
THE TOWER OF HORACE SHARPCHEEKS

Adventure for new players to SimpleDnD written by 

Alan Bollinger. Original artwork by Alan Bollinger, 

Jonny Gray (http://jonnygray.deviantart.com). All of 

the provided stats and checks can easily be 

adapted to other systems. Players should be low 

levels, approximately 10 combined.

There was a time when the wizard Horace 

Sharpcheeks over looked the v i l lage of 

Cresthaven from atop his tower. That was until his 

tower exploded in a giant green fireball and 

Horace was never heard from again. 

The owner of the Crossed Arms inn claims there is 

an entrance to a mysterious cavern system 

below the cellar spewing forth all types of  

monsters onto the once peaceful country side. 

The village elders also agree that it's worth 

investigating the rumors and have put out a call  

to all adventurers to cleanse the site of the 

wizard's tower and report back their findings. The 

one thing everyone can agree upon is that 

goblins have infested the 

ruins and they must go.

We begin our adventure at 

the front gates to the 

ruined tower. The tower 

was once over 8 stories tall, 

now is only the ruins of one. 

The iron gates that secured 

the property now lay open 

and bent at unnatural 

angles. 
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THE TOWER OF HORACE SHARPCHEEKS

1 Entrance 

The broken and dilapidated gate leads to a 

doorway that once was held tight by banned 

metal doors. Now the front of the tower has fallen 

away in places, allowing for multiple entrances 

inside.

Exit via the gates, enter via the front door, the 

collapsed wall (area 13) or explore around the 

tower to the back entrance at area 11.  

2 Entry Hall 

This once grand room not has completely 

collapsed with a large scorched hole in the 

center of the room. In the center of the hole is an 

island of remaining floor and wall. All of the blast 

marks seem to intersect there. From across the 

hole you can see someone or something has tied 

a rope and it drops into the darkness of the hole. 

There is a passageway to the west. You'll have to 

find another way to get to the rope then from this 

room. 

The sinkhole has collapsed the whole of the bottom 

floor. Each turn the players are in the room there is a 

15% chance of the floor completely collapsing and 

the PCs dropping into area 14 for 2d8 damage. 

There is also a 20% chance that goblins will enter via 

area 13 and shoot at the PCs with arrows before 

retreating down the rope. 

A successful search of the whole room will uncover 

the secret door to area 5.  In addition a successful 

check 17 vs WIS for construction issues will identify 

that the upper floors of the tower all collapsed into 

this sink hole and it appears that the supporting 

beams were burned.

Goblin - AC: 13; HD: 1d6 -1 – about 3 HP; Hit: 0; 

Dmg: 1d6 short bow; MV: 50 feet; MORSV: +5; 

XP: 10; # Att: 1; # App: 2d4; NEG: Yes;

3 Dining Room 

All that remains of this dining room are a few 

broken chairs scattered around a large scorched 

hole where the floor has collapsed, and what 

once was a fireplace in the corner. On 

the far wall the black soot 

shows a void in the 

shape of a person. 

There is a rope that is 

tied to a steel spike in 

the floor that descends 

i n t o t h e d a r k n e s s 

b e l o w a n d a 

passageway 

to the south. 

E a c h t u r n t h e 

players are in the room 

there is a 15% chance of 

the f loor completely 

collapsing and the PCs 

dropping into area 14 for 

2d8 damage. There is 

also a 20% chance that 
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goblins will enter via area 13 and shoot at the PCs 

with arrows before retreating down the rope. A 

successful search of the whole room will uncover the 

secret door to area 5

Goblin - AC: 13; HD: 1d6 -1 – about 3 HP; Hit: 0; 

Dmg: 1d6 short bow; MV: 50 feet; MORSV: +5; 

XP: 10; # Att: 1; # App: 2d4; NEG: Yes;

4 Kitchen 

A pile of garbage is covering the far end of the 

room where 5 giant rats engorge themselves on 

whatever they can find. A closed door can be 

seen just beyond the trash pile.   

The sinkhole has collapses the whole of the bottom 

floor. Each turn the players are in the room there is a 

15% chance of the floor completely collapsing and 

the PCs dropping into area 14 for 2d8 damage.

A search of the trash pile will take 5 turns, each turn 

roll for a goblin attack from area 3. 

Treasure:  The trash pile contains: 134 SP, +1 mace 

and an Elixir of Life 

Rat, Giant - AC: 13; HD: 1/2; Hit: 0; Dmg: d4; MV: 

120/40 feet; MORSV: +10; XP: 20; # Att: 1 bite + 

Poison; # App: 3d10; AL: Neutral; HAB: Any; NEG: 

No; Loot: None

Goblin - AC: 13; HD: 1d6 -1 – about 3 HP; Hit: 0; 

Dmg: 1d6 short bow; MV: 50 feet; MORSV: +5; 

XP: 10; # Att: 1; # App: 2d4; NEG: Yes;

5 Wizard's Lounge 

This room was clearly designed for relaxation and 

meditation. The floor is covered in moldy rugs and 

pillows. The southern part of the room, where the 

wall has fallen in, there can be seen a mural of a 

godly deity. An uneasy feeling permeates the 

whole space. 

