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You’re a thug. Or a murderer. Or you stole some old lady’s 

last two copper coins. Regardless you’re in the slammer.  

And not just any slammer, but the prison that has endured 

five centuries without a single escape. But it’s your lucky day. 

For an invisible presence has just provided you the means  

to escape this bleak chamber. For a price.  
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SPECIAL NOTE TO READERS – PLEASE READ! 

“Second Chance” is written for the clients of Heroes B&B to enjoy as part of their ultimate gaming 

experience weekend with us. Heroes B&B is a Twin Cities-based company that caters to gaming groups 

who wish to heighten their RPG 5e gaming experience. If you’re planning on spending a weekend 

playing with us as part of our B&B package that includes 15 hours of gaming, then STOP right here! We 

don’t want to spoil your fun by giving away all the plot twists in “Second Chance.” 

If that’s not the case, then enjoy this extended adventure module that provides equal doses of RP and 

combat, not to mention some unique gaming moments. 

“Second Chance” is unofficial Fan Content permitted under the Wizards of the Coast’s Fan Content 

Policy. It is not approved/endorsed by Wizards. Portions of the materials used are property of Wizards 

of the Coast. ©Wizards of the Coast LLC. 

For monsters, we’ve either created them from common creature templates or made recommendations 

on which ones to use from our favorite 5e publisher, Kobold Press.  

All images/visuals were used from Creative Commons sites; we would like to thank these generous and 

talented artists for their work! 

For details on the Twin Cities’  

ultimate 5e weekend gaming 

experience, check out 

www.heroesbnb.com 
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ABOUT THE ADVENTURE 

You’re a thug. Or a murderer. Or you stole some 
old lady’s last two silver coins. Regardless 
you’re in the slammer. And not just any 
slammer, but THE prison. The prison that has 
endured five centuries without a single escape. 
But it’s your lucky day. For an invisible presence 

has just provided you the means to escape this 
bleak chamber. For a price.  
So, criminal, the invisible presence prompts in a 
voice that sends chills rippling down your spine, 
are you ready for a second chance? 
 

 

MODULE OVERVIEW: 

Here are special notes on the module: 

• It is intended to take at least 15 hours 
to complete; 

• It has been written to accommodate all 
players levels in 5th edition Dungeons 
and Dragons; GMs will have to change 
creatures and some conditions 
depending on player levels; 

• We have provided monster 
recommendations as well as where to 

find these monsters’ stat blocks in 
different 5e publications. 

• Locations are loosely described in most 
parts of this module as Heroes B&B 
gamers play 5th edition adventures in a 
unique gameplay environment that 
features high-detailed maps, multiple 
monitors and a sound system. 

 

ADVENTURE BACKGROUND & HISTORY 

This Heroes B&B 5e adventure has two 
locations: The Mirage Mountain Prison, where 
the adventure starts, and later, the ghost town 
of Diin’themine (pronounced Din-thee-im). 

Mirage Mountain was aptly named for its 
towering, rocky peaks are located within the 
vast Flowering Desert. The sands of this desert 
flow to the rocky, barren beginnings of the 
mountain range that stretches north and south. 
From this range, in all directions, is naught but 
sand, cacti and venomous creatures. With these 
conditions, Mirage Mountain is the perfect 
place for a prison, which it has been for more 
than five centuries. In that time, not one 
prisoner has escaped its confines. It is rumored 

that not even one prisoner has managed to 
escape to the surrounding desert. (Two weeks 
of blindingly hot temperatures and nearly dried 
up water pools would await them.) When the 
prison was built, skillful mages were paid 
handsomely to build an energy ring around 
each prison cell. The red, pulsating energy is 
lethal to the touch. The magical wards are so 
powerful the prison had an unexpected 
problem: overcrowding. The criminals, unable 
to escape, were living too long. So the prison’s 
warden hired another mage, one particularly 
fond of research and not particularly bright, to 
handle the overcrowding problem. Occasional, 
high-pitched screams now rise from the depths 
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of the large, underground area beneath the 
prison, but the overcrowding is no longer an 
issue. 

The ghost town of Diin’themine, the second 
location of the adventure, is in a remote but 
sprawling valley, with nearby snow-tipped 
mountains reaching upwards to 12,000 feet 
elevation. There are no other communities 
within a week’s walk or ride of this remote 
town. 

Diin’themine is a 
town that time has 
forgot. Centuries ago, 
it was a thriving 
mining community, 
overflowing with 
thousands of 
immigrants bent on 
uncovering wealth in 
the form of pea-
sized, gold nuggets. 
The nuggets were 
initially found dozens 
of feet below the 
surface, on a single 
mineral vein. The 
vein was mined for 
years until it was 
exhausted. By the 
time the last piece of 
gold was pocketed, 
the mineral vein had 
been followed 
hundreds of feet 
underground. As this 
was happening, the 
town of Diin’themine 
grew unchecked, its 
once rolling, green 
hills disappearing under a blanket of wood 
buildings. Taverns and inns by the dozens, a 
score of mining sites and an overflowing jail 
made up just part of the rapidly expanding 
town. Immigrants came in waves, sleeping on 
the cold, dusty floors of inns as housing couldn’t 
be set up fast enough to accommodate the 
population growth. Crime, during this time, was 

rampant. The wealth brought up from the 
mines not only drew rogues from near and far 
but one particularly fearsome creature, a black 
dragon. The dragon, a shape-shifter, came to 
town disguised as a dark-haired, male human 
miner. It spent several days learning the key 
personnel of the Diin’themine mining 
companies before eventually killing the lot of 
them in one moonless night. Citizens woke to a 
rivulet of blood flowing down Main Street and 

decapitated heads 
strewn around the 
streets like balls at 
an elementary 
school recess.  

In a single night, the 
legend of the 
Beheader was born. 
Rumors of all sorts of 
evil – multi-headed 
demons and 
awakened, fearsome 
shadows – were cast 
about town in terror-
filled whispers. Only 

one town dweller, a 
curious wizard 

employed by one of the 
mining companies, 
discovered the truth. 
Garmon, a wizard with 
uncommon knowledge 
in the elementary arts, 
spied a dark-haired, 
human miner in a tavern 
trying to conceal an item 
that practically glowed 
with magic. Curious, 
Garmon paid an 
infamous rogue in town 

to steal the object from the miner and bring it 
to him, deep within his underground laboratory. 
The deed was done and by the next night 
Garmon was the new owner of the curious, 
magical item – a ring bearing a single, large 
green gem that emanated transmutation magic. 

The wooden structures in Diin’themine 
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Garmon couldn’t understand the depths of the 
magic, however. Or at least not in the time 
given him. For only moments after the ring 
came in his possession, Garmon looked up to 
see a lone shadow entering his underground 
lab. The shadow quickly grew, from the shape 
of a tall, slim man to a huge, winged creature. 

Garmon knew he had been set up. Still, he 
managed to cast a lone, powerful spell into the 
green gem before the shadow engulfed him. 

The next morning Garmon’s head was found in 
the streets of Diin’themine. 

The spell cast by Garmon bound the black 

dragon’s physical being to the town, which in 

short time dwindled as quickly it once grew. At 

about the same time Garmon died, the last of 

the gold was exhausted from the underground 

vein and the scores of immigrants left town, 

mostly penniless and terrified of unspeakable 

horrors. Now, only ghosts – many of which are 

missing their heads – and a single living 

creature, consumed by anger for its situation, 

dwell in Diin’themine. 

The creature – the shape-changing black dragon 

– devised a plan to break the ring’s 

enchantment. First it will lure an unsuspecting 

group of highly trained criminals to the ghost 

town to secure the ring, and then dispose of 

them after they make the mistake of carrying it 

across Diin’themine’s border. 

For in the dragon’s eyes, it deserves what the 

highly trained criminals were promised for their 

aid in this quest: a second chance. 

 

ADVENTURE OUTLINE: 

Introduction: Detailing the PCs’ criminals and 
their plight at Mirage Mountain Prison. 
Activity: GM prologue 

Part one: The fated 
meeting: An invisible 
“angel” emerges and 
offers freedom to the 
imprisoned PCs in 
exchange for their aid. 
Activity: RP 

Part two: Escape Death 
dogs’ keep! The first part 
of the prison escape is a 
timed mission that could 
potentially result in a lethal combat. 
Activity: Combat 

Part three: Discover what lies under the prison. 
PCs venture into unchartered territory and 
discover a scene of chaos. 
Activity: RP/Combat 
 
Part four: They’re all … dead!: PCs are 
transported to a town of ghosts and must act 

fast to stay “alive.” 
Activity: RP/Combat 

Part five: Find the ring!: PCs interact with the 
undead of Diin’themine to discover 
the whereabouts of the ring. 
Activity: RP 

Part six:  Find the rogue! To secure 
the ring, the PCs must venture 
hundreds of feet underground,  
in a mine rocked by recent 
eruptions. 
Activity: RP/Combat 

Part seven: The Keeper of the Key: 
The PCs find the rogue but must face a serious 
obstacle in freeing it and finally securing the 
ring. 
Activity: Combat/RP 
 
Part eight: An explosive surprise. The PCs return 
with the ring to the prison only to discover the 
promised second chance at life wasn’t theirs to 
begin with.  
Activity: Combat/RP 

The ring sought by the PCs. 
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INTRODUCTION: The PCs 

Each of the PCs are criminals that have been 
sentenced to Mirage Mountain Prison. 
Prisoners sent here share one trait: they are 
lifers. Whether they spend the rest of their lives 
in the cold, miserable cells or die as a research 
experiment in the mysterious underground 
portion of the prison, they know when they 
step into this desert-surrounded prison their life 
as they knew it is over. 

