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Cult of the Green Skull

Introduction
party a payment of 100 gp/party member for the
safe return of the children (or their remains), as
well as another 400 gp for proof of the cult’s
demise (the GM may determine what the mayor
demands as proof, but examples may be the
head of the evil cleric or simply the holy symbol
used by the evil cleric). The mayor, however,
stresses that the return of the children should be
the party’s first and absolute priority.

Introduction
Rumors that a cult has been operating in the
region have been around for a number of years,
but few took the rumors seriously. However, with
two children very recently having gone missing
and mysterious unholy symbols bearing the
image of a green skull appearing all over the
village, the locals no longer believe the cult to be
a mere rumor.
Calling on the players (method determined by
GM), the mayor of the local village hires the party
to seek out and destroy the cult, offering the

If you might be a player in this adventure, stop reading now! Beyond this point lies information meant
only for the Game Master's eyes!
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Details

2. SKULL HALL:

The cult worships a lesser demon of undeath and is
headed by a Human Cleric and Elf Magic-User.
They have ensorcelled a local tribe of goblins and
found an ally in a local hunter-turned-werewolf. The
reasons behind the alliance is left to the GM to
decide.

This hall has carvings of skulls and bones in the wall.
Close examination reveals that the skulls are poorlymade and are in fact a recent addition, having only
been made in recent weeks by bored goblins.

After several hours searching, the party will locate
the entrance to the cult’s hideout. It isn't difficult to
find due to the goblins not being too smart and
having lit a campfire just outside it with slightly
dampened wood, which causes a wispy pillar of
smoke to rise to the clouds. Located several miles to
the north of the village, the hideout is a former
bandit warren carved into a hill and surrounded by
copses of trees that provide adequate cover from
all but the most prying of eyes.

This area is patrolled by a young man who has
recently been transformed into a werewolf. If
encountered during daylight hours, he will attempt
to convince the party that he is a captive who just
escaped from a room down the hall and offers
them a few gems he has back at his home for his
safe return (a lie as he has no such gems). If
encountered at night, he is transformed into his
beastly form and attacks on sight. The werewolf
carries no weapons or wears any armor but does
carry 3d6 gp on his person.

3. WEREWOLF HALL:

Dungeon Level 1

1 Werewolf: AC 15, HD 4, #At 1 bite, Dam 2d4, Mv
60' Human Form 40', Sv F4, Ml 8, XP 280

ENTRANCE:

HP 14 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐

Outside the hideout proper, five goblins sit around a
smoky fire. These goblins are engrossed with
watching a small bird they are cooking; if the party
wishes to, an ambush on the goblins would be easy
as the goblins are unaware of all but the loudest
noises at the moment. Each goblin is equipped with
a dagger, wears poorly-made leather armor, and
carries 1d6 sp in a small leather pouch.

4. BARRACKS ROOM:
Housing the majority of the goblins, this room reeks
of filth and has stains on the walls and floor. A
number of bunks can be found along the northern,
western, and southern walls as well as a table in the
middle of the room. At any given time there are ten
goblins and a bugbear present being loud and
rowdy. Each goblin fights with a dagger and wears
poorly made leather armor. The bugbear fights with
a scimitar and wears leather armor and uses a
shield. All of the occupants carry 1d6 sp.

5 Goblins: AC 14, HD 1-1, #At 1 weapon, Dam 1d6
or by weapon, Mv 20', Sv F1, Ml 7, XP 10 ea.
HP

3
2
3
4
4

☐☐☐
☐☐
☐☐☐
☐☐☐☐
☐☐☐☐

1. COVERED ENTRY:
This area is roofed in branches and grasses. During
daytime hours, one goblin can be located here on
lookout. After dark two goblins stand watch. In any
circumstance the goblin(s) in question fights with a
spear and wears leathers. Each goblin carries 1d6
sp in a small leather pouch.
2 Goblins: AC 14, HD 1-1, #At 1 weapon, Dam 1d6
or by weapon, Mv 20', Sv F1, Ml 7, XP 10 ea.
HP

3 ☐☐☐
2 ☐☐
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10 Goblins: AC 14, HD 1-1, #At 1 weapon, Dam 1d6
or by weapon, Mv 20', Sv F1, Ml 7, XP 10 ea.
HP