Whether the players came in through the outside or 

through the secret door from room 2, they should 

feel uneasy in this room. The secret door is also 

obvious to all from this side of the wall, and should 

allow for passage to room 2.

If they players listen they would hear: muffled talking 

from the goblins (although they wouldn't be able to 

identify them) as well as a low buzzing from the 

locked door to room 6.

Door to #6 is locked and trapped. Poison DC 15 vs 

CON for 1d8 damage
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6 Wizard's Workshop

This room is clearly some type of strange 

workshop the wizard used to craft spells and 

magical items.  There are tables, jars, bottles and 

small sacks in addition to some odd collection of 

equipment and devices scattered around the 

room.  At the far end, hung from the wall is a 

skeleton with a smashed skull. 

A successful search of the room will uncover some 

fun items. Not players should not be able to identify 

the potions. Instead have them make a DC 20 vs INT 

to determine or they will have to test the potions to 

determine their effects.

Treasure:  2x potion of healing (1d8 health), Potion of 

Animal Control – Reptile/Amphibian, Potion - Elixir of 

Madness (cursed), Wand of Magic Detection   

Door to #6 is locked and trapped. Poison DC 15 vs 

CON for 1d8 damage

7 Wizard's Storage

Along the walls on both sides of this room are 

wooden cabinets on the walls. The cabinet to the 

north is open and it's contents spilled out all over 

the floor. The other cabinets are not locked, and 

contain various chemical compounds and 

supplies of no particular value in glass or earthen 

containers. There is one large jar on the floor that 

contains a black cat suspended in some sort of 

liquid.  

If the players decide to investigate the containers, 

the find all manor or random and harmless items - 

wood chips, sand, water, vinegar, metal filings, oil, 

bones, etc.

If the jar with the car is opened, the cat will jump 

out, meow loudly, and run for the door.

8 Pantry 

Originally used as a storage area for perishable 

foodstuffs, this room has been magically 

enchanted to preserve any organic items 

indefinitely.

The goblin invaders have taken advantage of this 

room by storing mounds of bloody meat from 

dozens of kills. The meat is room temperature and 

covered with insects (which the goblins view as 

added flavor).

Triniz, a very hungry goblin, has sneaked into this 

room to steal a few bites from the meat stores. The 

room is empty except for the meat.

Goblin - AC: 13; HD: 1d6 -1 – about 3 HP; Hit: 0; 

Dmg: 1d6 short bow; MV: 50 feet; MORSV: +5; 

XP: 10; # Att: 1; # App: 2d4; NEG: Yes;

9 Library 

Where once stood grand doors, now only broken 

wood and a passageway into the library. The 

floor is covered in dust and is seemingly 
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untouched. There are two large wooden tables 

and the room is lined with bookshelves filled with 

all manor of books. At the tables are three 

extremely plush velvet chairs and in each corner 

is a wall sconce giving off a soft reddish light. On 

the north wall of the room is a door. 

The library has a modest supply of books and scrolls. 

None of which are of interest to the adventurers. 

Every 10 minutes there is a buzzing sound and the 

sconces renew their light with a burst of color, slowly 

dimming and then starting again.

The door to the north is locked. 

Treasure: Mixed amongst the scrolls is a Scroll of 

Protection - Undead - Shadows

10 Study

This is the wizard's study and trophy room 

consisting of 2 desks and numerous curiosities 

collected over the years.

Covering most of the north wall 

is an immense red dragon's 

hide. In the corner is a medusa 

statue, possibly once an actual 

medusa. In another is a rust 

monster laying on a wooden base. 

Around the room are antlers, heads of 

creatures and bones of random 

monsters. Overall a pretty macabre 

scene.

That rust monster isn't stuffed! It's found it's way in 

here through a crack in the front wall. It's already 

devoured all of the metal items in this room.  

Rust Monster: Armor Class: 18 Hit Dice:  5 Hit 

Bonus: +5 Damage: Special Movement: 120/40 

feet Morale Save: +12 Experience: 300 Number 

Attacks: 1 + Special Number Appearing: d4 

Alignment: Neutral Habitat: Any Negotiation: No 

Loot: 1d4 gems per individual

11 Collapsed Wall 

The wall in this location seems to have collapsed 

under some sort of explosive attack. The wall is 

scorched all around the hole. 