As the adventure opens, each of the PCs are 
being held in a single cell. A red, pulsating 
energy surrounds that cell. Touching it deals 
immediate and lethal damage (d8 x 
their level). Guards patrol the cell 
area regularly, with death dogs at 
their side. The death dogs are kept 
half-starved to encourage their 
occasional attacks on prisoners. The 
latter typically happens when 
prisoners are returning to their cells 
from their two allowed meals per 
day. Guards carry short, spiked 
wood clubs (1d8+2). They use them 
liberally on all prisoners, the PCs included, 
whenever the moment strikes them. And it 
does quite often. 

Have each of the PCs identify and name the 
following:  
1) their crime, alleged or otherwise;  
2) how they were caught; 
3) whether they are guilty of the crime;  
4) how long they have been imprisoned;  
5) their alignment.  

PCs that are relatively new prisoners (a year of 
imprisonment or less) are prone to the death 
dogs’ disease while longer-term prisoners (a 

year or more) have built up a resistance to it. 
However, longer-term prisoners should suffer a 
temporary ability score decrease with all 
physical attributes. (Base the decrease by tier 
level) Once the PCs survive the first two 
encounters in the prison, allow them to feel 
their former Strength and Dexterity return to 
their formal ability score levels.  

Each of the PCs is currently wounded, either 
from the guards’ attacks or the dogs’ bite. Have 
the PCs roll a d6: a roll of 1 and they have been 
recently hit twice by a guard (1d8+2 x 2) and 

bitten twice by a death dog; a roll 
of 2 and they have been hit once 
by a guard and once by a death 
dog; a roll of 3 or 4 and they have 
been hit by a guard twice; a roll of 
5-6 and they have been hit by a 
guard once. (Disregard this part for 
low tier PCs) 

The conditions in the prison, not 
surprisingly, are dismal at best. The 
cells are horribly overcrowded, 

meaning prisoners often stand side-by-side, or 
if they are sitting, do so at awkward angles to 
not constantly be tripped over by their 
cellmates. The PCs’ cell has one small, bar-
covered window, hardly a foot wide and a foot 
high. It allows them on some days to see the 
sun rise or the moon stand guard over the 
surrounding desert. The window acts as a 
constant, painful reminder that life continues 
outside these gods-forsaken, stone walls. 

 

Each of the PCs 

start the game 

wounded,  

either from the 

guards’ attacks  

or the dogs’ bite. 
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PART ONE: Escape! 

It is on one of these rare nights when a 
cloudless sky allows the PCs to view a full moon 
from their small cell window that the 
unforeseen happens: a chance at freedom. 

The red, pulsating energy around their cell 
suddenly vanishes. After blinking once or twice, 
the energy simply disappears, as does the 
constant buzzing sound it gives off. If the PCs 
are sleeping, this sudden stillness awakens 
them. The PCs are still locked in their cage but 
the energy field is evidently gone. As soon as 
one of the PCs goes to investigate the lock on 
their door – a thick, heavy metal device that 
would be challenging with thieves tools (and 
there are none here) – they hear a deep voice: 

“If I can eliminate the magical wards, don’t you 
think I could handle a simple lock?” 

The voice is edged with sarcasm but more in a 
humorous way than a mocking one. The PCs do 
not see the speaker, nor will they. If any of the 
PCs try to smash/break the lock or try to pick it, 
the voice will tell them to cease doing so or it 
will allow the magical energy to once again 
surround the cell. If the PCs ignore this, the red 
energy ward will be replaced immediately. If the 
PCs are touching the lock or the cell itself when 
this happens, they will suffer the damage 
mentioned previously. 

Otherwise, the invisible presence will relate the 
following: 

• It is the PCs’ lucky day – they will be 
given a second chance at life in return 
for completing a task for the invisible 
presence, which calls itself the PCs’ 
“angel.” The angel has used a Scrying 
spell on the PCs and knows who is, and 

who isn’t, guilty of their crimes and how 
they were caught. The angel will 
message the PCs in their minds who are 
not guilty of their crimes and tell them 
this is their chance at showing the 
world what kind of person they truly 
are. For the guilty PCs, the angel will 
message them and tell them this is their 
shot at revenge upon those who 
imprisoned them. 

• The task to earn their freedom is this: 
The PCs must escape the prison – 
something the angel will help them with 
– and then find a portal, located under 
the prison. This portal will take them to 
a town that time has forgot: a once-
thriving mining community that 
provided wealth beyond measure to 
thousands of immigrants. Today, the 
town is quiet, almost lifeless. But it 
contains one magical item the angel 
seeks: a single, flawless gem. The gem is 
atop a gold ring held, potentially, by a 
mysterious creature called the 
Beheader. Steal the ring, the PCs are 
instructed, and return with it to the 
prison, through the portal. Once they 
return with the ring, the angel will grant 
them their freedom – one free of 
pulsating magical wards and iron bars. 

• If the PCs want more detail, the angel 
will offer more information but this 
added detail will cost them valuable 
time. The angel will say, “If you want 
your freedom, the time is now to 
escape. Any more time you take in 
quizzing me about your task will mean 
less time you have in escaping the 
guards. If the guards catch you, your 
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shot at a second chance at a meaningful 
life will end.” 

From this point forward, the PCs are on a timed 
mission to get to the underground section of 
the prison. The PCs have 5 “rounds” before the 
guards have caught up to them and start 
attacking. A “round” will not be a true D&D 5e 
round (6 seconds) but more of a turn. Here’s 
how to count the rounds: 

• Each question the PCs ask the angel will 
cost the group 1 round. Make sure the 
angel alerts them of the fact that the 
guards are drawing closer after each 
answer it provides. The angel should 
sound almost panicked after a second 
question is asked 
of it.  

• The travel from 
the PCs’ cell to 
the section of the 
prison they must 
reach to draw 
closer to the 
portal is 1 round. 
During this time, 
they will pass 
other cells. If 
they’re able to 
keep the prisoners 
in those cells quiet, 
provide them an 
additional round in their escape as the 
guards temporarily lose sight of them. 
To keep the prisoners quiet, the PCs can 
try to intimidate them. Evil-aligned 
characters guilty of their crimes are 
given advantage on this check as other 
prisoners respect and even fear them. 
Good-aligned PCs or those innocent of 
their crimes are at disadvantage as 
other prisoners mock them. Have 2 
players make this check. If both players 
make it, the PCs gain 1 additional round 
before the guards catch up. One failure 
won’t affect the situation. Two failures 
and the guards discover the PCs’ 
location and the PCs lose 1 round. 

• A Perception or Investigation check at 
the place the prisoners reach first – the 
death dogs’ keep – costs the PCs 1 
round. 

Additional information the angel might tell the 
PCs, which will cost them time in their escape, 
includes the following: (If the PCs attempt to 
Insight the angel’s responses, consider putting 
them at disadvantage since they will be only be 
able to hear the angel, not see it) 

• The angel will briefly detail why it 
values the ring: the gem possesses 
powerful magic that negatively affects 
the living creatures of the town of 
Diin’themine. For Insight purposes, this 

is a half-truth, as 
there is only one 
living creature in 
the town now 
and although the 
magic ring is 
negatively 
affecting that 
creature, it’s 
doing so for a 
good reason. 
(Garmon did not 
want the 
Beheader 
creature to leave 
the town and 

bring its evil upon others); 

• The angel will not show itself to the 
PCs. Its magical power does not allow it 
to do so. (Insight: This is true) 

• The angel will acknowledge this task is 
dangerous, even deadly. The angel will 
say the dangers in the ghost town of 
Diin’themine are considerable, but it 
believes the PCs are capable of the task. 
(Insight: This is true) 

• If asked about the “Beheader” creature, 
the invisible angel will relate the story 
of the killings on the moonless night. It, 
however, will not discuss the wizard 
Garmon or how the ring and the 

The Mirage Mountains are located inside the vast 

Flowering Desert. 
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powerful magic placed upon it played a 
role in that fateful night.  

• Is there treasure in Diin’themine? The 
angel will tell them indeed there is and 
it has seen a considerable fortune of 
gold nuggets there. (Insight: This is true. 
However, the only treasure left of any 
considerable sum belongs to Beheader, 
who has no intention of giving away a 
single gold coin, much less a nugget!)   

Once the PCs agree to the quest, the angel will 
ask each of the PCs to make an oath before 
releasing them from their imprisonment. Have 

each of the PCs say the following out loud: “I, 
(PC name), vow to retrieve the ring and then 
gift it to my angel. Failure to do so means I 
forfeit my life.” 

After the vow has been spoken, the angel will 
cast an illusion spell that creates a light blue 
cord that wraps around a PC’s wrist and then 
vanishes into their arm. An Arcana check of 
DC10 or higher will show the cord had 
properties similar to a rope of entanglement. A 
higher Arcana check – of DC18 or higher – will 
reveal the spell to be an illusion and that it has 
no lasting power over the PCs. 

 

 

PART TWO: Death Dogs’ Keep 

To escape the prison the PCs are told they must 
accomplish two tasks. First, get to the Death 
Dogs’ Keep and find a hole the invisible angel 
created there. The hole will allow the PCs to 
venture into the underground portion of the 
prison. There, the PCs will find their equipment 
and encounter their second task: find and enter 
a portal the angel created there. 

