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

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.

About the Demiplane
The hungry demiplane is an intelligent, living 
entity that feeds on the pain and suffering of 
those trapped within. As it feeds, it grows by 
stealing rooms and other structures from the 
material plane.

Origin of the Demiplane
The description of the demiplane herein is not 
dependant on it having been created in any 
particular fashion. Therefore, you can tailor 
the plane's origin to suit your campaign. The 
following is a list of possibilities:

•	 The plane was willed into existence by a 
demonic power or an evil god.

•	 The plane splintered off from one of the 
evil or chaotic outer planes, and has taken 
on a life of its own.

•	 The plane was created through the foul 
magic of a powerful mage or priest (who 
might still inhabit it).

•	 The plane spontaneously generated in the 
Ethereal.

Regardless of its origins, the plane possesses 
the power to absorb portions of the material 
plane. Its first act was to absorb a bugbear lair, 
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whose inhabitants it convinced to become its 
servants.

These bugbears serve the plane by 
kidnapping people from the material 
world and bringing them back to the 
demiplane to torture. In exchange, the 
unique magic of the plane provides 
the bugbears a secure stronghold 
from which to launch raids into 
the material world.

You can find statistics 
for sample bugbears in 
Appendix Three.

Accessing the 
Demiplane
The demiplane is 
accessed via a magical 
item known as the 
Skeleton Key (the full 
properties of which are 
detailed in Appendix Two). 
Inserting a Key into any 
locked door (or window, or 
trapdoor, for that matter) will 
temporarily change the door into 
a portal to the demiplane.

In addition to a Skeleton Key, 
accessing the demiplane can be 
accomplished in any number of ways, 
including the plane shift and gate spells or 
even teleportation.

Leaving the Demiplane
Once a portal has been linked to the demiplane 
via a Skelton Key, it becomes a viable exit. An 
inhabitant who wishes to leave the plane need 
only insert a Skeleton Key into any door within 
the plane and visualize the target portal on the 
material plane.

It is not possible to leave the plane without the 
aid of a Skelton Key.

Planar Traits
The hungry demiplane 

has the following planar 
traits.

Timeless: In the 
demiplane, time still 
passes, but the effects of 

time are diminished. 
Hunger, thirst, and aging 
do not occur while in the 
demiplane. The effects 

of poison and the rate of 
natural healing do occur 
normally.

When leaving the 
demiplane, hunger, 

thirst, and aging occur 
retroactively.

Finite Shape: The keep is a 
finite shape and size, though it 

continues to grow as it absorbs 
structures from the material plane.

+ Low: Mildly Evil Aligned: a -2 
circumstance penalty applies on 
all Charisma-based checks made 
by good creatures.

+ Medium: Strongly Chaos-
Aligned: A -2 circumstance penalty applies 
on all Charisma-based checks made by all 
non-chaotic creatures. In addition, the -2 
penalty affects all Intelligence-based and 
Wisdom-based checks, too. These penalties 
stack with the penalties for the mildly evil-
aligned trait.

+ High: Wild Magic: Any spell or spell-like 
ability used on a wild magic plane has a 
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chance to go awry. The caster must make 
a level check (DC 15 + the level of the 
spell or effect) for the magic to function 
normally. For spell-like abilities, use the 
level or HD of the creature employing 
the ability for the caster level check and 
the level of the spell-like ability to set the 
DC for the caster level check. Failure on 
this check means that something strange 
happens; roll d% and consult the table in 
Appendix One.

Running the Demiplane
Because the demiplane is a sentient, living 
entity, it reacts to the presence of adventurers 
by locking doors, re-enabling traps, and 
alerting its servants and guests to the PCs 
actions and movements (including what their 
combat capabilities are, what buffing magic 
they've used, etc).

The first two sections of the demiplane are 
filled with creatures that have wandered in, 
or been inadvertently captured as the plane 
absorbs new structures. While the bugbears 
initially hunted these creatures, they quickly 
realized that they provided an easy way to 
dispose of their torture victims.

Currently, they either keep the beasts satiated 
or bypass them entirely through the power of 
the Skeleton Keys.

Demiplane as the Challenge
The demiplane and its bugbear servants 
can serve as a viable challenge in and of 
themselves. For example, the PCs may be 
tasked with the rescue of someone that has 
been kidnapped by the bugbears, or they may 
be investigating the sudden appearance of 
bugbear raiders in the middle of their town.

In this case, the bugbears are likely to sit and 

wait while the wandering monsters and traps 
contained in the first two sections wear down 
any intruders. The plane itself will keep the 
bugbears informed of PCs' movement, and 
will supply them any information about the 
capabilities of the PCs.

The bugbears are therefore likely to spend their 
time fortifying their defenses and preparing 
appropriate counters to the PCs' abilities.

Occupants as the Challenge
If a powerful creature has taken over the 
demiplane (through negotiation with the plane 
and/or the bugbears), it will likely use the 
bugbears in a proactive fashion.

At the first sign of intruders, the demiplane's 
ruler will send bugbears to counter the PCs, 
in order to wear them down and to expose any 
tactics and powers that the PCs might use.

Only after the PCs have fought through the 
bugbear forces will the demiplane's ruler 
engage them.

Non-sentient Plane
While much is included in this product 
that described the behavior of the sentient 
demiplane, it possible to use this product as a 
"plain" dungeon with a minimum of effort. 

Since they do not have the benefit of the 
plane's intelligence-gathering capabilities, 
they will react to signs of intrusion by sending 
members of their tribe to scout and spy on the 
PCs.
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The Demiplane

General Construction
Unless otherwise specified, each section of the 
demiplane has the following characteristics. 
All doors are locked, and the demiplane will 
re-lock the doors behind the PCs unless the 
locks are permanently disabled.

- 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).

Section �: Temple
This section of the demiplane is a complete 
floor of a temple dedicated to the goddess of 
life. The bugbears have desecrated certain 
areas of the temple and looted the non-
threatening portions.

The walls and floor of this section of the 
demiplane are sandstone, having been hand 
carved to extreme smoothness.

1. Entrance
Rubble fills the room where the elements 
have eroded the sandstone ceiling.

A wandering creature(s) is eating lunch – the 
remains of a recent unlucky victim. Upon 
seeing the PCs, it will attack.

