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INTRODUCTION  
he life of the dead is placed in the memory of the living. 
The love you gave in life keeps people alive beyond their 
time. – Cicero  

THE STORY IN BRIEF 
The party’s hometown is suffering from a deadly disease, one 

which does not respond to magical healing. The town elders sent 
them to the city of Eibingen to seek out Doctor Agnodice Li. Dr. 
Li is a famed healer and the founder of the world’s first medical 
university. She is also a vocal opponent of religions and believes 
scientific medicine is the way to “put the power of life into the 
hands of the people” which has led to a group of religious 
zealots protesting outside of her university. 

When approached for assistance, Dr. Li is sympathetic, but 
tells the party that she cannot go with them until she finishes 
her current project. However, she thinks the party can help her 
do so. She requires the bodies of an orc, an elf and a dwarf for an 
experiment. She can’t get them by her normal means, so the 
party will have to do whatever is necessary to get them. 

Each group has specific funeral practices that make this 
difficult. The heart of the orc chieftainess will be eaten by her 
successor during the funeral. Elven bodies are watched over their 
families after death in a garden-cemetery. Dwarven bodies are 
stored in vault-like catacombs which are hard to penetrate. 
Along with those problems, grave robbing is a crime, and the city 
watch will be on the lookout for perpetrators. 

After recovering the bodies, the truth is revealed. Dr. Li has 
not simply been undertaking an experiment. She has been using 
them in order to build a Flesh Golem, Aceso. This is not simply a 
study in the nature of life and death but will result in a tireless 
servant who can aid Dr. Li in her work without fear of disease. 
The religious zealots receive a vision as she finished this work 
and make a last-ditch attempt to stop her, possibly killing Dr. Li 
in the process.  

THEMES AND PLAY STYLE 
The recovery of each body leads to a different style of play. 

None are set out explicitly as needing to be resolved in one way 
or another.  Instead, several paths to success are available in 
each case, such as a combat focused smash and grab, a social 
adventure focused on negotiation or deception or an intrigue-
oriented heist focused on stealthy infiltration.  

In any case, the moral quandary is challenging. Grave robbing 
is a widespread taboo and illegal in the campaign world, but in 
this case, it is for the greater good. Moreover, Dr. Li is meant not 
to be the most sympathetic character, but she is necessary to the 
party in this moment. The tension this might create is part of the 
interest of the adventure and party should be encouraged to 
discuss it, though obviously not to the point that it wastes time 
or becomes tiresome. Creative solutions and even changing sides 
should be encouraged in game. 

ADDITIONAL RESOURCES 
This adventure should stand on its own along with the 

Dungeons and Dragons fifth edition SRD or Core Rulebooks. 
Some of the stat blocks reference spells from Xanathar’s Guide 
to Everything, but these can be replaced as needed.  

Supplemental rules from Jimmy Merritt’s Here’s to Crime and 
Jason Bakos and Themis Paraskevas’s Malady Codex may add to 
the adventure. If The Malady Codex is used, replace the Green 
Flux with Druid’s Curse. The heist rules allow a particular play 
style hard to capture in the core rules and some groups may 

enjoy the mechanics of the Druid’s Curse affecting part of their 
group as the adventure progresses. That said, these are 
suggestions for those groups who would like this style of play 
and the adventure will be fully functional without them. 

The format of this adventure is based on Laura Hirsbrunner’s 
Simple 5e Microsoft Word Template which is used here under 
creative commons license.  
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EIBINGEN UNIVERSITY 
he power to heal belongs not to the gods, but to all 

people. This is my founding principle. That is why they 

hate me. —Dr. Agnodice Li  

BACKGROUND 
The party arrives in the city of Eibingen after several days of 

traveling from the village they have been using as a base. Their 
village has been ravaged by the Green Flux, a mysterious disease 
that resists healing magic.  

They have come to Eibingen seeking the help of Doctor 
Agnodice Li. Dr. Li is a healer, famous for her rejection of divine 
magic and focus on a scientific study of medicine.  

THE CITY OF EIBINGEN 
Eibingen is a mid-sized, walled city on the edge of the central 

plains. It is a city of red stone towers and narrow, winding 
streets. The city has long been known as a center of trade and 
learning where civilizations and cultures meet. In recent years, it 
has also become home to the world’s first medical university, 
founded by Doctor Agnodice Li.  

THE UNIVERSITY GATE 
The entrance to the university is off a main street near the city 

center. There is a high, 10’ wide archway decorated with carvings 
showing a man and woman going from birth through their lives 
to death. Heavy wooden doors bar the way. 

A small group of zealots stands outside the gate most of the 
time. They are worshippers, primarily of the Grey Mistress (A 
lawful neutral goddess of life and death), who gather here to 
protest the “unnatural work” of Dr. Li. They don’t have a full 
understanding of everything she does, but they know she has 
been accused of “defiling” corpses in the past and they believe 
that healing, life and death, is the domain of the gods and 
therefore the doctor is a heretic. Dr. Li’s public atheism and 
frequent clashes with Eibingen’s clergy only strengthen that 
opinion.  

