


GM Introduction

 This one-shot adventure casts the players in the 
roles of the cultists of the Church of Still Waters, 
and tells the tale of how their prophet, Arios the 
First, came to hold a tear of Vasi. It can be run 
as a prelude to Rultmoork, as an optional second 
Vision of the Past, or as a stand-alone adventure 
that explores how the curious heresy came to be.

The module is presented from the perspective 
of deeply traumatized individuals who have 
found a twisted kind of solace in stagnation.

The players take control of these cultists—all 14 of 
them. They only control up to six cultists at a given time in 
combat, but ultimately have 14 at their disposal.
A player chooses which of the three cultist types (P. 14-15) 
they wish to control upon taking control of a cultist; until 
then, the cultists are “Schrödinger’s cultists” and could be 
either of the types, though a group of players can’t choose 
more than 5 cultists of a single type during this adventure.
Cultists are not as powerful as adventurers; 
as such, clever roleplay is pretty much 
required to triumph in this adventure.

It should be noted that the death of multiple 
cultists is extremely likely.

The challenge of this adventure is mainly 
about using weak individuals and ingenuity 
to accomplish extraordinary things.

GM Considerations

Fragile Life. Cultists are not mighty 
heroes. The cultists do not have a death 
save, though tough cultists have the Hardy 
feature; cultists automatically die at the 
end of the round if reduced to 0 hit points and 
not healed. Convey this to the players when 
it inevitably comes up.oiplPawns & Tokens 
Required. You need the pawns for 14 cultists 
of the Church of Still Waters, 15 stagnant 
dead in fl ow mode (the blue version) to 
represent the lesser fl owing dead, one 
swarm of Vasi’s drops in fl ow mode, one 
fl ow conductor in fl ow mode, and one fl ow 
weaver in fl ow mode. Mer’talya can act 
as a replacement cultist in chapter two.
Pawns & Tokens Required. You need the 
pawns for 14 cultists of the Church 
of Still Waters, 15 stagnant dead
in fl ow mode (the blue version) 

to represent the Ķđşşđś Ɗ ŁŻħļģ čđñč, Łļđ şŻñśĻ ŁĢ 
Vasi’s drops in fl ow mode, one Ɗ ŁŻ ĉŁļčŨĉťŁś in fl ow 
mode, and one Ɗ ŁŻ Żđñźđś in fl ow mode. Mer’talya
can act as a replacement cultist in chapter two.

You need six green tokens of Vasi (P. 8); you need 18 
tokens for units of stock; you need 1d20 set aside that 
can act as the Ritual Die (P. 13) in Chapter 1, Act III.

Scoring. This module has a tournament angle; take 
note of the party’s overall performance by tallying 
the points they manage to score. If in doubt, ask the 
coordinator whether we’re running the module as a 
tournament challenge at a specifi c convention. The 
respective scenes denote actions that award points 
in the respective Scoring section. Additionally, you 
can consult Appendix III: Scoring Sheet (P.19).

Story Synopsis

When Arios opened the doors to the Water Clock Level 
of Rultmoork, he also inadvertently called an insane
fl ow weaver, an elemental servant of Vasi, the goddess 
of fresh water. The elemental was driven mad by the 
heresy of stagnation that has claimed Rultmoork, yet 
remains not entirely corrupted. The elemental tries to 
restart the rivers that were once powered by the magic 
of the Great Clepsydra (the water clock the characters 
are about to explore). The Great Clepsydra was once 
powered by two tears of Vasi: one of these divine tears 

is lost in the depths of Rultmoork, whereas the 
other tear still remains here, oscillating between 

its original purity, and the tainted heresy of 
stagnation that suff uses the spire of Rultmoork.

The twisted ideology of Arios has caught the 
interest of Ylluliav Vleckmar, the apostate 
high priestess at the heart of Rultmoork’s 
corruption. As she slowly attempts to reach 
out and grants Arios powers fueled by her 

heresy, Vasi’s servants notice. The deity’s 
servants attempt to scare the cultists away, 
but when they refuse to heed the warnings, 

Vasi’s servants, under the command of 
the fl ow weaver, attempt to scour the 

cultists from the spire with a magical 
rainstorm of epic proportions.