4
3
5
6
7
1
3
1
5
2

☐☐☐☐
☐☐☐
☐☐☐☐☐
☐☐☐☐☐ ☐
☐☐☐☐☐ ☐☐
☐
☐☐☐
☐
☐☐☐☐☐
☐☐

1 Bugbear: AC 15, HD 3+1, #At 1 weapon, Dam
1d8+1 or by weapon, Mv 30', Sv F2, Ml 9, XP 145
HP 12 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐
5. UNHOLY OOZE:
This room is a ghastly sight of bones, decaying flesh
and more. Within is a necrotic ooze, a failed
experiment by the Magic-User, as well as the MagicUser's three former apprentices (now made into
skeletons). Inside the room is a more complete lab
than the one found in the leader’s room and has a
large amount of equipment. If successfully removed
and a buyer can be procured, the lab in total can
sell for 1,000 gp. If sold piecemeal it sells for a total
of 600 gp.
1 Necrotic Ooze: AC 12, HD 3*, #At 1 pseudopod,
Dam 2d8, Mv 1', Sv F3, Ml 12, XP 175
HP 10 ☐☐☐☐☐ ☐☐☐☐☐
3 Skeletons: AC 13, HD 1, #At 1, Dam 1d6 or by
weapon, Mv 40', Sv F1, Ml 12, XP 25 ea.
HP

4 ☐☐☐☐
7 ☐☐☐☐☐ ☐☐
5 ☐☐☐☐☐

6. STOREROOM:
Filled with a number of barrels and crates, this room
stores dried meats and vegetables for the goblins.
The crates along the south wall also help hide a
hidden door to the leader’s room.
7. LEADER'S ROOM:
This room contains two cots and a small lab along
the eastern wall. Two small chests can be found
under the beds. One chest contains a Potion of
Healing, the other a Dagger +1. Each chest also
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contains 10 pp and 75 gp. Both are trapped with
poison darts (save vs. Poison or die). The Magic-User
can be found here at almost all-hours of the day.
Evil Elf: Elf Magic-User 3, AC 11, #At 1 or spell, Dam
1d4, Mv 40’, MI 9, XP 145
INT 15 (+1), CHA 9
Spells: read magic, protection from good, sleep,
invisibility
HP 10 ☐☐☐☐☐ ☐☐☐☐☐
8. SECRET TREASURY:
None but the Cleric and Magic-User are allowed in
here. Having secretly been raiding the nearby roads
for several months now, the cult has increased the
wealth that was already present from the bandits
that once lived here. There are four locked chests
here. The first chest (poison dart trap; save vs. Poison
or die) contains a Chainmail +1, 250 gp, 110 ep, 375
sp and 125 cp. The second chest contains 200 sp
and two small gems worth 30 gp each. The third
chest (poison dart trap; save vs. Poison or die)
appears empty but has a false bottom to reveal two
Potions of Healing, one Potion of ESP, and 20 ep. The
fourth chest contains 800 cp.
9. ROOM OF CHAINS:
Chained up in the southeastern corner are the
children. They are bruised and have several gashes
on their arms and legs but are still quite alive.
However, the room is currently occupied by a
hobgoblin and eight goblins. Each goblin fights with
dagger and wears poorly made leather armor and
hold 1d6 sp. The hobgoblin fights with a great axe
+1 and wears a simple coronet of silver with a large
ruby in its center, worth a total of 200 gp.
1 Hobgoblin: AC 14, HD 1, #At 1 weapon, Dam 1d8
or by weapon, Mv 30', Sv F1, Ml 8, XP 25
HP

7 ☐☐☐☐☐ ☐☐
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8 Goblins: AC 14, HD 1-1, #At 1 weapon, Dam 1d6
or by weapon, Mv 20', Sv F1, Ml 7, XP 10 ea.
HP

6
5
5
7
5
4
2
6

13. TRAP ROOM:
This room is empty. Anyone who steps into it will
trigger a pit trap (save vs. Death Ray or fall 30 feet
and take 3d6 damage).

