W&‘?@E}@BEB

DUHGE(M‘I OFTHE MAD MAGE

Explore the mega- dungeon of Ur:ldermountam
in this adventure for the world’s greatest roleplaying game



WATERDEEP

DUNGEON oF THE MAD M

™



CREDITS

Lead Designer: Christopher Perkins

Designers: Bill Benham, Lysa Chen, Kiel Chenier,

Dan Dillon, Claire Hoffman, James Introcaso, Greg Marks,
Alan Patrick, Ben Petrisor, Travis Woodall

Managing Editor: Jeremy Crawford
Editors: Matt Click, Scott Fitzgerald Gray, Kim Mohan,
F. Wesley Schneider, Matt Sernett, Kate Welch

Art Director: Kate Irwin
Additional Art Direction: Shauna Narciso, Richard Whitters

Graphic Designer: Emi Tanji

Cover lllustrator: Cynthia Sheppard

Concept Artists: Daarken, Shawn Wood

Interior lllustrators: Mark Behm, Eric Belisle, Zoltan Boros,

Clint Cearley, Sidharth Chaturvedi, Jason Felix, Emily Fiegenschuh,
Lars Grant-West, Leesha Hannigan, Lake Hurwitz, Tyler Jacobson,
Sam Keiser, Julian Kok, Mathias Kollros, Christopher Moeller,
Scott Murphy, Vincent Proce, Craig | Spearing, Cory Trego-Erdner,
Shawn Wood

Cartographer: Tim Hartin

Producer: Dan Tovar

Project Managers: Matt Warren, Stan!

Product Engineer: Cynda Callaway

Imaging Technician: Carmen Cheung, Kevin Yee
Art Administration: David Gershman

Prepress Specialist: |efferson Dunlap

620C4655000001 EN
ISBN: 978-0-7869-6626-4
First Printing: November 2018

987654321

Other D&D Team Members: Bart Carroll, Pelham Greene,
Ari Levitch, Chris Lindsay, Shelly Mazzanoble, Mike Mearls,
Hilary Ross, Liz Schuh, Nathan Stewart, Greg Tito, Anna Vo,
Trish Yochum

The following D&D books provided material and inspiration:

Boyd, Eric L., Ed Greenwood, Christopher Lindsay, and Sean K
Reynolds. Expedition to Undermountain. 2007.

Greenwood, Ed. Ruins of Undermountain. 1991.

Rabe, Jean, Norm Ritchie, and Donald J. Bingle. Ruins of
Undermountain II: The Deep Levels. 1994.

Schend, Steven E. Undermountain: Maddgoth’s Castle. 1996.

———. Undermountain: Stardock. 1997.

———. Undermountain: The Lost Level. 1996.

Sernett, Matt and Shawn Merwin. Halls of Undermountain. 2012,

Special thanks to the hundreds of playtesters whose feedback made
this latest incarnation of Undermountain more fun at every turn.

Disclaimer: The Mad Mage of Undermountain is not seeing visitors right now. Don't come
down becouse, uh, we're renovating and everything is @ mess. You won't find any treasure,
and the buffet is closed until further notice. Ye gods, where did all these githyanki come
from? As if the mind flayers weren't bad enough. What's that? You think you can plunder
iy home and get away with it? Ha! You don't have the experience points.

ON THE COVER

Adventurers are drawn to Undermountain like moths to a flame.
Cynthia Sheppard illustrates a host of villains vying for control of
the dungeon'’s depths. Heroes, watch your step!

DUNGEONS & DRAGONS, D&D, Wizards of the Coast, Forgotten Realms, the dragon ampersand, Player's Handbook, Monster M I, Dungeon Master’s Guide, all other Wizards of
the Coast product names, and their respective logos are trademarks of Wizards of the Coast in the USA and other countries. All characters and their distinctive likenesses are property
of Wizards of the Coast. This material is protected under the copyright laws of the United States of America. Any reproduction or unauthorized use of the material or artwork contained

herein is prohibited without the express written permission of Wizards of the Coast.

Printed in the USA. ©2018 Wizards of the Coast LLC, PO Box 707, Renton, WA 98057-0707, USA. Manufactured by Hasbro 5A, Rue Emile-Boéchat 31, 2800 Delémont, CH.

T P,




CONTENTS

Dungeon Key 4
Undermountain Overview .............coou.. 5
Running the Adventure........ommn. 5
Dungeon History 6
The Yawning Portal .....cccovvenireeniercunenenn. 6
Adventure Hooks 7
Undermountain Secrets ... 10
Dungeon Features 10
Level 1: Dungeon Level...............cc..... 13
What Dwells Here? ....... w13
Exploring This Level ........cccciiiinninnens 14
Aftermath .26
Level 2: Arcane Chambers.................... 27
What Dwells HEre? .....cooceecrennvinensmsasesnses 27
Exploring This Level .....coerneereneees 28
Aftermath e s 42
Level 3: Sargauth Level..............ccoeceuu. 43
What Dwells Here? .....cccvvvevniriisessissnns 43
Exploring This Level .....cccoovinivennennnns 44
Aftermath ....cooeereniaiiins 58
Level 4: Twisted Caverns...........coceoureee 59
What Dwells Here? ........ccuivnmnennsenienans
Exploring This Level

Aftermath

Level 5: Wyllowwood ............ccouvvnninnnns 69
Magic of Wyllowwood ......cceurmesssemsressees 69
What Dwells Here? ......coveeemencicsiinennns 69
Exploring This Level |
Aftermatl o bt 80
Level 6: Lost Level.......ccccooovvccnicnnnnens 81
What Dwells HEre? ...oooveevveennnnnnnensenases 81
Exploring This Level ......cccnnnnninnnnenenes 82
Aftermath ........ 94
Level 7: Maddgoth’s Castle.................... 95
What Dwells HEre? .......ccoevvmniiensesnsesnes 95
The Caverns.. 96
The Castle 101
Aftermath 108
Level 8; Slitherswamp...........cocoeuevuennae 109
What Dwells Here?....... ..109
Exploring This Level .....ccoeconincinians 110
Aftermath 116

Level 9: DWeomercore............coouenuneees 117
What Dwells Here? .......ccoeennresivecinens 117
Exploring This Level ...t 119
Aftermath 134
Level 10: Muiral’s Gauntlet................. 135
What Dwells HEre? ...oveuveeeseeenersnsssssnsans 135
Exploring This Level ... 136
Aftermath 150
Level 11: Troglodyte Warrens............ 151
What Dwells HEre? ...ccvveevcecnrnienssessenns 151
Exploring This Level ......cccoonnvnnrincunens 152
Aftermath .158
Level 12: Maze Level..........ccooovvccinnnne 159
What Dwells Here? .........ccoonviennsnsernnnns 159
Exploring This Level ..o 160
Aftermath 170
Level 13: Trobriand’s Graveyard.......171
What Dwells Here? ........covennscsinsnenes 171
Exploring This Level ...coovveeeereriencsins 172
Aftermath 178
Level 14: Arcturiadoom..........cccccineee 179
What Dwells Here?.....ooeeeencssssesnninens 179
Exploring This Level.....mme 180
Aftermath 192
Level 15: Obstacle Course................... 193
What Dwells HEre? ....ccveuviennircsissonanens 193
Exploring This Level ... 194
Aftermath 208
Level 16: Crystal Labyrinth ................ 209
What Dwells HEre? .....oocovevevivenivusenneens 209
Crystal PAUNZEOT:. it msesmmasasznagrrsss 210
Stardock ...214
Aftermath...... 220
Level 17: Seadeeps. 221
What Dwells Here? .......coceennresnenceniens 221
Exploring This Level 222
Aftermath ... 230

Level 18: Vanrakdoom ............cccocveunne 231
The Dark Fate of Lord Vanrak

Moonstar 231
What Dwells HEre? ..oovvecriveenseensesmresiens 232
Into the Shadowfell.......cccveiinnrniesnnens 233
Exploring This Level ....ocovvevevenrcenneee. 233
Aftermath 242
Level 19: Caverns of Ooze.................... 243
What Dwells Here? ... 243
Exploring This Level ..., 244
Aftermath 252
Level 20: Runestone Caverns............. 253
What Dwells Here? 253
Runestone Caverns.........isesses 254
Stalagmite TOWer .......cccrveureremeenncencuen 261
Aftermath 264
Level 21: Terminus Level..................... 265
What Dwells Here? ......ooemnireesieesciineas 265
Exploring This Level ... 266
Aftermath 276
Level 22: Shadowdusk Hold................ 277
What Dwells HEre? ...oevveececnisssenisensens 277
Exploring This Level ... 278
Tier 1 278
Tier 2 282
Tier 3 285
Aftermath 288
Level 23: Mad Wizard’s Lair............... 289
Who Dwells HEre?.....ovmmressrsmsesmessesnnens 289

The Dungeon
Halaster's Tower
Conclusion

Skullport
Reaching Skullport.....ccicciniaiises
Skullport OVErvieW ......oceeeeeeeusecsmeasesens
Exploring Skull Island ...
Exploring the Town.......ccooumminrenrensnennenns

App. A: Dungeon Denizens................. 310
App. B: Elder Runes Deck................... 318
App. C: Secrets Deck ... 319



s0= Door

o5l Locked door

¥ Double door

2w Smashed door

7vr Secret door

'.!(*,b One-way secret door
® Secret trapdoor in floor
X Brazier

Submerged ramp
ﬂ- Dais/raised platform
: Bars/Gate

j«ar. Rubble

g Arrow slits

=3 Window with bars

Opening in ceiling

DUNGEON KEY

® Statue
@ Pillar
= Altar

X Covered pit trap

D ] Open pits
ey

& Cliff ledge

-:"%‘h Sinkhole

Trap

[f] Polymorph trap

Y} Natural stone steps
it Elevation lines
#= Floating candle

Pool of water

®© Well

Qsmve pen

O stalactite

& Stalagmite

@I Mining cart and tracks

\ Forge

2 EA & olllimed Stairs
— Ladder

— Ballista

<> Flame cannon
Sarcophagus
Fireplace

© Throne

wns Tapestry/curtain

Magic circle
@ Pentragram

@ Thaumaturgic triangle



- UNDERMOUNTAIN OVERVIEW

NDERMOUNTAIN IS THE LARGEST, DEEPEST
dungeon in the Forgotten Realms. This
book aims to touch on every major level of
that vast, dangerous place.

Waterdeep: Dungeon of the Mad Mage is
\ designed for characters of 5th through 20th

level. You can run it as a stand-alone adven-

ture or use it in conjunction with its precursor, Water-
deep: Dragon Heist, which is an adventure that takes
characters from 1st level to 5th level.

