


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 “Schrodinger'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
ltists i Iy likel

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

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 O 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

dead in flow mode (the blue version) to
represent the lesser flowing dead, one

swarm of Vasi's drops in flow mode, one

flow conductor in flow mode, and one flow
weaver in flow mode. Mer'talya ¢

as a replacement cultist in chapter two.

Pawns & Tokens Required. You r

pawns for 14 cultists of the Church

of Still Waters, 15 stagnant dead

in flow mode (the blue version) [Esor 2oy

to represent the (dssds DEZ1g GAAC, £1d SZASL L6
Vasi’s drops in flow mode, one DtZ &k 1 EUEtLS in flow
mode, and one DLZ Zdfizd$ in flow 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 specific convention. The
respective scenes denote actions that award points
in the respective Scoring section. Additionally, you
can consult Appendix Ill: Scoring Sheet (P.19).

Story Synopsis

When Arios opened the doors to the Water Clock Level
of Rultmoork, he also inadvertently called an insane
flow 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
scillating between
its original purity, and the tainted heresy of
stagnation le spire of Rultmoork.

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

Meanwhile, the flow 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.
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The characters, having just returned from a
scavenging run to prepare for the torrential rains,
first 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 flow weaver senses that Rultmoork is at a tipping
point; the tear of Vasi already oscillates between its
natural state of flow, and heretical stagnation. The heresy
has already diminished the flow 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 significantly. 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 “Schrédinger’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 first 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 |: 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 lll: 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 finishes 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
240 dzds Hare cdiis esUskde CZ thd said1tidss DELENGi

EnS Al ¢ tLsSalhaf LditZAtds Dkt Es 6k$edd 20 th Ddd

to the top of the cursed, grey-white mottled spire of
«ULEESINEIZ te DIC i Zhsd HASL it IRLAS 1éhks ALEDG
thd $Unbst Yées tROGHT 260 ZAft sHEOKEK AGCESE g th
common knowledge, be impossible: to live by the truth of
Tt Entdss AIE sUszizdi 10 sUCshst L1 A Ghdt £6 hlsdét's
and bitter berries, but the accursed reputation of the
SRisd JAdRs tHd HESS $s £ 6 tHd L0tsICd ZE$(E it CRZi

1 sdt 6 stiinés (ARCIlG SLZ D th A LAt Shts
inscribed with strange glyphs, right at the center
of the wind-scoured ruins, remained a constant
SAL_hIEAS L6 tHA sRisdls Zdt Ul &isetzdsde sdesdt'sa

pld &2l Vs LAGA i e0s Us hsekzdsZ ALAG tHd
short, winding paths in the spire’s south: a medallion
LG stéRlgar CstIbd Ldtf ZitH C0d DAeIsk kst ALLLG
tHd sRissd sASUCCASZi p tHd AL Ut LEZh1G Chscs
Zdsd trd sil_d s0lds 260 RS sddl L1 tHd SLLS

1k st His ZhsGh L AlE Laltak AcOnZ U1 LAteRAS
among your ragged band of survivors, has since then
StAStAE tt CACIRAAS tHd Zdise gIZRAsK £1d CZ £ 1di

Yfisl tHs Zfis filst. ZHdD tHd i LLdls stAstdci

In the pitter-patter of rain, one by one, you heard the
tHdftst vedrizdl £§ Cd sekUSAS 6SkL_ tHd sRisdip 1 1¢& HlEdde)
1§k sl chzilAthe ] CZ #A$0SRAZ L6 A HAGustAszde LEDIEAN
GLAt ZASHAE L6 i tsUKZ ERtACZsLAE st$L ARRSEAGH G

Some left, but your group knew your
Riféd Zfis CZ 708 RékRHAdtls shcdi

Two days ago, you ventured forth into the mountains
to scavenge what little food and supplies you could
PIC th RSARMASA 6L tHA StESLX ZHid 18iks GAstde Al
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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 first chapter have been sent down; after that, the
cultists need to wait until 11 PM, when they reawaken.

“£.Jd1 ehL_ité 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 sufered 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

W1

Water Clock Level Dressing

ehgHthlgX Dim lighting from phosphorescent growths.
“LUI&sk Meandering water.
~L_dKksX Wet stone, delicious mold, mildew, lichen.

Pressurized Water Web. Touching the weaver's
Pressurized Water Web afects the character as if hit by

it, and alerts the ZdiJd1d¢ DEZ Zdfzds to something
triggering the web. Using a green token of Vasi on the

web turns it into harmless sludge in the afected area and
does not alert the ZdfJd1dE DEZ Zdizds in Area 4. The
weaver replenishes all triggered webs and strands when the
party takes a short or long rest, unless that would conflict
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
ERAIRG th Mo oLk tvZhEd ZdSthErK 62 SSheRK CHAL Cdst
“Hd $UsH L6 DEZIG ZAtdS dertds skotiZi 1t tHd CLttE L) A
set of open double doors are held shut by a web of water

oors. The double doors are unlocked and can
be opened or closed without a sound, the hinges still
perfectly functional. A =9cu tdhgaled w«dihgit Ik
check recognizes the deity inlaid on the doors as the
wrongful depiction of Vasi as a bringer of torrential floods.