Meanwhile, the fl ow weaver is using 
its powers to control water, as well as 
its attunement to a relic, the sacred 
amphora of restoration, to attempt 
to restart the Great Clepsydra.

The challenge of this adventure is mainly 
about using weak individuals and ingenuity 
to accomplish extraordinary things.

 Cultists are not mighty 
heroes. The cultists do not have a death 
save, though tough cultists have the Hardy 
feature; cultists automatically die at the 
end of the round if reduced to 0 hit points and 
not healed. Convey this to the players when 
it inevitably comes up.oiplPawns & Tokens 
Required. You need the pawns for 14 cultists 
of the Church of Still Waters, 15 stagnant 

version) to 
lesser fl owing dead, one 

fl ow mode, one 
, and one fl ow 

. Mer’talya can act 
as a replacement cultist in chapter two.
Pawns & Tokens Required. You need the 

14 cultists of the Church 
15 stagnant dead

of the Great Clepsydra (the water clock the characters 
are about to explore). The Great Clepsydra was once 
powered by two tears of Vasi: one of these divine tears 

is lost in the depths of Rultmoork, whereas the 
other tear still remains here, oscillating between 

its original purity, and the tainted
stagnation that suff uses the spire of Rultmoork.

The twisted ideology of Arios has caught the 
interest of Ylluliav Vleckmar, the apostate 
high priestess at the heart of Rultmoork’s 
corruption. As she slowly attempts to reach 
out and grants Arios powers fueled by her 

heresy, Vasi’s servants notice. The deity’s 
servants attempt to scare the cultists away, 
but when they refuse to heed the warnings, 

Vasi’s servants, under the command of 
the fl ow weaver, attempt to scour the 

cultists from the spire with a magical 
rainstorm of epic proportions.

Meanwhile, the 
its powers to control water, as well as 
its attunement to a relic, the sacred 
amphora of restoration, to attempt 
to restart the Great Clepsydra.

Arios the First

2 |  



The characters, having just returned from a 
scavenging run to prepare for the torrential rains, 
fi rst need to defeat Vasi’s agents and then defend 
Arios, as he performs a ritual to quell the storm.

Provided they live through the grueling ordeal, the 
cultists all receive one green token of Vasi, a crystallized 
representation of the stagnation heresy, and embark 
into the Great Clepsydra to stop the elemental there 
and secure the remaining tear of Vasi, winning true 
immortality in blessed stagnation if they succeed.

The Weaver’s Agenda

The fl ow weaver senses that Rultmoork is at a tipping 
point; the tear of Vasi already oscillates between its 
natural state of fl ow, and heretical stagnation. The heresy 
has already diminished the fl ow of water from Area 5. 
Meanwhile the weaver futilely tries to reactivate the 
Great Clepsydra’s cleansing powers by using the sacred 
amphora of restoration and its own lifeforce to power 
Area 4, diminishing its prowess signifi cantly. The weaver’s 
attempts are doomed to fail, but it tries, nonetheless.

Adventure Flow

Each player gets to choose one cultist from the three types 
of cultists, and two replacement cultists; each scene has 
a Replacement Cultist section; if a cultist falls, consult 
this section and hand the player the next cultist. A player 
chooses which of the three cultist types (P.14-15) they wish 
to control upon taking control of a cultist; until then, the 
cultists are “Schrödinger’s cultists” and could be either of 
the types, though a group of players can’t choose more 
than 5 cultists of a single type during this adventure.
There is a pool of 14 cultists in total, meaning 
that there are two “extra” cultists not yet assigned 
to players. The fi rst player to run out of cultists 
gets to take control of one of these extra cultists. 
Once all cultists are dead, the cultists lose.

Chapter One: Storm of the Century
• Once the players have chosen their starting 

cultist, proceed with Introduction and 
Act I: Welcome Committee.

• After that, the party gets to assign what they 
scavenged from the wilderness and make preparations 
for the storm in Act II: Storm Incoming.

• In Act III: The Eye of Constancy, the cultists defend 
Arios while he is conducting his ritual, as the storm 
and agents of Vasi attempt to eliminate the cultists.