RUNNING THE ADVENTURE

To run this adventure, you need the D&D fifth edition
core rulebooks: Player’s Handbook, Dungeon Master’s
Guide, and Monster Manual.

The Monster Manual contains stat blocks for most
of the creatures found in this adventure. All other nec-
essary stat blocks are included in appendix A. When
a creature’s name appears in bold type, that’s a visual
cue pointing you to its stat block in appendix A or in the
Monster Manual. If a stat block appears in appendix A of
this book, the text tells you so.

Spells and equipment mentioned in the adventure are
described in the Player’'s Handbook. Magic items are
described in the Dungeon Master’s Guide or, in the case
of new items, the encounters in which they are found.

AREA DESCRIPTIONS

Undermountain is a series of interconnected dungeon
levels, each one deeper than the last. Every dungeon
level has its own encounter locations keyed to a map.

The adventure text often presents the most important
features of a location in the form of a list with boldface
headings for ease of reference. These key features are
arranged in order of prominence or in the order in
which characters are likely to notice them. These sum-
maries are designed to help you process the information
at a glance. If a listed feature requires further explana-
tion, you'll find additional information about that feature
after the summary.

ABBREVIATIONS
The following abbreviations are used in this product:

LG = lawful good

CG = chaotic good

NG = neutral good

LN = lawful neutral

N = neutral

CN = chaotic neutral
LE = lawful evil

CE = chaotic evil

NE = neutral evil

DM = Dungeon Master

hp = hit points

AC = Armor Class

DC = Difficulty Class

XP = experience points

pp = platinum piece(s)

gp = gold piece(s)

ep = electrum piece(s)

sp = silver piece(s)

cp = copper piece(s)

NPC = nonplayer character

CHARACTER ADVANCEMENT
The Levels of Undermountain table lists the dungeon’s
levels and the character levels for which they're de-
signed. It's okay for characters to enter a dungeon level
that's designed for a higher-level party; the encounters
there will be more dangerous and taxing, but characters
can retreat if things get too rough. Characters can also
leave Undermountain, adventure elsewhere, and return
to the dungeon once they're higher in level.

LEVELS OF UNDERMOUNTAIN

Level Name Character Level

1 Dungeon Level 5th
2 Arcane Chambers 6th
3 Sargauth Level 7th
Skullport 7th
4 Twisted Caverns &th
5 Wyllowwood 8th
6 Lost Level 9th
7 Maddgoth's Castle oth
3 Slitherswamp 10th
9 Dweomercore 10th
10 Muiral’s Gauntlet 11th
n Troglodyte Warrens 11th
12 Maze Level 12th
13 Trobriand's Graveyard 12th
14 Arcturiadoom 13th
15 Obstacle Course 13th
16 Crystal Labyrinth 14th
17 Seadeeps 14th
18 Vanrakdoom 15th
19 Caverns of Ooze 15th
20 Runestone Caverns 16th
21 Terminus Level 16th
22 Shadowdusk Hold 17th

23 Mad Wizard's Lair 17th-20th

Each dungeon level contains enough monster XP
to ensure that characters who clear out the level can
advance to the point where they're ready to take on the
challenges of the next level down. You can also award
XP for overcoming traps and for exceptional roleplaying
with key NPCs. The Bonus XP Awards table provides
recommended XP awards for such interactions.

Bonus XP AwARDS

Character Level XP Award
Ist—4th 50
5th-10th 250
11th=16th 1,000
17th—20th 2,500
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DUNGEON HISTORY

More than one thousand years ago, the wizard Halaster
Blackcloak (see appendix A) journeyed from a distant
land to the base of Mount Waterdeep, perhaps acceding
to the whispered summons of providence. Some believe
he hailed from the nearly forgotten empire known as
the Cradlelands. In ages past, humanity spread from
the Cradlelands across Faerfin, originating from what
is now the Plains of Purple Dust, a wasteland birthed
out of a conflict with the gods. Others give Halaster less
ancient origins, placing him among the early wizards
of Netheril, or asserting that he came from a southern
nation long since buried by sand and time. Whatever
his origin, scholars have recorded that Halaster brought
with him seven apprentices to Mount Waterdeep.

With the Seven guarding his back, Halaster tapped
into his immense power to summon beings from other
planes of existence to help him build a wizard's tower to
dwarf all other wizard’s towers. But as the seasons wore
on, the Seven saw less and less of their enigmatic mas-
ter. Halaster continued to use fell creatures from distant
planes for tunneling and other construction beneath his
tower, and the wizard kept the nature of most of his un-
derground dealings a secret from the Seven. Eventually,
Halaster’s exploration broke into the Underhalls, a com-
plex of tunnels and rooms built by the dwarves around a
mithral mine beneath Mount Waterdeep. The architects
of the Underhalls, the Melairkyn clan, had long ago been
killed or dispersed, and warring duergar and drow had
settled in the ruins. Halaster began a crusade against
both the drow and the duergar, participating in wild
hunts with extraplanar allies through the tunnels. The
stubborn duergar dug in until the mithral was largely
mined out; then they abandoned the Underhalls, leav-
ing the drow to fight Halaster and his minions alone.
The Mad Mage rounded up the remaining dark elves,
trapping some of their souls for use in his dark magic,
while twisting the bodies and enslaving the minds of
others. Once he had wrung the drow of their usefulness,
Halaster Blackcloak tunneled on, ever downward, in-
dulging his inexplicable compulsion for delving deeper
and deeper into the mountain.

Using his underground complex as a base of oper-
ations, Halaster traveled to other planes and distant
lands, collecting strange and dangerous creatures to
live as prisoners, servants, or guardians in Undermoun-
tain. Populating and defending the dungeon became an
obsession. Over time, the mage's preoccupation with
Undermountain electrified his eccentricities and infused
him with an air of unconcealable madness.

Halaster’s apprentices came and went. Some left only
to return—inexplicably drawn down into Undermoun-
tain’s depths. Others remained by his side. As they
began dedicating more attention to their private obses-
sions, madness settled into their souls as well.

During the years Halaster quested on other planes
and sequestered himself in his tunnels, his magnificent
tower and its surrounding walls fell into ruin. In time,
the city now known as Waterdeep developed in the
shadow of Mount Waterdeep and spread down to the
harbor. As the city sprawled outward over the years, it

UNDERMOUNTAIN OVERVIEW

A KNOT IN THE WEAVE

Where Waterdeep stands today, there once stood Aelin-
thaldaar, the capital city of the ancient elven kingdom of
Illefarn. When the elves left, they used a powerful spell

to erase all traces of their capital. This spell had the un-
intended side effect of creating a permanent knot in the
Weave, the fabric through which all magic is channeled.
This knot lies deep underground and isn't something that
can be seen, felt, or undone, but it can cause madness

to bloom in the minds of mortal beings who dwell near

it for too long. The knot permeates Undermountain, and
the madness it causes typically manifests as an obsession
with the dungeon itself. Those affected by the knot in the
Weave exhibit a subconscious desire to remain in or near
the dungeon. Halaster and several of his apprentices fell
prey to this obsession, as did many Melairkyn dwarves
and Durnan, the proprietor of the Yawning Portal. Not all
creatures that dwell in Undermountain succumb to its
madness, and those who do aren’t even aware that the
dungeon has them in its clutches.

| | o

came to surround the ruins of Halaster’s home. Under-
mountain was known to those early settlers, and they
often sent criminals into its endless depths as punish-
ment. So it was for many years, until an intrepid adven-
turer named Durnan delved into the labyrinth beneath
the tower and returned alive, laden with riches and
countless harrowing tales. Durnan used his new fortune
to demolish the remnants of Halaster's tower and built
an inn over the well he had used to descend into Under-
mountain, and call it the Yawning Portal. Durnan owns
and operates the inn and tavern to this day, serving pa-
trons and inviting the brave and foolish alike to test their
mettle in the Dungeon of the Mad Mage.

THE YAWNING PORTAL

The Yawning Portal, a famous inn and tavern located
near the eastern slope of Mount Waterdeep, derives its
name from a 40-foot-diameter well that descends into
the first level of Undermountain. Located in the center
of the taproom, the well was once the outer shell of
Halaster’s mighty tower, which was demolished long
ago. Its sheer walls are made of old mortared stones.
Next to this gaping orifice hangs a winch with a simple
rope-and-pulley mechanism that Durnan, the proprietor,
uses to lower adventurers down the shaft and (some-
times) pull them up again. Durnan controls the winch
himself and will transport only one adventurer at a time.
The trip takes 10 rounds, down and up. The rope is
stained with old blood and long enough to reach all the
way to the floor of the dark room at the bottom of the
140-foot shaft (level 1, area 1).

Durnan charges adventurers 1 gp each to descend
into the well, whether they opt to use the rope or not.
The return trip also costs a piece of gold, sent up in a
bucket in advance. He also readily accepts coin from pa-
trons who want to place grisly bets on adventurers who
dare explore Undermountain, and their odds of return-
ing alive. “Five gold dragons says they're back before
a tenday, minus the fighter, the wizard, and the cleric!”
is the flavor of commentary often heard amid gales of
drunken laughter.
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The walls of the well are crumbly but have abundant
handholds and footholds. They can be scaled without
climbing gear with a successful DC 15 Strength (Athlet-
ics) check. No check is needed to enter Undermountain
by using the rope-and-pulley system.

ADVENTURE HOOKS

Adventurers who hang around the Yawning Portal often
find work delving into Undermountain on the errands
of others. The characters might have their own reasons
for venturing into the Mad Mage’s dungeon, but the
adventure hooks described in this section can be used
as further motivation. These hooks are divided into two
categories: starting quests and future quests. Adventur-
ers are under no obligation to accept or complete any

of these quests, though the promised rewards are often
substantial enough to be tempting.

STARTING QUESTS

Starting quests are available to characters from the out-
set of their experience with Undermountain. Any of the
quest givers described below might approach the char-
acters shortly after their arrival at the Yawning Portal.
The characters can accept as many or as few starting
quests as they want. Based on the needs of your cam-
paign, you might even introduce some starting quests
of your own.

