
Trial of the Iron Bear 

Once a center of worship, this room under the perch of Shakaask has been magically modified by 

the naga. With a skill roll (DC 30), Corbin will be able to sense the fractured reality; they’re 

basically in a pocket universe. The PCs won’t get the feeling that something is wrong with 

reality until they enter the second room, where it suggests that the dungeon is much larger than it 

originally appears. It would have taken expertly planned excavation and incredible resources 

carve a hole this deep into the mountainside. As the cave is inhabited by dwarves, they may not 

suspect anything. If they’re curious, let’em roll with a 20 DC to get small details.  

 

Entrance: Riddle of the Iron Bear 

Upon first entering the doors of the dungeon, they’re in a magically modified version of the 

room they were in before. The stink of rotting flesh fills the room, and they notice that there’s a 

pile of something in the corner of the room. There’s another statue of the “Iron Bear” that was 

seen against the wall in the previous room. This one is in the middle of the room, standing in a 

stable position with a great ax in his hands, poised to parry an attack. It looks like it’s had some 

spells thrown at it, with carbon stains and corrosion on various parts.  

 

If the PCs go to investigate the piles, they’re piles of body parts and ground flesh. It’s pretty 

much unidentifiable besides various human parts in a mound of doughy flesh. If the PCs attempt 

to dig around in it, head straight to the encounter.  

 

Upon approaching the statue, its eyes start to glow with a smoky, purple energy. The mouth 

slowly opens, the metal squeaking loudly before its thunderous voice fills the air.  

 

“Many forks litter the road of life 

But none so dangerous as the trident 

One is divine, with numbers to back it 

The other has power over all 

The last seeks to claim what has been earned 

Through passion 

Know your surroundings” 

When they take the time to investigate the rest of the room, they find three key holes in the wall 

behind the statue. The statue itself has keys etched into it skin, or so it seems. Some of the keys 

are only obtainable by climbing the statue, but they all have decorated heads that resemble 



various items.  Keys can be wedged out by characters with some effort and a sharp tool. Each 

key sits very flush to the iron “skin” of the statue, it’d probably take a character around two 

minutes a key unless someone is rather skilled (DC 20 Dex).  

They keys are as follows: 

Sunflower on the top of the right foot 

Star on the top of the left foot 

Sword on the right hand 

Banner without heraldry on the left hand 

Dragon on the left arm 

Skull in the forehead 

Flame on the back of the head 

Mountain between the shoulders on the back 

One without style behind the ear (DC 25 to find) 

Fist under the chin (DC 22 to get out, tough spot) 

Heart on the chest 

Pitchfork on the right middle finger 

Humanoid footprint on the left heel.  

Each key represents an Icon, the riddle’s solution being the Three, Lich King and Archmage. The 

correct key combination is dragon, skull, flame. The trap will trigger when the entire 

combination is wrong, not the individual key is incorrect. That trap is the statue itself! Head to 

the encounter. A DC25 skill check can find a key hole in the floor near the flesh piles. The blank 

key opens a hidden compartment fill with some loot, courtesy of the Prince of Shadows. 

 

Encounter: 

In the case that the PCs shuffled through the piles of goop, they find that the mounts are actually 

gibbering mouthers that spring to life once disturbed. However, cautious adventurers that let 

them be to try solving the puzzle aren’t safe. Upon failure, the statue of the Iron Bear screeched 

to life as the iron cries out in protest to its movement. This sound disturbs the mouthers.  

 

Disturbing the mouthers: 4x Umluppuks 

Failing the riddle: 2x Umluppuks – add 30 hp 

                              1x Iron Golem 

If the iron golem is caught alone (because they killed the mouthers first), increase the number of 

attacks it has three in one turn and give him 50 extra hp. 

 

 



The Pit of Riches 

This room is dilapidated, and with only a slight, prismatic glow from a chasm in the center of it. 

It’s a long way to jump across (DC 30), but one might be tempted to crawl down into it instead. 

The chasm has a fog suspended in it, about 20 feet down, that is condensed magical energy. The 

walls of either side have jewels and rare metals in them, waiting to be plucked out. Unfortunately 

for the adventurers, they start on the opposite side of what has something left to take. This side 

has been picked clean from less athletic adventurers. Those who fall down the pit trying to jump 

across or climb to their fortune end up getting separated from the party. Rolle from the High 

Weirdness table in 13 True Ways for each player that falls through the fog. Then see The 

Crematorium. 