The Death Dogs’ Keep is a long, straight 
enclosure in the prison that is kept apart from 
the vast network of cells. There are no magical 
wards to enter or leave this part of the keep, 
which has two stout, wooden doors at its 
entrance. The doors are not locked and can be 
easily opened by the PCs once they arrive. It will 
take the PCs about 15 minutes to reach the 
keep from their cells. 

Once the PCs open the keep’s doors, they will 
see the enclosure is 30-feet wide, with a 10-foot 
high ceiling, and it’s separated from the rest of 
the prison by stone walls. Inside, the enclosure 

is separated into three, 10-foot wide kennels. 
Each kennel has an iron door that conceals 
what’s inside of it. The iron doors go from floor 
to ceiling but can be opened by a heavy duty 
latch. The latch is not locked.  

As the PCs enter this keep, they’ll walk into a 
10-foot opening and then face the three iron 
kennel doors. They cannot see past the doors 
into any of the kennels. 

At this point, it’s likely the PCs will have few 
rounds left before the guards try to enter the 
keep and attack them. To reach the next stage 
of their task, the PCs must find the hole the 
angel created for them to get to the 
underground portion of the prison. The hole is 
inside one of the keep’s three kennels (the 
invisible angel didn’t say which one it was in 
and won’t tell them now). 

Each kennel is 10 feet wide by 30 feet deep, has 
an assortment of chewed-on bones laying 
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strewn about the ground (the remains of other 
prisoners?, the PCs may inwardly wonder) and 
one bedding area at the back of the enclosure. 
The hole created by the angel is underneath 
one of the bedding areas (GM choice of which 
of the three kennels houses this opening). 

It’s likely at some point the PCs could be dealing 
with foes on two fronts: the death dogs in front 
of them and the guards behind them, entering 
the keep. The death dogs, being half-starved 
and incredibly hungry, will fight to the death; 
the guards can be intimidated if they lose a 
couple of their mates. 

The hole the PCs find is only wide enough for 
one PC to enter at a time. The opening in the 
hole is dim-lit and drops 15 feet to the 
mysterious underground portion of the prison. 
There is rubble on the ground directly beneath 
the hole, as if the angel blasted the hole open. 

It’s unlikely the guards will follow the PCs into 
the hole, especially if a few of their comrades 
have already perished. Plus, it’s well known 
amongst the guards that prisoners routinely are 
taken underground and are never seen again. 
What’s most likely is the guards setting up an 
ambush if the PCs try to return through the hole 
and back into the main part of the prison.  
 

GM NOTES FOR BATTLE: 

• The 10-foot area the PCs walk into in 
the keep has a couple of useful 
elements. On separate walls there are 
two weapon racks. Each rack holds 1d4 
short, spiked wood clubs and 1d4 
daggers. There are no locks on these 
racks as prisoners have never escaped 

and so the guards have 
become careless about weapon 
storage. The area also has two metal 
bins, each about 5 feet wide and 5 feet 
high. The bins are closed when the PCs 
arrive. Inside the bins are kibble (food) 
for the death dogs, who are half-
starved. Allow the PCs to get creative 
with their use of food, although keep in 
mind these dogs have developed quite 
a taste for humanoid flesh. 

• Besides the above items, the PCs have 
no other weapons and no armor for this 
battle (unless they get it off a guard); 

• The PCs could shut the two wooden 
doors to the keep and try to keep these 
closed to the guards while they deal 
with the dogs. If this happens, once the 
guards arrive, do Strength checks to 
determine if the guards can shove the 
doors open. If only one PC attempts to 
hold the doors closed, give the guards 
advantage as they’ll have multiple 
people there (3-6 depending on tier) 
trying to open the door.  If the PCs are 
successful, consider having a guard bark 
out, “Go get the others! They won’t be 
able to hold it against all of us!” Wait 
1d4 rounds for more guards to show up 
and then try another Strength check. 

• The PCs could do a Perception check to 
listen at the kennels to judge how many 
death dogs are behind the iron doors. 
This will cost them one round, allowing 
the guards to get closer to this area. A 
Perception check of 15 or higher will 
reveal there appears to be only one 
animal in the center kennel, one animal 

Each death 

dog’s kennel 

has chewed-

upon bones 

laying 

around. 
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in the left kennel and multiple animals 
in the right kennel. A Perception check 
of 20 or higher on the center kennel 
reveals the animal is larger than the 
others. (Consider increasing this dog’s 
HP or add dogs at higher tiers) 

• Unless the PCs open an iron door – or if 
a guard does this - the death dogs in 
that enclosure will not be part of this 
combat. The dogs cannot escape their 
enclosures without help from a guard 
or a PC. 

• Once inside the kennel with the hole 
underneath the death dogs’ bedding, 
the PCs can do a Perception check. A 
DC12 reveals the death dogs’ bedding 
caving inward, showing a possible 

opening in the floor. If a PC touches the 
bedding, it must do a DC12 Constitution 
save against the dogs’ disease as the 
dogs’ saliva has fouled the bedding over 
time. 

 
MONSTER RECOMMENDATIONS: 

* Low tier: Death dogs, Challenge 1, Monster 
Manual, pg. 321 
* Higher tiers: Roggenwolf, Challenge 2, 
Creature Codex, pg. 320 
* Low tier: Guard, Challenge 1/8, Monster 
Manual, pg. 347 
* Higher tiers:  Add City Watch Captain to 
guards. City Watch Captain, Challenge 4, Tome 
of Beasts, pg. 419

 

 

PART THREE: What lies beneath the prison

Once the PCs get to this area –  a corridor 15 

feet under the prison – the timed part of the 

adventure ends. The PCs can dust themselves 

off and look around this dimly lit corridor, which 

is no more than 10 feet wide and looks hastily 

built. This underground corridor is supported by 

a wooden beam support system that has aged 

poorly. The beams are starting to crack and 

small showers of dirt occasionally fall from the 

weakening support structure. In this area, the 

PCs will find the equipment they possessed 

when they were imprisoned – their armor, 

weapons, wands, potions, etc. The equipment 

can be found in a series of open chests, located 

far enough away from the hole that the guards 

cannot see the chests nor the PCs. (For lower-

tier characters, consider adding a potion of 

healing for each PC to the chests.)  

Remind the PCs of the limited knowledge they 

have of their whereabouts: They have never 

been under the prison, nor have they talked to 

or heard of any prisoner that has been here 

AND lived to tell about it. This is uncharted 

territory. They have no idea what to expect, but 

it probably can’t be good. After all, the guards 

haven’t come down after them. Furthermore, 

screams often emanate from underneath the 

prison … right where the PCs currently are. 

Once they get their equipment on, the PCs can 
proceed further into the dimly lit corridor that 
stretches some 50 feet ahead in a series of S-
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shaped curves. Once they near the end of these 
curved corridors, a brightness will be seen 
ahead, followed by a strange, squeeky voice. 
Success on a DC8 Perception check and the PCs 
will hear: “Hand! To your right! (Then a blast of 
fire is heard) …. Foot! To your left! (Another 
blast of fire.) …. Hand and foot – to your left 
again! …” There is definite panic in this squeeky 
voice. A Perception check of DC12 or higher also 
will produce a smell of decaying flesh. As the 
PCs draw closer to the chamber, they’ll see 
blood stains – both fresh and older ones – 
splattered across areas of the corridor. 

When the PCs move forward, 
through the corridor into a 
large chamber, they will 
emerge into a scene of chaos. 

The chamber is large, some 70 
feet wide by 100 feet long, 
and has three 10x10 pillars on 
each side of the room. In the 
middle of the chamber, there 
are three pits of varying sizes, 
each of them overflowing with 
acid. The pits are 15 feet deep 
and at least 30 feet wide. The 
chamber’s ceiling is 20 feet 
high. There are braziers on the 
far side of the chamber, 
allowing dim light to spread 
across parts of the chamber. 
There are shadowy areas 
present as well, including in 
the back of the chamber 
where a work desk rests. (The 
desk is not directly against 
the back of the chamber, 
allowing somebody to work 
at the desk from all sides.) At the back of the 
work desk, in the shadows, is a symbol of the 
light blue cord that wrapped around the PCs’ 
wrists, representing the oath they took. If a PC 
presses the symbol, a wall behind the work desk 
opens into another long corridor. A PC will only 
be able to see the symbol if they look or walk 
behind the desk and roll a Perception check of 
DC12 or higher. 

When the PCs arrive, they will not see a portal, 
or the symbol on the work desk. Instead they’ll 
see the following: 

• Skeletal creatures and various, 
unattached body parts – mostly hands 
but a few feet as well –  crawling out of 
all three acid pits. Acid clings to these 
creatures as they move out of the pit;  

• A haggard mage, complete with a torn 
and acid-stained, dark cloak, stands in 
the southern part of the chamber, with 
a hand outstretched, toward the pits 

and the crawling 
creatures. The mage has a 
rolled-up cloth covering 
his eyes. Despite the bulky 
cloth, it is apparent the 
mage is fairly young. 