HUNT FOR MAGIC ITEMS AND SPELLBOOKS
Obaya Uday, a neutral good Chultan priest of Waukeen
(god of trade), has traveled from the distant city of
Port Nyanzaru on behalf of a wizard named Wakanga
O’tamu to procure magic items from Waterdeep. When
she learned about Undermountain, Obaya booked a
room at the Yawning Portal in the hope of hiring adven-
turers to plunder the dungeon of its magical riches.
Obaya approaches the adventurers and offers to pay
for any unwanted magic items they find in Undermoun-
tain. Obaya has secured her funds in Waterdavian banks
and can pay handsomely within a matter of hours for
any magic items the characters bring to her. The amount
she's willing to pay is based on the item’s rarity, as
shown in the Magic Item Rewards table, and is nonne-
gotiable. Characters would be hard-pressed to find any-
one willing to spend as much for these items as Obaya
is, and she always pays in platinum pieces for ease of
transport.

MaAcGic ITEM REWARDS
Item Rarity Obaya’s Reward

Common 10 pp
Uncommon 50 pp

Rare 500 pp

Very rare

TAIN OVERVIEW



Obaya is also interested in buying spellbooks for
Wakanga O’tamu. She prices a spellbook based on the
highest-level spell contained in it: 5 pp for 1st level, 25
pp for 2nd or 3rd level, 100 pp for 4th or 5th level, 250
pp for 6th or 7th level, and 500 pp for 8th or 9th level.

Once she has paid for 7,500 pp worth of magic items
and spellbooks, Obaya hires a small squad of body-
guards, books passage on a merchant ship heading to
Chult, and returns to Port Nyanzaru with her trove.

PAYy A HARPER DEBT

A lawful good bard named Mattrim Mereg, known as
Threestrings to his friends, plays a three-stringed lute
at the Yawning Portal and is a much more talented
musician than he pretends to be. In truth, Mattrim is a
Harper spy who uses this busking gig to establish rela-
tionships with the Yawning Portal’s unique clientele.

Mattrim needs a pouch of gold delivered to a female
half-drow named Cal'al Claddani, who runs a tavern
called the Flagon and the Dragon in Skullport. Cal’al
provided shelter and healing to a wounded Harper
spy in Skullport and is owed payment for her support.
Mattrim'’s pouch contains three moonstones worth
50 gp each.

Once they deliver the pouch, characters can take
refuge in a Harper hideout called Dalagor’s Fortress, lo-
cated on the uppermost level of Skullport. Mattrim tells
the characters that a dragonborn mage named Felrax
guards the place.

SEARCH FOR KRESSANDO ROSZNAR

A young noblewoman, Esvele Rosznar has been fre-
quenting the Yawning Portal on busy evenings, keeping
mostly to herself while sipping zzar and listening to
gossip. Her family has a tarnished reputation, having
once been banished from Waterdeep for slavery and
other illegal acts. Although the Rosznar family is trying
to regain its integrity and standing, several bad apples
threaten to impede that progress with their sinister
ventures. Esvele’s brother, Kressando, was sent to
Skullport to conduct secret meetings with the Xanathar
Guild and gauge interest in setting up a slave trade in
Skullport, far from the eyes of Waterdavian authorities.
Esvele didn’t learn of this meeting until after Kressando
vanished, and she is determined to stop his scheming
and see him returned to Waterdeep before he can fur-
ther tarnish the Rosznar name.

Esvele takes one or more of the adventurers aside as
they prepare to make their initial descent into Under-
mountain and asks them to keep an eye out for Kres-
sando, a 22-year-old man with fair skin and dark curly
hair, trained in the arts of stealth and thievery. She also
tells them that Kressando wears a platinum signet ring
bearing the Rosznar family crest (a diving white falcon
on a field of blue) and an inscription of the family motto
(“Fly high and stoop swift").

She promises that if the characters can facilitate Kres-
sando’s safe return or deliver proof of his whereabouts
to Esvele, she will owe them a favor, adding that “You
can trust in House Rosznar.” (For more information on
Esvele Rosznar, see Waterdeep: Dragon Heist.)

UNDERMOUNTAIN OVERVIEW

Characters won't find Kressando anywhere, but they
might find his ring in the possession of a hobgoblin war-
lord named Azrok (see level 3, area 21n) and discover
how Esvele's brother met his untimely end. Returning
Kressando’s ring to Esvele completes the quest and
places her in the party’s debt.

THRONE OF THE CORONAL

Volothamp Geddarm, famous explorer and raconteur,
offers to buy the adventurers a round of drinks to cel-
ebrate their upcoming expedition into the Dungeon of
the Mad Mage. Injected into the conversation is the fol-
lowing tale:

This story dates to the fall of Illefarn, an elven king-
dom of the North. An alabaster throne belonging to
Syglaeth Audark, the last coronal of Illefarn, disap-
peared from the capital city of Aelinthaldaar, where
the Mad Mage built his tower and today stands Wa-
terdeep. It's said that a group of dwarves feared the
destruction of such a miraculous work of stonecraft
and stole the throne right out from under the elves’
slender noses. Where the dwarves hid it for so long,
who knows? But should you find it in Undermoun-
tain, it would please the elves of the North to know
it survives.

In truth, the ancient alabaster throne was spared the
destruction of Aelinthaldaar by Coronal Audark himself,
who ordered it placed in an underground vault. Despite
the precaution, the throne was damaged in the calamity
that befell the elven kingdom. After the fall of Illefarn,
Melairkyn dwarves found the throne and bore it to their
halls with the intention of repairing it and returning it to
the elves.

If the characters find the throne (see level 3, area 14¢)
and inform Volo of its location, he shares this informa-
tion with his elf friends, who express their gratitude by
giving the party a beautifully crafted longbow and an
elven quiver containing twenty silvered arrows. The
bow bears the Elvish inscription “Al hond ebrath, uol
tath shantar en tath lalala ol hond ebrath.” This phrase
translates to “A true friend, as the trees and the water
are true friends.” The elves eventually embark on their
own expedition into Undermountain, with the goal of
retrieving the throne.

FUTURE QUESTS .
Future quests are available to adventurers only after
they satisfy the prerequisites. The characters might

need to enter and leave Undermountain several times
before they're eligible to receive these quests.

EYE OF THE SPIDER
Prerequisite: Complete the “Search for Kressando
Rosznar” quest

News of Kressando Rosznar’s death is leaked to the
publishers of several local broadsheets, along with

the names of the adventurers who retrieved his signet
ring from Undermountain. The news inspires Joroth
Brighthelm, a dwarf spy for the Lords’ Alliance, to visit
the Yawning Portal.



MoRE OoF UNDERMOUNTAIN TO LOVE

There are vast sections of Undermountain, including hid-
den levels, beyond those described in this book. Halaster
seals off portions of the dungeon that are undergoing con-
struction or reconstruction until such time as they're ready
for exploration. The DMs’ Guild (dmsguild.com) is an ex-
cellent resource you can use to find and share expansions
to Undermountain.
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Joroth approaches the characters in plain clothes
and asks them to keep their eyes open for Falkir's Fist,
a band of four dwarf adventurers that disappeared
in Undermountain over a year ago. The leader of the
band, Falkir Gravelfist, is believed to have stolen a
famous emerald called the Eye of the Spider from the
Mirabarran embassy in Waterdeep weeks prior to his
disappearance. Joroth believes Falkir is dead (divination
spells have confirmed as much) but would like to see the
gemstone returned to its proper owners to strengthen
political ties between Waterdeep and Mirabar.

Joroth describes Falkir as a particularly stout dwarf
wearing a helm shaped like a boar’s head. He says the
gemstone is a spherical emerald roughly three inches in
diameter, with a small imperfection in its core shaped
vaguely like a spider. The gemstone has no magical
properties as far as he knows. Joroth offers the friend-
ship of the Lords’ Alliance as a reward, which can be
useful if one or more of the characters find themselves
in need of assistance in Waterdeep or another alliance
city. (For more information on the Lords’ Alliance and
its role in Waterdeep, see Waterdeep: Dragon Heist.)

Characters who belong to the Lords’ Alliance gain
3 renown (see “Renown” in chapter 2 of the Dungeon
Master’s Guide) for returning the Eye of the Spider to
Joroth. Both the gemstone and Falkir’s Fist can be found
on level 10.

RETRIEVE A RUNESTONE FRAGMENT
Prerequisite: 12th level or higher

Volothamp Geddarm introduces the characters to a
friend of his: a young captain of the City Watch named
Jalester Silvermane. If the characters played through
Waterdeep: Dragon Heist, they probably know him al-
ready. Jalester is a secret agent of the Lords’ Alliance
who reports to Lady Laeral Silverhand, the Open Lord
of Waterdeep.

Unbeknownst to anyone but her closest confidants,
Laeral’s magic has begun to wane. She has researched
away to halt the decline, at least temporarily, but she
needs a fragment of a magic crystal called the Rune-
stone. The crystal was created by Halaster Blackcloak
and secreted away in the depths of Undermountain.
Laeral has sent Jalester to hire a band of adventurers
to retrieve a pebble-sized fragment of the Runestone,
which he can then deliver to Laeral in utmost secrecy.

Jalester tells the characters that he wants the frag-
ment for himself and won't disclose its purpose, except
to say that its recovery will help to ensure Waterdeep’s
security (a true statement). He describes the Runestone
as a large, glowing, disk-shaped gem with Halaster’s
rune floating in it.

He does not mention a monetary reward for delivering
a Runestone fragment to him; instead, Jalester offers the
characters his lasting friendship—which can bring many
benefits, considering his position in the City Watch. If
the characters negotiate for more than Jalester’s good-
will, they're also promised a luck blade with no wishes
remaining. Jalester neglects to mention, however, that
this weapon belongs to Mirt the Moneylender, one of the
Masked Lords of Waterdeep. Mirt himself delivers the
luck blade once the Runestone fragment is in Laeral’s
hands, but looks rather put out at the thought of parting
with it. “Perhaps you might trade it back for dinner at my
mansion?” he asks the characters politely. Allowing Mirt
to keep his sword puts the Masked Lord in the charac-
ters’ debt—a fine prize indeed for their efforts.

The characters can find the Runestone and cast-off
fragments of it on level 20 of Undermountain.

SAVE THE DRAGON
Prerequisite: Complete the “Throne of the Coronal” or
the “Eye of the Spider” quest

Word reaches Lady Wylynd Moonstar, matriarch of the
Moonstar noble family of Waterdeep, that a party of
adventurers has had some success in Undermountain
of late. She learns all she can about these adventurers
before sending her grand-nephew, a well-mannered
half-drow named Helion Moonstar, to meet with them.
Helion is Wylynd’s heir apparent, and this mission is as
much a test for him as it is for the adventurers.