- Low: Ankheg (2): Large Magical Beast; 
CR 3; HD 3d10+12; hp 28; Init +0; Spd 30 
ft, burrow 20 ft; Space/Reach 10 ft/5 ft; AC 
18, touch 9, flat-footed 18; Base Atk +3; 
Grp +12; Atk Bite +7 melee (2d6+7 plus 
1d4 acid); Full Atk Bite +7 melee (2d6+7); 
SA improved grab, spit acid; SQ darkvision 

60 ft, low-light vision, tremorsense 60 ft; 
AL always neutral; SV Fort +6, Ref +3, 
Will +2; Str 21, Dex 10, Con 17, Int 1, Wis 
13, Cha 6

- Medium: Digester: Medium Magical 
Beast; CR 6; HD 8d10+24; hp 68; Init +6; 
Spd 60 ft; Space/Reach 5 ft/5 ft; AC 17, 
touch 12, flat-footed 15; Base Atk +8; Grp 
+11; Atk Claw +11 melee (1d8+4); Full 
Atk Claw +11 melee (1d8+4); SA acid 
spray; SQ darkvision 60 ft, immunity to 
acid, low-light vision, scent; AL always 
neutral; SV Fort +9, Ref +10, Will +3; Str 
17, Dex 15, Con 17, Int 2, Wis 12, Cha 10

- High: Abyssal Greater Basilisk: Large 
Outsider (Augmented Magical Beast, 
Extraplanar); CR 12; HD 18d10+90; hp 
189; Init -1; Spd 20 ft; Space/Reach 10 
ft/5 ft; AC 17, touch 8, flat-footed 17; 
Base Atk +18; Grp +29; Atk Bite +25 
melee (2d8+10); Full Atk Bite +25 melee 
(2d8+10); SA petrifying gaze, smite good; 
SQ resistance to cold 10 and fire 10, 
damage reduction 10/magic, darkvision 60 
ft, low-light vision, spell resistance 23; AL 
always chaotic evil; SV Fort +18, Ref +12, 
Will +8; Str 24, Dex 8, Con 21, Int 3, Wis 
10, Cha 15

2. Storage Closet
This room contains wooden shelves lined 
with decaying boxes and metal hooks 
upon which are hung tattered priests' 
vestments. The air is musty and a faint 
scent of mildew hangs thick in the air.

The old priests' robes contain nothing valuable 
and easily crumble if roughly handled. The 
boxes are covered in dangerous mold (Spot DC 
15/20/25).

- Low: Brown Mold: Brown mold feeds 
on warmth, drawing heat from anything 
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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.

3. Empty
This small room looks like it might have 
been a storage closet at one point. Broken 
crates and barrels line the floor.

The bugbears have looted anything of value in 
this room. The crates and barrels show obvious 
signs of weapon damage.

4. Lost Souls
The walls of this room are covered with 
the desecrated images of the goddess 
of life. The once vibrant paintings have 
been chipped away in places and covered 
with paint in others. 

Two skeletons, which are still wearing 
the tattered vestments of a priestess, sit 
next to each other in the corner of the 
room.

The souls of the priestesses wander around the 
room.

- Low: Allip: Medium Undead 
(Incorporeal); CR 3; HD 4d12; hp 26; Init 
+5; Spd fly 30 ft (perfect); Space/Reach 
5 ft/5 ft; AC 15, touch 15, flat-footed 14; 
Base Atk +2; Grp –; Atk Incorporeal touch 
+3 melee (1d4 Wis); Full Atk Incorporeal 
touch +3 melee (1d4 Wis); SA babble, 
madness, Wisdom drain; SQ darkvision 
60 ft, incorporeal traits, +2 turn resistance, 
undead traits; AL always neutral evil; SV 
Fort +1, Ref +4, Will +4; Str –, Dex 12, 
Con –, Int 11, Wis 11, Cha 18

- Medium: Wraith (2): Medium Undead 
(Incorporeal); CR 5; HD 5d12; hp 32; Init 
+7; Spd fly 60 ft. (good); Space/Reach 
5 ft/5 ft; AC 15, touch 15, flat-footed 
12; Base Atk +2; Grp –; Atk Incorporeal 
touch +5 melee (1d4 plus 1d6 Con); Full 
Atk Incorporeal touch +5 melee (1d4 plus 
1d6 Con); SA constitution drain, create 
spawn; SQ darkvision 60 ft, daylight 
powerlessness, incorporeal traits, +2 turn 
resistance, undead traits, unnatural aura; 
AL always lawful neutral; SV Fort +1, Ref 
+4, Will +6; Str –, Dex 16, Con –, Int 14, 
Wis 14, Cha 15

- High: Dread Wraith: Large Undead 
(Incorporeal); CR 11; HD 16d12; hp 
104; Init +13; Spd fly 60 ft. (good); 
Space/Reach 10 ft/10 ft; AC 25, touch 25, 
flat-footed 16; Base Atk +8; Grp –; Atk 
Incorporeal touch +16 melee (2d6 plus 
1d8 Con); Full Atk Incorporeal touch +16 
melee (2d6 plus 1d8 Con); SA constitution 
drain, create spawn; SQ darkvision 60 ft, 
daylight powerlessness, incorporeal traits, 
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lifesense 60 ft, undead traits, unnatural 
aura; AL always lawful neutral; SV Fort 
+5, Ref +14, Will +14; Str –, Dex 28, Con 
–, Int 17, Wis 18, Cha 24

The skeletons have the following items 
scattered among their bones:

+ Low: one scroll of cure light wounds

+ Medium: one scroll of darkvision, one 
scroll of speak with dead, and one scroll of 
spike stones

+ High: one scroll of holy aura

5. Old Sanctuary
The carved and painted sandstone 
walls, which once told the story of the 
founding of this particular church, have 
been defaced. Images have been chipped 
away and exhortations to the vilest gods, 
written in a dark brown substance, cover 
the walls. 
 
In one alcove, an ivory statue of a nude, 
pregnant goddess of life stands locked 
behind mithril bars. In another alcove, a 
set of bookshelves is also locked behind 
bars. Both the statue and the books have 
been splattered with the same dark 
brown substance that covers the walls. 
 
A small fountain, which no longer bears 
any water, stands in the far corner of the 
room.

The dark brown substance can be identified 
as humanoid blood via a successful Heal or 
Survival check (DC 30).

The bars protecting both the library and the 
statue can be raised by the means of a trigger 
hidden on the underside of the fountain (Search 
DC 15/20/25).

The statue is magical and radiates a strong 
Conjuration aura. Rubbing its belly has the 
following effect:

- Low: lesser restoration once per person 
per 24 hours.

- Medium: restoration once per person per 
seven days.

- High: greater restoration once per person 
per month.

The small library contains holy texts.

6. Stairs Leading Nowhere Down
Torches on the wall dimly light a spiral 
stone staircase, which leads downward 
into darkness.