For players looking for an easier way across, a DC2 25 feeling out the room check will reveal 

that there’s a small symbol carve on a stone above the chasm. It’s about the size of a large man’s 

open hand, but the shadows that the magical glow cast make it easy to tell that it’s a carving of a 

sun. A clever player will be able to figure out that casting a light spell in this room will create a 

rainbow force bridge across the chasm. Once on the other side, the players can have some loot 

without taking too much risk. It’s mostly beautifully cut gem stones embedded in the rock, 

though there are also coins and rings with lumps of gold, platinum and mithril. Enough mithril 

can be mined to make one thing (sword, breastplate, helmet, etc.), making it far more valuable 

than the raw material. Either that, or there’s enough mithril for 6 pieces of non-magical jewelry.  

On the other side of the room, there are two doors. The left door is a mimic that attacks the 

opener for 3d10+3 damage before disappearing. Using the real door leads to the Maze Entrance. 

 

The Crematorium 

Carelessness hurts, the player(s) fall and take 5d8 damage at the bottom. They land on a stone 

floor covered in soot. A lava stream runs down the center of the room with large bits of rock 

stuck in the flow. There’s a thirty-foot drop tat the end of the stream into a fill-on river of lava. 

It’s extremely hot in here and there’s noxious fumes, the PC’s don’t have much time. They either 

suffocate or take a trip down into the lava on a rock. Players hitching a ride will be subject to 

three DC 23 Con checks. Each failed check means a cumulative -1 to all skill checks until they 

have an extended rest. 

At the end of the flume, they can jump off the moving rocks onto a floor like the one they first 

landed on. The ash is not as thick, as the air is rising to where they came from. It becomes visible 

that the floor is made of obsidian down here. There’s a door shaped like a skull on this platform. 

On the other side is a torture chamber with ovens in the walls. There’s a small number of devils 

hanging out in here, biding their time by torturing souls for the last five hundred years, hoping to 

eventually resume work on the surface.  Their subjects are half orcs and elves, the room stinks of 

their charred flesh, the air filled with their screams.  

 



Encounter: 

This could be tricky because we won’t know how many players there will be. Use your brain.  

Whole party: 3x Bone Devil 

3+ players: 1x Bone Devil 

                   3x Bearded Devil 

Less: 2x Bearded Devil 

 

After all is said and done, there’s a roughhewn stair that leads up to the Nightmare Chamber. 

 

 

Maze Entrance 

The room is made of a dark, forest green stone and is small; 15 feet wide, 25 feet deep. It’s 

humid and warm in here, the ceiling makes it almost claustrophobic as it’s only 7 feet. /On that 

ceiling is an intricate carving of a scene. Two men, entangled in battle, one clearly losing. The 

prevailing person appears to be using some sort of magic on their subject, it looks like either first 

or frost, the lack of paint makes it guesswork. The loser, is in leather armor and has a sword and 

shield. His face is twisted in pain, the sword barely in his hands. The figure is engulfed in the 

wizard’s spell, with only parts of his body showing through the chaos.  

On the other side of the room is a doorway to a bottleneck, it leads to The Maze. The corridor is 

30 feet deep, but is so narrow that they can only walk single file.  

 

Nightmare Chamber 

It’s a long stone corridor, a hall that would seemingly be in a lavish castle. Lisbeth and Zan will 

recognize that it’s like a corridor that would be in the Council House of Ald Sotha. There’s a red 

carpet that runs the length of the hallway. On their left, a row of windows that peer out into a 

black and purple void that shimmers and writhes. Lit by candlelight, the room feels eerie and is 

seemingly longer than it should be. As the players progress, the door on the opposite end doesn’t 

get any closer. A voice slips into their minds and whispers to them collectively, “Relive the 

horror of your pitiful existence” The hallway seems to corkscrew, if they start to run to the door. 

Instantly, the characters are forced to relive a tragedy from their past. Have them describe it. 

There will be a round of CON checks (DC22) to shake Ossen out of their brains. Each time a 

check is failed, the character loses a recovery. When they all succeed is when they can walk 

through the door. This dumps them into The Void.  

 



The Maze 

This is a subterranean labyrinth where you can walk side by side comfortably, but if things get 

dangerous, one man could easily block the way. Many of the corridors are very long, and 

something’s echoing in the darkness; the patter of footsteps, a whisper, or sometimes a distant 

gurgle or animalistic grunt. Have the characters make skill checks towards figuring out the maze. 

Set the checks at DC25, and every failed check makes a various trap go off. Between the two of 

them, there needs to be four successful checks total.  