Individuals come and go, but the core group includes: Cabor 
Creed, a deep red male tiefling cleric in black priest’s robes, 
carrying a pair of sickles; Shautha Duskmantle, a tall female 
half-orc paladin, dressed in black scale armor decorated to look 
like feathers and carrying a scythe; and Kheris, a male elven 
warlock who wears a deep hood and has a large raven on his 
shoulder. 

Shautha the muscle of the group, she will not interact much 
without being approached first, but will readily react to any 
hostility. Kheris is usually silent, spending his time casting 
bones and communing with the Grey Mistress. His visions 
brought the group together and guide their work. 

As the group approaches, or any time they enter or leave the 
university, however, it is Cabor who comes up to them. He is 
charismatic, with a showman’s charm. He preaches to anyone 
going in that while Dr. Li may heal their bodies, she will poison 
their souls. He will preach about the Grey Mistress’s mercy and 
love and that life and death are the domains of the gods, not of 
that woman. He will try to convince people that he and Shautha 
can provide greater healing through prayer than Dr. Li’s 
heretical teachings could ever manage. 

2 private guards are stationed inside of the gate. They will 
open the door if anyone knocks. They don’t confront the 

protestors but will try to break up any fights that happen. If the 
party tells their story, a guard will lead them to see Dr. Li in her 
quarters at night or in the surgical theatre during teaching 
hours. On the way in, the guard comments that the doctor has 
been very busy recently and might not be able to help. 

THE CORTILE 
Inside of the main gate is a square courtyard, 2 stories high. 

The outer walls of the lower courtyard are a covered walkway 
with pillars supporting the walkway on the upper floor. Under 
this walkway are a series of small rooms, some belonging to 
students, others to patients being treated by Dr. Li and her 
disciples. A large stairway heads to the upper floor, opposite the 
gate. Beside the stair is a larger set of double doors which lead to 
the dining hall. Behind the dining hall is a kitchen which has a 
back entrance leading onto an alleyway. 

The middle of the courtyard is grassy, with tables and chairs 
for convalescing patients or students having a break. At the 
center of this is a garden. A DC13 Medicine or Nature check 
reveals that all the plants in the garden have healing properties, 
such as willow, chamomile and aloe.  

THE UPPER LEVEL 
The stairway includes murals of various healers from history 

and myth and creatures or plants known for healing powers. It 
rises to an open, arched walkway that connects the rooms on the 
upper level. These include some small lecture or meeting rooms 
and an extensive library on medicine and natural philosophy. 

THE SURGICAL THEATRE 
The largest room in the university is the surgical theatre. The 

walls of this room are wood, with pillars along the outer walls 
carved into humanoid bodies in different states of dissection, 
ranging from intact to flayed muscles to skeletons. The center of 
the room is a deep well, with a lectern, a large stone operating 
table and several smaller tables filled with books or surgical 
implements. It is surrounded on 3 sides with tiers of seating for 
students. 

If class is in session, Dr. Li stands in the center of the room, 
likely with a senior student assisting her. A couple dozen 
students occupy the seats around the room. Topics for her 
lectures may include: 
• The recent discovery that the heart functions as a pump, 

carrying blood around the body, and a discussion of the 
energy in blood, as shown by its use in spellcasting and 
nourishment for creatures such as vampires. 

• The strange interactions between living beings and 
electricity. How the muscles of the body contract when 
exposed to electrical energy and how it can be used to treat 
certain nervous and muscular conditions. 

• Common means of spreading disease such as miasmas, 
corrupted food and drink and contact with diseased 
creatures, including notes on common magical diseases, 
such as mummy rot. 

Otherwise, the room will be empty. At the back of the hall are a 
pair of doors that lead to Dr. Li’s private study.  

DR. LI’S QUARTERS 
Dr. Li’s quarters consist of 4 rooms. All of them are well 

appointed, showing that not only was the doctor born an 
aristocrat, but she has prospered in her chosen profession. 

Off the upper corridor of the university is her office and 
receiving room. This is a small room with a desk surrounded by 

T 



4 

bookshelves and records where she conducts business and meets 
most of her visitors.  

Behind the office is Dr. Li’s private study. This is a larger 
room, with another set of bookshelves and a number of charts 
done by Dr. Li herself, depicting humanoid anatomies. It has a 
large fireplace and a table flanked by a couch and pair of 
comfortable armchairs. Along one wall is a painting showing the 
elder god Ao beginning the Time of Troubles when gods were 
forced into mortal form and chaos reigned in the world. She sees 
this as a sign of divine caprice from Ao and the fallibility of the 
other gods. Behind this is a hidden door (DC17 Perception check 
to locate) which leads to Dr. Li’s secret laboratory. A chemical 
smell can be detected from the lab, but Dr. Li endeavors to cover 
it with a mix of flowers and incense. 

Dr. Li’s bedroom is off the study, with her bed, a large closet 
and a private privy. 

THE SECRET LAB 
This hidden room is spare, with tiled walls and floors. A pair of 

operating tables flank the room. One contains Aceso, Dr. Li’s 
“project” a half complete Flesh Golem. Dr. Li has been spending 
most of her time over the past few months working on Aceso. 
The other table contains the remnants of the corpse most 
recently dissected to build the creature. Several dismembered 
corpses surround the room as well, kept on large blocks of ice to 
prevent decay. Alchemical equipment bubbles on a third table in 
the room, giving off a ghastly smell of acid and formaldehyde. 

