Abandoned Temple of Pelor

2
Entryway, ornate but worn with time, the floor is littered with broken ceramic tiles.  The far end of the room appears to have collapsed 
some long time ago.


No tracks or secret stuff

1
This room appears to have been a small records room, there are many pigeon holes and shelves lining every wall, the room is thick with 
dust and appears to have been ransacked many years ago.


Searching the room DC 25 the party will find a small set of 3 keys rusted but functional.  Searching the the pigeon holes DC 20 the party will find a 
secret compartment containing 


150 gp

3
Main hall, there are obvious signs of battle taking place in here recently, the door to room 4 has been completely destroyed and blood is 
pooling at the doorway from the room behind.  About the room are various body parts in various states of decay, there are no signs of 
bugs, flies or other carrion eaters attacking the dead flesh.  The south wall has been nearly totally destroyed but there is a small hole in 
the debris large enough for a human to squeeze through.


Anyone searching the body parts must make a fort save DC 15 or contract Death Rot (loose one point of Charisma per day until disease has been 
cured; the victim does not necessarily notice the rot, make a spot check each day at +1 DC15)  If the subject’s Charisma is reduced to 0 he is slain.  
There is nothing in the body parts.  Note: the disease will resist and get a save versus a Remove disease spell at +4)

4
There are 5 corpses in this room, again there are no signs of carrion eaters here either.  The door has been ripped to splinters and the 
room appears to be the last stand for the 5 adventurers.


Anyone searching the corpses is subject to the same rot as above but will find that they do have items on their person.  These however were 
placed there in hopes that the adventures would take them as these 5 are Night Zombies which will animate after the Darkstone has been 
recovered.  The party will find 1 gold and silver encrusted amulet, 2 jeweled rings and 1 mace that radiates a faint glow when held.  The amulet if 
worn prevents any person from turning or rebuking undead within 10’ of the user.  The rings are rings of energy inversion, any positive energy spell 
being cast at the person becomes negative energy and vise versa, as well any spells the wielder of the ring casts is also inverted,  Healing spells 
become Inflict spells and vice versa (note that inflict spells heal undead).  The mace heals 1-4 damage vs undead and drains the wielders Str by 1 
for each successful hit (this item will actually function well against living creatures as it does 1-4 damage and drains 1 strength from the subject of 
the attack.

Night Zombie

CR4  Melee +8/+6/+4  Init +3  3-7/3-7/1-3  AC 15 (4 nat 1 dx)  HP 36  Fort +7 Ref +2 Will 0  Spd 30 Bite paralyzes opponent for 1-4 minutes save Fort DC 16  [Str 15 dex 12 con 15 int 13 wis 14 cha 12]  Immune surprise, stun, flank, critical hits.

5
This room appears to be a meditation chamber and is littered with debris, there is little of note in the room.

6
STUCK DOOR,  the door to this room appears to be pinched from the damage in the collapse and is stuck.  


Should the party open the door by force they will not bring down the ceiling but they will awaken the nest of stirges in room 8, if they leave the door 
the nest will not awaken until they leave.



The room contains a chest and a bed, the room appears to be undisturbed.  (other adventurers feared that the door might collapse the 
room and have not opened the door, so this is original material from the temple.)  Inspecting the bed finds nothing.  The Chest is medium sized 
2x1x2 and can be carried, the lock however is simple and not trapped DC 12.  Inside the chest are 12 bottles of healing marked with the temple 
order on each bottle (all but 4 have lost their seal and are no good)  Potions are Cure Moderate (2d8+7) 7th level.

7
Cave in tunnel;  this room appears to have once been part of the temple but the cave in has made it unidentifiable.  

8
There are 5 very small (18” diameter) holes in the rubble here, there is a foul stench in this section of the debris.


This is the stirge lair and the party finds it quite unless they have broken down the door into room 6 or are making a lot of noise in this room.  If the 
party has managed to awaken them then they will encounter them as they enter room 7.  If the party is quiet and leaves the room unmolested they 
can avoid the encounter (+400 xp), however if they manage to wake them they will come out 4 the first round and 2 each round after to a maximum 
of 24.