The stairs extend downward for twenty feet 
until they end abruptly in rough-hewn rock. 
Covering the bottom of the staircase is hungry 
ooze.

- Low: Gray Ooze: Medium Ooze; CR 
4; HD 3d10+15; hp 31; Init -5, Spd 10 
ft; Space/Reach 5 ft/5 ft; AC 5, touch 5, 
flat-footed 5; Base Atk +2; Grp +3; Atk 
Slam +3 melee (1d6+1 plus 1d6 acid); 
Full Atk Slam +3 melee (1d6+1 plus 1d6 
acid); SA acid, constrict 1d6+1 plus 1d6 
acid, improved grab; SQ blindsight 60 
ft, immunity to cold and fire, ooze traits, 
transparent; AL neutral; SV Fort +6, Ref -
4, Will -4; Str 12, Dex 1, Con 21, Int –, Wis 
1, Cha 1

- Medium: Black Pudding: Huge Ooze; CR 
7; HD 10d10+60; hp 115; Init -5, Spd 20 
ft, climb 20 ft; Space/Reach 15 ft/10 ft; AC 
3, touch 3, flat-footed 3; Base Atk +7; Grp 
+18; Atk Slam +8 melee (2d6+4 plus 2d6 
acid); Full Atk Slam +8 melee (2d6+4 plus 
2d6 acid); SA acid, constrict 2d6+4 plus 
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2d6 acid, improved grab; SQ blindsight 60 
ft, split, ooze traits; AL neutral; SV Fort 
+9, Ref -2, Will -2; Str 17, Dex 1, Con 22, 
Int –, Wis 1, Cha 1

- High: Elder Black Pudding: Gargantuan 
Ooze; CR 12; HD 20d10+180; hp 290; Init 
-5, Spd 20 ft, climb 20 ft; Space/Reach 20 
ft/20 ft; AC 1, touch 1, flat-footed 1; Base 
Atk +15; Grp +35; Atk Slam +19 melee 
(3d6+12 plus 3d6 acid); Full Atk Slam +19 
melee (3d6+12 plus 3d6 acid); SA acid, 
constrict 2d8+12 plus 2d6 acid, improved 
grab; SQ blindsight 60 ft, split, ooze traits; 
AL neutral; SV Fort +15, Ref +1, Will +1; 
Str 26, Dex 1, Con 28, Int –, Wis 1, Cha 1

7. Stairs Leading Nowhere Up
Torches on the wall dimly light a spiral 
stone staircase, which leads upward into 
darkness.

The stairs extend upward for twenty feet until 
they end abruptly in rough-hewn rock.

8. Antechamber
The carved walls of this room contain 
more images of the goddess of life in 
her various roles as mother, warrior, and 
governor. As with the other rooms, the 
images have been chipped away and 
covered in the blasphemous symbols of 
the evil gods.

A secret door to Encounter Area 9 can be found 
with a successful Search check (DC 20/25/30).

9. Storage Cellar
The room contains six barrels. Two of 
them have been shattered, but the other 
four seem to still be intact.

The four intact barrels contain items created by 
the temple's priests.

The first two barrels contain high quality wine. 
The second two each contain the following.

+ Low: 10 vials of cure light wounds.
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+ Medium: 10 vials of neutralize poison, 10 
vials of cure moderate wounds.

+ High: 10 vials of cure serious wounds.

10. Workroom
Several benches and tables line this 
room, while stone-working tools hang on 
the wall. 
 
The scent of copper assaults the nose, 
and rivers of dried blood lead from the 
workbenches to the iron grate in the 
middle of the sloped floor.

The iron grate is how the characters must 
exit to the next section of dungeon. While it 
did once lead to a waste pit, it now leads to 
Encounter Area 13.

A creature(s) has taken up residence in the 
room, and is quite hungry.

- Low: Ankheg (2): Large Magical Beast; 
CR 3; HD 3d10+12; hp 28; Init +0; Spd 30 
ft, burrow 20 ft; Space/Reach 10 ft/5 ft; AC 
18, touch 9, flat-footed 18; Base Atk +3; 
Grp +12; Atk Bite +7 melee (2d6+7 plus 
1d4 acid); Full Atk Bite +7 melee (2d6+7); 
SA improved grab, spit acid; SQ darkvision 
60 ft, low-light vision, tremorsense 60 ft; 
AL always neutral; SV Fort +6, Ref +3, 
Will +2; Str 21, Dex 10, Con 17, Int 1, Wis 
13, Cha 6

- Medium: Digester: Medium Magical 
Beast; CR 6; HD 8d10+24; hp 68; Init +6; 
Spd 60 ft; Space/Reach 5 ft/5 ft; AC 17, 
touch 12, flat-footed 15; Base Atk +8; Grp 
+11; Atk Claw +11 melee (1d8+4); Full 
Atk Claw +11 melee (1d8+4); SA acid 
spray; SQ darkvision 60 ft, immunity to 
acid, low-light vision, scent; AL always 
neutral; SV Fort +9, Ref +10, Will +3; Str 
17, Dex 15, Con 17, Int 2, Wis 12, Cha 10

- High: Abyssal Greater Basilisk: Large 
Outsider (Augmented Magical Beast, 
Extraplanar); CR 12; HD 18d10+90; hp 
189; Init -1; Spd 20 ft; Space/Reach 10 
ft/5 ft; AC 17, touch 8, flat-footed 17; 
Base Atk +18; Grp +29; Atk Bite +25 
melee (2d8+10); Full Atk Bite +25 melee 
(2d8+10); SA petrifying gaze, smite good; 
SQ resistance to cold 10 and fire 10, 
damage reduction 10/magic, darkvision 60 
ft, low-light vision, spell resistance 23; AL 
always chaotic evil; SV Fort +18, Ref +12, 
Will +8; Str 24, Dex 8, Con 21, Int 3, Wis 
10, Cha 15

11. Workroom
This dust-covered room contains work 
tools and related supplies. Most look old 
and rusted.

In addition to some rusted but salvageable 
stonecutting tools, this room contains 50 feet 
of silk rope stashed in one corner (Search DC 
15).  

12. Vault
A heavy iron door blocks the entrance to 
this room. In the far corner of the dusty 
room sits a solitary chest.

The wall that the door opens to reveal is 
covered in spikes. Any character that bursts in 
the door with a successful Strength check must 
make a Reflex save (DC 15) to avoid impaling 
himself on the spikes (2d6 damage).

The chest is protected by a magical trap, 
which is why it hasn't been plundered by the 
bugbears.
- 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 
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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.