Lady Wylynd is well over a hundred years old and se-
nile, but she has never forgotten the dark blemish on her
family’s honor left by Vanrak Moonstar, who lorded over
House Moonstar long ago. Vanrak and his small army
of Shar worshipers fled into Undermountain to escape
punishment for their many crimes in the city. It’s Lady
Wylynd's recollection that a longtime ally of the Moon-
star family, a bronze dragon named Glyster, was asked
or told to find Vanrak and bring him back to Waterdeep
to face justice. The dragon found Vanrak but could not
wrest him from the depths of Undermountain. Instead,
the dragon became corrupted by Shar’s magic and was
transformed into a shadow dragon named Umbraxakar.
In this evil form, the dragon fought by Vanrak’s side for
years, even serving as his mount from time to time.

Lady Wylynd believes it’s her family’s responsibility
to free the dragon from Shar’s evil grasp one way or
another. She asks Helion to meet with the adventurers
and convince them to find the shadow dragon in Vanrak-
doom, one of the deeper levels of Undermountain, and
break Shar’s hold over him. Failing that, they should put
the dragon out of his misery. In exchange for their help,
Helion promises the friendship of House Moonstar,
which comes with tangible benefits:

. Characters can trade magic items with representa-
tives of House Moonstar, allowing free exchanges of
magic items of similar rarity (subject to your approval).

. House Moonstar offers to fund any future expedition
the characters decide to mount, providing maps, cara-
van services, and NPC followers as needed.

. House Moonstar can put the characters in touch with
people who can give special training (see “Marks of
Prestige” in chapter 7 of the Dungeon Master’s Guide).
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UNCOVER THE TELEPATHIC SpY
Prerequisite: 9th level or higher

An ulitharid (see appendix A) has been using telepathy
to contact random people in the city and learn all it can
about Waterdeep. Those the creature has contacted
know nothing of the ulitharid’s true nature, only that an
alien intellect has reached out to them for information.
Word of these telepathic intrusions has begun to spread
throughout the city, gaining traction as more than just
amad rumor. Several of Durnan’s regular patrons have
spoken at length about it, and Durnan believes the
source might be somewhere in Undermountain. In fact,
he thinks a horrific, psionic monster called an elder
brain might be lurking in the dungeon. Not wanting to
alarm anyone with rumors of mind flayers, he keeps this
conjecture to himself for now.

Durnan urges adventurers to find the source of the
telepathic contact, learn its intentions, and put a quick
and decisive end to it if those intentions are hostile. (The
ulitharid awaits them on level 17.) If the party deals with
the threat, Durnan promises to make sure the deed is
never forgotten but offers no tangible reward.

UNDERMOUNTAIN SECRETS

Appendix C of this book contains the Secrets Deck—
paper cards for you to photocopy and hand out to the
players when their characters learn reliable information
about Halaster and Undermountain.

Any character who spends at least four hours in the
Yawning Portal is likely to overhear tall tales about the
Mad Mage and his dungeon. Not all rumors are to be
believed, however, and characters need keen ears and
sharp insight to determine which stories have weight.
Have each character make a DC 20 Intelligence (Inves-
tigation) check or Wisdom (Insight) check. If the check
succeeds, the character learns a secret about Under-
mountain, and the player can draw a card from the Se-
crets Deck.

Players can hold onto these cards for later reference.
When the characters meet an NPC in Undermountain
who knows a fact, have one of the players draw another
card from the Secrets Deck to determine what that NPC
knows about Halaster and his dungeon.

JHESIYRA KESTELLHARP

Among the greatest of Undermountain’s secrets is the
story of Jhesiyra Kestellharp, who was one of Halaster’s
most gifted apprentices until it became clear to her that
Halaster was irrevocably insane. She fled, but Halaster
dragged her back to Undermountain and trapped her
in the Citadel of the Bloody Hand, a dungeon complex
under Mount Waterdeep connected to Undermountain.
Jhesiyra escaped her prison when its wards failed
during the Spellplague. To hide from Halaster, she mag-
ically confined herself in the stones of Undermountain.
She now exists in a bodiless state, inhabiting the very
dungeon itself. Halaster is unaware of Jhesiyra's pres-
ence but also wonders over her disappearance following
the Spellplague.

Jhesiyra's plan is to use adventurers to defeat Halaster
so that she can seize control of Undermountain. To that
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end, she does everything in her power to keep adventur-
ers in Undermountain alive. Her abilities are, however,
limited in her current, bodiless form.

Jhesiyra can exert control over Halaster’s magic gates,
keeping adventurers from passing through them if she
thinks they lack the might needed to defeat the perils be-
yond. In terms of game rules, characters are prevented
from passing through a gate when their experience level
fails to meet a prerequisite (the recommended character
level for which the dungeon level is designed). Any char-
acter who doesn’t qualify is pushed back without being
harmed when trying to step through the open gate. Only
a wish spell can allow a character to pass through. As
the Dungeon Master, you can suspend this restriction
and allow characters who don't meet the level prerequi-
site to pass through a gate, particularly if you think they
have the resources to survive and overcome that dan-
gers that await them.

Jhesiyra can't stop characters from moving between
dungeon levels by more conventional means. Whenever
they enter a dungeon level designed for characters of a
higher experience level, Jhesiyra sends them the follow-
ing telepathic warning in Common: “Turn back! You're
not prepared for the danger that lies ahead!” Characters
are free to ignore her warning. She can’t and won't elab-
orate on the nature of the danger that awaits the adven-
turers or communicate with them in any other way, for
fear of being detected by Halaster.

Powerful divination magic can reveal Jhesiyra's dis-
embodied presence throughout Undermountain. But
not even a wish spell or divine intervention will allow
direct, two-way communication with Halaster's former
apprentice,

DUNGEON FEATURES

For the sake of avoiding repetitive descriptions, com-
mon features of Undermountain are summarized here.

ALTERATIONS TO MAGIC

Halaster doesn’t make it easy for creatures to enter or
leave his dungeon. No spell other than wish can be used
to enter Undermountain, leave it, or transport oneself
from one level to another. Astral projection, teleport,
plane shift, word of recall, and similar spells cast for
these reasons simply fail, as do effects that banish a
creature to another plane of existence. These restric-
tions apply to magic items and artifacts that have prop-
erties that transport or banish creatures to other planes
as well. Magic that allows transit to the Border Ethereal,
such as the etherealness spell, is the exception to this
rule. A creature that enters the Border Ethereal from
Undermountain is pulled back into the dungeon upon
leaving that plane.

Magic that summons creatures or objects from other
planes functions normally in Undermountain, as does
magic that involves an extradimensional space. Any
spells cast within such an extradimensional space (such
as that created by a Mordenkainen’s magnificent man-
sion spell) are subject to the same restrictions as magic
cast in Undermountain.



Spells can’t destroy or alter the shape of Undermoun-
tain’s magically protected ceilings, pillars, columns,
walls, or floors. For example, an earthquake spell
would not trigger a ceiling collapse or create fissures in
Undermountain. Doors and furnishings, however, are
not protected in this way.

While they are in Undermountain, characters who
receive spells from deities or otherworldly patrons con-
tinue to do so. In addition, spells that allow contact with
beings from other planes function normally.

SENDING SPELLS

Inside Undermountain, Halaster can’t be contacted by
means of sending spells. Any creature that tries to con-
tact him with a sending spell is magically redirected to
the Mad Mage’s nothic secretary (see level 9, area 31).
Each time it is contacted in this manner, the nothic re-
plies with a string of expletives in Undercommon. Other
things the nothic night say (in Undercommon) include
the following:

. “Are you alive or just waiting to be conjured?”
+ “Get out of my extradimensional space!”

« “There’s a knot in the Weave! I can't untie it!”
« “Halaster’s not home right now.”

ARCHITECTURE

Undermountain is made up of a mixture of smooth,
worked stone and rough-hewn stone, with the occa-
sional intruding natural tunnel or cavern. A few levels
have exceptional architectural features; for example,
level 16, the Crystal Labyrinth, has walls, floors, and
ceilings made of crystal.

CEILINGS
It's helpful to know the height of a ceiling, particularly if
creatures in the area can climb or fly.

Rooms. A room’s ceiling is at least as high as the
room is wide, often higher. If a room’s ceiling height isn’t
specified in the text, assume it’s the minimum height.

Tunnels. A tunnel’s ceiling is as high as the tunnel is
wide, unless otherwise noted. Most tunnels in Under-
mountain are arched and have no visible structural sup-
ports. Exceptions are called out in the text.

DooRrs AND SECRET DOORS

Normal doors (including double doors) are made of
thick, sturdy wood fitted with iron hinges and handles,
and protected against moisture by magic. Secret doors
are fashioned of the same material as the surface in
which they're set (usually stone) and require a success-
ful DC 20 Wisdom (Perception) check to locate, unless
noted otherwise. When they are closed, most doors and
secret doors create airtight seals, keeping gases and
gaseous creatures from passing through them; excep-
tions are noted in the text.

A one-way door can be manually opened only from
one side (the other side has no handle or hinges). A
knock spell or similar magic is needed to open a one-
way door from the “wrong” side.

Not many doors in Undermountain have locks, but
those that do sport locks of masterful craftsmanship.
When confronted by a locked door, a character with

thieves’ tools can pick the lock with a successful DC 20
Dexterity check.

A locked or stuck door can be forced open with a suc-
cessful DC 20 Strength (Athletics) check. A creature
that fails a check to force open a door can't make
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HALASTER’S GOALS

The Mad Mage makes his presence known throughout this
adventure. Most often, he's a distant observer, watching
with amusement as adventurers contend with the deni-
zens and other dangers of his dungeon. Other times, he
appears before them in the form of a spectral eye or some
other magical force. Why does he tolerate adventurers in
his home? What's his aim? That's for you to decide.

This sidebar outlines several possible goals for Halaster.
Choose one you like, or randomly determine Halaster’s
goal by rolling a dé. His goal can change at any time with-
out explanation; he is the Mad Mage, after all.

Goal 1: Clean House. Halaster wants adventurers to clear
out parts of his dungeon so that he can restock the
tunnels with new threats from across the planes. He's
unhappy about the amount of space the drow take up on
levels 3, 10, and 12. He’s also concerned that the conflict
between the githyanki on level 16 and the mind flayers
on level 17 could spiral out of control; consequently, he
wants one side or the other (or both) eliminated.

Goal 2: Destroy Ezzat. An irksome lich named Ezzat has
taken refuge on level 20, and Halaster wants adventurers
to destroy the lich and its phylactery. Halaster has bound
two genies (a dao and a marid) to level 19 and uses
them to help adventurers accomplish this goal.