Stirge

CR½ Melee +6 touch (no armour) Init +4 dam 1-3 AC 16 (2 size 4 dex) HP 5 (d10) Fort +2 Ref +6 Will +1 spd 10/40fly  once attached the opponent loses dex bonus and the stirge feeds 1-4 constitution per hit (flying off to digest after 4 points have been taken).  [str 3 dex 19 con 10 int 1 wis 12 cha 6] Hide +14

15
Inner Hall;  it is difficult to imagine what purpose this room once served, parts of the northern and eastern wall have fallen in and turned 
to rubbish  There is a hallway exiting to the west a descending ramp leading out of the room to the south.


Making noise in this room risks awakening the stirges in room 8 if they have not been dealt with already

12-14
These are small personal rooms probably used by the clerics of the temple.  It is possible that the party might hear the zombie rats in room 10 
from room 12 DC13.



searching room 12 DC 12 finds 33 silver coins in a small leather pouch.  Searching room 13 reveals nothing.  Searching room 14 DC10 
finds a basin filled with water (the water is unevaporated and is holly, there is a small crystal key in the bottom of the basin that cannot be easily 
seen unless the water is poured out spot DC 25)

11
Store room, this once served as a storage area, anything of value has long since turned to rot.  It is possible that the party might hear the 
zombie rats in room 10 from here DC15.

10
Tower Stairs,  [ZOMBIE RATS] 14

Listening at the door automatically detects the sounds of scurrying and chewing from within the room.  

Zombie Rat

CR2  Melee +4 Init 0 dam 2-5 AC 19 (2 size 4 dex 3 supernatural)  hp 15  Fort 0 Ref +6 Will 0  Spd 40 [Str 12 Dex 18 con 10 int 1 wis 12 cha 6]  Dodge, Mobility, Spring Attack (zombie rats may move before and after their attack and do not provoke attacks of opportunity from the person they attack)

See 27 for the stairs
9
personal room; This appears to be a mundane personal bedroom there is a body on the bed, its head is crushed under the north wall 
which is caved in.


If the party enters this room without weapons drawn, an apparition will appear to them, and warn them that evil seeks the darkstone and that the 
parties lives are in grave peril.  (+750 xp) if they enter the room with weapons drawn or obviously threatening they will scare the apparition away (it 
will return in 1-3 hours and wait there again until the party enters the room unarmed or leaves the room alone) [the apparition is actually Clarius the 
high priest of the Temple of Pelor; he will aid the adventurers once if they fall into peril, but only if they have successfully communicated with him.]

27
High Chamber;  This circular room seems clean and well kept, there is a table in the center of the room made of stone and a set of 
drawers against the far wall.  There is no evidence of disturbance in the room at all.



This is actually the healing chamber where resurrections and the like commonly took place; any healing spells cast in this room will 

function as though the caster where five levels higher.  Undead or abominations will not willingly enter this room.  The party is safe to rest here and 
makes no encounter checks while in the room.



The set of drawers is locked but not trapped DC 18 (good lock) it contains various bandages and vials that are actually still in a usable 
order; if care is taken in assembly there is enough supplies to make 4 healing kits.

26
Outer Crypts;  there are 8 sarcophagi in this room (one in each alcove)


The sarcophagi contain the following encounter/items and require a DC25 strength test to open: 1 wraith see below, 2 Poison gas reflex save DC20 
if opening DC10 if not to avoid (2d6 damage and save vs Fort DC15 or lose 1d3 Str and Con points), 3 corpse (searching or defiling will give the 
abuser –2 circumstance curse penalty to all rolls made in the next 48 hours) necklace (500gp) and 2 rings (200 ea), 4 corpse has Death Rot (see 
room 3) Scepter with gems inlaid [functions as a mace +1 2-7 crit 19-20 x2 once per day it will vampire strike healing the damage dealt), 5 empty, 6 
Mummy see below, 7 Corpse searching reveals bracelet (1200gp) & gem encrusted eye (2200gp), 8 corpse nothing of value.