• 

Chapter Two: Quagmire in the Clepsydra
As Arios fi nishes his ritual, the storm is held at bay, but 
persists. The cultists will starve if they cannot dispel it. To 
do so, they must secure the tear of Vasi from the Great 
Clepsydra. The cultists have attained a kind of immortality 
but may still fail due to being incapacitated by starvation.

Chapter One—The Storm of the Century

Introduction

The parched earth of the plains below the ochre 
mountaintops becomes increasingly incapable of absorbing 
the torrential rains spring brings, and you have seen all 
ŽŁŨ đźđś ĦđĶč čđñś ĉśŨşĦđč ĈŽ ťĦđ śđĶđļťĶđşş Ɗ ŁŁčħļģά

Êñś ñļč ťŁśśđļťħñĶ ĻđĶťŻñťđś Ɗ ŁŁčş ĢŁśĉđč ŽŁŨ ťŁ Ɗ đđ 
to the top of the cursed, grey-white mottled spire of 
«ŨĶťĻŁŁśĴΧ ŁļĶŽ ťŁ Ɖ ļč ñ Żħşđ ĦđśĻħť ļñĻđč !śħŁş ñĻŁļģ 
ťĦđ śŨħļşά !śħŁş ťñŨģĦť ŽŁŨ ŻĦñť şĦŁŨĶčΧ ñĉĉŁśčħļģ ťŁ 
common knowledge, be impossible: to live by the truth of 
¯ťħĶĶ Êñťđśş ñļč şŨśźħźđά ÌŁŨ şŨĈşħşť Łļ ñ čħđť ŁĢ ħļşđĉťş 
and bitter berries, but the accursed reputation of the 
şŘħśđ ĴđđŘş ťĦđ ĦŁśśŁśş ŁĢ ťĦđ ŁŨťşħčđ ŻŁśĶč ñť ĈñŽά

! şđť ŁĢ şťñħśş Ķđñčħļģ čŁŻļ ťŁ ñ ĻđťñĶ čŁŁś 
inscribed with strange glyphs, right at the center 
of the wind-scoured ruins, remained a constant 
śđĻħļčđś ŁĢ ťĦđ şŘħśđψş Žđť ŨļčħşĉŁźđśđč şđĉśđťşά

pļđ čñŽΧ !śħŁş Ļñčđ ñ ĉŨśħŁŨş čħşĉŁźđśŽ ñĻħč ťĦđ 
short, winding paths in the spire’s south: a medallion 
ŁĢ şťśñļģđΧ ĈśŁļƄđ ĻđťñĶ ŻħťĦ ĈĶŨđ Ɗ đĉĴşΧ ĶŁşť ñĻŁļģ 
ťĦđ şŘñśşđ şĦśŨĈĈđśŽά pļ ťĦđ ñĻŨĶđťψş ĻŁźħļģ čħşĉş 
Żđśđ ťĦđ şñĻđ śŨļđş ŽŁŨ Ħñč şđđļ Łļ ťĦđ čŁŁśά

!śħŁşΧ Ħħş ŻħşčŁĻ ñļč ĻđļťñĶ ñĉŨħťŽ ŨļĻñťĉĦđč 
among your ragged band of survivors, has since then 
şťñśťđč ťŁ čđĉħŘĦđś ťĦđ Żđħśč ģĶŽŘĦşΧ Łļđ ĈŽ Łļđά

!ĶñşΧ ťĦħş Żñş ñĶşŁ ŻĦđļ ťĦđ ħĶĶ ŁĻđļş şťñśťđčά

In the pitter-patter of rain, one by one, you heard the 
ťĦśđñťşΦ υeđñźđΧ Łś Ĉđ şĉŁŨśđč ĢśŁĻ ťĦđ şŘħśđάφ !ļč ħļčđđčΧ 
!śħŁşψ čħźħļñťħŁļ ĈŽ ĦñśŨşŘđż ŁĢ ñ ĦñĶĢνşťñśźđč ĻŁŨļťñħļ 
ģŁñť Żñśļđč ŁĢ ñ ťśŨĶŽ ĉñťñĉĶŽşĻħĉ şťŁśĻ ñŘŘśŁñĉĦħļģά