If the PCs manage to successfully open the 
chest, they'll find the following:
+ Low: one potion of mage armor, one 

potion of fox's cunning, and one ring of 
mind shielding

+ Medium: one wand of knock

+ High: one potion of haste, and one cube of 
force

Section �: Donjon
This section of the demiplane contains rooms 
taken from a donjon level of a castle. The walls 
and floor are rough-hewn granite.

The bugbears have done little redecorating 
here, since the "mood" of the place is 
somewhat to their liking.

13. Rough-Hewn Granite
The walls of this room are rough-hewn 
granite. The style and architecture bears 
no resemblance to the room above.

A hooked ladder leans against the wall, 
providing an easy means of climbing back up 
to Encounter Area 10.

14. Rubble Filled Room
The ceiling and walls of this oblong 
room are extremely cracked and 
crumbling. The floor is littered with 
chunks of stone where they have fallen 
from the ceiling and tumbled from the 
walls.

At the far end of the room, a secret door 
(Search DC 20/25/30) leads into Encounter 
Area 17.

15. Boom!
Scorch marks cover the walls of this 
small room, and the scent of brimstone is 
nearly overwhelming.

This room is normally bypassed by using the 
secret doors between Encounter Areas 14 and 
17.

The center of the room is the location of the 
proximity trigger and the origin point for the 
effect of the flame-based trap.

- Low: Burning Hands Trap: CR 2; 
magic device; proximity trigger (alarm); 
automatic reset; spell effect (burning 
hands, 1st-level wizard, 1d4 fire, DC 11 
Reflex save half damage); Search DC 26; 
Disable Device DC 26.

- Medium: Flame Strike Trap: CR 6; 
magic device; proximity trigger (detect 
magic); automatic reset; spell effect (flame 
strike, 9th-level cleric, 9d6 fire, DC 17 
Reflex save half damage); Search DC 30; 
Disable Device DC 30.

- High: Incendiary Cloud Trap: CR 9; 
magic device; proximity trigger (alarm); 
automatic reset; spell effect (incendiary 
cloud, 15th-level wizard, 4d6/round for 15 
rounds, DC 22 Reflex save half damage); 
Search DC 33; Disable Device DC 33.
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16. Tiny Antechamber
This tiny antechamber contains the 
smashed remnants of chests, barrels, and 
crates.

The bugbears have looted this room as well. 
However, in their haste, they have overlooked 
the following (Search DC 25/30/35):

- Low: one ring of feather falling

- Medium: one ring of ram

- High: one ring of evasion

17. Metal Bars
A set of metal bars stretches across the 
room, preventing access to its far end, 
where an iron door graces the far wall.

The bars are fixed in place and do not open. 
They are too small to squeeze through for 
any creature medium-size or larger, and are 
too tough to bend for most creatures (DC 35). 
Egress to the barred half of the room is through 
the secret door from area 14.

A creature(s) is biding its time until something 
tasty comes its way. Upon seeing the PCs, it 
attacks.

- Low: Ankheg (2): Large Magical Beast; 
CR 3; HD 3d10+12; hp 28; Init +0; Spd 30 
ft, burrow 20 ft; Space/Reach 10 ft/5 ft; AC 
18, touch 9, flat-footed 18; Base Atk +3; 
Grp +12; Atk Bite +7 melee (2d6+7 plus 
1d4 acid); Full Atk Bite +7 melee (2d6+7); 
SA improved grab, spit acid; SQ darkvision 
60 ft, low-light vision, tremorsense 60 ft; 
AL always neutral; SV Fort +6, Ref +3, 
Will +2; Str 21, Dex 10, Con 17, Int 1, Wis 
13, Cha 6

- Medium: Digester: Medium Magical 
Beast; CR 6; HD 8d10+24; hp 68; Init +6; 

Spd 60 ft; Space/Reach 5 ft/5 ft; AC 17, 
touch 12, flat-footed 15; Base Atk +8; Grp 
+11; Atk Claw +11 melee (1d8+4); Full 
Atk Claw +11 melee (1d8+4); SA acid 
spray; SQ darkvision 60 ft, immunity to 
acid, low-light vision, scent; AL always 
neutral; SV Fort +9, Ref +10, Will +3; Str 
17, Dex 15, Con 17, Int 2, Wis 12, Cha 10

- High: Abyssal Greater Basilisk: Large 
Outsider (Augmented Magical Beast, 
Extraplanar); CR 12; HD 18d10+90; hp 
189; Init -1; Spd 20 ft; Space/Reach 10 
ft/5 ft; AC 17, touch 8, flat-footed 17; 
Base Atk +18; Grp +29; Atk Bite +25 
melee (2d8+10); Full Atk Bite +25 melee 
(2d8+10); SA petrifying gaze, smite good; 
SQ resistance to cold 10 and fire 10, 
damage reduction 10/magic, darkvision 60 
ft, low-light vision, spell resistance 23; AL 
always chaotic evil; SV Fort +18, Ref +12, 
Will +8; Str 24, Dex 8, Con 21, Int 3, Wis 
10, Cha 15

18. Empty
The walls of this small room seem to 
close in, making it feel much narrower 
than it really is.

This room contains nothing of value or 
interest.

19. Black Drool
This small, L-shaped room contains a 
single wooden barrel.

The barrel contains black drool, the favored 
beverage of lizardfolk. Anyone who comes 
within a 10' radius of the barrel must make a 
Fortitude save (DC 16) or become sickened for 
1d4 minutes.

Attempting to touch or drink the foul liquid is 
a dangerous proposition. Any creature that is 
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not immune to acid takes 1d6 points of acid 
damage simply from touching it. Drinking it 
inflicts the same acid damage, and requires a 
Fortitude save (DC 20) to avoid the temporary 
loss of 1d4 points of Constitution. Lizardfolk 
are immune to the effects of black drool.

Black drool is a foul concoction composed of 
swamp water, rotten mushrooms, pureed fish, 
and acid. It is blended into a viscous, lumpy, 
black sludge, and then left to ferment for a 
year. To lizardfolk, it is a great intoxicant. To 
any other creature, it is a deadly, acidic poison.

20. Green Slime
A crumbling stone staircase leads down 
into an oblong room. In addition to an 
opening off to the left, a long passageway 
directly across from the stairway 
provides an exit from the room.

Clinging to the ceiling of the passageway 
across from the stairs are three patches of 
green slime. Walking under the green slime 
will cause it to fall on a character. A successful 
Reflex save (DC 16) avoids the slime.

21. Portal to Oblivion
A heavy wooden door at the end of this 
long room bears the holy symbols of the 
gods of chaos.

If the characters open the door, they will be 
confronted with the following.

A vortex of primal chaotic blackness 
swirls beyond the frame of the door.

