
Requires the use of the Dungeons & Dragons Player's Handbook,
Third Edition, published by Wizards of the Coast, Inc. 

Abandoned Temple
by David Garrett

AMA1002A



Dungeon Dive 2:  

Abandoned Temple 

by David Garrett 
 

Playtesters: David Kuchler, Scott Perry, Robert J. Schumacher, Sarah Zielinski 
 

Interior Art: Jason Walton, Rick Hershey 
 
 
 
 
 
 
 
 

Dungeon Dive 2: Abandoned Temple is ©2005 Amalara. All rights reserved. Reference to other 
copyrighted material in no way constitutes a challenge to the respective copyright holders of that 

material. 
 

Dungeon Dive, Amalara, and their associated logos are trademarks of Amalara. 
 

Amalara 
4903 Yorkshire Rd. Parma, OH 44134 

Email: custserv@amalara.com 
Web: www.amalara.com 

 

 
 

Dungeons & Dragons and Wizards of the Coast are trademarks of Wizards of the Coast, Inc. in 
the United States and other countries and is used with permission. 

 
"d20 System" and the "d20 System" logo are trademarks of Wizards of the Coast, Inc. and are 

used according to the terms of the d20 System License version 6.0. A copy of this License can be 
found at www.wizards.com/d20. 

 
 

Art by Jason Walton from Image Portfolio © Louis Porter, Jr. Design, All Rights Reserved 
Art by Rick Hershey from Fantasy Filler Art © Rick Hershey, All Rights Reserved

 1



Using this product 

Unlike typical "adventures," this product is 
designed to be used by a GM who has already 
designed a plot, NPCs, and a big, bad, boss 
creature. Unlike typical "maps," this product 
is designed to be used with very little 
preparation. In addition to the layout of a 
dungeon, this product includes traps, hazards, 
creatures, and treasure. 
 
Each Dungeon Dive product is also adaptable 
to a wide range of power levels, and each 
encounter area contains a section with 
information targeted toward low, medium and 
high-level parties. 
 
There are two types of encounter areas. In the 
first type, the entry for each power level (low, 
medium, high) builds upon the last. These 
entries are bulleted with a "+". For example, 
this entry, describing the contents of a treasure 
chest, is a cumulative entry: 
 
+ Low: two cure light wounds, one oil of 

timelessness, and two delay poison 
 

+ Medium: two cure moderate wounds, one 
lesser restoration, and one shield of faith 
+3 
 

+ High: two cure serious wounds, one 
barkskin +5, and two remove curse 

 
In the second type, the entry for each power 
level stands alone. These are bulleted with a 
"–". This entry, in the general construction 
section, is a standalone entry. 
 
- Low: Good wooden doors (Break DC 18), 

and good locks (DC 20). 
 

- Medium: Strong wooden doors (Break 
DC 25), and better locks (DC 25). 
 

- High: Iron doors (Break DC 28), and even 
better locks (DC 30). 

 
As you read through the product, simply refer 
to the power level appropriate to your party. 

 2



 Section 2: Underground, is under the effect of 
a hallow spell, the result of the holy relic still 
contained therein. All creatures that have 
wandered into the area are neutral, and are 
therefore unaffected by the magic circle 
against good effects generated by the hallow 
spell. 

Additionally, DCs for certain skill checks may 
have multiple values, for example (Search DC 
20/25/30). This should be read as the DCs for 
Low/Medium/High level parties. 
 
For easy reference, the stat blocks for traps 
and hazards are included directly in the 
description of each encounter area. Short stat 
blocks for creatures are also included inline. 
Full stat blocks for creatures not found in the 
Core Rules are included in an appendix at the 
end of this product. 

 
The creatures left to guard the relic are all of 
good alignment, but they have no means to 
detect the alignments of others, so they will 
attack any creatures that they do not 
recognize. 
 

Running the Temple If the DM wishes, he may provide some 
method to demonstrate to the guardians that 
the party has a rightful claim to the relic. For 
example, the PCs might have learned a secret 
phrase, or acquired a special amulet that the 
guardians would be able to recognize. 

The abandoned temple described herein was 
once dedicated to the god of the sun, and its 
purpose was to house a holy relic. A GM can 
run the temple with very minor modifications 
if he wishes it to be dedicated to a different 
god.  

If the PCs are able to present this sort of pass-
key, the fire creatures and earth elementals in 
Encounter Area 19 will allow the PCs access 
to the relic.

 
When the temple was abandoned, the priests 
secreted the relic in the bowels of the 
structure, and then summoned several 
creatures to guard it. Why the temple was 
abandoned is intentionally left up to the GM. 
 
Most of the current residents of the abandoned 
temple are monstrous creatures who have 
claimed sections of the structure as their 
personal lairs. They are content to ignore most 
commotions, and will ignore the PCs until 
they set foot in their Encounter Area. 
 
Depending on the target power level of the 
party, though, there may be several intelligent 
creatures that have the capability and desire to 
accost PCs that bring attention to themselves. 
Particularly, the medusa in Encounter Area 
16, the phase spiders in Encounter Areas 11 
and 18, and the pixies in Encounter Areas 2 
and 14 are likely to be proactive about trying 
to eliminate the PCs. 
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Approaching the Temple 

Though the temple may be set in any 
environment, the examples given are for a 
temperate climate. 
 
As presented here, the PCs must travel 
through farmland and then forest to reach the 
temple. The length of the journey through the 
forest is left up to the GM, but would ideally 
be no more then two days. 
 
If the PCs choose to ride through the forest (as 
opposed to bypassing it through magic), they 
will have to fight or avoid the territorial 
creatures that call it home. 