If Dr. Li knows people will be in the room, she takes pains to 
cover Aceso and the most gruesome of her work, but a DC17 
Arcana or Medicine Check will still give a sense of what she is 
working on in the room. A Manual of Flesh Golems is visible in 
the room and is a magical object but can only be definitively 
identified with a spell. 

A hatch descends from the back of the room into the alleyway 
behind the university.  

DR. AGNODICE LI 
Dr. Li is a woman in her mid 40’s with aristocratic features, 

long black hair with a silver streak and deep green eyes. She 
tends to wear long dresses under heavy leather aprons and 
rubber gloves. She speaks briskly and with a foreign accent. She 
looks tired and has been busy and distracted recently, something 
her students and colleagues have noted. They don’t know why, 
though. 

When asked for assistance, Dr. Li will inquire about the 
symptoms of the disease. Here, let the players improvise 
specifics. As a default, the disease is “The Green Flux” which 
begins with flu like symptoms, but eventually descends into the 
victim’s digestive tract, turning their bodies green toward the 
end. Notably, however, the disease seems to be impossible to 
treat magically. All of this catches Dr. Li’s attention instantly, 
and she makes an offer: 

Assuming the party agrees, she brings them into her private 
study and explains that she is working on a comparative study of 

humanoid anatomy. The current phase requires 3 humanoid 
bodies: a female elf, dwarf and orc. She needs them as fresh and 
intact as possible and at more or less the same time. She 
ordinarily relies on donations, but having such specific needs 
from relatively rare races, her normal channels have fallen 
through. Right now, however, she has her window of 
opportunity and cannot pass it up. 

A notable woman from each group has passed away recently: 
Kansif Krilleg, chieftainess of the Bloodthunder orc tribe; Ilde 
Dankill, matriarch of a dwarven trading clan; and Sariel 
Holimon, elven advisor to the city council. Unfortunately, none 
of their families have been amenable to donating the bodies. If 
the party can convince them to give the bodies over willingly, all 
the better. Otherwise, grave robbing is illegal, but something Dr. 
Li has turned a blind eye to in the past. Each race has distinctive 
funeral rites which will make the mission more complex: 
• Orcs have public funerals, which gather all the warriors of 

the tribe. They fight to honor the dead. The winner is 
considered their heir and, at the end of the ritual eats the 
heart of the dead. 

• Dwarves spend their lives gathering gold and treasures in a 
deep stone vault beneath the temple of All-Father. When the 
dwarf dies, the treasure is carried out and distributed to 
their heirs, and their body is put in its place as a treasure in 
the fortified vault. 

• Elves place the bodies of their dead in an open-air garden 
under a crystal casket. The seed of a tree is placed on their 
body and mourners meditate over them until the tree 
sprouts.  

She is unconcerned with how the party gets the bodies, but 
they must not implicate her in any criminal activity. If she ends 
up in Eibingen’s dungeons, she will be of little help. Also, the 
party should not go simply killing civilians to get more bodies. 
Violent deaths or poisonings would ruin corpses for her purpose.  

The party will have met the zealots outside protesting, they 
are there all the time. The other religious leaders in the city, 
though less direct, are opposed to her as well, and will look for 
cause to disrupt her work. She has engaged in rather public feuds 
with a few of them. Here Dr. Li should probably enter into a 
discussion about the corruptions of the churches and the 
injustice of holding worshippers hostage with healing magic. 
She will be suspicious of any religious members of the party. 

While the party operates, they are welcome to stay at the 
university and come and go as they please. Her lab is equipped to 
accept “special deliveries” of this sort, and so the bodies can, 
discreetly, be brought down the back alley and hoisted up.  

THE TRUTH ABOUT THE “PROJECT” 
None of what Dr. Li has said is strictly a lie, but she has left out 

some key information. A DC14 Insight check reveals that she is 
not being forthcoming, and a DC14 Persuasion or Intimidation 
check would be needed to get her to open up, but even then, she 
may not be fully direct unless pressed further. Magic will not 
help, since she wears a Ring of Mind Shielding at all times. 

The Truth Dr. Li is attempting to create life artificially. A Flesh 
Golem, Aceso, is half complete in her secret laboratory. The process of 
building the creature is an intensive study in anatomy and the 
process of life. More than that, if successful, the creature will be an 
ideal assistant, strong, tireless and immune to the diseases her 
people must treat. 
 
  

She says to the party: 
Interesting case, very interesting. Yes, I think I will help 
you. However, before I can go running off, I must finish a 
project I am working on. Fortunately, your little group 
looks like the kind of people I need to assist me. 
I am presently working on medical study. To complete it, I 
require 3 specimens which have proven difficult to acquire. 
Perhaps we can make this a deal, the sooner you assist me, 
the sooner I can come to your village. 
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THE RESURRECTION MEN 
lways rusty! His fingers is always rusty!... Where does my 

father get all that iron rust from? He don’t get no iron 

rust here. -Charles Dickens 

ACQUIRING THE BODIES 
The party can go after the bodies in any order they wish. There 

are reasons to go after any one of them first or last.  
Each body can be gotten to in a few ways. An Investigation, 

History, Perception or Religion Check, aided by library research, 
asking around or staking out the location can reveal information 
about the layout of the locations, means of getting in and out, 
movements of guards or priests and so on. The information can 
come from the background sections of the respective bodies or 
other information as appropriate. Examples could include: 
• One of the crazier thieves at the guild thinks he could rob 

the dwarven catacombs through the sewers. 
• The Dankill Clan is famous for trade by riverboat. 
• Every object going in or out of the dwarf catacomb is logged. 
• The elven priests go to the main temple every day at sunset. 
• The Holimon family are major political players in the city. 
• The elves enchant their temples and bind celestials to them. 
• The villages near the Bloodthunder tribe often send them 

tributes to curry favor. 
• Orcs patrol the woods near their villages with pet wolves. 
• Anyone of orc blood is free to challenge for the title of chief, 

but most people expect their hunter to be the next in line. 