This is a portal that the demiplane has not 
connected to anything yet. Viewing the chaos 
causes the viewer to become shaken for 1d4 
rounds (Will save DC 15/20/25 negates).

If a character tries to enter the void, he will be 

immediately spit back out, and will lose 1d4 
points of Wisdom.

22. Crush!
Stone rubble covers the floor of the room. 
A path has been cleared to the door at the 
far end.

This room is trapped. The area in front of the 
door to Encounter Area 23 is the location of 
the trigger.

- Low: Stone Blocks from Ceiling: CR 
3; mechanical; location trigger; repair 
reset; Atk +10 melee (4d6, stone blocks); 
multiple targets (all targets in room); 
Search DC 25; Disable Device DC 20.

- Medium: Falling Block Trap: CR 5; 
mechanical; location trigger; manual reset; 
Atk +15 melee (6d6); multiple targets (all 
targets in room); Search DC 20; Disable 
Device DC 25.

- High: Dropping Ceiling: CR 9; 
mechanical; location trigger; repair reset; 
ceiling moves down (12d6, crush); multiple 
targets (all targets in room); never miss; 
onset delay (1 round); Search DC 20; 
Disable Device DC 16.

23. Treasure Chest
A small wooden chest, reinforced in iron, 
sits in one corner of the room.

The chest is locked (DC 20/25/30), but not 
trapped. Inside are various coins worth:

+ Low: 250 gp

+ Medium: 750 gp

+ High: 4000 gp
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24. Chaotic Beast
In the center of the room, an amorphous, 
flesh-colored blob, covered in hundreds 
of eyes and mouths, lets loose a stream of 
gibbering nonsense.

A successful Search check (DC 20/25/30) 
will reveal the secret door in the corner of the 
room. As soon as the creature sees the PCs, it 
will attack.

- Low: Gibbering Mouther: Medium 
Aberration; CR 5; HD 4d8+24; hp 42; Init 
+1; Spd 10 ft, swim 20 ft; Space/Reach 5 
ft./5 ft; AC 19, touch 11, flat-footed 18; 
Base Atk +3; Grp +3; Atk Bite +4 melee 
(1) or spittle +4 ranged touch (1d4 plus 
acid plus blindness); Full Atk 6 bites +4 
melee (1) and spittle +4 ranged touch (1d4 
plus acid plus blindness); SA gibbering, 
spittle, improved grab, blood drain, engulf, 
ground manipulation; SQ amorphous, 
damage reduction 5/bludgeoning, 
darkvision 60 ft; AL usually neutral; SV 
Fort +7, Ref +4, Will +5; Str 10, Dex 13, 
Con 22, Int 4, Wis 13, Cha 13

- Medium: Chaos Beast (2): Medium 
Outsider (Chaotic, Extraplanar); CR 7; 
HD 8d8+8; hp 44; Init +5; Spd 20 ft.; 
Space/Reach 5 ft./5 ft.; AC 16 (+1 Dex, 
+5 natural), touch 11, flat-footed 15; Base 
Atk +8; Grp +10; Atk Claw +10 melee 
(1d3+2 plus corporeal instability); Full Atk 
2 claws +10 melee (1d3+2 plus corporeal 
instability); SA corporeal instability; SQ 
darkvision 60 ft., immunity to critical hits 
and transformation, spell resistance 15; AL 
Always chaotic neutral; SV Fort +7, Ref 
+7, Will +6; Str 14, Dex 13, Con 13, Int 10, 
Wis 10, Cha 10

- 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, Will +8; Str 19, Dex 13, Con 17, 
Int 12, Wis 16, Cha 12

25. Empty
This small room is littered with broken 
barrels and crates.

The bugbears have looted anything of value in 
this room.

26. Hidden Room
A twisting hallway leads to a small 
chamber filled with spider webs. On 
the wall opposite the entrance to the 
chamber is a small shrine to the goddess 
of shadows and spiders.

Searching the shrine (DC 25) will reveal a 
wand of web (30 charges). 

27. Lost Soul
A single skeleton wearing the gear of a 
typical adventurer lies in the center of 
the floor.

The soul of the skeleton has been trapped in 
the demiplane, and now wanders around. It 
will attack the PCs on sight.

- Low: Allip: Medium Undead 
(Incorporeal); CR 3; HD 4d12; hp 26; Init 
+5; Spd fly 30 ft (perfect); Space/Reach 
5 ft/5 ft; AC 15, touch 15, flat-footed 14; 
Base Atk +2; Grp –; Atk Incorporeal touch 
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+3 melee (1d4 Wis); Full Atk Incorporeal 
touch +3 melee (1d4 Wis); SA babble, 
madness, Wisdom drain; SQ darkvision 
60 ft, incorporeal traits, +2 turn resistance, 
undead traits; AL always neutral evil; SV 
Fort +1, Ref +4, Will +4; Str –, Dex 12, 
Con –, Int 11, Wis 11, Cha 18

- Medium: Wraith: Medium Undead 
(Incorporeal); CR 5; HD 5d12; hp 32; Init 
+7; Spd fly 60 ft. (good); Space/Reach 
5 ft/5 ft; AC 15, touch 15, flat-footed 
12; Base Atk +2; Grp –; Atk Incorporeal 
touch +5 melee (1d4 plus 1d6 Con); Full 
Atk Incorporeal touch +5 melee (1d4 plus 
1d6 Con); SA constitution drain, create 
spawn; SQ darkvision 60 ft, daylight 
powerlessness, incorporeal traits, +2 turn 
resistance, undead traits, unnatural aura; 
AL always lawful neutral; SV Fort +1, Ref 
+4, Will +6; Str –, Dex 16, Con –, Int 14, 
Wis 14, Cha 15

- High: Dread Wraith: Large Undead 
(Incorporeal); CR 11; HD 16d12; hp 
104; Init +13; Spd fly 60 ft. (good); 
Space/Reach 10 ft/10 ft; AC 25, touch 25, 
flat-footed 16; Base Atk +8; Grp –; Atk 
Incorporeal touch +16 melee (2d6 plus 
1d8 Con); Full Atk Incorporeal touch +16 
melee (2d6 plus 1d8 Con); SA constitution 
drain, create spawn; SQ darkvision 60 ft, 
daylight powerlessness, incorporeal traits, 
lifesense 60 ft, undead traits, unnatural 
aura; AL always lawful neutral; SV Fort 
+5, Ref +14, Will +14; Str –, Dex 28, Con 
–, Int 17, Wis 18, Cha 24

The skeleton's backpack contains the 
following:

+ Low: one potion of invisibility and one 
potion of cat's grace

+ Medium: one potion of cure moderate 
wounds

+ High: one potion of cure serious wounds 
and one potion of haste

28. Exit
A long corridor dead-ends into a ten by 
fifteen foot chamber.

The secret door to Encounter Area 29 (Search 
check DC 20/25/30) is trapped. The goal of 
the trap is to detain any invaders while the 
bugbears subdue them.