 
+ Low: Worg (4): Medium Magical Beast; 

CR 2; HD 4d10+8; hp 30; Init +2; Spd 50 
ft; Space/Reach 5 ft./5 ft; AC 14, touch 12, 
flat-footed 12; Base Atk +4; Grp +7; Atk 
Bite +7 melee (1d6+4); Full Atk Bite +7 
melee (1d6+4); SA trip; SQ darkvision 60 
ft, low-light vision, scent; AL usually 
neutral evil; SV Fort +6, Ref +6, Will +3; 
Str 17, Dex 15, Con 15, Int 6, Wis 14, Cha 
10 
 

+ Medium: Dire Bear: Large Animal; CR 
7; HD 12d8+51; hp 105; Init +1; Spd 40 
ft; Space/Reach 10 ft./5 ft; AC 17, touch 
10, flat-footed 16; Base Atk +9; Grp +23; 
Atk Claw +19 melee (2d4+10); Full Atk 2 
claws +19 melee (2d4+10) and bite +13 
melee (2d8+5); SA improved grab; SQ 
low-light vision, scent; AL always neutral; 
SV Fort +12, Ref +9, Will +9; Str 31, Dex 
13, Con 19, Int 2, Wis 12, Cha 10 
 

+ High: Roc (2): Gargantuan Animal; CR 9; 
HD 18d8+126; hp 207; Init +2; Spd 20 ft, 
fly 80 ft; Space/Reach 20 ft./15 ft; AC 14, 
touch 8, flat-footed 15, Base Atk +13; Grp 
+37; Atk Talon +21 melee (2d6+12); Full 
Atk 2 talons +21 melee (2d6+12) and bite 
+19 melee (2d8+6); SQ low-light vision; 

AL usually neutral; SV Fort +18, Ref +13, 
Will +9; Str 34, Dex 15, Con 24, Int 2, 
Wis 13, Cha 11 

Exterior View 
The small stone temple sits at the base of a 
large hill. An overgrown dirt path winds 
through the trees toward it. Sunlight streams 
through the pine trees, birds sing, and squirrels 
chase each other through the brush. The 
atmosphere is serene – the perfect place to 
build a temple. 
 
Though it has been covered by mudslides and 
weathered by a hundred winters, the temple 
still retains much of its former glory. White 
granite, though stained by the mud, still 
manages to catch the sunlight. The entrance to 
the temple is open to the air, allowing the 
natural surroundings to merge with the 
constructs of man. 
 
Once the party reaches the temple, they will 
see that portions of it have been covered by 
mudslides, while others have been weathered 
away. 

The Temple 

General Construction 
Section 1 of the temple has masonry walls, 
flagstone floors, and 20-foot high ceilings. All 
non-secret doors in Section 1 are made of 
rotten wood, and, unless otherwise noted, are 
open and in a state of disrepair (hanging on 
one hinge, partially missing, etc). 
 
Section 2 has hewn stone walls, hewn stone 
floors, 30-foot high ceilings, and the following 
features: 
 
- Low: Good wooden doors (Break DC 18), 

and good locks (DC 20). 
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- Medium: Strong wooden doors (Break 
DC 25), and better locks (DC 25). 
 

- High: Iron doors (Break DC 28), and even 
better locks (DC 30). 

Section 1: Ground Floor 

1. Temple Entrance 
Three massive white granite pillars support 
the open entrance to the temple. Mud and 
rubble covers the marble floor. Portions of the 
ceiling have collapsed, exposing the room to 
the sky. 
 
A large basin flanked by two white marble 
statues is the main feature of the room. While 
both statues have suffered the effects of time, 
their basic images still remain intact: the 
statue on the left shows the sun god in 
wizard's robes, holding an elaborate staff. The 
one on the right pictures him in full armor, 
holding an elaborate sword. 
 
A third, smaller statue, which stands in the 
corner of the room, shows the sun god holding 
aloft the sun in one hand and the world in the 
other. 
 
A successful knowledge (religion) check (DC 
15) will reveal that most of the travelers to this 
temple never made it farther than this 
entrance. Access to the rest of the temple 
would only have been allowed to select 
special guests. 

2. Priests' Quarters 
This large room is obviously the priests' 
quarters. Cots, wooden benches and tables, 
and a small kitchen are still identifiable. The 
whole room is littered with rock debris from 
the mudslide. Several parts of the ceiling have 
collapsed, letting sunlight filter through the 
dusty air. 
 

A creature hides under one of the cots, waiting 
to surprise the PCs. 
 
- Low: Vargouille: Small Outsider; CR 2; 

HD 1d8+1; hp 8; Init +1; Spd 30 ft; 
Space/Reach 5 ft./ 5 ft; AC 12, touch 11, 
flat-footed 11; Base Atk +1; Grp -3; Att 
Bite +3 melee (1d4 plus poison); Full Atk 
Bite +3 melee (1d4 plus poison); SA 
shriek, kiss, poison; SQ darkvision 60 ft; 
AL always neutral evil; SV Fort +3, Ref 
+3, Will +3; Str 10, Dex 13, Con 12, Int 5, 
Wis 12, Cha 8 
 

- Medium: Pixie: Small Fey; CR 5; HD 
1d6; hp 3; Init +4; Spd 20 ft, fly 60 ft. 
(good); Space/Reach 5 ft./5 ft; AC 16, 
touch 15, flat-footed 12; Base Atk +0; Atk 
-6; Atk Short sword +5 melee (1d4-2) or 
longbow +5 ranged (1d6-2); Full Atk 
Short sword +5 melee (1d4-2) or longbow 
+5 ranged (1d6-2); SA spell-like abilities, 
special arrows; SQ damage reduction 
10/cold iron, greater invisibility, low-light 
vision, spell resistance 15; AL always 
neutral good; SV Fort +0, Ref +6, Will +4; 
Str 7, Dex 18, Con 11, Int 16, Wis 15, Cha 
16 
 

- High: Hellwasp Swarm: Diminutive 
Magical Beast (Extraplanar, Evil, Swarm); 
CR 8; HD 12d10+27; hp 93; Init +10; Spd 
5 ft, fly 40 ft; Space/Reach 10 ft./0 ft; AC 
20, touch 20, flat-footed 14; Base Atk 
+12; Atk Swarm (3d6 plus poison); Full 
Atk (3d6 plus poison); SA distraction, 
inhabit, poison; SQ damage reduction 
10/magic, darkvision 60 ft, hive mind, 
immune to weapon damage, resistance to 
fire 10, low-light vision, swarm traits; AL 
always lawful evil; SV Fort +10, Ref +14, 
Will +7; Str 1, Dex 22, Con 14, Int 6, Wis 
13, Cha 9 
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3. Antechamber 
A beautiful inlaid stone mosaic of good gods 
dominates the walls of this room. The sounds 
of the wilderness evident in the entrance to the 
temple are less noticeable now, lending the 
room a serene atmosphere. 
 