Some left, but your group knew your 
ŘĶñĉđ Żñş ĈŽ ŽŁŨś ŘśŁŘĦđťψş şħčđά

Two days ago, you ventured forth into the mountains 
to scavenge what little food and supplies you could 
Ɖ ļč ťŁ ŘśđŘñśđ ĢŁś ťĦđ şťŁśĻΧ ŻĦħĶđ !śħŁş Ģñşťđč ñļč 
Ļđčħťñťđč ħļ ŘśđŘñśñťħŁļ ĢŁś ñ śħťŨñĶ ťŁ şñźđ ŽŁŨ ñĶĶά
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Cultist Replacement. When a cultist (temporarily) 
dies in the Water Clock Level, Arios knows. He sends 
a replacement cultist down, who arrives within 1d6+3 
rounds. He can only do this until all cultists that survived 
the fi rst chapter have been sent down; after that, the 
cultists need to wait until 11 PM, when they reawaken.

´ŁĴđļ eħĻħťέ Arios can only create 6 tokens of Vasi per 
day; the cultists can’t brute force this chapter by pooling 
14 tokens. If a day passes and the cultists suff ered from 
exhaustion, they also gain a new array of tokens.

Troubleshooting. What if there are less cultists 
left after chapter one than players at the table? 
That’d mean that, potentially, one or more 
players have no “respawning” cultist.

If there is less than 1 hour of playtime left and only 
one player needs a cultist to play, you might consider 
proceeding with the remaining cultists and allow the player 
without a cultist to take control of Mer’talya. If more than 
one player has no cultist left to play. If there is more than 
1 hour left, just have additional cultists arrive; they were 
saved by the ritual while en route to the spire. This might 
not be canon, but player fun is more important than canon.

Water Clock Level Dressing

eħģĦťħļģΧ Dim lighting from phosphorescent growths.

¯ŁŨļčşΧ Meandering water.

¯ĻđĶĶşΧ Wet stone, delicious mold, mildew, lichen.

Pressurized Water Web. Touching the weaver’s 
Pressurized Water Web aff ects the character as if hit by 
it, and alerts the ŻđñĴđļđč Ɗ ŁŻ Żđñźđś to something 
triggering the web. Using a green token of Vasi on the 
web turns it into harmless sludge in the aff ected area and 
does not alert the ŻđñĴđļđč Ɗ ŁŻ Żđñźđś in Area 4. The 
weaver replenishes all triggered webs and strands when the 
party takes a short or long rest, unless that would confl ict 
with its behavior outlined in Weaver Behavior (P. 11).

Area 1: Entrance

The smooth, steep spiral stairs lead down for 5 minutes, 
doubling back on themselves time and again, before 
ŁŘđļħļģ ťŁ ñ ͫͦνĢŁŁťνŻħčđ źđśťħĉñĶ ĉŽĶħļčśħĉñĶ ĉĦñĻĈđśά 
´Ħđ śŨşĦ ŁĢ Ɗ ŁŻħļģ Żñťđś đĉĦŁđş şŁĢťĶŽά !ť ťĦđ ĈŁťťŁĻΧ ñ 
set of open double doors are held shut by a web of water

Double Doors. The double doors are unlocked and can 
be opened or closed without a sound, the hinges still 
perfectly functional. A =9 ͨͧ WļťđĶĶħģđļĉđ ι«đĶħģħŁļκ 
check recognizes the deity inlaid on the doors as the 
wrongful depiction of Vasi as a bringer of torrential fl oods.

Water Web. The web is a Pressurized Water Web.