Goal 3: Strike Fear into Heroes’ Hearts. Halaster wants
fewer adventurers coming down the well to pester him
and steal his valuable belongings. To that end, his goal
is to terrify adventurers and send them screaming back
to Waterdeep with horror stories that discourage others
from descending into Undermountain.

Goal 4: Become Waterdeep’s Shadow Lord. The Shadow-
dusks were Waterdavian nobles who descended into
madness, taking refuge in Undermountain. Halaster
wants to return them to power in the city above and use
them as puppets to rule Waterdeep from below as its
Shadow Lord. Adventurers can thwart Halaster’s scheme
by destroying the leaders of the Shadowdusk family and
laying waste to their stronghold on level 22.

Goal 5: Find an Apprentice. Halaster is searching for one
or more new apprentices worthy of his time and tute-
lage. He is cultivating talent on level 9, but he’s also
paying close attention to other arcane spellcasters who
enter Undermountain. Of course, once the novelty of
new apprentices wears off, Halaster will likely do the
same thing he’s done with all his previous apprentices:
teach them ways to mutilate and destroy themselves.

Goal 6: Locate Jhesiyra. Somewhere in the back of his
twisted, paranoid mind, Halaster believes that Jhesiyra
Kestellharp is still alive and plotting to destroy him. He
has no clue where |hesiyra might be, but he can't rest
until the mystery of her disappearance is solved and
she’s his prisoner once again. Halaster thinks he can use
the adventurers to lure Jhesiyra out of hiding, but they
turn out to be the same adventurers she’s using to find
and destroy him.

UNDERMOUNTAIN OVERVIEW




EXPANDING UNDERMOUNTAIN

Each dungeon level has tunnels that lead off the edge of
the map. These tunnels can be ignored if you have no
desire to expand the dungeon. If you choose to expand a
level by creating new rooms of your own, you can attach
your section of the dungeon to an existing map by using
one of these connecting tunnels.
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another attempt on the same door unless it has another
creature or a tool (such as a crowbar) to assist.

If the direction in which a door opens becomes
important, decide for yourself which area the door
opens into.

ELDER RUNES

Elder runes are ancient symbols imbued with magical
power. With years of study, any creature that can cast
the symbol spell can learn an elder rune and add it to
the selection of symbols that can be created with the
spell. Halaster has spent lifetimes studying elder runes,
inventing new ones, and harnessing their volatile magic.
He likes to place them throughout Undermountain

as hazards.

Appendix B presents several elder runes on paper
cards that you can photocopy and cut out to create an
Elder Runes Deck. When circumstances call for the
appearance of an elder rune, a card is drawn from this
deck to determine which rune appears and what it does.

Elder runes function as symbols cast using the symbol
spell, with these changes:

» An elder rune has two possible effects: one beneficial
(called the boon effect) and the other harmful (called
the bane effect). The elder rune's creator chooses
which effect occurs or can randomize it so that a die
is rolled to determine whether the bane effect (odd die
roll) or the boon effect (even die roll) is triggered.

A triggered elder rune targets one or more creatures
within 60 feet of it, according to the caster’s specifica-
tions. Once the effect activates, the elder rune disap-
pears and the spell ends.

.

A creature doesn’t make a saving throw against an
elder rune’s boon effect. Saving throws made to resist
the bane effect of Halaster’s elder rune have a spell
save DC of 22.

GATES

Halaster creates magic gates that allow instant travel
between levels of the dungeon. He can also create gates
that lead into and out of Undermountain, which he uses
primarily to restock the dungeon with monsters. His old
gates were destroyed by the Spellplague, but Halaster
has replaced them with new ones, most of which have
destinations confined to the dungeon. These gates are
not subject to the restrictions outlined in the “Alter-
ations to Magic” section.

Opening a gate in Undermountain usually requires
a special key, the casting of a spell, or some other act.
Halaster likes to leave clues to help adventurers solve
each gate. A legend Iore spell or similar magic can also
reveal the proper way to open a gate.
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An open gate acts as a two-way portal and typically
remains open for 1 minute upon activation. Creatures
peering through the open gate can see the destination
beyond as though they are looking through an open
doorway into that location.

A gate can’t open within the area of an antimagic field
spell or similar effect. Dispel magic has no effect on a
gate, but a wish spell can permanently destroy a gate or
force it open for up to 1 hour. A gate cannot be damaged
or destroyed otherwise.

Halaster favors three kinds of gates:

Arch Gate. This gate looks like an archway chiseled
into a blank wall. The archway is 10 feet high and 10
feet wide unless otherwise noted. Most of the gates in
Undermountain are arch gates.

Mirror Gate. This gate consists of a wall-mounted mir-
ror, ovoid or rectangular, encased in a carved stone
frame. The mirror is 10 feet tall and 5 feet wide unless
otherwise noted. All the gates leading to and from
level 10 are mirror gates.

Standing Gate. This gate forms between two standing
stones or pillars. Unless otherwise noted, these col-
umns are 15 feet tall and spaced 10 feet apart, with a
stone lintel resting horizontally atop them to form a
rectangular opening. Because the gate is freestanding,
one can pass through it from either direction.

ELDER RUNES ON GATES

When a gate opens, a random elder rune appears within
its vertical plane. Draw a card from the Elder Runes
Deck to determine which rune appears. Halaster usu-
ally has the rune target the first creature that passes
through the open gate. Every so often, to keep the play-
ers guessing, you can have the rune trigger when the
second or third creature passes through. Once an elder
rune is triggered, it vanishes until Halaster recasts the
symbol spell on the gate.

ILLUMINATION

Since the creatures that originally carved out Under-

mountain had darkvision and Halaster lights his way

by using magic, areas of the dungeon are unlit unless

otherwise noted.
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A VisIT TO ALTERDEEP
If your party of adventurers is incapacitated or killed in Un-
dermountain, you have an unusual option for keeping both
them and the campaign alive: the characters could awaken
in an alternate version of the Yawning Portal that is part
of a psionically generated simulation of Waterdeep called
Alterdeep, created by the ulitharid on level 17.

If you choose this option, the characters are stabilized,

brought to level 17 of the dungeon by mind flayers or
their thralls, and placed in capsules called psipods. While
unconscious and trapped in these psipods, the characters
are immersed in the ulitharid’s realistic simulation of Wa-
terdeep. Over time, they'll notice inconsistencies that sug-
gest they're not where they appear to be, and they’ll have
chances to converse with the ulitharid in its many guises
and convince it to set them free. For more information on
Alterdeep and its ulitharid creator, see level 17.




\9 HE DUNGEON LEVEL IS DESIGNED FOR FOUR
5th-level characters, and characters who
defeat the monsters on this level should gain
enough XP to reach 6th level.

WaAT DWELLS HERE?

Aside from hungry monsters, a bandit
gang has made its home here, as have bugbears and
goblins in league with the beholder crime lord known
as Xanathar.

THE UNDERTAKERS

A gang of neutral evil human bandits calling themselves
the Undertakers prey on gullible adventurers, demand-
ing a toll of 10 gp per character for safe passage through
this level of the dungeon. The bandits have taken over
areas 6 through 8 and have spies watching area 1 to re-
port on intruders.

The bandits are failed actors and singers who use
disguise Kits to appear as vampires. These disguises
are elaborate and convincing (including wigs, theatrical
clothing, makeup, fake fangs, and fake nails), but adven-
turers can see through the ruse with a successful DC 14
Wisdom (Insight) check.

The leaders of the gang, Uktarl Krannoc and Har-
ria Valashtar, were lovers once, but their relationship
soured recently. They're fed up with each other, and
each is plotting to eliminate the other and take control
of the gang. Harria is the likely winner of this conflict,

because she recently acquired a flesh golem that wan-
dered up from level 2. Struck by Harria’s resemblance to
its creator, the golem has been pressed into service.

The Undertakers are aware that bugbears and goblins
are spying on them (see “Xanathar Guild” below). If they
encounter adventurers whom they can’t extort or defeat,
the bandits try to orchestrate a conflict between the ad-
venturers and the goblinoids, which they hope will get
rid of one or both groups.

XANATHAR GUILD

Nine bugbears (five of them under the control of intellect
devourers) represent the Xanathar Guild on this level.
They're charged with keeping adventurers from reach-
ing the lower levels and thereby interfering with guild
business. With the help of several goblins, the bugbears
have set up guild watch posts in areas 23, 28, and 39.
The bugbears and their goblin toadies are plotting
to kidnap one of the leaders of the Undertakers and
take that person back to Skullport to have an intellect
devourer implanted in their skull, so that Xanathar can
take control of the bandit gang. The bugbears have been
spying on the bandits and will shortly begin testing
their defenses. They are frightened by the flesh golem,
though, and will offer to grant safe passage to any adven-
turers who promise to dispose of it. The bugbears don'’t
keep their end of the bargain, but the goblins readily will
do so out of self-preservation if all the bugbears and in-
tellect devourers are dead.



WANDERING MONSTERS

Monsters wander this level in search of food or trea-
sure. These creatures include carrion crawlers, ghouls,
giant spiders, goblins, grells, gricks, oozes of all kinds,
stirges, and wererats. If your game session needs a jolt,
try using one of the following encounters or an encoun-
ter of your own design.

CARRION CRAWLERS

Three carrion crawlers, one creeping along the floor
and two attached to the ceiling, approach the party and
attack the first adventurers to come within reach of their
mucus-coated tentacles. If a carrion crawler paralyzes

a character with its tentacles, it continues to make bite
attacks against that character on subsequent rounds as
it feeds. The carrion crawlers are too stupid and hungry
to flee in the face of certain death.

GOBLIN SKULL-HUNTERS

Pibble and Groin, two argumentative goblins with no
affiliations of note, are scouring the dungeon for intact
skulls to claim as trophies. Their constant bickering

can be heard up to 60 feet away, and they flee when
confronted by adventurers. If one or both goblins are
captured, they can lead adventurers to the nearest Xana-
thar Guild watch post as well as describe its defenses,
since they have observed the comings and goings of the
guild’s goblinoids for some time.

SHIELD GUARDIAN

The Dungeon Level is home to a meandering, defective
shield guardian operating under the delusion that it's

a wizard’s apprentice, even to the extent of pretending
to cast spells. The guardian returned to this level after
its wizard master perished while exploring level 4; the
shield guardian’s amulet can be found there (level 4,
area 16a). A rune on the shield guardian’'s head matches
a rune inscribed on the back of its amulet.

When the shield guardian sees the characters, it
wastes its actions on feeble gesticulations that suggest
it's trying to cast harmful spells at them. It reverts to
making normal attacks only if one or more characters
enter its reach and make melee attacks against it. If the
characters keep their distance and avoid harming the
shield guardian, it ends its “attack” after a few rounds
and wanders off, looking for other denizens to terrorize.