A Listen check (DC 15) reveals the sound of 
running water originating in Encounter Area 
4. 

4. Sacred Fountain 
This room contains a small fountain, which is 
still running even after a century of neglect. 
The fountain is constructed from white 
marble, and is topped by a statue of the sun 
god. 

 
The fountain is magical in nature. Drinking 
the water from the fountain bestows the 
equivalent of a remove disease spell. Water 
removed from the fountain loses its potency 
after one hour, rendering it normal water. 
 
A successful detect magic will reveal the 
magical nature of the fountain. 

5. Sanctuary 
This room appears to be a small sanctuary, 
used for private worship. Tattered tapestries 
line the walls, and a statue of the sun god sits 
atop a small altar at the eastern edge of the 
room. 

 
Two doors lead from the sanctuary. One leads 
into a storage closet where items used in 
worship are stored, and one leads into 
Encounter Area 9. 

6. Storage Closet 
This closet contains shelves filled with many 
items that are normally consumed in daily 
worship: incense, special herbs, wooden holy 
symbols, and other items. 

 

A secret door (Search DC 20/25/30) leads into 
a hidden closet (Encounter Area 7), where 
several magical items are stored. 

7. Hidden Closet  
This small room contains a solitary stone 
chest, which has the holy symbol of the sun 
god inscribed into the lid. 

 
The chest is trapped. The priests who would 
have known of its existence would have been 
trained to bypass the traps. 

 
- Low: Inflict Light Wounds Trap: CR 2; 

magic device; touch trigger; automatic 
reset; spell effect (inflict light wounds, 1st-
level cleric, 1d8+1, DC 11 Will save half 
damage); Search DC 26; Disable Device 
DC 26. 
 

- Medium: Bestow Curse Trap: CR 4; 
magic device; touch trigger (detect chaos); 
automatic reset; spell effect (bestow curse, 
5th-level cleric, DC 14 Will save negates); 
Search DC 28; Disable Device DC 28. 
 

- High: Destruction Trap: CR 8; magic 
device; touch trigger (alarm); automatic 
reset; spell effect (destruction, 13th-level 
cleric, DC 20 Fortitude save for 10d6 
damage); Search DC 32; Disable Device 
DC 32. 

 
It contains boots of levitation, which is how 
the priests bypass the pit traps in Encounter 
Areas 17 and 18. It also contains the following 
potions, which the priests kept on hand for 
emergencies (or to sell to adventurers). 
 
+ Low: two cure light wounds, one oil of 

timelessness, and two delay poison 
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+ Medium: two cure moderate wounds, one 

lesser restoration, and one shield of faith 
+3 
 

+ High: two cure serious wounds, one 
barkskin +5, and two remove curse 

8. Armory 
Old, rusty weapons and armor litter this room. 

 
The armory contains the weapons and armor 
that the priests might once have used to 
defend the temple against the predatory 
creatures of the forest. 

9. Hallway 
Two doors lead from this room, one on the 
east wall, and one on the west. 
 
The simple wooden door to the Encounter 
Area 8 is unlocked but stuck. 

10. Tool Shed 
This room contains rakes, shovels, 
wheelbarrows, and other tools used to take 
care of a garden. Several sacks of manure 
have molded over and partially rotted away, 
causing the room to be filled with a thick, 
fetid odor. 

 
Behind a shelf containing pots and small 
garden tools, a secret door (Search DC 
20/25/30) leads to the dungeon. 
 
+ Low: The stench in the air is so noxious 

that it will sicken all those who pass 
through (Fortitude save negates, DC 18). 
 

+ Medium: Rust Monster: Medium 
Aberration; CR 3; HD 5d8+5; hp 27; Init 
+3; Spd 40 ft; Space/Reach 5 ft/5 ft; AC 
18, touch 13, flat-footed 15; Base Atk +3; 
Grp +3; Atk Antennae touch +3 melee 
(rust); Full atk Antennae touch +3 melee 
(rust) and bite -2 melee (1d3); SA rust; SQ 
darkvision, scent; AL always neutral; SV 
Fort +2, Ref +4, Will +5; Str 10, Dex 17, 
Con 13, Int 2, Wis 13, Cha 8 
 

+ High: The manure is infected with Rot 
Grubs (see appendix 1 for statistics). 

11. Ruined Library 
Broken shelves line this room, which was 
once an obviously well stocked library. 
Several sections of the ceiling have collapsed, 
allowing the elements to ruin most of the 
books. 
 
A successful search check (DC 15), will 
reveal several books that have not been lost to 
the ravages of time. A noticeably well-
preserved book contains the history of the 
temple. 
 
The books are not the only inhabitants of the 
library. A monstrous spider has taken up 
residence, feeding on birds, squirrels, and 
other small animals that wander in through the 
broken ceiling. 
 