Area 2: Grand View

The doors open to an impressive vista, a balcony 
overlooking a vast circular hall with 40-foot-high walls 
ĉŁźđśđč ħļ Ģñčđč ĻŨśñĶş ťĦñť ŘśŁĻħļđļťĶŽ ĢđñťŨśđ ñśťŻŁśĴşά 
To the left and right, a set of shallow stairs descends 15 
Ģđđť čŁŻļ ťŁ ťĦđ Ɗ ŁŁśά Wļ ťĦđ ĻħččĶđ ŁĢ ťĦđ ĦñĶĶΧ ñ ͬͦνĢŁŁťν
high dome caps the center, dimly illuminated by specks of 
ĉñĶĻħļģΧ ģśđđļ ŘĦŁşŘĦŁśđşĉđļť ĶħĉĦđļά =ħśđĉťĶŽ ĈđļđñťĦ 
ťĦħş čŁĻđ ħş ñ śđĉđşşđč ñśđñΧ ͫ Ģđđť ĶŁŻđś ťĦñļ ťĦđ Ɗ ŁŁś ŁĢ 
ťĦđ ĦñĶĶψş ŁŨťđś śħļģά ´ŻŁ ĉñļñĶşΧ đñĉĦ şŘŁśťħļģ ñ şťđñčŽΧ 
if meandering stream of knee-deep water, lead into the 
recessed area, which also sports a path that bisects this 
śđĉđşşđč şđĉťħŁļ ħļ ñļ ¯νşĦñŘđά Wļşħčđ ťĦđ śđĉđşşđč ñśđñΧ 
two drains sport growths of edible lichen that are slowly 
Ĉđħļģ Ɗ ŨşĦđč ñŻñŽ ĈŽ ťĦđ śđĻŁśşđĶđşş Ɗ ŁŻ ŁĢ Żñťđśά

Stairs. The shallow stairs descend to the 
fl oor of the main chamber Area 3.

Double Doors.
be opened or closed without a sound, the hinges still 
perfectly functional. A 
check recognizes the deity inlaid on the doors as the 
wrongful depiction of Vasi as a bringer of torrential fl oods.

Water Web.

Area 2: Grand View

The doors open to an impressive vista, a balcony 
overlooking a vast circular hall with 40-foot-high walls 
ĉŁźđśđč ħļ Ģñčđč ĻŨśñĶş ťĦñť ŘśŁĻħļđļťĶŽ ĢđñťŨśđ ñśťŻŁśĴşά 
To the left and right, a set of shallow stairs descends 15 
Ģđđť čŁŻļ ťŁ ťĦđ Ɗ ŁŁśά Wļ ťĦđ ĻħččĶđ ŁĢ ťĦđ ĦñĶĶΧ ñ ͬͦνĢŁŁťν
high dome caps the center, dimly illuminated by specks of 
ĉñĶĻħļģΧ ģśđđļ ŘĦŁşŘĦŁśđşĉđļť ĶħĉĦđļά =ħśđĉťĶŽ ĈđļđñťĦ 
ťĦħş čŁĻđ ħş ñ śđĉđşşđč ñśđñΧ ͫ Ģđđť ĶŁŻđś ťĦñļ ťĦđ Ɗ ŁŁś ŁĢ 
ťĦđ ĦñĶĶψş ŁŨťđś śħļģά ´ŻŁ ĉñļñĶşΧ đñĉĦ şŘŁśťħļģ ñ şťđñčŽΧ 

 Water Clock Level

W7

W3

W2

W4

W6

W1

W5
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Cultist of Still Waters (Dextrous)
Medium Humanoid (any), 
Typically non-Good alignment

!śĻŁś 9Ķñşş 14
Vħť ¨Łħļťş 13 (3d8)
Speed 30 ft.

¯´« DEX 9pk Wk´ WIS 9V!
12 (+1) 18 (+4) 10 (+0) 10 (+0) 11 (+0) 10 (+0)

¯ñźħļģ ´ĦśŁŻş Dex +6, Cha +4
Skills Acrobatics +6, Religion +2, 

Sleight of Hand +6, Survival +2
Senses passive Perception 10
Languages any one language (usually Common)
Proficiency Bonus +2

SPECIAL TRAITS

Evasion. When the cultist is subjected to an 
eff ect that allows them to make a Dexterity 
saving throw to take only half damage, they 
instead take no damage if they succeed on the 
saving throw, and only half damage if they fail.

Putrid Sludge. Putrid sludge deals 5 (2d4) poison 
damage. Each cultist has enough sludge for 3 
successful attacks in their battle aspergillum.