☐☐☐☐☐ ☐
☐☐☐☐☐
☐☐☐☐☐
☐☐☐☐☐ ☐☐
☐☐☐☐☐
☐☐☐☐
☐☐
☐☐☐☐☐ ☐

14. SANCTUM OF EVIL:
Filled with incense smoke and decorated with
banners and unholy symbols, this room is where the
Cleric leader of the cult resides. He is always
accompanied by a zombie and two skeletons. The
cleric wears a golden unholy symbol (worth 100 gp
to a goodly-aligned church for disposal), has two
Potions of Healing on his person, and fights with a
Mace +1 while wearing chainmail. He also has a
coin purse containing 4d6 gp. If all of the incense is
gathered from the room it will sell for 50 gp.

10. REFUSE HALL:
An area where the goblins and others have been
dumping their refuse. The Cleric and Magic-User
permit it since it keeps most people away from the
hidden door in the south that leads to the secret
treasury. The door along the eastern wall is trapped
(portcullis; save vs. Death Ray, 3d6 damage).

Evil Cleric: Human Cleric 4, AC 15, #AT 1 or spell,
Dam 1d8+1, Mv 40’, MI 9, XP 280

11. ACOLYTE ROOM:

WIS 15 (+1), CHA 12

This room has a number of bunks along the western
wall and has a number of acolytes who have been
drawn into the cult. These acolytes are fairly weakwilled however, and may well flee rather than fight.
Each acolyte has a dagger and wears no armor.
There is a false stone that hides a hidden niche
beneath one of the bunks and holds a pouch
containing a small diamond worth 300 gp, a Ring of
Protection +1, and 35 gp.

Spells: hold person, detect good, darkness
HP

16 ☐☐☐☐☐ ☐☐☐☐☐ ☐☐☐☐☐ ☐

2 Skeletons: AC 13, HD 1, #At 1, Dam 1d6 or by
weapon, Mv 40', Sv F1, Ml 12, XP 25 ea.
HP

3 Acolytes: Human Magic-User 1, AC 12, #At 1, Dam
1d4, Mv 40', Ml 9, XP 25 ea.

4 ☐☐☐☐
6 ☐☐☐☐☐ ☐

INT15 (+1), CHA 5 (-2)

1 Zombie: AC 12, HD 2, #At 1, Dam 1d8 or by
weapon, Mv 20', Sv F2, Ml 12, XP 75

Spells: read magic, magic missile

HP 10 ☐☐☐☐☐ ☐☐☐☐☐

HP

4 ☐☐☐☐
4 ☐☐☐☐
2 ☐☐

15. HIDDEN ESCAPE ROOM:
If the Cleric attempts to escape (he never
surrenders), he runs through one of the banners to
reveal a hidden escape route. The route is filled with
cobwebs and dust but holds no dangers or treasure.

12. PILLAR HALL:
A large central pillar dominates this area and has
vile and wicked poetry carved into it on all four
sides. The eastern door is trapped (arrow trap; +1
attack, 1d6+1 damage). The western door is also
trapped (portcullis; save vs. Death Ray, 3d6
damage).
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Designation of Open Game Content: The entire text of Cult of the Green Skull
(except the Open Game License, as explained below) is Open Game Content,
released under the Open Game License, Version 1.0a (reproduced below) as
described in Section 1(d) of the License. Artwork incorporated in this document is
not Open Game Content, and remains the property of the copyright holder.
Designation of Product Identity: Product identity is not Open Game Content. The
following is designated as product identity pursuant to OGL v1.0a(1)(e) and (7): (A)
product and product line names, including Basic Fantasy Role-Playing Game; (B)
all artwork, logos, symbols, graphic designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual
representations, including the “eye" logo, which is the personal trademark of Chris
Gonnerman for his various products; (C) logos and trademarks, including any
trademark or registered trademark clearly identified as product identity by the owner
of the product identity, and which specifically excludes the open game content.
More information on the Open Game License can be found at:
http://www.wizards.com/d20
The terms of the Open Game License Version 1.0a are as follows:
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.

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.
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 1.0 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.
Castles & Crusades: Players Handbook, Copyright 2004, Troll Lord Games;
Authors Davis Chenault and Mac Golden.
Castles & Crusades: Monsters Product Support, Copyright 2005, Troll Lord Games.
Basic Fantasy Role-Playing Game Copyright © 2006-2016 Chris Gonnerman.
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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.
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