In addition to the demiplane filling the 
bugbears in on the activities of intruders, a 
permanent alarm spell will also be triggered by 
the trap.

- Low: Large Net Trap: CR 2; mechanical; 
location trigger; manual reset; Atk +5 
melee (see note); Search DC 20; Disable 
Device DC 25. Note: Characters in 10-ft. 
square are grappled by net (Str 18) if they 
fail a DC 14 Reflex save. 

- Medium: Forcecage trap: CR 7; magic 
device; proximity trigger (alarm); 
automatic reset; spell effect (forcecage, 
13th-level wizard); Search DC 28; Disable 
Device DC 32. 

- High: Forcecage and Summon Monster 
VII trap: CR 10; magic device; proximity 
trigger (alarm); automatic reset; multiple 
traps (one forcecage trap and one 
summon monster VII trap that summons 
a hamatula); spell effect (forcecage, 
13th-level wizard), spell effect (summon 
monster VII, 13th-level wizard, hamatula); 
Search DC 32; Disable Device DC 32. 
Note: This trap is really one CR 8 trap that 
creates a forcecage and a second CR 8 
trap that summons a hamatula in the same 
area. If both succeed, the hamatula appears 
inside the forcecage. These effects are 
independent of each other.
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Section 3: Bugbear Lair
The walls of this section of the demiplane are 
red brick, and the floors flagstone.

29. Demon's Lair.
Wooden posts stand in the corners of 
each room, supporting the wooden 
beams crisscrossing the ceiling. An 
iron door provides the only exit 
to this room.

The bugbears will bar the 
iron door if they feel 
outclassed by the 
PCs. Otherwise, 
they will wait in 
ambush behind the 
door in Encounter 
Area 30.

30. Guard Post
The torches that light this room 
give off eerie shadows, making 
the brick red walls appear blood 
red. A wooden table littered 
with wooden bowls, spoons, and 
tankards sits in the middle of the 
room. At the far end, two piles of 
crates and several barrels are 
jammed into the corners.

The bugbears have chosen 
this room as an ambush point. 
They will attempt to exploit the 
chokepoint created by the L-shaped 
turn from Encounter Area 29.

The bugbears will send their war dogs 
in first, while peppering the PCs with 
crossbow fire. If they take losses, the 
survivors will fall back to either Encounter 
Area 31 or Encounter Area 32.

+ Low: Bugbear (4): See appendix 

 
Bugbear Fighter 3: See appendix 
 
Bugbear Cleric 3:  See appendix 
 
Dog (4): Small Animal; CR 1/3; HD 

1d8+2; hp 6; Init +3; Spd 40 
ft; Space/Reach 5 ft/5 ft; 

AC 15, touch 14, flat-
footed 12; Base Atk 
+0; Grp -3; Atk Bite 
+2 melee (1d4+1); 
Full Atk Bite +2 

melee (1d4+1); SQ 
low-light vision, 
scent; SV Fort +4, 
Ref +5, Will +1; 
Str 13, Dex 17, 

Con 15, Int 2, Wis 
12, Cha 6

+ Medium: 
Bugbear Fighter 3 
(4): See appendix 
 
Bugbear Fighter 5: 
See appendix 
 
Bugbear Cleric 5:  
See appendix 
 

Wolf (4): Medium 
Animal; CR 1; HD 

2d8+4; hp 13; Init +2; 
Spd 50 ft; Space/Reach 5 
ft/5 ft; AC 14, touch 12, 
flat-footed 12; Base Atk 
+1; Grp +2; Atk Bite +3 
melee (1d6+1); Full Atk 

Bite +3 (1d6+1); SA trip; SQ 
low-light vision, scent; SV Fort +5, Ref +5, 
Will +1; Str 13, Dex 15, Con 15, Int 2, Wis 
12, Cha 6

+ High: Bugbear Fighter 5 (4): See 
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appendix 
 
Bugbear Fighter 7: See appendix 
 
Bugbear Cleric 7:  See appendix 
 
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; SV Fort +6, Ref 
+6, Will +3; Str 17, Dex 15, Con 15, Int 6, 
Wis 14, Cha 10

The crates at the far end of the room contain 
salted meat, cheese, and dried fruit. The barrels 
contain high quality ale.

31. Antechamber
This torch lit room is of the same red 
brick and wooden frame construction as 
the previous rooms. A path through dust 
on the floor links the two doors on either 
end of the room.

This room is simply used as a pass-through. It 
contains nothing of value or interest.

32. Bugbear's Quarters
Four beds sit against one wall of this 
large room. Several trunks and one 
wardrobe sit against another wall, and a 
tub and washing basin sit in one corner.

A secret door to Encounter Area 33 is hidden 
behind one of the beds. A successful Search 
check (DC 25/30/35) will reveal the door.

33. Overflow Dungeon
The stench of death and excrement fills 
every breath. The bodies of four men 

lie chained to the walls, expressions of 
agony etched into their lifeless faces.

The chained men are all dead, victims of cruel 
torture.

34. Storage Room
Dusty wooden shelves filled with 
the sorts of things necessary to run a 
household line the walls of this room. 
Junk is stuffed into every corner, making 
movement through the room cramped at 
best.

Three chests sit at the far end of the room. Two 
are wooden and are unlocked; one contains 
cooking utensils, and the other contains 
dinnerware. The third chest is made of iron and 
is both locked (DC 25/30/35) and 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.

The chest contains small statuettes of the evil 
gods. They have the following characteristics:

+ Low: carved from ebony and inlaid with 
quartz eyes, worth 1,000 gp
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+ Medium: carved from jet and inlaid with 
ruby eyes, worth 3,500 gp

+ High: carved from onyx and inlaid with 
sapphire eyes, worth 10,000 gp

35. Guest's/Bugbear's Quarters
If the demiplane is being run by a foreign 
creature, these will be his or her quarters.

Magnificent silks of vibrant blue and 
gold line the walls of this room. A 
canopied bed sits in one corner, and a 
dressing table covered in candles and 
small glass vials in another. The scent of 
jasmine perfume and floral incense fills 
the air.

If the demiplane does not have a separate 
ruler, then the room has the same contents as 
Encounter Area 32.