• On the mage’s 
shoulder, a tiny devil 
stands erect, pointing 
excitedly and shouting out 
in pure fear directions 
from where the nearest 
acid-covered creatures or 
body parts threaten to 
overtake the pair. As soon 
as the devil, an imp, calls 
out a direction, the mage 
sends a blast of fire to the 
location. (The mage has 
uncanny accuracy, never 
missing an advancing 
creature or body part)  

As the PCs take in this 
crazy scene, they’ll hear 
the mage and the imp 
conversing loudly:  

“Zec,” the mage calls out, “are you entirely sure 
you poured the vials containing the broken 
bones into these pools? I’ve never heard of this 
kind of side effect happening before …” 

“Peck,” the imp replies angrily in its squeeky 
voice, “Hand – on your left!” A hand, dripping 
with acid from the pool, is immediately hit with 
a blast of fire from the mage. 

Peck the mage 
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“And you said,” the imp continues, emphasizing 
each word slowly, “the vial with the blood …” 

“Zec!” the mage replies, “I might be blind but 
I’m not deaf! I said bones, not …” 

“Hand on your right!” the imp shouts back. 
“You did not! You said …” 

This will continue as long as the PCs allow it to. 
Neither the imp nor the mage will notice the 
PCs until they do something loud or announce 
themselves as the pair is being overwhelmed 
with creatures from the acid pools. One of the 
following could then occur: 

• The PCs could try to sneak away from 
the imp and mage, something fairly 
easy to do with all the racket going on 
in the southern part of the chamber. 
There are two separate areas of stone 
flooring the PCs could walk across in the 
northern half of the chamber, to get to 
the other side of the chamber without 
stepping into the acid pools. Depending 
on tier, acid could be covering the stone 
flooring, meaning the PCs would take 
2d6 damage on each tile they step on. 
(If the GM takes this route, allow a 
Perception check to view the acid. It 
shouldn’t be difficult to discern the acid 
against the gray stone flooring) Once 
half the party has crossed either of the 
stone crossings, they are attacked by an 
ooze or Acid Ants, depending on tier. 

• The PCs could try talking with Peck the 
mage and Zec the imp. Once they get 
the pair’s attention, the imp will 
immediately shape-change into a small 
rat, one with fuzzy white fur and pale 
blue eyes. It will then try to disappear 
into the folds of Peck’s raggard-looking 
cloak. The PCs will learn that Peck has 
been conducting research on dead 
prisoners’ bodies, trying to turn their 
bone dust into regenerative potions. 
Peck will swear that he only performs 
such tests on prisoners who have died. 
(The blood stains found in the corridor 
suggest otherwise) Zec, if asked, 

(Persuasion +4) will try to repeat what 
the mage says. If insighted, this is 
discovered as a lie as Zec has secretly 
been killing the prisoners in the corridor 
before they come to the large chamber. 
Peck is a young researcher and hasn’t 
quite figured out that bone dust can 
cause a number of magical effects, 
including animating dead creatures. 
Neither Peck or Zec will be hostile to 
the PCs, as Peck is a true researcher at 
heart and his familiar, Zec the imp, will 
only attack humans when he has a 
distinct advantage, in both numbers 
and strategy. 

• The PCs could try to sneak away and get 
caught in a prolonged battle with the 
acid ants or the ooze. In this case, the 
mage and imp will be busy fighting off 
the animated, acid-covered skeletons 
and animated body parts. They will not 
move to delay the PCs or try to keep 
them from looking around for the 
portal. Peck the mage, being blind, will 
however mistakenly assume the PCs are 
acid-covered creatures emerging from 
the pool who have not only become 
animated but somehow intelligent as 
well. Zec the imp, fearful of the PCs’ 
discovering his killings of other 
prisoners, will allow whatever 
farfetched story the PCs come up with 
in answering the mage while they look 
for the portal. 

After opening the secret door, the PCs will find 
a separate corridor that leads to the portal, 
where a faint blue light shines. The portal is 
activated and the PCs only have to step in to be 
transported away. 

 
MONSTER RECOMMENDATIONS: 
Lower tier: Acid Ant, Challenge ¼, Creature 
Codex, pg. 8 
Higher tiers: Foxfire Ooze, Challenge 10, 
Creature Codex, pg. 283 
All tiers: Crawling Claw, Challenge 0, Monster 
Manual, pg. 44 (Consider adding acid damage) 
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PART FOUR: They’re all …. dead?

The moment the PCs walk into the portal they 
hear the following messaged to them from the 
angel: 
 
“You trek to the past;  
Become as they are, fast!  
Find the bird, take a stance, 
Secure the ring,  
To allow a second chance.” 

Teleported, the PCs arrive under a cloudless 
blue sky with wisps of a cold breeze, something 
the PCs haven’t felt in months, year or even 
decades (depending on their backgrounds). For 
a moment, the sensation of joyous freedom will 
touch them, probably bringing genuine smiles 
to their faces as not one guard, death dog or 
pulsating, red energy is threatening to end their 
life. Here, in this strange, faraway place, is 
freedom.  

At least for a moment … 

For the joyous peace abruptly ends as a chilling 
scream emanates from not 20 feet away from 
them. And another. And another.  

As the PCs focus in on their location, they see 
the following: They are in a valley with snow-
crested mountains rising thousands of feet high 
around them. The valley is large and filled with 
rolling green hills, most of which have scores of 
wooden structures on them. The structures 
mostly appear to be houses. Faint pathways, 
some of which are large enough for horse-
pulled carts, stretch across the valley. There are 
two larger roadways that are off in the distance, 
with larger, two- and even three-story wooden 
buildings bordering them.  

Besides the gentle breeze, there is no other 
movement or sound coming from the valley. 
The PCs cannot see or hear any other living 
people or creatures within this valley. There are 
no birds singing nor squirrels or rabbits running 
around. There is, however, ample signs that life 
in some form once existed here as the PCs see 
the following around them: abandoned horse 
carts, rusty saws and other tools, pieces of 
discarded clothing, even remnants of dining 
utensils, from rusted forks to brittle knives. 

The screams emanate from behind the PCs. As 
they turn around, they see ghosts emerging 
from underneath a nearby, wooden house. The 
house has an A-frame roof, a couple of 
shuttered windows and a door. 

The emerging ghosts are mostly humans and 
dwarves, men and women alike. They rise 
slowly from beneath the wooden structure, first 
individually, then in pairs. The ghosts are 
clothed in one of two ways: either in heavy, 
dusty overalls, or in what was once fine suits 
and dresses. Half of the ghosts scream as they 
sight the PCs; the others remain silent as they 
are incapable of speech - they are headless. 
These poor souls wave their hands, as if trying 
to get somebody’s attention. 

The ghosts do not come directly at the PCs – 
instead their move to encircle them. This can be 
done in relative short time as more pairs of 
ghosts rise from underneath the wooden house.  
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The ghosts’ screams are joined by others farther 
away – first by other undead in another 
wooden structure some 50 feet away, then in 
another house a similar distance away from the 
PCs. Soon, the sounds of screams emanate 
across the valley, drowning out the peaceful 
bliss of the light, chilly breeze. 

Allow the PCs to react to this suddenly tense 
situation. They are located about 10 feet away 
from a wooden house, with an abandoned 
horse cart not far away. There is nothing else, 
structure or object, close by. If the PCs venture 
toward the house, have the undead attempt to 
block their way. If this doesn’t work, go into 
initiative. Otherwise, give the PCs two “turns” 
or actions before they are surrounded by 
ghosts. The undead will then attack. Start with 
4-8 creatures, depending on tier level. The 
number of creatures should accelerate as more 
and more ghosts come from neighboring 
houses. Roll 1d6 on every turn to bring more 
ghosts to the fight.  

Allow combat for 2-3 rounds depending on tier 
level. At the end of that time, the house’s 
wooden door will fly open and a sizable ghost 
will appear. This is Madam Oom-ga, a half-ogre 
of immense size (large). Her incorporeal form 
fills the entire house’s doorway – and then 
some! – and her appearance immediately stops 
all combat. (see NPC info on Oom-ga) The other 
ghosts back off, although some appear 
noticeably unhappy about it. These few will 
grumble, shout out and generally try to stir the 
others into a frenzy. 

From the doorway, Madam Oom-ga, in an 
Islander accent, will call out, “A yasso nice!” 

(this is an expression she’ll use often, meaning 
‘we’re having fun!’) Madam Oom-ga will invite 
the PCs into the house, guaranteeing their 
safety if they come in, or their death if they 
linger outside. She’ll do so in an incredibly 
cheery manner. If the other ghosts become 
more agitated and try to attack the PCs, she’ll 
fly in front of them and swat them away like 
flies. Oom-ga will not divulge anything of value 
to the PCs to get them inside the house, other 
than to say repeatedly, “Do yur ting mon, but I 
have what yu want, ring seekers!” 

If the PCs go into the house, Oom-ga will hold 
the door open for them and ensure – for the 
moment – that no ghosts will attack them. As 
the PCs file into the house past her, Oom-ga will 
select a favorite. She prefers good-aligned 
characters that are short and hairy. (She’s 
especially fond of dwarves and halflings!) 
However, any good-aligned characters will do. If 
there are none in the party, she will select a 
short, hairy or weak-charisma PC as her 
favorite. As this PC passes by her, heading into 
the house, Oom-ga will brush against them in a 
playful manner and all but purr: “A yasso nice!” 

If the PCs do not enter the house, Oom-ga will 
playfully shake a finger at them and say, “Du yu 
ting but only death awaits out here, mon!” She 
will then fade into the house’s door and the 
ghosts’ attacks will begin anew. The door to the 
house is unlocked and the PCs can enter at any 
time – a good choice (and a life-saving one!) as 
the number of ghosts will continue to multiply 
outside the house.  