Wraith

CR5 Melee +5 touch attack Init +6 dam 1-6 (enervate 1 level for 5 hours) AC 16 (2 dex 4 supernatural) hp 42 DR +1/15 Fort +4 Ref +7 Will +3 Spd 30/50 fly [str 4 dex 14 con 13 int 11 wis 13 cha 8] blind fighting, combat reflexes (2 add op attacks), can be hit by silvered or magical weapons of any value

Mummy

CR8 Melee +8 Init –3 dam 5-10 crit 19-20 x2 AC 18 (6 natural 2 supernatural) HP 72 DR +1/25 Fort +8 Ref +2 Will +6 spd 20 [str 18 Dex 10 con 14 int 12 wis 14 cha 12]  improved critical, improved unarmed strike, blind fighting, half damaged from edged or piercing weapons, aura of Fear (any creature within 25’ must make a will DC16 or flee from the creature for 2-5 rounds 50% chance they drop whatever is held) susceptible to fire +1 to die of damage.
25
Inner Crypts; the walls of this long hall are lined with burial alcoves.

28-31
Clergy chambers; 

32
Sanctum chamber; This large hall appears to be some sort of communion hall.  There is ample space for religious ceremony and the carvings on the wall are suggestive of divine communion.

33
SECRET;  search DC 18; This appears to be a natural cavern that has been worked to a slight degree.  It is lined with shelves and a few trunks.  Most of the shelves hold large ceramic jars. 



There are 28 jars in the room, none of which are labeled or marked aside from the color and inscriptions on the jars. All but 8 are sealed 
with a black sealing wax.  (10 of the jars contain holy water, 10 of the jars contained sanctified earth used in religious ceremonies).  The 2 trunks 
are trapped search DC 16.  Trunk A is trapped with a poison needle mechanism (disable device DC 20), you can fail by up to 4 and be okay more 
than 4 will trip the trap.  Fort DC 15 or loose 1 point of Str per minute until healing DC 20 is made.  Trunk B is trapped with 12 crossbow bolts any 
within 10 feet of the trunk must make a reflex check DC 15 or be struck by 1-2 bolts the person who opens the trunk is automatically struck by 1 
bolt and an additional 1-2 if the save is failed.  1-10 damage per bolt.



Trunk A contains 500gp and 200pp



Trunk B contains a Scarf emblazoned with Pelor’s Sigil and 3 scrolls of resurrection (if the scarf is tied around a persons limb he can 
regenerate 3hp per round up to a maximum of his chr bonus times 7 per day – note a person without a bonus will regenerate 3hp once per day it 
must be tied around a limb for 24 hours before it starts to function.)

41-42
Basement Hall;  these halls are littered with the bones of various creatures that appear to have fallen in battle.  The halls show the scars 
of a battle long over.



There are several substandard weapons and shields and a few sets of breastplates.  The bones from the fallen appear to be Humans 
and dwarves and are sided in such a fashion as to suggest that the dwarves were attacking the humans.  Once the darkstone is taken from its 
pedestal 20-30 of these skeletons will animate and attempt to kill the party as they leave (see darkstone below).



Of the 20-30 skeletons 1 will be a skeleton lord, 2 will be skeleton commanders, and 3 will be elite troops.  If the party attempted to 
destroy the bones but did not sanctify them and give them proper burials, they will either arise or 6 wraiths will appear in the hall in their stead (but 
will have the hp of the Skeleton lord, 2 commanders and 3 elite troops).  Search DC 18 will recover a Falchon +1 (if the party takes the weapons 
and armour of the skeletons, they will fight without them when they arise).

Skeleton Lord

CR5 Melee +10/+5  Init +5 dam 2d4+4 crit 15-20 x2 (falchon+1) AC 20 (5 breastplate 3 supernatural 2 dex) HP 50 Fort +4 Ref +4 Will +4 spd 30 [str 17 Dex 14 con 12 int 10 wis 10 cha 14] improved initiative,  improved critical falchion, dodge, mobility, takes only 1 damage from piercing weapons and ½ from edged, undead immunities

Skeleton Commander (dwarf)

CR3 Melee +6/+1 Init +5 dam 1d6+2 x3 crit (hand axe) AC 19 (5 breastplate 3 supernatural 1 dex) HP 30 Fort +2 Ref +2 Will +3 spd 20 [str 15 dex 13 con 10 int 10 wis 10 cha 13] Improved initiative, undead immunities