36. Great Room
This sprawling room contains a large 
oaken table, a kitchen, and lots of comfy 
chairs to sit on. Tapestries dedicated 
to the evil gods hang on several of the 
walls.

A secret door (Search check, DC 25/30/35) 
behind a bookcase leads down to Encounter 
Area 37. It is soundproofed, and the activities 
on the other side of it cannot be heard by the 
PCs.

37. Dungeon
Four men are chained to the wall, 
moaning and crying in agony. Whips and 
flails lie bloodied on the floor. A rack sits 
in one corner while an iron maiden leans 
against another.

Before fighting the PCs, the bugbears had been 
rubbing a healing salve into the wounds of the 
victims, so that they can be tortured again later. 
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Appendix �: Wild Magic
d% Effect

01–19 Spell rebounds on caster with normal effect. If the spell cannot affect the caster, it 
simply fails.

20–23 A circular pit 15 feet wide opens under the caster’s feet; it is 10 feet deep per level of 
the caster.

24–27 The spell fails, but the target or targets of the spell are pelted with a rain of small 
objects (anything from flowers to rotten fruit), which disappear upon striking. The 
barrage continues for 1 round. During this time the targets are blinded and must make 
Concentration checks (DC 15 + spell level) to cast spells.

28–31 The spell affects a random target or area. Randomly choose a different target from 
among those in range of the spell or center the spell at a random place within range 
of the spell. To generate direction randomly, roll 1d8 and count clockwise around the 
compass, starting with south. To generate range randomly, roll 3d6. Multiply the result 
by 5 feet for close range spells, 20 feet for medium range spells, or 80 feet for long 
range spells.

32–35 The spell functions normally, but any material components are not consumed. The 
spell is not expended from the caster’s mind (a spell slot or prepared spell can be used 
again). An item does not lose charges, and the effect does not count against an item’s 
or spell-like ability’s use limit. 

36–39 The spell does not function. Instead, everyone (friend or foe) within 30 feet of the 
caster receives the effect of a heal spell.

40–43 The spell does not function. Instead, a deeper darkness and a silence effect cover a 
30-foot radius around the caster for 2d4 rounds.

44–47 The spell does not function. Instead, a reverse gravity effect covers a 30-foot radius 
around the caster for 1 round. 

48–51 The spell functions, but shimmering colors swirl around the caster for 1d4 rounds. 
Treat this like a glitterdust effect with a save DC of 10 + the level of the spell that 
generated this result.

52–59 Nothing happens. The spell does not function. Any material components are used up. 
The spell or spell slot is used up, and charges or uses from an item are used up.

60–71 Nothing happens. The spell does not function. Any material components are not 
consumed. The spell is not expended from the caster’s mind (a spell slot or prepared 
spell can be used again). An item does not lose charges, and the effect does not count 
against an item’s or spell-like ability’s use limit.

72–98 The spell functions normally.

99–100 The spell functions strongly. Saving throws against the spell incur a –2 penalty. The 
spell has the maximum possible effect, as if it were cast with the Maximize Spell feat. 
If the spell is already maximized with the feat, there is no further effect. 
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Appendix �: Skeleton 
Keys
Skeleton Keys are major magical items that 
are created by the hungry demiplane. They 
are made from iron, have 10 hit points and a 
hardness of 10. When new keys are created, 
they can appear in any of the chests that exist 
throughout the plane. The demiplane can create 
one new key once per month. Each key has the 
following powers:

•	 When inserted into any lock in the 
material plane, the key creates a 
connection between the portal and the 
demiplane. The portal in question can 
then be used to access the demiplane.

•	 When inserted into any lock inside 
the demiplane, the user can create a 
connection to any portal on the material 
plane that was previously linked.

•	 If a key is left in a lock in the material 
plane, the demiplane can then absorb 
the room or structure to which the 
portal in question provides egress. In 
the process, the key used to create the 
link is permanently destroyed. The 
extent to which the demiplane can 
absorb portions of the material plane is 
left intentionally vague. This allows the 
DM to tailor the power of the plane to 
her individual campaign.

Appendix 3: Sample 
Bugbears

Bugbear
Medium Humanoid (Goblinoid); CR 2; HD 
3d8+3; hp 16; Init +1; Spd 30 ft; Space/Reach 
5 ft/5 ft; AC 17, touch 11, flat-footed 16; Base 
Atk +2; Grp +4; Atk Morningstar +5 melee 
(1d8+2) or crossbow +3 ranged (1d8); Full Atk 

Morningstar +5 melee (1d8+2) or crossbow +3 
ranged (1d8); SQ darkvision 60 ft, scent; AL 
chaotic evil; SV Fort +2, Ref +4, Will +1; Str 
15, Dex 12, Con 13, Int 10, Wis 10, Cha 9

Skills and Feats: Climb +3, Hide +4, Listen 
+4, Move Silently +6, Spot +4; Alertness, 
Weapon Focus (morningstar)

Equipment: Crossbow (light), Leather armor, 
Wooden shield (light), Morningstar

Bugbear Fighter 3
Medium Humanoid (Goblinoid); CR 5; HD 
3d8+3 plus 3d10+3; hp 40; Init +5; Spd 30 
ft; Space/Reach 5 ft/5 ft; AC 17, touch 11, 
flat-footed 16; Base Atk +5; Grp +8; Atk 
Morningstar +9 melee (1d8+3) or crossbow +6 
ranged (1d8); Full Atk Morningstar +9 melee 
(1d8+3) or crossbow +6 ranged (1d8); SQ 
darkvision 60 ft, scent; AL chaotic evil; SV 
Fort +5, Ref +5, Will +2; Str 16, Dex 12, Con 
13, Int 10, Wis 10, Cha 9

Skills and Feats: Climb +6, Handle Animal +4, 
Hide +3, Listen +4, Move Silently +5, Spot +5; 
Alertness, Cleave, Improved Initiative, Power 
Attack, Weapon Focus (morningstar)

Equipment: Crossbow (light), Leather armor, 
Wooden shield (light), Morningstar

Bugbear Fighter 5
Medium Humanoid (Goblinoid); CR 7; HD 
3d8+3 plus 5d10+5; hp 53; Init +5; Spd 30 
ft; Space/Reach 5 ft/5 ft; AC 19, touch 11, 
flat-footed 18; Base Atk +7/+2; Grp +10; Atk 
Morningstar +12 melee (1d8+3) or crossbow 
+8 ranged (1d8); Full Atk Morningstar +12/+7 
melee (1d8+3) or crossbow +8/+3 ranged 
(1d8); SQ darkvision 60 ft, scent; AL chaotic 
evil; SV Fort +6, Ref +5, Will +2; Str 17, Dex 
12, Con 13, Int 10, Wis 10, Cha 9
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Skills and Feats: Climb +4, Handle Animal +8, 
Hide +1, Listen +4, Move Silently +3, Spot 
+5; Alertness, Cleave, Great Cleave, Improved 
Initiative, Power Attack, Weapon Focus 
(morningstar)