BRINGING THEM BACK 
Carrying a body openly through the streets would arouse 

suspicions. Various options exist for smuggling the corpses back 
to the university, ranging from bringing them through the 
sewers (There is a convenient sewer grate at the end of the alley 
behind the university) to covering them on a cart and carrying 
them away, to animating the body and disguising it as a patient.  

The exact means are up to the party but returning the body 
should be handled as a skill challenge. The difficulty depends on 
how well thought out the plan is, a reasonable plan would be a 
DC12, a more difficult one DC15, an improbable one DC18. In any 
case, the party must gain 4 successes.  
• After a first failure, they encounter a bystander: a worker or 

thief in the sewers, a curious child or merchant on the 
streets. The party will need to explain their presence.  

• After a second failure, the character making the check or 
carrying the body must make a DC13 Constitution Saving 
throw or gain a level of exhaustion. 

• After a third failure, the watch is called and the challenge 
ends. See “Getting caught”. 

GROWING SUSPICIONS 
Unless the party is extremely careful or successful, word will 

begin to spread about grave robbers in the city. The watch will 
pos Officers at graveyards and temples. An infiltration by stealth 
will need to pass them (Passive perception 13 or 18 if they are 
more on guard). Priests will be similarly on alert and any 
attempt to use social skills to infiltrate a temple will be at 
disadvantage. The zealots by the university will grow more 
suspicious as well, and will confront the party, saying that the 
Grey Mistress has told them who is responsible. 

GETTING CAUGHT 
If the party draws attention or fails at a skill challenge 

bringing a body back, a watch squad of 2 Officers, a Medic and a 
Captain is called or more if the party has already proven 
dangerous. The party can fight them or run.  

FIGHTING 
In a fight, the watch uses nonlethal force to stop and restrain 

the party but will not attack unless attacked first. If they manage 
to capture all the party members, they bring the party to the 
watch house. Fighting the watch will put the city on high alert. 

RUNNING 
If they run, use the chase mechanics (for the full mechanics 

see DMG252): The key is to track the distance between the two 
groups, assume the party begins with a 40’ head start. The watch 
and party are assumed to dash every turn if they do not make an 
attack or cast a spell. They may dash consecutively for 3+ 
Constitution modifier turns. After that, they must make a DC10 
Constitution Saving Throw or gain a level of exhaustion.  

The chase ends when the party successfully hides, the watch 
catches up or either group reaches 5 levels of exhaustion. At the 
start of their turn, each participant in the chase must roll a 1D12 
and potentially face the following complications:  

 ARRESTED BY THE WATCH 
If one or more party members get arrested, they are brought 

to the dungeons of Eibingen. They may attempt to escape or 
negotiate their way out using another skill challenge, requiring 3 
successes at a DC15.  
• After a first failure, they encounter a suspicious guard 

whom they will need to subdue or talk their way around.  
• After a second failure, they run into complications and will 

now not be able to escape with all their gear. They may 
reduce their total successes by one to undo this.  

• After a third failure, they are confronted by a group of 
guards. If captured, they are returned to their cells. 

If the party fails at this skill challenge or if they choose not to 
attempt it, Dr. Li calls in favors to get them out. The watch is 
now on alert and Agnodice is upset, but they can continue.  

A 

Roll: Complication: 

1 A passing cart blocks the path ahead. Make a DC15 Acrobatics 

check or treat it as 10’ of difficult terrain. 

2 A funeral procession crowds the street. Make a DC15 

Intimidation check to clear the way or Deception check to 

blend in. Otherwise, treat it as 10’ of difficult terrain. 

3 A bystander grabs you. Make a DC12 Athletics or Acrobatics 

check or be grappled. You may take an action to repeat this 

check, freeing yourself on a success. 

4 Men are carrying a mirror ahead, make a DC15 Acrobatics check 

or break it, take 2d4 slashing damage and lose 10’ of movement. 

5 A market ahead is a maze of stalls and carts. Make an opposed 

intelligence check with a member of the other group. The loser 

treats it as 20’ of rough terrain 

6 A cart passes you in the same direction. You may make a DC15 

Athletics check to grab it. On a success, gain 15’ of movement, 

on a failure, fall prone. 

7 An open door ahead leads to a courtyard. You may duck inside 

and bar the door, ending the chase for you. 