The wooden house Oom-ga woos the PCs into 
was once a brothel. Now, it looks more like a 

Diin’themine: A town that time forgot. 



16 | P a g e  
 

disaster zone than a house, for parts of the roof 
are collapsing, the floorboards have given away 
in many areas, and the walls feature more holes 
than solid planking. Inside, there are various 
pieces of wood and iron furniture ravaged by 
time and the elements. Torn remains of curtains 
can be seen swaying in the windows. There are 
four rooms in Oom-ga’s house, including a large 
front room, two bedrooms and a small kitchen 
in the back.  

Upon entry into the house, Oom-ga will reveal 
two items of note to the PCs: 

• She is the “Madam,” the owner and 
sole proprietor of this house, named 
The Fluffy Pillow, the most famous 
brothel in all of Diin’themine; 

• She has been paid quite handsomely to 
provide the PCs a temporary refuge and 
a gift upon their arrival. The gift, she 
tells them, is quite necessary for their 
survival. “Now, mon,” Oom-ga will say, 
“where did I pu’ it?” 

At this point, 1d6 ghosts squeeze through 
the holes in the house’s walls and attack the 
PCs – again! At which point, Oom-ga will 
note sheepishly, “Did I ‘appen to mention 
the refuge was only temporary? A yasso 
nice!” 

GM NOTES FOR BATTLE: 

• To end the combat, the PCs must 1) find 
the gift - a potion - left for them; and 2) 
each of them must drink from the 
potion. Until that time, the number of 
ghosts in the house will continue to 
increase and they will continue to 
attack. Once the PCs accomplish the 
two objectives, the ghosts’ 
aggressiveness will cease and combat 
will end.  

• Before the combat starts, roll a d4. This 
will dictate in which room the PCs will 
find the potion. A roll of 1 will be the 
front room, 2 or 3 will be a bedroom of 
the GM’s discretion, and 4 will be in the 
kitchen. For the PCs to find the potion, 

they must be in the correct room and 
spend at least one turn looking for it. 
An Investigation check (an action) of 
DC12 will find the potion, half-buried in 
a dust-covered hole in a floorboard. 
Allow multiple checks if the potion is 
not found on the first try. 

• Oom-ga will spend the entire encounter 
defending her favorite PC. While she 
can’t kill any of the other ghosts, she 
can deflect their attacks with her 
considerable girth. Have the favorite PC 
roll a d20. A roll of 10 or below and 
Oom-ga automatically deflects one 
ghost’s attack against the PC. A roll of 
11 and higher and she deflects attacks 
from two ghosts. 

• If the favored PC reacts favorably – or 
even in a shy manner –  to Oom-ga, she 
will become immediately infatuated 
with them and intentionally steer them 
to the wrong place in the house to 
“find” the potion. She will do this for as 
long as possible as Oom-ga is incredibly 
lonely and she doesn’t want her 
favorite PC to leave. Only when the PC 
becomes frustrated or threatens to 
leave her will Oom-ga help the PC 
locate the potion. 

• On every new round, 1d4 more ghosts 
will enter the house through holes in 
the walls. 

• When inside Oom-ga’s house, a ghost 
can use a special telekinesis ability as a 
bonus. This ability is limited to moving 
pieces of wood or iron (the flooring, the 
ceiling, the walls). These moving or 
falling pieces of wood or furniture can 
restrain the PCs and/or cause slight 
damage (1d6). PCs should be allowed 
DC10 Dex saves to limit damage or keep 
from being restrained. Each room has a 
metal bed frame, which could be used 
by the ghosts to block off rooms or 
exits. 

The gift potion is nothing the PCs have 
encountered before and so Arcana checks won’t 
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provide them a clue as to what the potion will 
do. There is, however, a note tied to the 
potion’s bottle that reads, “You trek to the past; 
Become as they are, fast!” 

Upon drinking the potion, the following will 
happen to the PCs: 

• They will turn ghost-like, neither alive 
nor dead but somewhere in between. 
To the undead around them, they will 
appear like ghosts. And the PCs will 
begin to float, much like the ghosts 
around them. In fact, the PCs will have 
incorporeal movement, including the 
ability to fly, but they will not possess 
any other ghost qualities and keep all 
their regular abilities (racial and 
otherwise), feats and equipment. They 
also can be healed in this state. 

• Besides movement, the state of being 
neither alive nor dead will impact the 
PCs in one other way: how they 
perceive the world. Their minds will 
flicker between today and long ago, 
seeing today’s ghost town one moment 
and the vibrant city of hundreds of 
years ago the next moment. Even Oom-
ga’s brothel will have drastically 
changed. When the PCs’ vision 
momentarily shifts to the long-ago 
period, the holes in the walls have been 
replaced by rich, multi-colored 
wallpaper and the scent of decay and 
rust have given away to the wafts of 
cigar smoke and incense. Mechanically, 
the PCs are now at disadvantage on all 
Perception and Investigation checks. 

Once the PCs have become ghost-like and the 
combat ends, Oom-ga will provide additional 
information to the PCs, including: 

• The history of Diin’themine, including 
its rise to fame and prosperity thanks to 

the gold vein and its eventual downfall, 
which occurred as the rich vein under 
the town stopped producing the 
valuable gold nuggets; 

• One of the town’s ghosts paid her a 
sizeable sum to help them when they 
arrived. Oom-ga will describe the ghost 
as a tall, thin human miner with a head 
full of dark, black hair … she’ll also note 
having a head itself is not as common as 
you might think in this town; 

• If the PCs haven’t heard the tale of the 
Beheader, she’ll tell them. Note: Oom-
ga does not know what kind of creature 
did this evil act. She certainly doesn’t 
know it was done by a shape-changing 
dragon and she won’t speak of Garmon 
the wizard; 

• She says he knows nothing of the ring, 
other than the miner telling her the PCs 
would be seeking it. She suggests the 
PCs go to the Main Street taverns and 
ask around. She will warn them of 
rampant crime there and not to anger 
the dwarven miners, for they are foul-
tempered and gang up against those 
who cause trouble. 

Last, she’ll give the PCs a message - the lone 
message the dark-haired miner left for them: 
The effects of the gift potion are temporary, 
lasting only 24 hours. Either they’ll have to find 
the ring in that time, or face the wrath of the 
town’s wraiths. (Oom-ga says she is not aware 
of it but the portal will only re-activate if the 
PCs have the ring in their possession.) 

 
MONSTER RECOMMENDATIONS: 
Lower tier: Specter, Challenge 1, Monster 
Manual, pg. 279 
Higher tiers: Ghost, Challenge 4, Monster 
Manual, pg. 147 
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DIIN’THEMINE NPC: Madam Oom-ga

Madam Oom-ga (pronounced Ooom-ga), female half-ogre 
(ghost) and brothel owner. Oom-ga bullied her way into owning 
The Fluffy Pillow, breaking more than a few bones along the 
way. As a toddler, Oom-ga was orphaned and stumbled her 
way to the town’s streets. Here she earned her name when the 
town’s inhabitants first saw her. They would gasp in fright at 
the hideously looking, large humanoid child and utter quietly, 
“Oh my gawd!” This occurrence happened enough that the 
half-ogre child thought she had been named, “Oom-ga.” The 
half-ogre child quickly grew into a massively large woman who developed a strange fondness for the 
smaller folk, especially dwarves and halflings. 

 

PART FIVE: Find the ring! 

The PCs’ walk from the brothel to downtown 
Diin’themine is a short one. The PCs can take a 
well-trodden path that leads them around 
smaller wooden homes to Main Street, which is 
large enough for horse-pulled wagons to pass 
each other. As the PCs travel, their vision will 
flicker between the ghost town of today and 
the town in its heyday. One moment, they’ll see 
run-down wooden houses and their caved-in 
roofs with forlorn ghosts floating aimlessly 
between the structures. The next moment 
they’ll see individuals in warm, stylish clothing 
traveling in groups toward the multi-storied 
taverns lining Main Street. Boisterous music 
emanates from these taverns. 

Because the PCs are ghost-like, the town’s 
undead will not attack them. 

Once they arrive on Main Street, the PCs have 
several taverns to pick from, including The 
Miners’ Den, The Winning Card and The Metal 
Swan (the name miners give to the metal 
mining carts they use to descend hundreds of 
feet underground). Whichever tavern they 

enter first, the PCs will encounter the following 
sights and NPCs (all NPCs are ghosts): 
1) a black bird in one corner of the tavern, 
standing atop a table singing in a halfling’s 
voice, with several tavern-goers huddled 
around it, listening in awe at the bird’s rhythmic 
pattern. An older dwarf sits closest to the 
singing bird, in a guard-like stance; 
2) a gnome and older male human speaking at a 
table; 
3) a half-orc dealing cards at a table. 

Here is more info on each of these RP 
opportunities: 

* Vorga, half-orc and card-player. In his last 
living years, Vorga spent the bulk of his time 
hundreds of feet underground mining for gold 
nuggets. Vorga did manage a few days of 
blissful luck but invested the little gold he found 
into a new mine, one that produced mounting 
costs, headaches and finally, empty pockets. 
Vorga wound up dirt poor and stuck in 
Diin’themine. Today he plays a card game called 
Essence Poker, risking magical items he found in 
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abandoned houses for a shot at opposing 
players’ “Essence,” the life force of the town’s 
ghosts. Vorga is hopelessly addicted to Essence, 
and merely saying the word causes his lips to 
quiver in excitement. 