ACTIONS

Battle Aspergillum. jđĶđđ ÊđñŘŁļ !ťťñĉĴΦ
+3 to hit, reach 5 ft., one creature. VħťΦ 4 (1d6 
+ 1) bludgeoning damage, and the target 
must succeed on a DC 13 Dexterity saving 
throw or be splashed with putrid sludge.
Sling. «ñļģđč ÊđñŘŁļ !ťťñĉĴΦ +6 to hit, range 30/120 
ft., one creature. VħťΦ 6 (1d4 + 4) bludgeoning damage.
Exhaustion Tracker.
1  2  3  4  5
[] [] [] []  []

Cultist of Still Waters (Strong)
Medium Humanoid (any), 
Typically non-Good alignment

!śĻŁś 9Ķñşş 11
Vħť ¨Łħļťş 13 (3d8)
Speed 30 ft.

¯´« DEX 9pk Wk´ WIS 9V!
16 (+3) 12 (+1) 10 (+0) 10 (+0) 11 (+0) 10 (+0)

¯ñźħļģ ´ĦśŁŻş Str +5, Cha +4
Skills Athletics +5, Religion +2, Survival +2
Senses passive Perception 10
Languages any one language (usually Common)
Proficiency Bonus +2

SPECIAL TRAITS

Putrid Sludge. Putrid sludge deals 5 (2d4) poison 
damage. Each cultist has enough sludge for 3 
successful attacks in their battle aspergillum.

ACTIONS

Battle Aspergillum. jđĶđđ ÊđñŘŁļ !ťťñĉĴΦ
+3 to hit, reach 5 ft., one creature. VħťΦ 4 (1d6 
+ 1) bludgeoning damage, and the target 
must succeed on a DC 13 Dexterity saving 
throw or be splashed with putrid sludge.
Exhaustion Tracker.
1  2  3  4  5
[] [] [] []  []

«ñļģđč ÊđñŘŁļ !ťťñĉĴΦ +6 to hit, range 30/120 
ft., one creature. VħťΦ 6 (1d4 + 4) bludgeoning damage.
Exhaustion Tracker.

[] [] [] []  []

[] [] [] []  []
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Lesser Flowing Dead
Medium Undead, typically Neutral

!śĻŁś 9Ķñşş 13 (flowing water and armor scraps)
Vħť ¨Łħļťş 15 (2d8 + 6)

¯´« DEX 9pk Wk´ WIS 9V!
16 (+3) 14 (+2) 16 (+3) 6 (-2) 6 (-2) 5 (-3)

=ñĻñģđ ÉŨĶļđśñĈħĶħťħđş bludgeoning, fire, 
necrotic, special (see Stagnation Vulnerability) 

=ñĻñģđ «đşħşťñļĉđş radiant
=ñĻñģđ WĻĻŨļħťħđş poison
9ŁļčħťħŁļ WĻĻŨļħťħđş exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 8
Languages understands Grekian but can’t speak
Challenge 1/2 (100 XP) ¨śŁƉĉħđļĉŽ 8ŁļŨş +2

SPECIAL TRAITS

¯ťñģļñťħŁļ ÉŨĶļđśñĈħĶħťŽέ Flowing dead are 
animated by the momentum of their water. If a 
fl owing dead does not move at least 20 ft. on 
its turn, it suff ers disadvantage on all attack 
rolls, checks and saving throws. If a fl owing 
dead starts its turn prone, it takes 10 (3d6) force 
damage. Additionally, they are vulnerable to 
the poison damage dealt by Putrid Sludge.

ACTIONS

Great Battle Aspergillum. jđĶđđ ÊđñŘŁļ 
!ťťñĉĴΦ +5 to hit, reach 10 ft., one target. VħťΦ 8 
(1d10 +3) bludgeoning damage, and the target 
must succeed on a DC 12 Dexterity saving throw 
or be splashed with holy water. Holy water deals 
7 (2d6) radiant damage to undead and fiends. On 
a successful save, the target is not sprayed.

