gamblers a gathering of old-timers
and drifters wagering apples to ward off the air of desperation and despair that surround their lives. Sender is not amused.




Part 11: Madazkan’s Court

Introduction

Adventurers seek death or glory in the Sunken City, and Madaz-
kan’s Court is the perfect place to find both! Madazkan’s Court
consists of both a surface and dungeon component.

Adventure Overview

Court: on the surface, players will make their way
through an overgrown courtyard, battling a de-
generate band of Opossumen and a pair of
fearsome, though overfed Crocodillos.

Next, they’ll enter and explore Madaz-

kan’s twisted arena, where they’ll

eventually be driven to the arena

floor by an angry crowd of blood-

thirsty spirits. They’ll confront

sinister traps powered by a

crazed elemental that will

require feats of strength,

agility, and smarts to over-

come. At the heart of the

deadly playground they’ll

encounter the only way

out of the arena short of

death: a blind leap into

the blackest of pits.

Dungeon: In the dun-
geon below, adventurers
will be ambushed by the
cursed bones of enslaved
gladiators, wielding the very
chains of their oppression.
Next, they can take a side trip
to outsmart a gigantic catfish to
gain a notable prize. If they man-
age to get past a potentially deadly
shrine that tests their luck, and survive
a room oozing with hungry slime, they
will eventually discover Madkazan’s pleasure
chamber, and the true shrine to his dark patron:
Malloc the Creeper, the Dark World Tree whose
roots penetrate the earth. The shrine holds both
death, notable treasure, and opportunity.

Background

Madazkan was a right nasty old necromancer. Delving into the
darkest sorceries, he consorted with the worst sorts of demonic
and elemental powers. Feared throughout the Great City, he en-
treated with dark powers to build his signature marble arena and
the dungeon that served it.

In the arena he indulged his darkest fantasies, sending hundreds to
their deaths by means of an endless variety of death traps
and twisted games.

Eventually, his dark ways destroyed him.
When he covenanted with new pow-
ers to construct a massive tower next
to his arena, it angered his original
patron Malloc. The Dark Creeper
sent forth roots to destabilize the
mighty structure, and it collapsed
in a terrifying shower of stones,
slamming into and nearly bury-
ing the northeastern corner of

the arena.

Madazkan looked on in hor-
ror from his private pavilion
in the arena, finding himself
trapped as the stones from
the tower blocked his only
exit. The falling stones also
damaged the intricate wards
that kept the enslaved elemen-
tal who powered the arena in
check...

The elemental ran riot, Kkill-
ing every slave and spectator in
the 