Skeleton Elite

CR2 Melee +4 Init +5 dam 1d6+2 crit 18-19 x2 (short sword) AC 18 (4 chain shirt 3 supernatural 1 dex) HP 15 Fort +1 Ref +1 Will +3 spd 20 [str 15 dex 13 con 10 int 10 wis 10 cha 12] Improved initiative, undead immunities

Skeleton

CR1/3 Melee +0/+0 Init +5 Dam 1d4/1d4 crit x2 AC 13 (1 dex 2 natural) HP 6 Fort 0 Ref +1 Will +2 spd 30 [str 10 dex 12 con – int – wis 10 cha 11] improved initiative, undead immunities
43-44
Repentance Cells; these cells where once used to convert the evil and unrighteous to the ways of good.  Note:  all these doors are locked 
and require an open lock DC 20 (however if the party has found the rusted keys in room 1 they will find that each key opens 2 doors across from 
each other.

The cells are empty except for rooms 43 and 44 which each contain bodies. Shackled to the back wall, if the party attempts to release the skeletons 
they will be visited by Clarius (if they have seen him before he will simply warn him with his finger “no”, if they have yet to see him and attempt to 
attack him, he flees and curses the party giving them a –2 circumstance bonus on any hostile action (attacks) while in the temple).  For each 
skeleton the party releases there will be a wraith that attacks in room 7 when the party leaves the temple.

37
Infirmary; This is the place where the clerics saw to the dying.  The skeletal remains of rooms 41 and 42 spill over into this room as well.


Search DC 16 will uncover 3 bottles of cure light wounds level 3

36
Preperation Chamber;  This room appears to be where the dead where prepared for burial, there are 2 wardrobes against the far wall and 
a single stone slab used to lay bodies out.


Both wardrobes are not trapped and unlocked, they have some jars of herbs and preservatives. Most appear to be worthless.  Search DC16 will 
reveal a jar of powdered diamond (roughly 5000gp worth)

35-38
This is a natural chamber that leads back into the rock, there is evidence of fighting in this room most likely from the groups that now lie 
dead in rooms 41 and 42  There is a terrible smell of something long dead emanating from this chamber .  Hiding in room 38 are 3 ghouls 
and 3 ghasts they will attack the party by surprise if possible.

Ghoul

CR3 Melee +0/+0/+3 bite Init +2 dam 1-3/1-3/2-7 AC 14 (2 dex 2 natural) HP 13 Fort 0 Ref +2 Will +5 spd 30 [str 13 dex 15 con – int 13 wis 14 cha 16] hide +7 Paralysis save Fort DC 14 or paralyzed for 1d6+2 minutes

Ghast

CR4 Melee +1/+1/+4 bite Init +2 dam 1-4/1-4/2-9 AC 16 (2 dex 4 natural) HP 26 Fort +1 Ref +3 Will +6 spd 30 [str 13 dex 15 con – int 13 wis 14 cha 16] hide +8 Paralysis save Fort DC 15 or paralyzed for 1d6+4 minutes (WILL AFFECT ELVES); Stench those within 10’ must make a Fort save DC 15 or be –2 to attacks saves and skills for 1d6+4 minutes.

34
Foyer;  This room has been desecrated and wreaks of feasies and urine, there is evidence of unholy rites and the walls are covered with 
unholy writings.  The doors to this room have been clawed to pieces.  There is a single white door that appears to be devoid of 
desecration.

The door does not appear to be trapped but it is certainly locked (DC 30), Any evil character that comes within 5’ of the door must make a Will 
check DC 20 or suffer 5d4 damage and be driven back from the door.  Only those of good or neutral alignment may enter the doorway.

39
Reliquary; This room has a single shelf opposite the entry door that contains a large metal box (2 foot cube), there are a few objects on 
the shelf next to the box.


To the right of the box is a set of gauntlets, and to the left of the box is a helm there is nothing else in the room.  The box is not locked but is 
trapped Search DC 25 (fireball 6d6 20’ radius).  The Gauntlet has been corrupted by the darkstone and is now a Locking gauntlet of chaos [when a 
weapon is used in the gauntlet you must make a will DC 14 or attack a random target within range (including yourself) with normal attack modifier 
at Str 20 (+50)],  The Helm is a helm of opposing alignment, those who done the helm must make a Will DC 20 or have their alignment changed to 
the opposite. 