Maze Trap +13 vs. AC – 3d10+4 damage 

The maze abruptly ends, revealing that past the threshold is a void. After they look at it confused 

for a moment, the maze starts to fall apart. They can’t escape, but play up the panic. No dice 

rolls, only narrative. They end up being dumped into The Void. 

 

 

The Void 

They players converge, falling through this void. It’s basically the dead space where the pocket 

universe part of the dungeon is being taken over by Ossen; he’s shutting it down. They can hear 

voices, distant cries, and various mumblings whilst falling. Ossen addresses Crysx and Lisbeth 

telepathically, trying to squeeze information about their plan from them. Eventually, the pocket 

universe is shut down and the characters plop into the Outer Sanctum without taking damage.  

 

Outer Sanctum 

The room is plain, though with titanic double doors on the other side of it. There are skeletons of 

dwarves strewn about, still armored with their weapons by their sides. It’s apparent that the room 

is heavily trapped on the way to the door. Two rounds of skill checks (DC 25) are needed from 

each player to get across the room. The doors themselves are made of heavily corroded iron. Just 

barely visible, it depicts a battle of epic proportion, the dwarven army’s bearskin clad leader 

leading the charge. If the players look closely, the Iron Bear has two sockets in its eyes. There 

are gems hiding in the room and it takes two individual DC 20 search checks to find. Sadly, they 

have to navigate the room again and risk setting off more traps. When the gems are inserted into 

the eye sockets, the doors just barely crack open and the smell of death greets their noses. The 

Iron hinges scream in protest as they open the door… 

 

Traps: 

Saw blades and poison darts +12vs AC – 10 damage 

 

 



Inner Sanctum 

The room has a vast covering of vegetation on the floor, walls and ceiling. Its leaves make it 

appear like a deep crimson ivy, but there’s a sticky substance on the leaves. Three large gray 

flowers are in various spots along the cramped corridor that exhibit a movement similar to 

breathing. The characters can move unhindered through the leaves, the gray flowers not reacting 

unless there’s a blatant attack. Muffled from the leaves, the PCs can hear two voices around the 

left corner; it sounds like an argument.  

Ossen is here… sort of. He’s managed to project a spectral version of himself across the physical 

world. His main form is still in Ald Sotha, but he’s here to stir up some trouble. Shakaask had 

teleported into the room when Ossen started to seize control of the trial. Shakaask apologizes and 

pleads with Ossen. The characters can hear the conversation, perhaps even see them depending 

on how quickly they move. If they decided to listen, it becomes apparent that Shakaask was 

tasked with watching over these plants and studying them. He’s very displeased that the naga had 

failed in keeping them away from the outside, even more so that our beloved heroes got in here. 

After more blubbering from the naga, Ossen calmly raises a finger and says, “You had your 

chance and you could not do what I asked.” Upon clenching his fist, the naga screams in pain as 

it’s reduced to a pile of ashes. Ossen turns to face the characters with his piercing gaze. With an 

open hand, some seeds from the flowers float past the PCs into the awaiting palm. His mouth 

does not move, but they can hear him.  

 

“Too long have you hindered me, believing yourselves earth movers does not make you so. You 

bask now in the presence of your undoing. It should grant some comfort to know that I’ve found 

the chamber where the Shroud of Ahzidahl resides. When it’s in my possession, Blaine will pay 

for his disloyalty and the deck will be mine. It’s only a matter of time before you all fall. This will 

be short.” Initiative. 

The corridor with the plants is difficult terrain, and whilst inside it, they are always engaged with 

the flowers. It takes two move actions to go one range of moment (far away to nearby would take 

two move actions). Players can choose to do it in one movement but suffer a 1d3 opportunity 

attacks. 

 

Encounter: 

Lich flower x3 

Lich Count (as Ossen, with Escalator ability) x1: Crysx is not immune to Ossen’s fear aura (use 

Look Upon Your Doom for HP threshold) 

Lich hounts x3 (at escalation 2 if needed) 

 



When Ossen is hit, it becomes apparent that it’s not actually him as his form distorts briefly. 

After being defeated, his form is swept away with a breze. The plants will fight on if he’s killed 

before them, withering when destroyed. Seeds can be extracted for study.  

 

 

Resolution 

When they exit the inner sanctum, there’s a group of 40 dwarves waiting outside the door 

looking sheepish. It’s apparent that they were under a mind control spell by the naga, as they all 

shout, “The Lightbringers Come!” in dwarving, bowing to Crysx and Lisbeth. If the PCs ask, 

they will agree to fight during the future assault to reclaim Ald Sotha.  