- Low: Monstrous Spider, Medium: 

Medium Vermin; CR 1; HD 2d8+2; hp 11; 
Init +3; Spd 30 ft, climb 20 ft; 
Space/Reach 5 ft./5 ft; AC 14, touch 13, 
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flat-footed 11; Base Atk +1; Grp +1; Atk 
Bite +4 melee (1d6 plus poison); Full Atk 
Bite +4 melee (1d6 plus poison); SA 
poison, web; SQ darkvision 60 ft, 
tremorsense 60 ft, vermin traits; SV Fort 
+4, Ref +3, Will +0; Str 11, Dex 17, Con 
12, Int –, Wis 10, Cha 2 
 

- Medium: Phase Spider: Large Magical 
Beast; CR 5; HD 5d10+15; hp 42; Init +7; 
Spd 40 ft, climb 20 ft; Space/Reach 10 
ft./5 ft; AC 15, touch 12, flat-footed 12; 
Base Atk +5; Grp +12; Atk Bite +7 melee 
(1d6+4 plus poison); Full Atk Bite +7 
melee (1d6+4 plus poison); SA poison; SQ 
darkvision 60 ft; ethereal jaunt; low-light 
vision; AL always neutral; SV Fort +7, 
Ref +7, Will +2; Str 17, Dex 17, Con 16, 
Int 7, Wis 13, Cha 10 
 

- High: Phase Spider (4) – the spiders are 
vying with the nest of phase spiders in 
Encounter Area 18 for control of the entire 
temple. 

12. Hallway 
Individual portraits of the good gods line this 
otherwise empty room. 
 
If the PCs have not yet entered Encounter 
Area 11, then a Listen check (DC 20) will 
allow them to hear activity coming from that 
room.  

13. Storage Room 
Empty shelves line what must have once been 
a storage closet. 

 
The belongings that were once kept here were 
moved into Encounter Area 20 for 
safekeeping. 

14. High Priest's Quarters 
The high quality of the furnishings in this 
room suggests that this may have been the 
quarters of the temple's high priest. Most of 

the contents of the room (furniture, paintings, 
and belongings) seem remarkably well 
preserved. 
 
PCs searching the small writing desk (DC 20) 
may find a silver tube, of the kind normally 
used to preserve scrolls, which contains 
correspondence with the church's elders. 
 
A creature is hiding under the priest's bed. It 
will attempt to surprise the PCs, and then 
attack or torment them. 
 
- Low: Vargouille: Small Outsider; CR 2; 

HD 1d8+1; hp 8; Init +1; Spd 30 ft; 
Space/Reach 5 ft./ 5 ft; AC 12, touch 11, 
flat-footed 11; Base Atk +1; Grp -3; Att 
Bite +3 melee (1d4 plus poison); Full Atk 
Bite +3 melee (1d4 plus poison); SA 
shriek, kiss, poison; SQ darkvision 60 ft; 
AL always neutral evil; SV Fort +3, Ref 
+3, Will +3; Str 10, Dex 13, Con 12, Int 5, 
Wis 12, Cha 8 
 

- Medium: Pixie: Small Fey; CR 5; HD 
1d6; hp 3; Init +4; Spd 20 ft, fly 60 ft. 
(good); Space/Reach 5 ft./5 ft; AC 16, 
touch 15, flat-footed 12; Base Atk +0; Atk 
-6; Atk Short sword +5 melee (1d4-2) or 
longbow +5 ranged (1d6-2); Full Atk 
Short sword +5 melee (1d4-2) or longbow 
+5 ranged (1d6-2); SA spell-like abilities, 
special arrows; SQ damage reduction 
10/cold iron, greater invisibility, low-light 
vision, spell resistance 15; AL always 
neutral good; SV Fort +0, Ref +6, Will +4; 
Str 7, Dex 18, Con 11, Int 16, Wis 15, Cha 
16 
 

- High: Hellwasp Swarm: Diminutive 
Magical Beast (Extraplanar, Evil, Swarm); 
CR 8; HD 12d10+27; hp 93; Init +10; Spd 
5 ft, fly 40 ft; Space/Reach 10 ft./0 ft; AC 
20, touch 20, flat-footed 14; Base Atk 
+12; Atk Swarm (3d6 plus poison); Full 
Atk (3d6 plus poison); SA distraction, 
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inhabit, poison; SQ damage reduction 
10/magic, darkvision 60 ft, hive mind, 
immune to weapon damage, resistance to 
fire 10, low-light vision, swarm traits; AL 
always lawful evil; SV Fort +10, Ref +14, 
Will +7; Str 1, Dex 22, Con 14, Int 6, Wis 
13, Cha 9 

15. Dungeon Entrance 
This room contains old, rotten furniture and 
discarded clothing. The air is incredibly thick 
and musty. 

 
The secret door (Search DC 20/25/30) to the 
dungeon is hidden behind a discarded bureau 
at the back of the room. 
 
The furniture is covered in mold, which isn't 
difficult to spot (DC 15/20/25), but the 
cramped quarters still make it's presence 
dangerous. 

 
- Low: Brown Mold: Brown mold feeds on 

warmth, drawing heat from anything 
around it. It normally comes in patches 5 
feet in diameter, and the temperature is 
always cold in a 30-foot radius around it. 
Living creatures within 5 feet of it take 
3d6 points of nonlethal cold damage. 
 

- Medium: Yellow Mold: If disturbed, a 5-
foot square of this mold bursts forth with a 
cloud of poisonous spores. All within 10 
feet of the mold must make a DC 15 
Fortitude save or take 1d6 points of 
Constitution damage. Another DC 15 
Fortitude save is required 1 minute later—
even by those who succeeded on the first 
save—to avoid taking 2d6 points of 
Constitution damage. 
 

- High: Russet Mold: When a living 
creature comes within 5 feet of a patch of 
russet mold, it releases a cloud of spores in 
a 5-foot radius. All in the area must 
succeed at a Fortitude save (DC 15) or 

take 2d6 points of Constitution damage. 
Another Fortitude save (DC 15) is 
required 1 minute later – even by those 
who succeeded at the first save – to avoid 
taking another 2d6 points of temporary 
Constitution damage. 

16. The Garden 
What looks like it was once a serene garden 
where the priests could come to pray or 
meditate is now overgrown with weeds and 
wildflowers. A small pond that might have 
once held fish lies in the very center of the 
garden. 
 
Several stone statues of forest creatures are 
distributed around the garden. 

 
The garden can be entered from Encounter 
Area 2 or from Encounter Area 10. If the PCs 
suspect that the statues are not what they 
seem, a successful Survival or Knowledge 
(Nature) check (DC 15) will reveal that 
several magical creatures with the power of 
petrification are native to the area. 
 