This was the first attack against the tower. It 

vaporized the wizard and sealed his doom. A 

successful DC 15 INT check will reveal that a very 

powerful fireball cause the damage.

12 Side Gate 

There is a gate in the side fence. It is 

stuck. Beyond can be seen tall 

grass as well as a fountain under a 

large tree.  

A combined DC 20 vs Strength will force 

the door open. Once it opens 4 skeletons 

rise up from the tall grass and attack with 

surprise (PCs WIS vs Skeleton +4).
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Skeletons: Armor Class: 13 Hit Dice:  1 Hit Bonus: 

+1 Damage: d8 Movement: 60/20 feet Morale 

Save: +20 Experience: 15 Number Attacks: 1

13 Ruined Wall 

The wall here seems to have exploded outward. 

Large chunks of stone and rubble are piled up 

around the gaping hole in the wall. 

A successful search or tracking check DC 15 will 

uncover goblin tracks.

14 Sink Hole

The tower above has fallen into this rather large 

sink hole. There is no light except for 

whatever is filtering in from above. There 

are piles of bones and other debris 

scattered on the floor. There 

are two dark tunnels leading 

off to the south.  

A successful search DC 15 will 

uncover bones from a number of 

different species, including: Humans, 

Goblins, Rats, etc. 

A successful listen DC 15 and the players will hear 

water coming from the tunnels.

Treasure: 85 GP, 12 SP and 12 CP 

10% of goblins being in this area. Check each time 

the PCs enter. 

Goblin - AC: 13; HD: 1d6 -1 – about 3 HP; Hit: 0; 

Dmg: 1d6 short bow; MV: 50 feet; MORSV: +5; 

XP: 10; # Att: 1; # App: 2d4; NEG: Yes;

15 Fungus Among Us 

A soft glow emanates from the fungus that is 

growing all over this cavern. As your look inside, 

the colors seem to shimmer and move. While the 

growths haven't spread into the tunnels yet, the 

room is completely infested. There is a damp, 

almost choking area about the whole area. 

The room is infested with Yellow mold in addition to 

the fungus. There are a number of dead goblins and 

humans that have been eaten alive in this area.

Treasure: +1 sword, golden hilted dagger (100gp)

Yellow Mold: This deadly fungus covers an area of 10 

square feet (“one” for No. Appearing), though 

many may be found together. Yellow mold can 

only be killed by fire: a torch will do 1d4 points of 

damage to it each round. It can eat through 

wood and leather but cannot harm metal or 

stone. It does not actually attack, but if it is 

touched, even by a torch, the touch may (50% 

chance per touch) cause the mold to squirt 

out a 10’ x 10’ x 10’ cloud of spores. Anyone 

caught within the cloud will take 1-6 points of 

damage and must make a DC 15 vs WIS or choke to 

death within 6 rounds.
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16 Mined 

This room is filled with discarded rubble and looks 

as though someone or something has been 

digging here. On the far wall are irregular 

diagonal streaks of a silverish ore. 

Further search of the room will uncover 2 pick axes 

and a bucket. A successful DC 15 v INT will unlock 

that the ore is actually the legendary Mithril and 

extremely valuable. 

15% chance of goblins working in this room.

Treasure: If the players spend time to mine the ore, 

they can collect 1d2 ingots of mithril every day 

(about 2000 gp worth). Each turn make a roll against 

random monsters.

Goblin - AC: 13; HD: 1d6 -1 – about 3 HP; Hit: 0; 

Dmg: 1d6 short bow; MV: 50 feet; MORSV: +5; 

XP: 10; # Att: 1; # App: 2d4; NEG: Yes;

17 Goblins!

As you make your way down the tunnel you can 

hear a soft chanting. As  you get closer you can 

see fire light and about 20 goblins all worshiping 

an extremely large, bloated, reddish, goblin on a 

makeshift throne. His eyes are closed and he 

sways to the rhythm of the chanting. Around the 

edges of the room are straw nests and at the far 

end there is a pile of metal items. 

The goblin nest is filled with 20 goblins as 1 goblin 

boss. This is an excellent opportunity for the PCs to 

ambush the goblins and wipe them out. In addition, 

if the goblin boss falls below 5 hit points he will try to 

escape via the hidden door. 

1000 gp, 100 pp, Gems (25): 4 gp, 5 gp, 7 gp, 10 gp, 

20 gp, 40 gp, 3 x 50 gp, 55 gp, 3 x 60 gp, 4 x 100 gp,  

350 gp, 3 x 500 gp, 3 x 1000 gp, 5500 gp. Total Value:  

11221 gp., Ring of Water Walking, Ring of Swimming, 

Bullet, Sling +1, 5-20 

Goblin - AC: 13; HD: 1d6 -1 – about 3 HP; Hit: 0; 

Dmg: 1d6 short bow; MV: 50 feet; MORSV: +5; 

XP: 10; # Att: 1; # App: 2d4; NEG: Yes;

Kartak the Red: Goblin Boss - AC: 18; HP: 23; Hit: 

+3; Dmg: 1d8 +3 mace; MV: 50 feet; XP: 300

18 Pool 

The giant cavern is dominated by large pool of 

water, where at the center of which is a small hut 

built on stilts. Upon the shore is a giant 

mechanism that resembles some type of lever 

system with a hollow cube on the end and from 

which emanates a continuous quiet scraping 

noise. 