ExPLORING THIS LEVEL

All location descriptions for this level are keyed to map
1. Characters who descend into the dungeon from

the Yawning Portal land in area 1 and can proceed
from there.

1. ENTRY WELL ¢ : _
At the bottom of the Yawning Portal entry well is a dark,
40-foot-square room with the following features:

Exits. The only exit appears to be a tunnel that leads
south before bending west. (There’s also a one-way
secret door to the north.)
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Sandy Floor. A thin layer of sand covers the floor.
Hanging Shields. Dented, rusty shields adorn the walls,
which are also covered with graffiti.

ONE-WAY SECRET DooRr

A one-way secret door built into the north wall can’t be
opened from the south without the aid of a knock spell
or similar magic. Any character who finds the secret
door also notices a 1-inch-diameter hole bored through
it at a height of 5 feet. On the north side of the secret
door, a human bandit quietly listens at the hole for
sounds of newcomers descending the shaft. Upon hear-
ing creatures enter the area, the bandit retreats to warn
its confederates in areas 6, 8, and 9. Characters in the
room can hear the bandit’s soft, retreating footfalls with
a successful DC 20 Wisdom (Perception) check.

SAND

A search of the sand yields some discarded gear (two
iron spikes, an empty wineskin, a tinderbox, and a pair
of pants sized for an adult human) and a random trinket
dropped by a frightened adventurer. Roll percentile dice
and consult the Trinkets table in chapter 5 of the Play-
er’s Handbook to determine the trinket.

SHIELDS

Sixty old shields hang on the walls; they break apart
if disturbed in any way. Written in blood on the wall,
concealed behind one of the shields, is the following
message in Elvish:

Beyond the pillar forest, the Mad Mage waits.
Casting spells behind magic gates.

2. HALL OF MANY PILLARS
At the west end of a 20-foot-wide hall (area 2a), stairs
descend 10 feet to a room lined with pillars (area 2b).

Similar staircases descend into the room from 10-foot-
wide tunnels leading north, west, and south.

2A. DEMON RELIEFS

Bas-Reliefs. Every 10-foot section of wall has a 9-foot-
high, 4-foot-wide, 3-inch-deep door-shaped recess
containing a bas-relief carving of a demon. Each relief
depicts a different kind of demon (see below).

Skeleton. A kenku skeleton lies on the floor, one of its
thin arms pointing toward a bas-relief of a nalfeshnee
demon on the south wall. (Halaster artfully placed the
skeleton here to help adventurers find the secret door
to area 3.)

The carvings on the north wall of area 2a depict (from
east to west) a balor, a barlgura, a chasme, a dretch,
a glabrezu, a goristro, and a hezrou. The carvings on
the south wall depict (from west to east) a marilith, a
nalfeshnee, a quasit, a shadow demon, a vrock, and a
yochlol. The recessed wall that contains the nalfesh-
nee carving has a secret door leading to area 3. The
recessed wall that contains the dretch carving has
another secret door, which leads to area 4. The dretch
carving has half-inch spy-holes for eyes. These holes are
detected when the secret door is found.
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2B. PILLAR FOREST

Bugbears. Two bugbears hide behind pillars. (Each
bugbear is host to an intellect devourer in its
skull cavity.)

Snake Skeleton. The skeleton of a giant constrictor
snake coils up the top half of the northernmost pillar.
The snake skeleton is harmless and falls apart if dis-
turbed, clattering loudly as it hits the floor.

Warning. The words “Certain death this way!” are
carved in Common on the southeast wall, with an ar-
row pointing toward the southern exit.

The bugbears detect the approach of adventurers with
the aid of the intellect devourers’ Detect Sentience trait
and therefore can’t be surprised. As intruders approach
their location, the bugbears withdraw down the south-
ern tunnel and circle around to warn the goblinoids in
area 23 of intruders. The bugbears know the perils of
the western tunnel (area 21) and avoid it. Characters
whose passive Wisdom (Perception) scores equal or ex-
ceed the bugbears’ Dexterity (Stealth) checks notice the
hiding or fleeing bugbears.

When a bugbear drops to O hit points, the intellect de-
vourer in its skull teleports out to seek a new host.

Secret Compartment. Inspection of the southern-
most pillar reveals a loose stone in its base. Behind the
stone is an empty compartment, its contents discovered
and plundered long ago.

A secret door opens to reveal an empty 10-foot-square
cubicle with a 5-foot-wide tunnel of rough-hewn stone
leading away from it. The tunnel descends slightly until
it reaches a room that smells like a sewer. The room
contains the following features:

Flood. The floor of the room tilts—its west end is 6 feet
lower than its east end. Foul sewer water covers the
floor, barely reaching the east wall but deepening by 1
foot for every 10 feet of travel westward.

Statue. A wide alcove in the north wall contains a life-
size statue of a sahuagin, submerged up to its chest in
sewer water. The statue emits a dim purple radiance,
its head is completely turned around, and one of its
arms has broken off and is nowhere to be seen.

Ooze. A psychic gray ooze lurks beneath the murky
water, north of the statue. (It's invisible while
underwater.)

The ooze uses its Psychic Crush action option (see
the “Variant: Psychic Gray Ooze” sidebar in the “Oozes”
entry in the Monster Manual) to attack anyone who ap-
proaches the statue.

STATUE

The purple aura around the sahuagin statue is harm-

less, and casting dispel magic on the statue removes

it. The statue'’s arm broke off long ago and rests now

against the west wall, concealed beneath the dark water.
The statue’s head is hollow, with holes for eyes and a

larger hole for its fanged mouth. Further inspection re-

veals that the head has screw threads and is removable.
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Previous adventurers managed to unscrew it halfway
before being scared off by the gray ooze. Unscrewing
and removing the head exposes a hidden, charred
compartment in the statue’s neck. The compartment
contains melted wax from candles that were used to illu-
minate the statue’s head like a jack-o™-lantern.

WATER

The water seeps through cracks in the ceiling of the
alcove, drips down the walls, and accumulates in the
west end of the room before slowly leaking out through
smaller cracks in the floor. The water is tepid, and not
fit for drinking unless a purify food and drink spell is
cast on it.

4. WITH SWORD IN HAND

Sword Stand. An unadorned wooden armor stand rests
in the middle of the room, with a faintly glowing long-
sword stabbed into it. At the base of the stand lie the
skeletal remains of a hand, amid stains of dried blood.

Distant Voices. Echoes of distant voices occasionally
fill the room, emanating from 10-inch-long, 5-inch
wide vents in the ceiling (see “Echoes” below).

Secret Door. A secret door leading south is obvious
from this side (no ability check required). It has two
eye-holes bored into it at a height of 5 feet, allowing a
creature to peer into area 2a beyond.

The longsword is easy to remove from the armor
stand, requiring no ability check. A detect magic spell
reveals that the sword is magical. It sheds dim light in
a 10-foot radius. It also carries a curse that prevents
its wielder from dropping it. If the blade is pried from
its wielder’s grasp, it instantly teleports back into the
wielder’s hand. The curse can be ended by casting a re-
move curse spell or using similar magic on the sword’s
wielder, or by chopping off the hand that holds the
weapon. The skeletal hand on the floor belonged to the
orc who last held the sword.

ECHOES

Vent shafts in the ceiling connect to shop cellars in the
city above. These passages carry voices from Water-
deep, but the sound is distorted so badly that words at
one end can't be discerned by creatures at the other end.
If the grills that cover the vent shafts are pried loose, a
Tiny or gaseous creature could crawl through a shaft to
escape Undermountain.

5. GRELL HIDEOUT

At the end of a long hall is a 50-foot-square room with
five pillars made of mortared humanoid bones, painted
black. Two grells float in separate alcoves to the north
and the east. The floors of the alcoves are littered

with the gnawed bones of past meals (mostly goblins
and gricks).

The deep alcoves and black pillars provide cover for
the grells. As the characters move into the room, they
can spot one or both grells by succeeding on a Wisdom
(Perception) check contested by the monsters’ Dexterity
(Stealth) checks. The grells are hungry and eagerly pur-
sue fleeing prey. They have no treasure.



6. UNDERTAKERS’ WATCH PosT

Several members of the Undertakers gang dwell here in
their vampire disguises. If the bandit keeping an eye on
area 1 through the secret door retreats here with news
of the adventurers’ arrival, add that individual to the
forces arrayed here (one bandit captain, six bandits,
and two doppelgangers). Once alerted, these forces
gather in area 6a and wait for the adventurers to arrive
so they can extort money from them.

6A. HALL OF THREE LORDS

Statues. Standing atop stone plinths in the middle of
the room, facing east, are three 6-foot-tall statues
depicting male Waterdavian nobles clad in decorative
plate armor.

Bones and Broken Staff. Lying at the base of the cen-
tral statue are the bones of a long-dead hobgoblin and
a white wooden staff broken in half.

Carved into the stone base of each statue is a name:
Elyndraun (south statue), Ruathyndar (central statue),
and Onthalass (north statue). These names have been
crossed out with chalk; beneath them, new names have
been added in Goblin: Smelly Bottom, Stupid Skull, and
Born Toothless, respectively.

A detect magic spell reveals the faintest, lingering
trace of magic within both fragments of the staff. The
staff can be repaired with a mending cantrip. The first
time the intact staff is held, it wails, “Help! Thief! Crimi-
nal!” before its magic fades forever. If the wailing occurs
here, the creatures in areas 6b and 6¢ hear the noise
and come to investigate.

68. R1GGED SECRET DOOR

Piled up against the west side of this secret door, un-
detectable from the east side, is a stack of old ceramic
plates that fall and break when the door is opened, alert-
ing any bandits in areas 6a, 6¢, and 6d.

6¢c. UKTARL'S RooM

Bandits. Unless they have been encountered elsewhere,
four members of the Undertakers sit around a decrepit
wooden table near the door: Uktarl Krannoc (NE
human bandit captain with Performance +4), two
human bandits, and a doppelganger, all disguised as
vampires. They play cards using a marked deck that
Uktarl carries around, and each has a stack of coins
on the table.

Fresco. The entire northern wall is one large stone
fresco depicting a rugged mountain, hollowed out with
caverns containing tiny sculpted figures of dwarves.
Behind the mountain, carved rays of brilliant sunlight
fan out to the edges of the wall.

Tub. Beneath the mountain fresco, carved into the floor,
is a large, recessed stone tub 8 feet long, 4 feet wide,
and 2 feet deep.