8-12 Nothing 
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KANSIF KRILLEG,  
ORC CHIEFTAINESS 

ut orcs and trolls spoke as they would, without love of 

words or things; and their language was actually more 

degraded and filthy than I have shown it. -JRR Tolkien  

BACKGROUND 
Dr. Li only knows about where the Bloodthunder Clan village 

is, but she knows it’s a 3-hour march to the east of Eibingen.  
From her research, she understands that the funeral will begin 

at sunset at culminates at midnight when the old chief’s heart is 
eaten by the new chief, so time is of the essence. She also knows 
that the funeral is a wild party of singing, drinking, fighting and 
other debauchery. It is not uncommon for nearby villages, both 
orc and non-orc, to send funeral gifts in order to curry favor 
with the new chief. 

The party has a range of options. They might try to sneak in, 
use deception to infiltrate the funeral or simply attack while the 
orcs are drunk. Any option has strengths and weaknesses.  

ARRIVING AT THE VILLAGE 
The party will need to make a DC13 Survival check to find the 

village in the forest, otherwise they will spend time lost in the 
forest and before meeting a sentry party of an Orc, an Orc Stalker 
and a Wolf. If captured, they will give the party the location of 
their village with little prompting.  

The time they spend lost will bring them closer to sunset and 
the start of the funeral. During the day, there will be orc pickets 
around the village. Each picket is an Orc with a Wolf companion. 
The Orc has a Passive perception of 10, the Wolf has a passive 
perception of 18. If they spot the party, they will alert the village. 
At night, all the pickets are involved in the funeral. 

Approaching openly is an option since the orcs are not 
automatically hostile. However, the party will need to convince 
the leaders to allow them in. 

THE ORC VILLAGE 
The village is a group of a dozen huts. The orcs are semi-

nomadic, so the huts are solid, but temporary. There are racks 
with drying pelts, gardens, fires and caches of weapons around 
the clearing. One hut has a still behind it.  

In the center is a sacred spring. Its water is seen as a gift and 
sign from the gods and is used in rituals. It is surrounded by 
ritual sculptures and skulls left as offerings 

After the death of Kansif, Hogar, the shaman of the tribe, is 
the village leader and will oversee the funeral, but most tribe 
members assume that Megged, the village hunter, will become 
the new chief of the tribe at the end of the funeral. Hogar is 
strange, almost feral in her ways, half a hermit within the 
village. Megged is proud and strong, boasting of his prowess in 
battle and mighty deeds the other orcs are scared of him.  

Megged’s hut is at the north end of the village with his pet 
Dire Wolf tied up outside. Hogar sleeps under a tree by the 
spring. There are 5 other Orcs and 3 Orc Stalkers in the village 
when the party arrives, along with non-combatants. 3 Wolves 
are tied up around the area as well.  

The body of Kansif is on a platform in the middle of the 
village, surrounded by a few kegs of ale, a butchered rothe and 
other food for the feast, some bottles of orc liquor and some 

weapons and jewelry left as funeral goods. A bonfire has been 
built up nearby, but not lit yet. 

THE FUNERAL 
At sunset, orcs sit near the body, drumming. Hogar begins the 

ritual by lighting the bonfire and washing Kansif’s body with 
water from the spring. She then leads the tribe in a chant. The 
rothe is put on the fire and the first kegs are opened. After this, 
the contenders for the chiefdom are called forward. PCs that 
have or can pretend to have orc heritage may compete if they 
wish.  

First, there is a drinking competition as Hogar tells the story 
of Kansif’s life, with each verse, the drinkers drink a toast. They 
make a constitution saving throw DC 8+2 per previous drink. 
There are 6 rounds. Contenders may stop at any time, but if they 
fail, they must stop and are poisoned for 1 hour. 

Second, there is fire jumping as songs are sung in praise of the 
gods. The orcs make acrobatic leaps over the bonfire. Each 
competitor in turn may choose a number and attempt an 
Acrobatics or Athletics check of at least DC12. If they fail, they 
take 1d10 fire damage. There are 3 rounds, and each round must 
use a higher DC than the previous one. 

Finally, there is a melee. Any contends who has not yet failed 
may compete. The winners have advantage on their first round 
of attacks. No magic is allowed, otherwise, it is a combat to death 
or surrender. 

At the end, the winner of the melee is brought before Kansif’s 
body and told to eat the heart as the tribe looks on. Not doing so 
would be breaking a taboo and would need to be explained.  

ESCAPING WITH THE BODY 
If the party can escape with Kansif’s body undetected, it is 

simply a matter of time before they return to Eibingen, where 
they will need to sneak the body in, as described in “Bringing 
Them Back” above.  

If the orcs see the party escaping, they will give chase. Handle 
this as the chase mechanic described in “Running” above, 
rolling a D10 on the following complication table instead of the 
one presented there. 

  

B 

Roll: Complication: 

1 You run through a swarm of biting insects which make an 

opportunity attack against you (+3 to attack, 4d4 piercing 

damage on a hit). 

2 You run into a hunter’s snare. Make a DC15 Dexterity saving 

throw or be restrained until you take an action to free yourself.  

3 Deer stampede across your path. Make a DC10 Dexterity Saving 

Throw or take 2d4 bludgeoning damage and fall prone. 

4 An unexpected drop catches you by surprise, make a DC13 

Acrobatics Check or fall 20’ down, taking 2d6 damage and 

landing prone. 