A wandering monster has taken up residence 
here, turning those that try to usurp it to stone. 
 
- Low: Cockatrice: Small Magical Beast; 

CR 3; HD 5d10; hp 27; Init +3; Spd 20 ft, 
fly 60 ft (poor); Space/Reach 5 ft./5 ft; AC 
14, touch 14, flat-footed 11; Base Atk +5; 
Grp -1; Atk Bite +9 (1d4-2 plus 
petrification); Full Atk Bite +9 (1d4-2 plus 
petrification); SA petrification; SQ 
darkvision 60 ft, low-light vision; AL 
always neutral; SV Fort +4, Ref +7, Will 
+2; Str 6, Dex 17, Con 11, Int 2, Wis 13, 
Cha 9 
 

- Medium: Basilisk: Medium Magical 
Beast; CR 5; HD 6d10+12; hp 45; Init -1; 
Spd 20 ft; Space/Reach 5 ft./5 ft; AC 16, 
touch 9, flat-footed 16; Base Atk +6; Grp 
+8; Atk Bite +8 melee (1d8+3); Full Atk 
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+8 melee (1d8+3); SA petrifying gaze; SQ 
darkvision 60 ft, low-light vision; AL 
always neutral; SV Fort +9, Ref +4, Will 
+3; Str 15, Dex 8, Con 15, Int 2, Wis 12, 
Cha 11 
 

- High: Medusa: Medium Monstrous 
Humanoid; CR 7; HD 6d8+6; hp 33; Init 
+2; Spd 30 ft; Space/Reach 5 ft./5 ft; AC 
15, touch 12, flat-footed 13; Base Atk +6; 
Grp +6; Atk Shortbow +8 ranged (1d6) or 
dagger +8 melee (1d4) or snakes +8 melee 
(1d4 plus poison); Full Atk Shortbow 
+8/+3 ranged (1d6), or dagger +8/+3 
melee (1d4) and snakes +3 melee (1d4 
plus poison); SA petrifying gaze, poison; 
SQ darkvision 60 ft; AL usually lawful 
good; SV Fort +3, Ref +7, Will +6; Str 10, 
Dex 15, Con 12, Int 12, Wis 13, Cha 15 

Section 2: Underground 

Though Section 1 of the temple has been 
damaged by the elements, this area remains 
fairly intact. Various cracks and holes have 
been dug by mice and rats or opened by the 
earth shifting, but otherwise this area is 
structurally sound. 
 
Because of the presence of the holy relic in 
Encounter Area 21, this section of the temple 
is under the effect of a hallow spell. Based on 
the power level of the party, the hallow effect 
has the following additional spell effect tied to 
it. 
 
- Low: Freedom of movement 

 
- Medium: Invisibility purge 

 
- High: Dimensional anchor 

17. Long Hallway 
Steep stairs lead twenty feet down into a long 
hallway. An obviously magical torch at the 
bottom of the stairs has faded a bit over time, 
but still provides light to see by. 

 
The air is damp and musty, and an iron door at 
the end of the hall provides the only exit. 
 
This room exists solely as a buffer between 
the temple and Encounter Area 19. It has been 
inhabited by various creatures, and contains a 
pit trap in front of the door. 
 
- Low: Darkmantle (2): Small Magical 

Beast; CR 1; HD 1d10+1; hp 6; Init +4; 
Spd 20 ft, fly 30 ft. (poor); Space/Reach 5 
ft./5 ft; AC 17, touch 11, flat-footed 17; 
Base Atk +1; Grp +0; Atk Slam +5 melee 
(1d4+1); Full Atk Slam +5 melee (1d4+1); 
SA darkness, improved grab, constrict 
(1d4+1); SQ blindsight 90 ft; AL Always 
neutral; SV Fort +3, Ref +2, Will +0; Str 
16, Dex 10, Con 13, Int 2, Wis 10, Cha 10 
 

- Medium: Cloaker: Large Aberration; CR 
5; HD 6d8+18; 45 hp; Init +7; Spd 10 ft, 
fly 40 ft. (average); Space/Reach 10 ft/10 
ft; AC 19, touch 12, flat-footed 16; Base 
Atk +4; Grp +13; Atk Tail slap +8 melee 
(1d6+5); Full Atk Tail slap +8 melee and 
bite +3 melee (1d4+2); SA moan, engulf; 
SQ darkvision 60 ft, shadow drift; AL 
usually chaotic neutral; SV Fort +5, Ref 
+5, Will +7; Str 21, Dex 16, Con 17, Int 
14, Wis 15, Cha 15 
 

- High: Roper: Large Magical Beast; CR 
12; HD 1d10+30; hp 85; Init +5; Spd 10 
ft; Space/Reach 10 ft./10 ft (50 ft with 
strand); AC 24, touch 10, flat-footed 23; 
Base Atk +10; Grp +18; Atk Strand +11 
ranged touch (drag) or bite +13 melee 
(2d6+6); Full Atk 6 strands +11 ranged 
touch (drag) and bite +13 melee (2d6+6); 
SA drag, strands, weakness; SQ darkvision 
60 ft, immunity to electricity, low-light 
vision, resistance to cold 10, spell 
resistance 30, vulnerability to fire; AL 
Usually chaotic evil; SV Fort +10, Ref +8, 
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Will +8; Str 19, Dex 13, Con 17, Int 12, 
Wis 16, Cha 12 

 
The door to Encounter Area 19 is trapped. 
Setting foot in front of it triggers the trap. 
 
- Low: Camouflaged Pit Trap: CR 1; 

mechanical; location trigger; manual reset; 
DC 20 Reflex save avoids; 10 ft. deep 
(1d6, fall); Search DC 24; Disable Device 
DC 20. 
 