Equipment: Crossbow (light), Chain 
shirt, Wooden shield (light), Morningstar 
(masterwork)

Bugbear Fighter 7
Medium Humanoid (Goblinoid); CR 9; HD 
3d8+3 plus 7d10+7; hp 66; Init +5; Spd 30 
ft; Space/Reach 5 ft/5 ft; AC 19, touch 11, 
flat-footed 18; Base Atk +9/+4; Grp +12; Atk 
Morningstar +14 melee (1d8+6) or crossbow 
+10 ranged (1d8); Full Atk Morningstar 
+14/+9 melee (1d8+6) or crossbow +10/+5 
ranged (1d8); SQ darkvision 60 ft, scent; AL 
chaotic evil; SV Fort +7, Ref +6, Will +3; Str 
17, Dex 12, Con 13, Int 10, Wis 10, Cha 9

Skills and Feats: Climb +4, Handle Animal 
+12, Hide +1, Listen +4, Move Silently +3, 
Spot +5; Alertness, Cleave, Great Cleave, 
Improved Initiative, Improved Sunder, Power 
Attack, Weapon Focus (morningstar), Weapon 
Specialization (Morningstar)

Equipment: Crossbow (light), Chain shirt, 
Wooden shield (light), +1 Morningstar

Bugbear Cleric 3
Medium Humanoid (Goblinoid); CR 3; HD 
3d8+3 plus 3d8+3; hp 37; Init +5; Spd 30 
ft; Space/Reach 5 ft/5 ft; AC 17, touch 11, 
flat-footed 16; Base Atk +4; Grp +6; Atk 
Morningstar +7 melee (1d8+2) or crossbow 
+5 ranged (1d8); Full Atk Morningstar +7 
melee (1d8+2) or crossbow +5 ranged (1d8); 
SA rebuke undead 2/day; SQ darkvision 60 
ft, scent; AL chaotic evil; SV Fort +5, Ref +5, 
Will +4; Str 15, Dex 12, Con 13, Int 10, Wis 
11, Cha 9

Skills and Feats: Climb +4, Concentration 
+4, Diplomacy +1, Hide +3, Listen +4, Move 
Silently +5, Spot +5; Alertness, Improved 
Initiative, Weapon Focus (morningstar)

Equipment: Crossbow (light), Leather armor, 
Wooden shield (light), Morningstar, Scroll 
(Bless), Scroll (Inflict Light Wounds)

Prepared Spells: (4/2/1) 0–cure minor wounds, 
detect magic, guidance, inflict minor wounds, 
read magic; 1–bless, doom, magic weapon, 
protection from good; 2–hold person, spiritual 
weapon; 3–bestow curse

Bugbear Cleric 5
Medium Humanoid (Goblinoid); CR 5; HD 
3d8+3 plus 5d8+5; hp 48; Init +5; Spd 30 
ft; Space/Reach 5 ft/5 ft; AC 18, touch 11, 
flat-footed 17; Base Atk +5; Grp +7; Atk 
Morningstar +8 melee (1d8+2) or crossbow 
+6 ranged (1d8); Full Atk Morningstar +8 
melee (1d8+2) or crossbow +6 ranged (1d8); 
SA rebuke undead 2/day; SQ darkvision 60 
ft, scent; AL chaotic evil; SV Fort +6, Ref +5, 
Will +6; Str 15, Dex 12, Con 13, Int 10, Wis 
12, Cha 9

Skills and Feats: Climb +4, Concentration 
+8, Diplomacy +1, Hide +3, Listen +5, Move 
Silently +5, Spot +6; Alertness, Improved 
Initiative, Weapon Focus (morningstar)

Equipment: Amulet of Natural Armor +1, 
Crossbow (light), Leather armor, Wooden 
shield (light), Morningstar, Scroll (Bless), 
Scroll (Inflict Light Wounds), Potion of Bull's 
Strength x4, Potion of Cure Light Wounds x6

Prepared Spells: (5/4/2/1) 0–cure minor 
wounds, detect magic, guidance, inflict minor 
wounds, read magic; 1–bless, doom, magic 
weapon, protection from good; 2–hold person, 
spiritual weapon; 3–bestow curse
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Bugbear Cleric 7
Medium Humanoid (Goblinoid); CR 7; HD 
3d8+3 plus 7d8+7; hp 59; Init +5; Spd 30 
ft; Space/Reach 5 ft/5 ft; AC 18, touch 11, 
flat-footed 17; Base Atk +7/+2; Grp +9; Atk 
Morningstar +10 melee (1d8+2) or crossbow 
+8 ranged (1d8); Full Atk Morningstar +10/+5  
melee (1d8+2) or crossbow +8/+3 ranged 
(1d8); SA rebuke undead 2/day; SQ darkvision 
60 ft, scent; AL chaotic evil; SV Fort +7, Ref 
+6, Will +7; Str 15, Dex 12, Con 13, Int 10, 
Wis 12, Cha 9

Skills and Feats: Climb +4, Concentration 
+12, Diplomacy +1, Hide +3, Listen +5, Move 
Silently +5, Spot +6; Alertness, Empower 
Spell, Improved Initiative, Weapon Focus 
(morningstar)

Equipment: Amulet of Natural Armor +1, 
Crossbow (light), Leather armor, Wooden 
shield (light), Morningstar, Scroll (Bless), 
Scroll (Inflict Light Wounds), Potion of Bull's 
Strength x4, Potion of Cure Light Wounds x6, 
Wand of Cure Moderate Wounds (50 charges)

Prepared Spells: (6/5/3/2/1) 0–cure minor 
wounds, detect magic, guidance, inflict minor 
wounds, mending, read magic; 1–bless, detect 
good, doom, magic weapon, protection from 
good; 2–death knell, hold person, spiritual 
weapon; 3–bestow curse, dispel magic; 4–
dismissal

Appendix �: Creatures
The following are the full descriptions of 
hazards and creatures not found in the core 
rules.

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.

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.

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.
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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 
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interest in and to that Product Identity. 

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.

Russet Mold from Tomb of Horrors Copyright 2002, 
Necromancer Games, Inc; Author Scott Greene, based 
on original material bv Gary Gygax

Dungeon Dive 3: The Hungry Demiplane Copyright 

2005, Amalara; Author David Garrett
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