5 You find a small cave. You can make a stealth check to hide 

with advantage. 

6-10 Nothing 
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SARIEL HOLIMON,  
ELF COUNSELOR 

society grows great when the old plant trees under 

whose shade they will never sit. -Greek Proverb 

  

BACKGROUND 
The elves of Eibingen are a small minority. They are not 

oppressed but they recognize themselves as a community within 
a community, keeping to their own ways. As such, they bury 
their dead according to elven tradition, not local custom. The 
mortuary temple of the elves is beside the Temple of the 
Ancestors. Behind it is a fenced garden that the elves use as a 
cemetery. The garden is surrounded by a 7’ wooden fence, with 
the entrance through the mortuary. 

Dr. Li knows elf funeral rites include placing the body under a 
crystal casket that serves as a greenhouse. A seed is placed on the 
corpse’s chest, where it will take root over several weeks. 
Mourners meditate in communion with the spirit of the departed 
until the seed sprouts and the tree that grows serves as a 
memorial of this lifetime for the elf. Elves die rarely, so their 
funerals are seen as major events.  

Again, the party has several options. The elves would be the 
easiest to convince that giving up the body is for the greater 
good. It also is feasible to steal the body either by stealth or 
through a smash and grab theft. Either of these efforts could go 
through the sewers or over the garden walls. 

THE MORTUARY TEMPLE 
The main entrance to the elven cemetery is a set of steps 

rising to the doors of the mortuary temple. The temple is an 
octagonal wooden room with a bier and altar in its center. It is 
enchanted to feel like a glade in a primeval wood, with warm 
breezes and branches overhead. The funerals themselves are 
held here. A book is open for visitors to write their condolences 
to the family of the departed and the last few pages are 
memories and prayers in various languages for Sariel.  

At least one of the 3 Morticians is in the temple most of the 
time. They oversee funerals, but more importantly, they assist 
elves in accessing the memories of their ancestors and 
discovering past lives through meditation and prayer. They 
attend regular services and at least once a day, at sunset when 
they all leave the garden to pray at The Temple of the Ancestors. 

THE GARDEN 
Doors on the western and southern walls of the temple open 

onto a wooden walkway that surrounds the perimeter of the 
garden. The garden is dug down 5’ below the walkway to reach 
good, pure earth. Benches and statues are scattered for visitors 
to sit and meditate. 3 or 4 elves and 1 or 2 others are typically 
visiting, but the space is largely empty. 

The garden is split by a stream flowing from south to north. It 
runs from an underground aqueduct into a drain at the other 
end. The drain is below a small waterfall with meditative 
benches around it. This leads into the city sewer system and is 
covered by a grate requiring a DC17 Strength or Thieves Tools 
check to open.  

The whole area is enchanted to feel peaceful and calm the 
mind. Trees filled with many-colored blossoms mark the burial 

places in the garden and are decorated with garlands of flowers 
left as offerings. The most recent deaths, other than Sariel, were 
long enough ago that it is hard to make out the bones of the 
deceased among the roots. 

Above, a pair of Lantern Archons, minor celestial beings of 
pure light, drift in the air, looking like small stars come to earth. 
They are tasked by the elven gods to comfort the mourners and 
protect the cemetery.  

The body of Sariel is in the southwest of the cemetery, with its 
glass coffin. Sariel’s daughter, Silaqui, sits vigil over the body. 
She is young by elven standards, but a grown woman, she was 
her mother’s protégé and is expected to take over her role as the 
city’s de facto ambassador to the elven courts soon. Many 
dignitaries attended the funeral and others periodically come to 
pay their respects and to curry favor with Silaqui. 

MECHANICS 
The Lantern Archons primarily comfort mourners, but they 

are also on watch for danger. If they see something amiss, they 
are ready to intervene with angelic zeal. The Mortuary Priests 
are less aggressive, but steadfast in defending the dead.  

If violence should break out, the garden is also capable of 
defending itself through the blessings of the elven gods. Each 
turn of combat, on initiative count 20, it takes one of the 
following lair actions, any appropriate saving throw is against a 
DC of 13:  
• A swirl of flower petals fills a 10-foot cube; creatures in the 

area are affected by a hypnotic pattern spell until the next 
lair action. 

• Magical energies cause creatures to glow in a 20-foot cube, 
as the faerie fire spell for 1 minute. 

• Up to three creatures are calmed and healed. They recover 
1d4+2 hit points and any fear, charm or confusion effect on 
them ends instantly and their next attack roll is made at 
disadvantage. 

The garden can’t take the same lair action two turns in a row. 

ESCAPING WITH THE BODY 
If the party attempts to flee through the surface streets, the 

Lantern Archons will join a chase while the Priests go to 
summon the watch. The Archons will not willingly go 
underground, so the sewers would be safe from them.  

If she can identify the party, Silaqui Holimon will carry a 
grudge against them for stealing her mother’s body. If the party 
is subsequently captured, any attempt to negotiate their way out 
will be made at disadvantage unless she can be convinced to 
show clemency.  