The scraping noise comes from one of the levers 

constantly moving ( DC 15 vs WIS check). The lever 

isn't attached to the machine, but rather is fed 

through two interconnected magic rings which 

serve as portals to one another. The lever is in a 

constant motion through the portals. If the player fill 

the empty cube, the level's movement stops as it 

locks into position and the pool begins to drain. 
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Once the pool has drained, the PCs can make their 

way into the AMBUSH of 8 Troglodytes who live in the 

hut and patrol the waters. The hut sinks as the pool 

drains revealing a cave the leads further down into 

the depths. 

Troglodyte – AC: 15; HD: 2 HP; Hit: +2; Dmg: 

1d6+2; MV: 30 feet; MORSV: +16; XP: 400; # App: 

1d6+6; NEG: Yes; AL: Chaotic; Loot: Club, 1d3 

javelins, 2d10 GP

19 Flooded Cave

The water level of this area is about waist deep. 

As you enter this cave the floor drops off sharply 

and you quickly find yourself treading water.  

This room is the Troglodyte actual nest. Currently 

empty, it has things to find, assuming the players can 

hold their breath long enough to find it.

Treasure: 6000 cp, 5000 ep, 9000 gp, Jewelry (8):  

1000 gp, 1600 gp, 2 x 3000 gp, 2 x 4000 gp, 6000 gp, 

7000 gp. Total Value: 29,600 gp. (about 3,200lbs)

20 Decent Deeper 

The water flows down into this cavern and into a 

hole in the far wall.  This room leads deeper into 

the earth. Possibly where the monsters from this 

level originated from. 

Dungeon Master, this is your opportunity to expand 

the adventure deeper underground.

Trogoldyte: http://sylvernas.wikispaces.com/Hissian
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 

Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who 

have contributed Open Game Content; (b)”Derivative Material” means copyrighted  

material including derivative works and translations (including into other computer  

languages), potation, modification, correction, addition, extension, upgrade, 

improvement, compilation, abridgment or other form in which an existing work may be  

recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, 

lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)”Open Game  

Content” means the game mechanic and includes the methods, procedures, 

processes and routines to the extent such content does not embody the Product  

Identity and is an enhancement over the prior art and any additional content clearly 

identified as Open Game Content by the Contributor, and means any work covered by 

this License, including translations and derivative works under copyright law, but 

specifically excludes Product Identity. (e) “Product Identity” means product and 

product line names, logos and identifying marks including trade dress; artifacts; 

creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,  

language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,  

themes and graphic, photographic and other visual or audio representations; names 

and descriptions of characters, spells, enchantments, personalities, teams, personas,  

likenesses and special abilities; places, locations, environments, creatures, equipment,  

magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any 

other trademark or registered trademark clearly identified as Product identity by the 

owner of the Product Identity, and which specifically excludes the Open Game 

Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are 

used by a Contributor to identify itself or its products or the associated products  

contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using”  

means to use, Distribute, copy, edit, format, modify, translate and otherwise create  

Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in 

terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice 

indicating that the Open Game Content may only be Used under and in terms of this  

License. You must affix such a notice to any Open Game Content that you Use. No 

terms may be added to or subtracted from this License except as described by the 

License itself. No other terms or conditions may be applied to any Open Game Content  

distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You indicate Your 

acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the  

Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with 

the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as  

Open Game Content, You represent that Your Contributions are Your original creation  

and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this 

License to include the exact text of the COPYRIGHT NOTICE of any Open Game 

Content You are copying, modifying or distributing, and You must add the title, the  

copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any  

original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an  

indication as to compatibility, except as expressly licensed in another, independent 

Agreement with the owner of each element of that Product Identity. You agree not to 

indicate compatibility or co-adaptability with any Trademark or Registered Trademark in 

conjunction with a work containing Open Game Content except as expressly licensed 

in another, independent Agreement with the owner of such Trademark or Registered 

Trademark. The use of any Product Identity in Open Game Content does not constitute 

a challenge to the ownership of that Product Identity. The owner of any Product Identity 

used in Open Game Content shall retain all rights, title and interest in and to that  

Product Identity.

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.

Content Copyright 2015, AJBollinger, Inc

Images creative commons with attrition.
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