- Medium: Camouflaged Pit Trap: CR 5; 
mechanical; location trigger; manual reset; 
DC 20 Reflex save avoids; 50 ft. deep 
(5d6, fall); multiple targets (first target in 
each of two adjacent 5-ft. squares); Search 
DC 25; Disable Device DC 17. 
 

- High: Poisoned Spiked Pit Trap: CR 10; 
mechanical; location trigger; manual reset; 
hidden lock bypass (Search DC 25, Open 
Lock DC 30); DC 20 Reflex save avoids; 
50 ft. deep (5d6, fall); multiple targets 
(first target in each of two adjacent 5-ft. 
squares); pit spikes (Atk +10 melee, 1d4 
spikes per target for 1d4+5 plus poison 
each); poison (purple worm poison, DC 24 
Fortitude save resists, 1d6 Str/2d6 Str); 
Search DC 16; Disable Device DC 25. 

18. Rubble Room 
Steep stairs lead twenty feet into the depths of 
the temple. A lone magical torch at the bottom 
of the stairs casts a dim light over the rubble-
strewn room. At the edge of the light, spider 
webs sway in a gentle breeze. 
 
An iron door at the far end of the room is the 
only other exit. 
 
This room exists solely as a buffer between 
the temple and the Encounter Area 19. It has 
been inhabited by a monstrous spider, and 
contains a pit trap in front of the door. 
 

- Low: Monstrous Spider, Medium: 
Medium Vermin; CR 1; HD 2d8+2; hp 11; 
Init +3; Spd 30 ft, climb 20 ft; 
Space/Reach 5 ft./5 ft.; AC 14, touch 13, 
flat-footed 11; Base Atk +1; Grp +1; Atk 
Bite +4 melee (1d6 plus poison); Full Atk 
Bite +4 melee (1d6 plus poison); SA 
poison, web; SQ darkvision 60 ft, 
tremorsense 60 ft, vermin traits; SV Fort 
+4, Ref +3, Will +0; Str 11, Dex 17, Con 
12, Int –, Wis 10, Cha 2 
 

- Medium: Phase Spider: Large Magical 
Beast; CR 5; HD 5d10+15; hp 42; Init +7; 
Spd 40 ft, climb 20 ft; Space/Reach 10 
ft./5 ft; AC 15, touch 12, flat-footed 12; 
Base Atk +5; Grp +12; Atk Bite +7 melee 
(1d6+4 plus poison); Full Atk Bite +7 
melee (1d6+4 plus poison); SA poison; SQ 
darkvision 60 ft; ethereal jaunt; low-light 
vision; AL always neutral; SV Fort +7, 
Ref +7, Will +2; Str 17, Dex 17, Con 16, 
Int 7, Wis 13, Cha 10 
 

- High: Phase Spider (4) – the spiders are 
vying with the nest of phase spiders in 
Encounter Area 11 for control of the entire 
temple. 

 
The door to Encounter Area 19 is trapped. 
Setting foot in front of it triggers the trap. 
 
- Low: Camouflaged Pit Trap: CR 1; 

mechanical; location trigger; manual reset; 
DC 20 Reflex save avoids; 10 ft. deep 
(1d6, fall); Search DC 24; Disable Device 
DC 20. 
 

- Medium: Camouflaged Pit Trap: CR 5; 
mechanical; location trigger; manual reset; 
DC 20 Reflex save avoids; 50 ft. deep 
(5d6, fall); multiple targets (first target in 
each of two adjacent 5-ft. squares); Search 
DC 25; Disable Device DC 17. 
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- High: Poisoned Spiked Pit Trap: CR 10; 
mechanical; location trigger; manual reset; 
hidden lock bypass (Search DC 25, Open 
Lock DC 30); DC 20 Reflex save avoids; 
50 ft. deep (5d6, fall); multiple targets 
(first target in each of two adjacent 5-ft. 
squares); pit spikes (Atk +10 melee, 1d4 
spikes per target for 1d4+5 plus poison 
each); poison (purple worm poison, DC 24 
Fortitude save resists, 1d6 Str/2d6 Str); 
Search DC 16; Disable Device DC 25. 

19. Holy Chamber 
Four magical torches light a chamber 
decorated with images of the sun god. At the 
far end of the chamber, a tattered curtain 
embroidered with the god's holy symbol hangs 
between two large statues carved in his image. 
 
Entering the chamber will trigger the fire-
based creatures summoned by the retreating 
priests. The creatures will attack until 
destroyed. 
 
- Low: Fire Elemental, Small (3): Small 

Elemental (Fire, Extraplanar); CR 1; HD 
2d8; hp 9; Init +5, Spd 50 ft; Space/Reach 
5 ft./5 ft; AC 15, touch 12, flat-footed 14; 
Base Atk +1; Grp -3; Atk Slam +3 melee 
(1d4 plus 1d4 fire); Full Atk Slam +3 
melee (1d4 plus 1d4 fire); SA burn; SQ 
darkvision 60 ft, elemental traits, 
immunity to fire, vulnerability to cold; AL 
neutral good; SV Fort +0, Ref +4, Will +0; 
Str 10, Dex 13, Con 10, Int 4, Wis 11, Cha 
11 
 

- Medium: Thoqqua (8): Medium 
Elemental (Earth, Extraplanar, Fire); CR 
2; HD 3d8+3; hp 16; Init +1; Spd 30 ft, 
burrow 20 ft; Space/Reach 5 ft./5 ft; AC 
18, touch 11, flat-footed 17; Base Atk +2; 
Grp +4; Atk Slam +4 melee (1d6+3 plus 
2d6 fire); Full Atk Slam +4 melee (1d6+3 
plus 2d6 fire); SA heat, burn; SQ 
darkvision 60 ft, elemental traits, 

immunity to fire, tremorsense 60 ft, 
vulnerability to cold; AL neutral good; SV 
Fort +4, Ref +2, Will +2; Str 15, Dex 13, 
Con 13, Int 6, Wis 12, Cha 10 
 

- High: Rast (4): Medium Outsider 
(Extraplanar, Fire); CR 5; HD 4d8+7; hp 
25; Init +5; Spd 5 ft, fly 60 ft. (good); 
Space/Reach 5 ft./5 ft; AC 15, touch 11, 
flat-footed 14; Base Atk +4; Grp +6; Atk 
Claw +6 melee (1d4+2) or bite +6 melee 
(1d8+3); Full Atk 4 claws +6 melee 
(1d4+2) or bite +6 melee (1d8+3); SA 
paralyzing gaze, improved grab, blood 
drain; SQ darkvision 60 ft, flight, 
immunity to fire, vulnerability to cold; AL 
neutral good; SV Fort +5, Ref +5, Will +5; 
Str 14, Dex 12, Con 13, Int 3, Wis 13, Cha 
12 

 
The two statues are actually sleeping earth 
elementals, which are triggered by the 
removal of the relic from Encounter Area 21. 
A detect magic spell will reveal that the 
statues are not all that they seem. 
 