A 
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ILDE DANKILL,  
DWARF MATRIARCH 

he dwarfs found out how to turn lead into gold by doing 

it the hard way.  The difference between that and the 

easy way is that the hard way works.  -Terry Pratchett  

BACKGROUND 
The dwarves have established their temple to the All Father in 

the center of Eibingen. As noted by Dr. Li, a part of this temple is 
a kind of ritualized bank. Dwarves store treasure in the catacomb 
over their lives and, upon their deaths, it is distributed to their 
heirs. The body, the jewel crafted by the All Father and the 
dwarf’s greatest treasure, is laid to rest in place of the gold.  

As such, the dwarven catacombs are difficult to break into, cut 
into stone and well-guarded, being both a bank and a tomb. 
Moreover, they are dwarf made and so are very secure.  

There are rumors among the craziest members of the thieves’ 
guild that it might be possible to dig into their lowest levels 
through the sewers. Alternatively, it would be possible to 
negotiate with the dwarves or simply break in, however, this 
would be a difficult route, given dwarven respect for their dead 
and broader martial predilections. 

THE DWARVEN CLANS 
The dwarven community of the city includes 4 wealthy clans 

of merchants and artisans. Through investigation, as described 
in “Acquiring the Bodies” above, it is possible to learn the 
following (or more) about them: 
Clan Dankill is a family of traders who have made their wealth 

through river shipping. Their family crest is a boat traveling 
down a river. The body the party is sent to acquire is their 
matriarch, Ilde. Her son Throrbin is now the leader.  

Clan Ungart is a deeply traditional clan, renowned for their 
smithery and proud of their noble roots. Their crest is an 
anvil with a crown set on top. 

Clan Gorunn-Balderk recently rose to prominence through 
gemstone mining near the city, they. Their crest is a crystal 
at the bottom of a black and white maze. 

Clan Ironfist is a banking clan. They are the oldest clan in 
Eibingen and have become part of the ruling class. Their 
crest is 2 coins, one showing a sword, the other a shield.  

THE TEMPLE 
The All-Father’s Temple in Eibingen is a high, round building. 

Throughout the temple, there is a repeated symbolism of the axe 
and hammer, representing dwarven skill at war and 
craftsmanship. There are reserved sections of benches for 
various dwarven clans, with markers showing the clan crest on 
each bench and pillar. As the party comes in, a member of the 
Dankill Clan is likely to be sitting in their section. There are 
other seats for outsiders and clanless dwarves. At the center of 
the room is the altar crag, an 8’ stone topped with the altar and 
lectern from which the priests speak to their community.  

3 Dwarven Priests spend much of the day in the temple, 
though they leave for meals and retire to their homes in the 
evening. They are not guarding the temple but working in the 
building and serving the community. 

Set in the face of the altar crag are doors into the catacombs. 
The priests carry the keys to these doors. They descend into the 

catacombs each day at dawn and whenever a dwarf brings 
something to be stored in the catacombs. They will also bring 
mourners into the catacombs to pray at the tombs. The doors 
can also be opened with a DC17 Thieves Tools or DC22 Strength 
check or they can be smashed (The doors have AC17 and 54 hp). 

THE CATACOMBS 
The entry to the catacomb is a 5’ wide, 40’ long stone ramp 

with friezes of dwarven history and mythology on either side. At 
the base of the ramp is a round room. It has a stone drain in the 
center of the floor. An altar stands across from the ramp, with 2 
large boulders on either side. The altar has a metal book on it. 
Whenever the priests bring an object into or out of the 
catacombs, they place it on the altar and it is magically entered 
into the book along with its value and who took it. 

A glyph of warding is in the center of the floor. It can be 
identified with a DC17 Investigation Check and disarmed with 
Dispel Magic or a DC17 Arcana check. If an unlogged object is 
taken, it summons a Galeb Duhr at the top of the ramp, which 
attacks, using animate boulders on the stones in the room.   

The room has 5 doors which lead to clan catacombs, labelled 
only with clan mottoes: 
• “By Stream and Oar” – Clan Dankill  
• “Forging Kings” – Clan Ungart  
• “Deepest Delve, Highest Heights” – Clan Gorunn-Balderk 
• “A Coin is Our Sword” – Clan Ironfist 
• “The All-Father’s Children” – Clanless Dwarves  

The doors lack the clan names, but a DC15 Knowledge 
(History) check reminds the party of the history of a clan, 
providing a hint. The doors are locked and have the same 
statistics as the doors above. The catacombs are deep and 
confusing. To search one family’s catacomb requires an 
Investigation check. The search takes (25-result) x 4 minutes. 
Taking too long in the tombs may lead to the priests arriving.  

ENTERING FROM BELOW 
Some of the wilder members of the thieves’ guild theorize that 

the catacomb could be breached through drain from the sewer. 
Scouting options would require a check as described in 
“Acquiring the Bodies”, above. 

Digging through would be a matter of tools and time. There’s 
6’ of stone from the sewer to the drain the in catacomb. At the 
end of each hour of digging, make a DC15 Strength (Miner’s or 
Mason’s Tools) Check. If on a success, make 1’ of progress, on a 
success by 5 or more, make 2’ of progress. If not timed properly, 
the sound of mining attracts attention and the watch is called. 

Alternatively, one particularly crazy thief may suggest that 
black powder and can connect the party with a supplier. This 
would require a DC20 Intelligence (Alchemist’s Tools) check. On 
a success, the floor is instantly breached. On a failure treat it as a 
Fireball spell with a save DC equal to the check. This definitely 
attracts attention. 