Uktarl lies and cheats for fun, and he is quick to blame
others for his failings as a leader. If he takes damage or
sees any of his underlings slaughtered, cowardice com-
pels him to retreat to area 7. The others flee to area 8
and team up with any bandits remaining there.

A character who inspects the stone fresco and suc-
ceeds on a DC 13 Wisdom (Perception) check discovers
that one of the tiny dwarf figures is the top of a stone
key slotted into a cavity that hides its teeth. The key
is easily removed from the fresco and unlocks the
stone box in area 14b. The bandits are unaware of the
key’s presence.

Uktarl keeps his bedroll inside the stone tub, along
with a set of thieves’ tools and enough stolen gear to
create one explorer’s pack.

Treasure. On the table are stacks of coins totaling
220 cp, 91 sp, and 85 gp, as well as a silver ring (25 gp)
engraved with dwarven symbols commonly associated
with fertility and sexual potency.

6D. SLEEPING QUARTERS

Furnishings. Eight bedrolls are spread out on the floor.
Two battered and rusty oil lanterns, also on the floor,
light the chamber.

Bandits. Unless they're encountered elsewhere, four hu-
man bandits sleep in their bedrolls. A doppelganger
sits on another bedroll, keeping watch.

Treasure. Each bandit carries 1d6 gp in a pouch. The
doppelganger has no interest in treasure and carries
nothing of value.

7. VAMPIRE HAVEN

These chambers once served as a true vampire’s lalr
The Undertakers use the crypt to hide from the dungeon
denizens they can’t rob or kill.

Characters who find the secret door leading to this
area notice a 1-inch-diameter hole bored through it a
few inches above the floor. This hole allowed the ancient
vampire to enter and leave its lair in mist form.

7a. HALL OF RETREAT

If they are forced to retreat to this hall, Uktarl (area 6)
and Harria (area 8) make their final stand here, still
blaming each other for their failures. This hall has the
following features:

Bedrolls. A dozen empty bedrolls lie on the dusty floor.
Frescoes. Faded frescoes cover the walls, depicting vil-
lagers and farmers being terrorized by a giant bat.

78B. CRYPT

This area contains a cobweb-draped wooden coffin
resting on a 2-foot-high block of gray stone. The coffin
is intact and has an obvious l-inch-diameter hole bored
into its foot panel. The coffin’s lid is unlocked.

A thin layer of grave dirt inside the coffin has been
flattened down, suggesting that a creature once slept
here. A vial of holy water rests atop the dirt. The coffin is
otherwise empty.

8. BANDIT HEADQUARTERS

Dominating the area is a throne hall (area 8a). Slde
chambers (areas 8b and 8c) serve as a base for mem-
bers of the Undertakers, who investigate loud noises in
the throne hall.
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8A. HALL OF THE BONE THRONE

Dead Wyvern. In the middle of the room lie the bones,
skull, rotted leather wing flaps, and stinger of a
wyvern, intermingled with shards of clear crystal.

Throne. At the south end of this 70-foot-high vaulted
room, marble steps form a dais upon which stands
a large, high-backed throne made of interwoven,
bleached bones. Each of the throne's bone armrests
is carved to resemble a fanged snake (see “Bone
Throne” below).

Torch Brackets. Empty torch brackets made of fluted,
discolored bronze protrude from the walls.

Halaster trapped the wyvern in a floating crystal
sphere and left it here as a guardian, but adventurers
released and slew the creature long ago. The wyvern’s
remains lie alongside the fragments of its crystal-
line prison.

Bone Throne. The throne is impervious to all dam-
age. Its velvet seat cushion serves as the hinged lid of an
empty hidden compartment. Whatever treasure the com-
partment once held was stolen by adventurers long ago.

The throne's serpent armrests magically animate and
bite anyone who sits on the throne or raises the seat’s
lid. Each snake makes a single melee weapon attack (+8
to hit) and deals 3 (1d4 + 1) piercing damage on a hit.
Any creature bitten by a snake must make a DC 13 Con-
stitution saving throw, taking 24 (7d6) poison damage
on a failed save, or half as much damage on a successful
one. After each snake makes one attack, the armrests
revert to their inanimate state until triggered again.

8B. HARRIA'S RoOM

Bandit Captain. Unless awakened by loud noises, Har-
ria Valashtar (NE human bandit captain with Perfor-
mance +4) sleeps on a cot against the south wall. She
is disguised as a vampire but doesn’t wear her fangs
while sleeping.

Golem. A flesh golem under Harria’s control stands
guard in the middle of the room.

Furnishings. Other furnishings include a lit lantern,
which rests atop a wooden trunk painted with pictures
of clowns; a frayed circular rug; and a folding wooden
privacy screen. The trunk is unlocked and contains
a disguise kit, as well as a small selection of theater
costumes and props.

Harria is a greedy, treacherous, and vindictive young
woman who considers herself the world’s most under-
rated actress and singer. She isn't able to control the
golem once it goes berserk, and she retreats to area 7 if
things turn bleak.

8c. MASTERS OF DISGUISE

Bandits. Sitting in chairs around a long stone table are
five human bandits (members of the Undertakers,
all disguised as vampires) and a doppelganger (dis-
guised to look like a sixth human vampire).

Lanterns. Two glowing oil lanterns hang from chains
above the table,

Supplies. On the table are three disguise kits and three
backpacks. Each backpack is stuffed with 11 days
of rations.
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Posing as vampires, the bandits and the doppelganger
try to extort money from passing adventurers. If that
doesn’t work, they attack until it becomes clear they're
outmatched, whereupon they flee to area 6 in search of
reinforcements.

Treasure, Each bandit carries 1d6 gp in a pouch. The
doppelganger has a similar pouch, plus a tiger eye gem-
stone (10 gp) tucked into its boot.

9. PLUNDERED HALLS
This corner of the dungeon sees little traffic, though
other adventurers have plundered it in the past.

9A. PILLARED WAY

Pillars. Six pillars pockmarked with tiny indentations
stretch the length of the hall. (The indentations held
gemstones, which were stolen long ago.)

Alcove. An alcove in the northwest corner contains a
rusty pile of armor (the remains of a suit of animated
armor that was destroyed years ago by adventurers).

98B. ROTTED CORPSE

The maggot-ridden corpse of a dead human lies face-
down on the floor next to a discarded scimitar, a light
crossbow, and a money pouch.

During a battle to rid area 12 of giant spiders, the Un-
dertakers lost one of their own. They left his body here
to rot. A successful DC 10 Wisdom (Medicine) check
reveals that the bandit died from spider bites and the
ensuing poison. The bandit’s leather armor is punched
full of holes, but his weapons are intact. The money
pouch is empty.

10. CUBICLE OF SKULLS ]

Skulls tumble into the hall when the door to this 10-foot-
square room is pulled open. The entire room is filled to
the ceiling with the skulls of dead adventurers and other
humanoids who crossed Halaster. Thousands of skulls
have accumulated here; they're harmless, if a bit maca-
bre. The cubicle contains nothing else.

11. ROOM OF SECRETS

Helm. A green copper helm with a protective visor lies
on the floor, draped in cobwebs.

Throne. Against the back wall, atop a marble riser,
stands a slender throne also made of green copper
and covered with cobwebs.

Treasure. There is nothing remarkable about the
copper throne or helm, and neither object detects as
magical. But if a character wears the helm while sitting
on the throne, a tube-shaped compartment in the ceiling
above opens and a wand of secrets falls out onto the
character’s head (which the helm conveniently protects).

12. HALL oF HEROES

Statues. Life-size granite statues of human warriors,
facing inward, stand atop two rows of pedestals that
run through the hall.

Web-Covered Ceiling. The ceiling of this long hall is 20
feet high, arched, and lightly obscured by thick webs.



Dead Spiders. Three giant spiders lie dead at various
points in the hallway, riddled with crossbow bolts.
(Members of the Undertakers killed them.)

The hall holds thirty-eight statues, nineteen in each
row. Their nameplates have been severely chipped or
defaced, as have many of the statues’ features.

EASTERN DOORS

Halaster has placed an elder rune (see “Elder Runes,”
page 12) on the double door leading to area 16, set to
trigger when the doors are opened. Draw from the El-
der Runes Deck to determine which rune appears. The
elder rune targets a random creature in this hall and
within 60 feet of the doors.

13. EMPTY ROOM

At the end of this hall is a door leadmg to an empty
10-foot-square room. A regional effect could manifest in
this room or in the hall outside, at your discretion (see
“Halaster’s Lair,” page 311).

14. L1ITTLE BOoX OF HORRORS

Halaster has placed some nasty surprises in this corner
of the dungeon.

14A. SLOPING TUNNEL
This room is empty. The north tunnel gradually slopes
down 20 feet to area 14b.

14B. HEART IN A Box

Acid. The room’s domed ceiling is 15 feet high at the
edges and 30 feet high in the middle. The dome is
filled with sizzling acid that defies gravity as it floats
15 feet above the floor.

Statue. An 8-foot-tall statue of a four-armed fish mon-
ster (a petrified sahuagin baron with no trident)
stands in the middle of the room, facing north. Its
webbed hands clutch an ornate, 1-foot-square stone
box with a lid and a keyhole (see “Box” below).

Secret Door. At the north end of the east wall is a
secret door.

The acid floating in the domed area overhead is held
there by magic. Opening the stone box without using the
proper key causes the acid to fall. When the acid falls,
each creature in the room takes 11 (2d10) acid damage.
Any creature that starts its turn in the acid takes the
same damage again. The acid floods the room to a depth
of 5 feet and flows 40 feet out into the hall leading back
to area 14a before slowly draining out through tiny holes
in the floor, losing 1 foot of depth per minute.

Box. The box can be unlocked and opened while the
statue holds it. Prying it from the statue’s grasp requires
a successful DC 20 Strength (Athletics) check and
causes the petrified sahuagin baron to revert to flesh,
attacking with its teeth and claws.

The box’s key is hidden in area 6¢. The box can also
be opened with a knock spell or unlocked with thieves’
tools and a successful DC 15 Dexterity check. Opening
the box without the proper key, however, causes the acid
overhead to plunge.

The box’s interior is lined with thin sheets of lead to
thwart certain forms of divination magic, including the
detect magic spell. Inside the box is the dry, withered
heart of a tiefling wizard (see area 24b). A detect magic
spell reveals an aura of necromancy magic around the
heart, while an identify spell or similar magic reveals
its magical properties. A creature that has a heart in its
own body can attune to the withered heart as though it
were a magic item. When it does so, the withered heart
switches places with the attuned creature’s living heart,
which has the effect of killing the creature instantly.
The creature’s living heart then withers and dies, and it
gains the same properties as the tiefling’s heart, allow-
ing it to be passed on in the same way.

l4c. SECRET RooM
This 10-foot-square room is empty.