Swarm of Vasi’s Drops
Medium Swarm of Tiny Oozes, typically Neutral Evil 

!śĻŁś 9Ķñşş 15 (natural armor)
Vħť ¨Łħļťş 30 (4d8 + 12)
Speed 40 ft; swim 40 ft. 

¯´« DEX 9pk Wk´ WIS 9V!
2 (-4) 17 (+3) 16 (+3) 6 (-2) 12 (+1) 3 (-4)

=ñĻñģđ «đşħşťñļĉđş acid, bludgeoning, 
piercing, and slashing

=ñĻñģđ WĻĻŨļħťħđş poison
9ŁļčħťħŁļ WĻĻŨļħťħđş charmed, paralyzed, 

petrified, poisoned, prone, restrained, stunned
Senses blindsight 30 ft. (blind beyond 

this radius), passive Perception 11
Languages understands Aquan and 

Grekian, but can’t speak 
Challenge 3 (700 XP) ¨śŁƉĉħđļĉŽ 8ŁļŨş +2
SPECIAL TRAITS

Amorphous. The drops can move through a space 
as narrow as 1 inch wide without squeezing.
Swarmά The drops can occupy another creature’s 
space and vice versa, and the drops can move 
through any opening large enough for a Tiny creature. 
The drops can’t regain hp or gain temporary hp.

ACTIONS

Bites. jđĶđđ ÊđñŘŁļ !ťťñĉĴΦ +5 to hit, reach 0 ft., 
one creature in the swarm’s space. VħťΦ 14 (4d6) 
bludgeoning damage, or 7 (2d6) bludgeoning damage 
if the swarm has half of its hit points or fewer.

one creature in the swarm’s space. VħťΦ 14 (4d6) 
bludgeoning damage, or 7 (2d6) bludgeoning damage 
if the swarm has half of its hit points or fewer.

¯ŻñśĻ ŁĢ Éñşħωş =śŁŘş

eđşşđś RĶŁŻħļģ =đñčeđşşđś RĶŁŻħļģ =đñč
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Appendix: New Weapon: Battle Aspergillum
jñśťħñĶ jđĶđđ ÊđñŘŁļ

kñĻđ Cost =ñĻñģđ Weight ¨śŁŘđśťħđş

Battle Aspergillum 10 gp 1d6 bludgeoning 6 lb. Heavy, splashing

Great Battle Aspergillum 30 gp 1d10 bludgeoning 12 lb. Heavy, reach, splashing, two-handed

Splashing. A Weapon with the splashing property can be used to deliver liquids when hitting enemies more eff ectively. 
You can, as a bonus action, fi ll the battle aspergillum with a liquid that can be used to make an attack, such as alchemist’s 
fi re, holy water, or acid. The aspergillum’s openings can be opened or closed with the press of a button in the haft of the 
weapon. This does not require taking an action. When its holes are opened, a fi lled battle aspergillum infl icts the eff ects 
of the liquid it contains on any target hit. The special construction of the weapon allows for a more controlled release of 
the liquid. A liquid fi lled into a battle aspergillum suff ices for three successful hits instead of being consumed on the fi rst 
hit. The insides of the battle aspergillum are treated with special materials (sometimes Grekian Ore), and they are immune 
to the eff ects of liquids fi lled into the weapon. The extra damage dice of the liquid are not multiplied on a critical hit.

Appendix: Scoring Sheet
Chapter/Act Scoring

Chapter One, Act I Per Surviving Cultist: 1 point

Discerning the Vulnerability: 2 points

Clever Elimination of fl owing dead: 2 points per instance

Chapter One, Act II Creative Use of units of stock not outlined: 3 points

Chapter One, Act III Per fl owing dead killed: 1 point

Swarm of Vasi’s drops killed: 5 points

Flow conductor killed: 10 points

Per cultists that survived: 4 points

Creative ways to survive: + up to 5 points

Chapter Two Solving the easy riddle: 5 points

Solving the hard riddle: 10 points

Killing the weaver: 10 points

Outwitting the weaver: 15 points

Per cultist that survives: 5 points

Per level of exhaustion a cultist suff ers: ξͨ ŘŁħļťş
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