ESCAPING WITH THE BODY 
Depending on the route in, getting the body out may be 

difficult. Unless steps are taken to distract or detain the priests, 
they will certainly call the watch. There are no special 
circumstances around getting the body out beyond the temple 
defenses described here. 

However, after the body is stolen, the Dankill family puts a 
reward out for the thieves. When trying to get bodies back to Dr. 
Li after that, increase the DC of the skill challenge by 2.  

T 
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THE BIRTH OF ACESO 
hus strangely are our souls constructed, and by slight 

ligaments are we bound to prosperity and ruin. -Mary 

Shelley 

BACKGROUND 
Dr. Agnodice Li has been gathering these bodies not to 

perform a comparative study as she says, but to assemble a Flesh 
Golem. Doing so is illegal and has required great effort and 
sacrifice, but Dr. Li hopes that the golem can serve as an 
assistant in her medical efforts. In situations like that facing the 
party’s village, Aceso will not tire or fall victim herself to the 
disease and so will be of great value. 

As each body comes to Dr. Li, she takes it and disassembles 
key parts from it that she needs to complete Aceso. If asked, she 
can attempt to preserve the bodies as much as possible so that 
she can return them somewhat intact, however, they will be 
noticeably missing pieces.  

It is possible, if a PC has an appropriate ability or proficiency 
and can earn her trust, that Dr. Li will bring them into the secret. 
If she does, she may offer them the opportunity to help her as 
well. This will involve spending significant time in the lab with 
Dr. Li, and they will be sworn to secrecy about the work. They 
should make a DC15 Arcana or Medicine check to be of assistance 
to Dr. Li in her work. Success or failure doesn’t meaningfully 
change the outcome, but it will affect Dr. Li’s opinion of the PC. 

COMPLETING THE GOLEM 
After the PCs bring Dr. Li the third body, she locks herself in 

the lab for the next day. She will complete Aceso the following 
night. At that point, the golem will be completed, though not yet 
necessarily animated. 

If she trusts the party sufficiently, (Which she probably will at 
this point) she calls on them to observe or even help with the 
final steps of bringing Aceso to life, which will consist of helping 
her pump certain chemicals into the body and finally firing 
electricity into the creature: a total of 93 lightning damage is 
needed to bring it to life in this final stage. 

When animated, Aceso is a deformed, hulking woman. Her 
body is a mass of mismatched, stitched together parts. Fine 
elven hands and large elven ears are mounted on the skull of an 
orc and arms of a dwarf. She is powerfully built, but, especially 
as she first awakens, is ungainly and grotesque. Notably, she is 
confused and may lash out, especially if the situation around her 
is chaotic or violent. 

THE ZEALOTS ATTACK 
While Dr. Li is finishing her creation, Kheris is given a vision 

by the Grey Mistress. He sees that she is committing a great 
blasphemy in the university and must be stopped. He sends his 
raven to the lab and discovers what is happening. 

Shautha forces the gate and subdues the guards. Cabor, 
Shautha and Kheris then rush through the courtyard, up the 
stairs and to Dr. Li’s quarters where they force open the door. If 
the PCs are in the lab with Dr. Li, she will ask them to defend her, 
otherwise they will hear shouting as the zealots enter the cortile 
and will have the chance to respond. If the party confronts the 
zealots, it is recommended not to have Aceso or Dr. Li enter the 
fight until the very end, since their ability in a fight would lower 
the challenge significantly. 

The zealots prioritize getting to Dr. Li. If they reach her, they 
will try to kill her. If they get past the party and make more than 
one attack on Dr. Li, she is gravely wounded in the fight and dies 
soon after. 

CHANGING SIDES 
It is possible that the party will take offense at Dr. Li’s efforts 

if they learn her plans. If they do, they may decide to stop her. 
They can certainly do so and if they do, have Dr. Li and Aceso 
confront them in a climactic encounter, with the zealots not 
supporting, but warning and supporting the party. 

AFTERMATH 
If Dr. Li and Aceso survive the battle assist the party. They and 

a half dozen of her students travel to the village along with the 
party and, over a few weeks, bring an end to the suffering. Dr. 
Agnodice Li’s name becomes legend and, though she never 
reveals exactly what, she consistently speaks of them as having 
rendered her a great service. 

If Dr. Li is slain, she gives 2 final requests. First, she says that 
any spellcaster in the party should use lightning to revive Aceso. 
She begs this even if the party betrayed her, saying it is for the 
greater good that the golem be completed. Second, she asks the 
party to take her ring after her death. If possible, they should put 
it on the golem, otherwise, one of them can wear it. The ring is a 
Ring of Mind Shielding, which will capture her soul as she dies. 
At that point, any creature wearing the ring can hear the 
telepathic voice of the doctor which will guide the wearer in 
treating sick patients.  

In this case, the ending depends on how the party responds to 
the doctor’s requests. If they follow her instructions, either 
Aceso or the one wearing the ring, guided by Dr. Li’s advice, goes 
out to help save the village. If not, shocked by the doctor’s 
actions, several of her students go to assist the village in her 
stead. They are less effective than the doctor would have been, 
but they still help bring the plague to an end and the party is 
hailed as a group of heroes.  
 

T 