15. ARMORY

Racks. Cobwebs enshroud rows of old weapon racks.
many of which have collapsed under their own weight.

Axe. A door in the south wall has a handaxe em-
bedded in it.

Although its presence might be mistaken for a warn-
ing, the handaxe is ordinary and signifies nothing. It can
easily be pulled free from the door.

SouTH RooM

Behind the door with the handaxe is a 10-foot-square
room with a 1-foot-thick, 5-foot-diameter stone sharp-
ening wheel set into the floor. Pressing down on a stone
pedal previously turned the wheel, but the mechanisms
under the floor have seized up with age, and the wheel
no longer turns.

16. MANTICORE DEN

Manticores. Three manticores dwell here. They imme-
diately attack anyone who isn't Halaster or his “food
troll” (see area 18).

Makeshift Beds. Three large piles of soiled, torn
tapestries and curtains, intermixed with humanoid
bones and broken bits of stone, serve as beds for the
manticores.

Scrying Eye. If the characters leave after killing
the manticores and later return, they find one of
Halaster’s scrying eyes floating in the middle of the
chamber (see “Halaster’s Lair,” page 311). It studies
the characters for a minute or two before disappear-
ing without a sound.

TREASURE

A search of the manticores’ nests yields the following:
a chain shirt, a flail, a wooden flute (2 gp), a pouch con- 4
taining 14 sp and 29 cp, a pouch containing 21 gp, and a o,
silver necklace with a bloodstone pendant (250 gp). s

17. STONE TEMPLE PILEUP _ X

A wide foyer (area 17a) leads to a desecrated temple that
feels more like a tomb (area 17b). /
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17a. FOYER
The desiccated corpse of an unusually large basilisk
lies in the middle of the floor on its back, its shriveled
tongue hanging out and all six feet sticking up in the air.
Clutched in one of its clawed feet is a transparent orb.
The basilisk was killed by previous adventurers and
left here. Anyone who inspects the corpse discovers that
the basilisk died from wounds consistent with weapon
attacks and destructive spells. Two giant centipedes
reside in the corpse. If the basilisk is disturbed, the cen-
tipedes emerge and attack the nearest creature.
Treasure. The basilisk clutches a driftglobe. The crea-
ture’s claw must be pried open to release the globe.

178. DESECRATED TEMPLE

Ceiling. The ceiling is 60 feet high.

Petrified Creatures. Eleven lifelike statues in a variety
of poses are clustered together in the south end of the
room. (These statues are petrified creatures.)

Statues. Alcoves along the walls once held six statues,
but five of them lie toppled and smashed to pieces on
the floor. The sixth statue, located in the middle alcove
along the east wall, remains intact and appears to be
made of glistening black stone. (The sheen is due to a
black pudding that coats the statue.)

The black pudding has 120 hit points and is held in
stasis by Halaster's magic. The stasis ends and the pud-
ding attacks if it is touched or harmed.

The statue’s stone features are impossible to discern
while the black pudding covers it. Once the pudding
sloughs off, characters who succeed on a DC 15 Intel-
ligence (Religion) check realize that the statue depicts
Gond, the god of invention. A character who worships
Gond automatically succeeds on the check. The five top-
pled statues once depicted other gods, but now they lie
smashed beyond recognition.

The assembly of petrified creatures includes five un-
fortunate adventurers (a male human, a male half-orc, a
female elf, and two male halflings) and six unlucky mon-
sters (two kobolds, three goblins, and a carrion crawler).

Treasure. A copper crown with six arrowhead-shaped
malachite spires (75 gp) hangs from one of the carrion
crawler’s stony tentacles.

18. TROLL'S DEN

A filthy, 30-foot-square room lies at the end of a long
hall, and a putrid stench fills both the room and
the hallway.

A voracious troll hunkers in the room’s southwest cor-
ner and attacks interlopers on sight. It can’t be surprised
by adventurers who are noisy or who approach with un-
covered light sources.

Halaster charmed the troll so that once a day it is com-
pelled to fetch food from area 19a and deliver it to the
manticores in area 16. A successful dispel magic cast on
the troll (DC 15) ends the charmed condition on it but
has no effect on its vile disposition. The troll pursues
any fleeing prey.

19. YE OLDE FEAST HALLS

These rooms have the following features in common:
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Furnishings. Two 20-foot-long, 5-foot-wide stone ta-
bles stand in the middle of each room, flanked by
stone benches.

Hanging Rods. Iron rods designed to hold tapestries
are bolted to the walls near the ceiling. The tapestries
have long since turned to dust, leaving the rods bare.

19A. SERVANTS' FEAST HALL

This room reeks. A detect magic spell reveals auras of
conjuration magic around the tables. Every day at dawn,
piles of rotting meat materialize atop the tables, cour-
tesy of Halaster. Sometime between dawn and dusk, the
troll in area 18 visits the room, spends an hour devour-
ing half of the meat, and dutifully delivers what's left to
the manticores in area 16.

198. GUARDS’ FEAST HALL
Under one of the tables in this room is a copper tankard
with a hinged lid (25 gp).

19¢c. NoBLES’ FEAST HALL

The door to this room doesn’t open easily. Inside,
propped against the door, is the maggot-eaten corpse
of a female dwarf adventurer wearing tattered leather
armor and a matching leather skullcap. In one skeletal
hand, she clutches a dagger; in the other, an empty tin
flagon. On a bench in the room is her burglar’s pack,
complete except for the lantern and the flasks of oil.

20. BEYOND THE GREEN DOOR

Set into the wall of a dead-end tunnel is a door made
of green wood. Mounted on the front of the door is a
cast-iron carving of a smiling, bearded face. Although
vaguely sinister in appearance, the ornament is harm-
less, as is the door.

Behind the door is an empty 10-foot-square room or, if
you choose to expand the dungeon beyond this room, a
passage that leads to another section of level 1.

21. HALL OF MIRRORS

Mirrors. Niches, each 3 feet deep, line the north and
south walls. Mounted on the back wall inside each one
is a large, oval glass mirror in a heavy stone frame—
sixteen mirrors in all.

Torch Stub. The blackened end of a burnt-out torch lies
on the floor in the middle of the corridor.

Five of the sixteen mirrors are magical and radiate au-
ras of illusion magic while in the area of a detect magic
spell. When a humanoid passes between the two west-
ernmost mirrors, a shadowy duplicate of that creature
emerges from each of those mirrors. These duplicates
are hostile toward all creatures except each other. A
duplicate reduced to 0 hit points or targeted by a dispel
magic spell vanishes in a wisp of inky smoke. Other-
wise, each duplicate disappears after 1 minute. The du-
plicates use the shadow statistics, with these changes:

« The duplicates are unaligned constructs similar
in size to the creature that spawned them. (Each
duplicate’s hit points stay the same regardless of the
original creature's size.)

+ They can't create undead shadows.



Three other mirrors (your choice) are empty frames
containing illusory glass that has no substance. These
false mirrors conceal small shelves that are carved into
the walls behind them. Casting dispel magic on one of
these mirrors ends the illusion and reveals the hidden
shelf beyond.

TREASURE
Two of the shelves are bare. The third holds a bronze
mask molded to resemble Halaster's visage (50 gp).

22. EMpTY ROOM

A few burned torch stubs and discarded potion bottles
suggest that adventurers stop here from time to time,
perhaps to rest. The room is otherwise empty.

23. WoraG’s EYE WATCH PosT

The Xanathar Guild maintains a watch post here, called
“Worg’s Eye” by the bugbears that command it. The
goblinoids stationed here, two bugbears and fifteen
goblins, can’t be surprised if they know trouble is on the
way. If the two bugbears in area 2b managed to make it
this far, add them to the roster of enemies.

23A. NIMRAITH'S FATE

Goblins. Six bored goblins play here. The goblins have
turned a human skeleton into a marionette and dan-
gled it from ropes attached to the ceiling so that they
can make it dance around the room. The goblins chant
“Nimraith! Nimraith! Nimraith!” as it bobs about.

Cleft Shield. Two halves of a cloven wooden shield lie in
the room’s northwest corner. Each half of the cloven
shield has letters etched into it. One half reads “Nimr.”
The other reads “aith.”

The goblins fearfully obey the bugbears in area 23b.
If their leaders are killed, the goblins flee to area 28 (by
way of areas 24 and 25).

Held together with moldy string, the yellowed skeleton
is all that remains of Nimraith, a human adventurer who
perished in Undermountain over a century ago.

23B. SHATTERED STATUE

Bugbears. Two bugbears stand guard. Each bugbear
has an intellect devourer in its skull cavity.

Noise. The goblins in the adjoining room (area 23a) are
noisy enough to be heard here.

Shattered Statue. The remains of a shattered statue lie
in the middle of the room. (The bugbears are trying to
reassemble it.)

The bugbears detect the approach of adventurers with
the aid of the intellect devourers’ Detect Sentience trait
and therefore can’t be surprised. When a bugbear drops
to 0 hit points, the intellect devourer inhabiting its skull
teleports away to seek a new host.

This nonmagical statue has broken into seventeen
fist-sized chunks of black stone. (Restoring it will take
the bugbears a month.) Any character who succeeds on
a DC 15 Intelligence (Investigation) check can ascertain
what the statue depicted: three male human warriors
standing together on a stone mound, facing outward and
clutching swords.

23c. GoBLIN DEN
Unless the watch post is on alert, nine goblins sleep on
the floor, their weapons and shields in easy reach.

The goblins fearfully obey the bugbears in area 23b.
If their leaders are killed, the goblins flee to area 28 (by
way of areas 24 and 25).

24. HALLS OF HOPELESSNESS
Goblins and bugbears pass through these rooms often.
No creatures live here, however.

24a. OLD GATE

Pillars. Two stone pillars with a 10-foot-wide arch be-
tween them support the 20-foot-high ceiling.

Orc Bones. Near the base of each pillar are the skeletal
remains of two orcs. (Adventurers killed and robbed
these four orcs long ago, leaving nothing of value.)

One of Halaster’s magic gates once stood between
the pillars but was destroyed during the Spellplague.
The gate’s destruction left behind a lingering aura of
wild magic that can be perceived with a detect magic
spell. When a creature passes between the pillars,
roll a d12 and consult the following table to determine
what happens:

di12 Effect

1-2  The creature must make a DC 12 Con