The “card game” works like this: Vorga has 
three magical items, each of which escalates in 
value. Vorga will tell the PCs they can win one 
of these items if they beat him in the card 
game. In return for the chance at winning, 
they’ll risk some of their Essence. Which magic 
item the PCs can win will depend on the 
amount of Essence they risk.  

Essence equals hit points, something the PCs 
are unaware of - and they’ll get a vague 
response from Vorga on this. He’ll tell them it’s 
much like giving blood when they were alive. 
Actually, it’s much worse because however 
much Essence - or hit points - they lose will not 
return to them while they are in ghost-like 
form. The lost hit points, however, will return in 
full when they get back to the prison through 
the portal. If they win a magical item, that 
remains in their possession when they return to 
the prison. 

The 3 magical items are: Potion of Fire Breath 
(uncommon), Cape of the Mounteback (rare) 
and Ring of Regeneration (very rare). 

Only one PC can play at a time, and they can 
only play once. If Vorga loses the magical items, 
the game is done as he has nothing else to play 
with.  

The Essence Poker gameplay works like this: 
Each party, Vorga and the PC, roll a d20 five 

times. (These are done “face up,” meaning all 
players and tavern-goers can see the “cards” or 
dice) The object of the game is to get the 
highest pair of numbers. Or even better, get a 
trio of numbers, which beats a pair.  

After the first roll, the PCs and Vorga can select 
up to four d20s to reroll, to try to win the bet. 
There is no third roll – the game of Essence 
Poker only allows one reroll. 

Before the first roll, have the PC identify which 
magic item they will be attempting to win. For 
an uncommon item, they must risk 2d6 Essence 
or hit points, for a rare item, 3d6 hit points and 
for the very rare item, 4d6 hit points. (Consider 
lowering these for lower tiers) After the first 
roll, Vorga will attempt to get the PCs to bid on 
a higher-value magic item, thus increasing their 
risk of losing more Essence. He will even do this 
if his first rolls, or cards, were not good. His 
addiction to Essence causes this poor judgment. 

* Gremnik, older male dwarf, owner of Minnie 
the Myna bird. This black bird, about a foot 
high with beady black eyes and a bright yellow 
beak, is the town’s infamous “bard.” Minnie 
outlived its former owner, a real bard named 
Martee. This halfling drank herself to death, but 
not before the Myna bird heard her recite 
popular bard songs and stories enough to 
memorize them. Now, for a cracker, Minnie the 
Myna bird will repeat any of the bard’s stories 
or songs, including an interesting one about a 
renowned Diin’themine thief. Gremnik, 
Minnie’s current owner, has plenty of crackers 
and charges one silver piece per cracker. Unless 
he’s in a bad mood – which happens quite often 

 

“There lives a famous rogue, 

Whose skill is unopposed; 

He sits upon an enclosed throne, like a king; 

For once, he had the audacity to steal a ring; 

If you seek him, don’t make a sound; 

For it will be repeated, underground.” 
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– when he ups the price for a cracker to one 
gold piece. 
For the PCs, this is the most interesting of the 
Myna bird’s bard songs: 
 
“There lives a famous rogue; 
Whose skill is unopposed; 
He sits upon an enclosed throne, like a king; 
For once, he had the audacity to steal a ring; 
If you seek him, don’t make a sound; 
For it will be repeated,  
underground.” 
 
Minnie, nor 
Gremnik, will not 
have any further 
information about 
the famous, living 
rogue, only 
beseech the PCs 
for more crackers. 
More crackers will 
result in other 
bardic songs, but 
nothing else of 
importance to the 
PCs. 

* Horji, male 
gnome. Horji 
(pronounced Hor-gee) is at a table when the 
PCs enter the tavern. There is another ghost at 
the table – a human that appears to have been 
an older noble in his last living years. When the 
PCs enter, they see the human stand, grunt in 
disapproval, shake his head at the gnome and 
walk off. Horji will then make loud, long, 
exaggerated sighs from his lonely table until 
one of the PCs join him. 
At that time, Horji has the following story to 
tell: He has recently purchased a map from a 
dark-haired miner, a male human ghost, who 
told him the map leads to an undiscovered part 
of the vein that made Diin’themine residents 
rich many years ago. “Yes,” Horji will say, “the 
vein that produced thousands of gold nuggets!” 
The vein, as the PCs have been told by now, was 
exhausted long ago after the dwarves and 

humans followed it hundreds of feet 
underground, mining every bit of gold from it. 
What followed the mass exodus from 
Diin’themine – and what consequently led to 
Horji’s find – is other miners tried to dig other 
shafts around the town after the main vein 
ceased to produce gold nuggets. These new 
shafts were costly and in the end, a waste of 
money. However, Horji will say excitedly, their 
diggings caused underground eruptions that 
resulted in a discovery – there is a part of the 
main vein that was never mined. And that’s 
exactly what his just-purchased map is showing.  

Meaning, Horji will 
say enthusiastically, 
there is a whole 
treasure hoard of gold 
nuggets below them 
at this very moment! 
The problem? Horji, 
being a courageous 
and experienced 
miner, followed the 
map to the exact 
location of this newly 
discovered area. And 
indeed he found what 
appeared to be a 
separate, unexplored 

part of the vein but it led directly into a 
problem. A big problem! Near this unexplored 
part of the vein Horji heard strange, monstrous 
sounds. He immediately retreated. Now he 
seeks an adventurer or two that would 
eliminate whatever causes these ominous 
sounds (he’s never heard of the like!). Once the 
way is cleared, Horji will mine the area and give 
10 percent of the value of the gold nuggets he 
finds to the PCs as compensation. Horji will 
refuse to budge from this percentage, believing 
it will take him months of work to uncover this 
hoard of gold. If the PCs agree to this quest, see 
below for combat instructions.  

The PCs will discover no other information at 
the first tavern they visit, including any 
additional details on the ring or the famous 
rogue. Instead, they’ll find this information at 

Diin’themine’s The Miners’ Den 
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the second tavern they visit, almost 
immediately as they walk in. Here they’ll almost 
run straight into a crowded scene of dwarven 
miners (ghosts) downing goblets of mead as 
quickly as they can. Two dwarven males, of 
nearly identical appearance with red locks of 
hair and long, bushy beards to match, are the 
loudest of the lot. They sit at a bar, three feet 
apart, yelling at each other. 

“I swear it, Bofdin,” the one shouts, “The bird 
lives!” 

“The rogue is dead, Gamdin!” the other shouts 
back, ale spittle flying in all directions from his 
half-opened mouth. “No one can survive that 
far underground, trapped in a cage that long.” 

“It’s the ring, ya sod!” the other cries out. “It 
keeps the kenku thief alive, by gods!” 

“It doesn’t have the ring Bofdin!” the one called 
Gamdin retorts. “The Beheader has it!” 

“It does not, ya drunken sod!” Bofdin cries out. 
“At least nobody has seen that. The only thing 
that was seen was the wee bitty rogue trapped 
in that magical steel cage, down hundreds of 
feet under this here town. And at the time it 
was last seen, it was perfectly alive, Gamdin. 
Perfectly trapped, aye, but alive I tell ye!” 

“Buzzards, Bofdin!” Gamdin shouts back. “That 
was who knows how long ago and with all the 
underground eruptions, part of the main shaft 
getting down to that little bird runt caved in! It’s 
kaput!” 

The PCs will get no further information and 
interrupting the shouting match will only get 
them stern looks and dire warnings from nearby 
dwarves to not interrupt such a “fine match of 
wits.”  

The shouting match provides the PCs the 
following info: their best lead on finding the ring 
is finding the famous rogue kenku, who 
apparently is stuck hundreds of feet 
underground in a magical, steel cage. And the 
PCs know of only one way to get underground: 
Horji. Once the PCs re-approach the gnome 
about helping him, he will initially seem put off, 
even uninterested, only to come to his senses 
rather quickly and strike a deal with them. He 
will even tell them that his map has information 
on routes that lead further underground, 
should they choose to do more exploring. 
(Routes that perhaps lead to the trapped rogue 
they seek.) Horji tells the PCs he will meet them 
at the mining mill and promptly leaves to 
retrieve his equipment. 

 

PART SIX: Find the rogue! 

The largest mining mill in Diin’themine sits 
about halfway up the town’s tallest hill. Several 
buildings make up this facility and Horji, 
standing outside of the buildings, will 
immediately hail the PCs when they arrive. He 
now has a dirt-covered helmet on, a large, thick, 
coiled up rope hanging around his body, a series 
of small lanterns tied to his belt and a pickaxe in 
his right hand. He quickly leads the PCs to inside 

one of the mill’s buildings, in a similar 
decomposed state as the town’s other wooden 
structures. Here they will find the famous 
“metal swans,” a metal mining cart with 
wooden planks across its bottom, which the 
miners stand on as they descend underground. 
The metal carts are attached to robust, thick 
cables that lower and raise the vehicles dozens 
of feet underground. There are three carts 
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ready here, each able to hold two PCs. Horji is a 
small gnome so he could easily fit on a cart with 
2 PCs. The PCs, in their ghost-like form, could 
opt to fly down, although the vertical shaft is 
dark. Horji also will warn the PCs of the shaft’s 
dangerous elements, including falling rocks and 
gravel showers, where clouds of pebbles fall 
from the shaft’s sides and 
cause blindness to those 
not protected by a metal 
swan. Horji does not know 
exactly how far the shaft 
drops, but he estimates it 
at least 120 feet. (He’s 
close: It’s 150 feet.) 