- Low: Earth Elemental, Medium (2): CR 

3; HD 4d8+12; hp 30; Init -1; Spd 20 ft; 
Space/Reach 5 ft./5 ft; AC 18, touch 9, 
flat-footed 18; Base Atk +3; Grp +8; Atk 
Slam +8 melee (1d8+7); Full Atk Slam +8 
melee (1d8+7); SA earth mastery, push; 
SQ darkvision 60 ft, earth glide, elemental 
traits; AL neutral good; SV Fort +7, Ref 
+0, Will +1; Str 21, Dex 8, Con 17, Int 4, 
Wis 11, Cha 11 
 

- Medium: Earth Elemental, Large (2): 
CR 5; HD 8d8+32; hp 68; Init -1; Spd 20 
ft; Space/Reach 10 ft./10 ft; AC 18, touch 
8, flat-footed 18; Base Atk +6; Grp +17; 
Atk Slam +12 melee (2d8+7); Full Atk 2 
slams +12 melee (2d8+7); SA earth 
mastery, push; SQ damage reduction 5/–, 
darkvision 60 ft, earth glide, elemental 
traits; AL neutral good; SV Fort +10, Ref 
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+1, Will +2; Str 25, Dex 8, Con 19, Int 6, 
Wis 11, Cha 11 
 

21. The Relic 
Pulling back the curtain reveals a long alcove 
with an altar at the end. On top of the altar is a 
golden case. - High: Earth Elemental, Huge (2): CR 7; 

HD 16d8+32; hp 152; Init -1; Spd 30 ft; 
Space/Reach 15 ft./15 ft; AC 18, touch 7, 
flat-footed 18; Base Atk +12; Grp +29; 
Atk Slam +19 melee (2d10+9); Full Atk 2 
slams +19 melee (2d10+9); SA earth 
mastery, push; SQ damage reduction 5/–, 
darkvision 60 ft, earth glide, elemental 
traits; AL neutral good; SV Fort +15, Ref 
+4, Will +7; Str 29, Dex 8, Con 21, Int 6, 
Wis 11, Cha 11 

 
Removing the relic from the case, or removing 
the case from the altar, awakens the earth 
elemental statues in Encounter Area 19. The 
elementals will attack the party, not stopping 
until they or the PCs have been destroyed.

20. Hidden Closet 
The secret door swings open to reveal a 
chamber filled with a dozen large chests. 
 
This closet holds the majority of the treasure 
hidden by the priests of the temple before they 
left. Golden statues and other religious 
paraphernalia are stored in the chests. Each 
chest is trapped. 

 
- Low: Inflict Light Wounds Trap: CR 2; 

magic device; touch trigger; automatic 
reset; spell effect (inflict light wounds, 1st-
level cleric, 1d8+1, DC 11 Will save half 
damage); Search DC 26; Disable Device 
DC 26. 
 

- Medium: Bestow Curse Trap: CR 4; 
magic device; touch trigger (detect chaos); 
automatic reset; spell effect (bestow curse, 
5th-level cleric, DC 14 Will save negates); 
Search DC 28; Disable Device DC 28. 
 

- High: Destruction Trap: CR 8; magic 
device; touch trigger (alarm); automatic 
reset; spell effect (destruction, 13th-level 
cleric, DC 20 Fortitude save for 10d6 
damage); Search DC 32; Disable Device 
DC 32. 
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Appendix 1: Creatures A creature killed by russet mold rises as a 

zombie in 1d4+20 hours, unless a remove 
disease spell is cast within one hour. The spell 
does not prevent the creature from rising as a 
zombie, but it does delay the process for the 
spell's duration. After that, only a wish or a 
miracle can prevent the creature from rising as 
a zombie. 

Rot Grub 
Hazard (CR 4) 
 
These diminutive vermin crawl off carrion and 
infest living hosts. They cause a fatal illness 
unless cured or killed. When first encountered, 
a Spot check (DC 15) can be made to avoid 
them entirely. If this check is failed, the grubs 
have contacted the victim and penetrated the 
skin. Once this occurs, the victim may make a 
Wisdom check (DC 15). If successful, he 
notices strange burrowing below the surface 
of his skin. Each round thereafter, a Fortitude 
save (DC 17) must be made. If failed, the 
victim sustains 2d6 points of temporary 
Constitution damage. At Constitution 0, the 
victim dies. The grubs then look for a new 
host. During the first two rounds, the grubs 
can be killed by applying flame to or by 
cutting open the affected skin. The flame or 
cutting does 2d6 points of damage to the 
victim. If a Heal check (DC 15) is successful, 
cutting damage can be reduced to 1d6. After 
the second round, only a remove disease spell 
can save the victim. 

 
Russet mold is immune to fire and cold. Acid-
based effects, alcohol (at least 1 gallon per 
foot diameter of mold), continual flame, or 
remove disease instantly destroy russet mold.