(GMs: The PCs’ trip down 
the mining shaft would be 
a good spot for a random 
encounter. See notes on 
this below. Keep in mind 
the sides of the mining 
shaft are filled with loose 
rock so gravel showers 
could potentially blind or 
obstruct a PC’s attack 
depending on the activity 
during the combat.) 

Once the party reaches the 
bottom of the shaft, Horji 
will unfold his map, shine one 
of his lanterns upon it so the 
PCs can see it, and then start 
to guide them through a 
series of earthen passageways. The 
passageways are dimly lit and poorly 
constructed as they are hardly wide enough for 
one PC to fit through at a time. They are also 
only 5 feet high, which could cause a taller PC to 
stoop as they progress. The passageway 
occasionally splits into two routes, causing Horji 
to review his map, select a correct route and 
then continue forward. After three such stops, 
Horji will stop, point ahead of him and declare, 
“This is it.” 

Here the group will find a small chamber, about 
15 feet wide, with a hole in its center. At the 

foot of the hole is a thick rope tied to a piton 
driven into the ground. If tested, the rope and 
the piton appear secure and Horji will attest he 
set the equipment himself. 

“Down there,” Horji will say, pointing to the 
shaft, “is where I heard the sounds. About 50 
feet down.” 

Showing the PCs his 
map, Horji will tell them 
that the area 
underneath them is 
where the undiscovered 
part of the gold vein 
should be. If they can 
eliminate whatever 
inhabits the area, he 
can begin mining and 
they should all become 
beyond rich in gold! 
Horji will then walk to 
the side of the chamber, 
sit down and with a 
practiced smile and 
wink, say, “Goo’ luck to 
ya mates!” The map 
Horji holds also will 
show several unmarked 
corridors and chambers 
that are reachable once 

they descend to the area 
Horji wants cleared. 

Using Horji’s secured 
rope, the PCs can climb down the hole. Or they 
can fly down the hole – one at a time for the 
hole is hardly big enough for a medium-sized 
humanoid to squeeze into it – and about 
halfway down they’ll begin hearing moaning 
coming from below them. 

What the PCs will descend into is a haunt that 
has been buried for hundreds of years. Recent 
ground eruptions have unearthed this place, 
which once was the site of an unfortunate cave-
in where more than a dozen Diin’themine 
dwarven miners perished. Their deaths, 
however, were not swift as the cave-in cut off 
their way back up the shaft but somehow 

Diin’themine’s “Metal Swan,” a mining 

cart the PCs use to descend underground. 
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supplied them with enough air and moisture to 
allow them to survive for a gruesome, 
maddening week. Now these dwarven spirits 
seek revenge. Their madness has not only 
spread among themselves but their former 
mining tools as well. Their pickaxes (1d6+1) 
animate as the PCs arrive. 

The hole the PCs descend from drops them 
right in the middle of this 40-foot-wide 
chamber. The chamber is 10 feet high and as 
promised on the map, a blackened vein 
protrudes from the ceiling and snakes along the 
top of the chamber. If the PCs are hanging from 
the rope or flying, they can look down at the 
bottom of the chamber and see bits of this 
black vein rock on the ground, with more than a 
few shiny golden nuggets there. Horji’s rope is 
only long enough to reach the chamber’s 
ceiling, meaning the PCs will have to fly down 
the remaining 10 feet. There, the spirits (6-10 
depending on tier) and animated objects attack. 
The latter will cease fighting once the final spirit 
is killed. 

Once the room is cleared, the PCs will have to 
investigate how to get further past this point for 
there are no clear ways leading out. A 

Perception or Investigation check of 10 or 
higher will uncover the slightest fresh breeze 
blowing through a wall on the eastern side of 
the chamber. More inspection of this wall and 
the PCs will figure out with a little work with the 
pickaxes, they can create an opening in the wall 
and reach the other parts of the area shown on 
Horji’s map. One of these areas holds the 
sought-after rogue. 

MONSTER RECOMMENDATIONS: 

Lower tier: Specter, Challenge 1, Monster 
Manual, pg. 279 
Higher tiers: Quiet Souls, Challenge 6, Creature 
Codex, pg. 309 
All tiers: Flying Sword, Challenge 1/4, Monster 
Manual, pg. 20 

Random encounters 
Lower tier: Crypt Spider, Challenge 2, Creature 
Codex, pg. 348 
Higher tier: Giant Vampire Bats, Challenge 3, 
Creature Codex, pg. 50 

 

 

 

PART SEVEN: The Keeper of the Key 

Once the PCs break through the wall, they’ll 
find a corridor leading to the main mine. This is 
a more well-built area, with unlit lanterns 
hanging every 10 feet that can illuminate the 
10-foot-wide corridors. Lying in the center of 
these passageways, which continually descend 
deeper and deeper into the underground, is a 
metal track that looks like it could hold carts to 
carry mining materials. The PCs will have to 
venture some 200 feet further underground in 

this corridor before they find one of the 
unmarked chambers noted on Horji’s map. At 
this point, the PCs will see the corridor continue 
to descend deeper and the chamber’s entrance, 
which is boarded off with multiple planks of 
wood. On the planks of wood are the words 
“Danger. Keep out!” Behind the planks of wood 
is darkness and with a Perception check of 15 or 
higher, the sound of chains can be discerned. 



24 | P a g e  
 

If the PCs remove the planks of wood and step 
into the chamber, two things occur. First, the 
PCs feel an immediate change in temperature, 
as the damp cold of the underground is 
replaced with a humid heat. Secondly, a rush of 
wind emanates from behind them, from the 
corridor, and then veers into the small chamber 
– barely 10 feet wide - before rushing down a 
dark shaft, located in the center of the room. 
What follows is a louder sound of clanging 
chains, something all the PCs can hear.  

If any of the PCs have Darkvision, they can look 
down the shaft and see, about 50 feet down, 
what appears to be a floating metal cage. No 
sound emanates 
from the cage, nor 
will it if the PCs 
announce 
themselves. Instead 
the PCs must fly 
down the dark, 5-
foot wide hole. 
Once the PCs near 
the cage, they’ll see 
skeletons pinned to 
the side of the 
vertical, earthen 
shaft with iron 
shackles bounding 
their legs and arms. 
There are three such skeletons, with their heads 
drooping and their jaws open. They lie 
motionless as the PCs approach.  

The cage, which appeared to be floating from 
atop the shaft, is secured to the shaft by iron 
fastenings that anchor the round cage into the 
earth. The cage has a series of thin but well-
made bars that imprison a single figure – a 
kenku. Like every other being the PCs have 
encountered in this town or under this town, 
the kenku is a ghost. 

If the PCs address her, the kenku will look up, 
smile and begin a series of hand motions, her 
version of sign language. Let the PCs try to 
communicate with her and then one of the 
shackled skeleton’s heads will begin moving up 

and down, repeatedly, and laughter will begin 
to emanate from it. 

“That,” the skeleton says, “was damn funny 
Slammer!” 

The skeleton head will turn to the PCs and say, 
“She just asked you, ‘Do you come here 
often?’” and then continue laughing. 

Slammer, the kenku rogue, will then offer the 
following information to the PCs, with her 
sidekick the shackled skeleton acting as her 
translator: 

• The name “Slammer” was given to her 
by the town’s sheriffs, which promised 

to send her to the 
slammer, the jail, once 
they caught her stealing. 
They never did. 

• Slammer does know 
about the ring, although 
she wishes that wasn’t the 
case. She was hired by a 
wizard, who paid in gold, 
to steal a ring from a 
miner. At the time, the job 
seemed easy as she hadn’t 
seen the miner before and 
assumed he was just 
another hopeless 
immigrant. The miner was 

a tall human, with long, dark black hair. 
Slammer scouted out the miner, 
eventually found him in a tavern and 
with a quick, sleight-of-hand swiped the 
ring right off his finger. It was a piece of 
cake. Her luck, however, changed when 
a black cat crossed her path. (The 
skeleton laughs in mockery at this, 
calling Slammer crazy-superstitious.) 
Slammer, however, will furiously begin 
signing that she saw a black cat on the 
way to the wizard’s laboratory – the 
wizard worked for one of the town’s 
mining companies – which is where she 
was supposed to bring the stolen ring. 
Once underground, Slammer saw the 
miner somehow reappear before her, 

Slammer’s sidekick 

and translator 
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with a smile on his face and a wicked 
sword in his hand. The miner told her 
she had two choices – lead him to the 
person who had paid her to steal the 
ring, or lose her life. She choose the 
latter. (The skeleton will chime in, 
“Some good that did ye!” ... and laugh 
hilariously at its own joke.) The kenku 
will frown and then continue her story: 
She then led the miner to the wizard’s 
room, gave the wizard the ring, 
watched the miner slip into the room 
unnoticed, and then left as quickly as 
she could. She never saw the wizard 
again. Unfortunately that wasn’t the 
case with the miner. 

• For the next two nights, Slammer 
couldn’t sleep a wink. Her pride had 
been sullied by the miner and she 
wouldn’t stand for it. That 
night she began tracking 
him. It took her two more 
nights, but she eventually 
found him sleeping in a 
small house in town. The 
ring, in all its glory, rested 
on his finger. Slammer 
stole it again. A piece of 
cake! That night she slept better than 
she can ever remember. At which point, 
the skeleton begins laughing again and 
says, “That’s because the night after 
that you landed in this ‘ere cage!” 

• Slammers knows where the ring is now. 
Before she went to sleep that fateful 
night, she hid the ring in her favorite 
tavern, under a floorboard. She will give 
the ring freely to the PCs if they can 
free her – something easier said than 
done. There is just one set of keys to 
her cage – the lock itself is magic and 
won’t be opened by a simple spell or 
thieves tools – and the “Keeper of the 
Key” has it. 

• Slammer knows where the “Keeper of 
the Key” can be found, but nothing 
about the keeper itself. She has never 
seen it, but fears it has something to do 

with the humid heat that persists in this 
dark hole in the ground. The Keeper of 
the Key, she’ll say, can be found further 
down the shaft and in an adjoining 
room. 

GM note: If the PCs Insight Slammer, make the 
DC difficult as the rogue is not talking and she is 
highly experienced at keeping a straight face. 
With a good-enough Insight role, the PCs will 
figure out the rogue is holding back 
information. Slammer, however, will say no 
more and the PCs could interpret that as a 
rogue’s hurt pride at eventually losing out to 
the miner, or something darker and more 
dangerous. 

As Slammer says, however, the Keeper of the 
King can be found down the shaft another 50 
feet and in an adjoining room. 

At the bottom of the shaft the PCs find 
a stairway. Here, the humidity and heat 
initially felt above worsens 
considerably. Unless the PCs take some 
action, they’ll face an exhaustion check 
at the bottom of the stairs, which 
descend a further 100 feet. Here the 
heat is stifling. 

At the end of the stairway, the PCs step 
onto a long, narrow landing and into an 
enormous chamber, some 200 feet wide and 
100 feet long. The chamber largely consists of a 
lake of lava, with numerous rocks jutting out of 
the fiery substance throughout the large area. 

Once the first PC steps onto the landing, they’ll 
hear a deep voice echo over the lake of lava. It 
will say, “You wish to set it free, for purposes 
you can’t really explain.” 

After that, a creature of fire will emerge in the 
chamber. It will not immediately attack, nor will 
it respond to any comments made by the PCs. 
Instead it will continue in its slow, deliberate 
speech: 

“Yes, you know the prize it dangles before you, 
captivating you like a child promised a toy. But 
surely, you’ve asked yourself: What can it really 

“What can it 
really do?  
Do you know? 
Have you 
fathomed its 
powers?” 
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do? Do you know? Have you fathomed its 
powers?” 

The creature of fire pauses a moment, before 
adding: “Have you stopped long enough to 
consider what you’ll unloose?” 

The creature of fire is not referring to the 
kenku, but of the Beheader. The PCs probably 
won’t know this nor will they have time to 
question the creature further for it will attack 
after saying this. The creature of fire has made a 
deal with the Beheader to attack the PCs and 
defend the key with its life. 

Once the PCs have dealt with the creature, they 
will find the key on its body. They can then free 
Slammer the kenku, who will gratefully take 
them back to the town’s surface. Here the 

kenku will direct them to her favorite tavern, 
pry a floorboard loose in the back of the place 
and provide the ring to the PCs. The ring shines 
as if it hadn’t just sat unused for hundreds of 
years.  

The PCs are then free to return to the portal, 
which activates with the presence of the ring 
and transports them back to the prison. 

 

MONSTER RECOMMENDATIONS: 
Lower tier: Firegeist, Challenge 2, Tome of 
Beasts, pg. 202 
Higher tiers: Chort Devil, Challenge 12, Tome of 
Beasts, pg. 104; consider also adding Agnibarra, 
Challenge 2, Creature Codex, pg. 9 

 

 

PART EIGHT: An explosive surprise 

Once they’ve teleported, the PCs do not return 
to the same location as where they entered. 
Instead, they step out of the portal, into a 
teleportation circle, and find themselves on a 
hilltop, surrounded by the vast desert. Off in the 
distance they can see the entrance of the 
prison, which is visible from lanterns 
illuminating it. Otherwise it is pitch dark here in 
the desert. 

“You’ve done it!” the angel’s excited voice will 
hail them. “Come, show me the ring!” 

As it has previously, the angel will be invisible 
and the PCs can only guess at its location. 

If the PCs linger in the teleportation circle or 
don’t step forward, the angel will remain 
invisible but encourage the PCs to come 
forward, out of the teleportation circle. The 

angel will laud them for their courage in 
surviving such a cursed location. 

Once the PC with the ring steps out of the 
teleportation circle, the ring will explode in a 
vast, terrible surge of force damage, with a 
radius of 20 feet. Use the lowest PC’s hit point 
total as a barometer for the damage total. The 
damage should be half of that total. (Allow the 
PCs a DC18 Dexterity save to take half of the 
damage.) Those that do not make the save 
should fall prone and take full damage. 

Once the ring explodes and the PCs look around 
them, they will see a humanoid take shape in 
front of them, slowly materializing out of the 
darkness of the desert night. What will appear 
in front of them, some 30 feet away, is a tall 
human, with long, dark black hair. It will smile 
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at the PCs and then shake its head at them, 
saying mockingly, “You fools.” 

Then it will transform, into the same shape that 
Garmon the wizard once saw in his 
underground laboratory: A huge, winged 
creature. A black dragon. (GMs should decide 
the size of dragon, which would be based on 
the PCs’ tier.) 

The dragon will keep an eye on the PCs but 
happily relate the following to them: 

• The second chance was never theirs to 
have, but his all long. Long ago some 
blasted wizard cursed his physical being 
to remain stuck in that despicable ghost 
town, forbidding him from seeking 
more pleasure and wealth from others’ 
suffering. No more, he rejoices! 

• The dragon will then shape-change into 
Oom-ga, the brothel owner, and call 
out, “A yasso nice!” It will laugh in 
mockery at the PCs and then declare, 
“You never suspected, did you?” It will 
then shape-change into Vorga, the card-
player, and whisper excitedly in the 
half-orc’s voice, “But come, I tire of this 
little game. Let us have your Essence!” 

After that, go into initiative. The dragon will use 
its breath weapon on its first round. 

Allow 1-3 rounds of combat, depending on how 
badly injured the PCs are. At the top of one of 
those rounds, the PCs and the black dragon will 
stop, as if frozen in time. From the desert night 
a new presence will appear magically, slowly 
forming much like the dragon did before. This 
presence will be in the shape of a small 
humanoid ghost: Horji the gnome. 

The PCs and the black dragon will remain frozen 
in time, under the effects of a Time Stop spell. 
(GM note: This spell is slightly different than the 
one found in the Players’ Handbook) 

Horji will step into the dim light produced by 
the teleportation circle and shake his head, 
sighing, “All because of that one, damn ring.” 

He will then utter a chant and his shape will 
slowly change, into a taller, older humanoid 
(still a ghost) with a scraggly, white beard and a 
long, ornate cloak. At this point, he will bow to 
the PCs and say, “I am Garmon, once a wizard, 
but apparently forever a fool. 

“You see,” it will continue, “you’re here because 
of what I was once did – pay a rogue to steal 
that one’s ring.” It will nod toward the black 
dragon. 

The wizard will then smile and shake his head. 
“You know, for all the chaos that resulted from 
that one poor decision of mine, I will say this: 
The ultimate irony is that devil of a shape-
changer never figured out what truly happened 
on that fateful night.” 

The wizard will smugly smile at the dragon – still 
frozen-in-place – and go on, “You see, the 
dragon was so furious at me for what I did – and 
yes, I cursed it, the evil, black-hearted beast! – 
that it completely missed the fact that it never 
got its true ring back!” 

At that, the wizard bursts into laughter and with 
a flourish or two of one of his hands, allows the 
merest passage of time to continue, long 
enough for the dawn of shock to register on the 
dragon’s face. 

“Yes!” the wizard shouts at the dragon. “You 
were fooled, you stupid beast! Slammer the 
rogue never gave me the ring I paid her to steal 
from you.” 

The wizard looks back at the PCs and then 
shrugs, “I didn’t figure it out until I cast a spell 
into it right before that thing (he motions to the 
dragon) killed me. Slammer stole the ring, 
swapped it for something that looked similar, 
and then gave the fake one to me.” 

The wizard shakes his head and then laughs, 
“Who could ever imagine a hundreds-year-old 
curse being undone by a rogue’s smarts, eh?” 

“Now,” the wizard will proclaim, eyeing the PCs. 
“You deserve a second chance, even if some of 
you are not exactly saintly. And I will give this to 
you, in one of two ways. You may leave this 
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place now – I shall teleport you to wherever you 
require. Or, you may try to slay this evil beast 
(he motions toward the dragon) and if you do 
so, I shall give you the actual ring the rogue 
Slammer once stole from him. It is not, by the 
way, all that powerful of an item, as I once 
suspected. But the gold you’ll get from it will 
make you all rich for the rest of your lives. 

“Choose, and I will make it so.” 

The wizard, as promised, will do as 
commanded. In case the PCs ask, Garmon will 
tell them that he still has the power to imprison 
the black dragon back into the ghost town, but 

he no longer has the power to kill it. Only the 
PCs can do that, which is why the wizard offers 
the reward of the cherished ring.  

If the PCs opt to fight the dragon, the wizard 
will heal each of them before dispersing into 
the mist of the desert night. 

And the PCs will have, as promised, their second 
chance. 

 
MONSTER RECOMMENDATIONS: 
Low and higher tiers: Black dragon, Challenge: 
Depends on tier, Monster Manual, pg. 87.
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