Russet Mold 
Hazard (CR 6) 
 
Russet mold is found in dark, wet areas. At a 
distance of 30 feet or more, it is likely to be 
mistaken for ordinary rust (Spot check DC 25 
to see it for what it truly is). A patch of russet 
mold is about 5 to 7 feet in diameter. When a 
living creature comes within 5 feet of a patch 
of russet mold, it releases a cloud of spores in 
a 5-foot radius. All in the area must succeed at 
a Fortitude save (DC 15) or take 2d6 points of 
Constitution damage. Another Fortitude save 
(DC 15) is required 1 minute later – even by 
those who succeeded at the first save – to 
avoid taking another 2d6 points of temporary 
Constitution damage. 
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Open Game License 

 
Designation of Product Identity: The following is 
designated as Product Identity, in accordance with 
Section 1(e) of the Open Game License, Version 1.0a: 
all artwork and images. All other text is Open Gaming 
Content, except for material previously declared 
Product Identity. 
 
OPEN GAME LICENSE Version 1.0a  
 
The following text is the property of Wizards of the 
Coast, Inc. and is Copyright 2000 Wizards of the Coast, 
Inc ("Wizards"). All Rights Reserved.  
 
1. Definitions: (a)"Contributors" means the copyright 
and/or trademark owners who have contributed Open 
Game Content; (b)"Derivative Material" means 
copyrighted material including derivative works and 
translations (including into other computer languages), 
potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or 
other form in which an existing work may be recast, 
transformed or adapted; (c) "Distribute" means to 
reproduce, license, rent, lease, sell, broadcast, publicly 
display, transmit or otherwise distribute; (d)"Open 
Game Content" means the game mechanic and includes 
the methods, procedures, processes and routines to the 
extent such content does not embody the Product 
Identity and is an enhancement over the prior art and 
any additional content clearly identified as Open Game 
Content by the Contributor, and means any work 
covered by this License, including translations and 
derivative works under copyright law, but specifically 
excludes Product Identity. (e) "Product Identity" means 
product and product line names, logos and identifying 
marks including trade dress; artifacts; creatures 
characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other 
visual or audio representations; names and descriptions 
of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, 
locations, environments, creatures, equipment, magical 
or supernatural abilities or effects, logos, symbols, or 
graphic designs; and any other trademark or registered 
trademark clearly identified as Product identity by the 
owner of the Product Identity, and which specifically 
excludes the Open Game Content; (f) "Trademark" 
means the logos, names, mark, sign, motto, designs that 
are used by a Contributor to identify itself or its 
products or the associated products contributed to the 
Open Game License by the Contributor (g) "Use", 

"Used" or "Using" means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) "You" 
or "Your" means the licensee in terms of this 
agreement.  
 
2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open 
Game Content may only be Used under and in terms of 
this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added to 
or subtracted from this License except as described by 
the License itself. No other terms or conditions may be 
applied to any Open Game Content distributed using 
this License.  
 
3.Offer and Acceptance: By Using the Open Game 
Content You indicate Your acceptance of the terms of 
this License.  
 
4. Grant and Consideration: In consideration for 
agreeing to use this License, the Contributors grant You 
a perpetual, worldwide, royalty-free, non-exclusive 
license with the exact terms of this License to Use, the 
Open Game Content.  
 
5.Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, 
You represent that Your Contributions are Your 
original creation and/or You have sufficient rights to 
grant the rights conveyed by this License.  
 
6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to 
include the exact text of the COPYRIGHT NOTICE of 
any Open Game Content You are copying, modifying 
or distributing, and You must add the title, the 
copyright date, and the copyright holder's name to the 
COPYRIGHT NOTICE of any original Open Game 
Content you Distribute.  
 
7. Use of Product Identity: You agree not to Use any 
Product Identity, including as an indication as to 
compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element 
of that Product Identity. You agree not to indicate 
compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work 
containing Open Game Content except as expressly 
licensed in another, independent Agreement with the 
owner of such Trademark or Registered Trademark. 
The use of any Product Identity in Open Game Content 
does not constitute a challenge to the ownership of that 
Product Identity. The owner of any Product Identity 
used in Open Game Content shall retain all rights, title 
and interest in and to that Product Identity.  
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8. Identification: If you distribute Open Game Content 
You must clearly indicate which portions of the work 
that you are distributing are Open Game Content.  
 
9. Updating the License: Wizards or its designated 
Agents may publish updated versions of this License. 
You may use any authorized version of this License to 
copy, modify and distribute any Open Game Content 
originally distributed under any version of this License.  
 
10. Copy of this License: You MUST include a copy of 
this License with every copy of the Open Game 
Content You Distribute.  
 
11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of 
any Contributor unless You have written permission 
from the Contributor to do so.  
 
12. Inability to Comply: If it is impossible for You to 
comply with any of the terms of this License with 
respect to some or all of the Open Game Content due to 
statute, judicial order, or governmental regulation then 
You may not Use any Open Game Material so affected.  
 
13. Termination: This License will terminate 
automatically if You fail to comply with all terms 
herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall 
survive the termination of this License.  
 
14. Reformation: If any provision of this License is held 
to be unenforceable, such provision shall be reformed 
only to the extent necessary to make it enforceable.  
 
15. COPYRIGHT NOTICE  
Open Game License v 1.0a Copyright 2000, Wizards of 
the Coast, Inc.  
 
System Reference Document Copyright 2000-2003, 
Wizards of the Coast, Inc.; Authors Jonathan Tweet, 
Monte Cook, Skip Williams, Rich Baker, Andy Collins, 
David Noonan, Rich Redman, Bruce R. Cordell, John 
D. Rateliff, Thomas Reid, James Wyatt, based on 
original material by E. Gary Gygax and Dave Arneson. 
 
Rot Grub from Tomb of Horrors Copyright 2002, 
Necromancer Games, Inc; Authors Scott Greene and 
Clark Peterson, based on original material bv Gary 
Gygax 
 
Russet Mold from Tomb of Horrors Copyright 2002, 
Necromancer Games, Inc; Author Scott Greene, based 
on original material bv Gary Gygax 
 

Dungeon Dive 2: Abandoned Temple Copyright 2005, 
Amalara; Author David Garrett 
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