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
BLzdsdc 1l 6RCAS LUSils tHft RSN cdiitUsd stz $dsi
To the left and right, a set of shallow stairs descends 15
6ddt CEZ1 th tHd DELSI I tHA LACCKD 6 tHd HAK AT o voktty
high dome caps the center, dimly illuminated by specks of
EAKLAGN gSddl ReEsRAESdsEd It herd 1d =hsdettZ CaldritH
tHis SELd hs i sdedssdC fisdiiim GAdt k.Zd$ tHA T tHd DELS L6
tHd Hiiflis L0tdS $ilgi “ZE ERlls dfcH sRESthIG i staRcZl

if meandering stream of knee-deep water, lead into the
recessed area, which also sports a path that bisects this
sdedssdc sdethe b 1l Al vsHARd Il shéd tHd sdedssdd fisdril
two drains sport growths of edible lichen that are slowly
Canlg DUskAE fiZfiZ CZ tHd AL tésdidss DLZ L6 Zfitds

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















Cultist of Still Waters (Dextrous)

Medium Humanoid (any),
Typically non-Good alignment

TSLES Offigs 14
Vit “khlts 13 (3d8)
Speed 30 ft.
""«  DEX , 9pk . k™ . WIS , 9VI |
12 (+1) 18(+4) 10(+0) 10 (+0) 11(+0) 10 (+0)
Tfizhlg “H&LZS 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
efect 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. jdidd EdARLD !ttficJe
+3 to hit, reach 5 ft., one creature. Vitt 4 (1d6
+ 1) bludgeoning damage, and the target
must succeed on a DC 13 Dexterity saving
throw or be splashed with putrid sludge.
Sling. «iilgdc EdRRL] TtAEI

ft., one creature.

Exhaustion Tracker.
12345
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Cultist of Still Waters (Strong)

Medium Humanoid (any),
Typically non-Good alignment
TSLES OKRss 11
Vit “"Ehlts 13 (3d8)
Speed 30 ft.
. "« , DEX , 9pk , k™ . WIS , 9VI |
16 (+3) 12 (+1) 10(+0) 10 (+0) 11(+0) 10 (+0)
Tfizhlg “HSLZs 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. jdidd EdARLD 1ttRcIe
+3 to hit, reach 5 ft., one creature. Vit 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.
12345
nnnnin
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Lesser Flowing Dead
“Medium Undead, typically Neutral

1S £ S 9kiss 13 (flowing water and armor scraps)

Vit “Ehlts 15 (2d8 + 6)

"« , DEX , 9pk , k™ . WIS 9Vl
16(+3) 14(+2) 16(+3) 6(2) 6(2) 5(-3)

=fAL_Agd EOf1dsichfithds bludgeoning, fire,

necrotic, special (see Stagnation Vulnerability)

=AL_figd «dshstfilEds radiant

=fAL_Agd WI_L_01hthds poison

ot I &hthe I WL_L_UIhthds exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 8
Languages understands Grekian but can't speak

Challenge 1/2 (100 XP) sependleZ st hUs +2

SPECIAL TRAITS

“tig Atk 1 EOKId$ACihtZE Flowing dead are
animated by the momentum of their water. If a
flowing dead does not move at least 20 ft. on

its turn, it sufers disadvantage on all attack
rolls, checks and saving throws. If a flowing
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. j didd EdfRL]
1tfiéJo +5 to hit, reach 10 ft., one target. Vitt 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.

edssd$ RiLZilg =dRc

Swarm of Vasi's Drops

“Medium Swarm of Tiny Oozes, typically Neutral Evil

TSIt 9ffiss 15 (natural armor)
Vit khlts 30 (4d8 + 12)
Speed 40 ft; swim 40 ft.
. "« , DEX , 9pk , k™ . wiIs , 9VI |
2(-4) 17(+3) 16(+3) 6(-2) 12(+) 3(4)
=AL_figd «dshstfilcds acid, bludgeoning,
piercing, and slashing
=AL_figd LU Dthds poison
ot I&ith 1 IL_L_0lithds 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)

sepedleZ 8t 1Us +2

SPECIAL TRAITS

Amorphous. The drops can move through a space
as narrow as 1 inch wide without squeezing.

Swarmi( 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. jdidd EARRLD 1ttficds +5 to hit, reach O ft.,
one creature in the swarm'’s space. Vitt 14 (4d6)
bludgeoning damage, or 7 (2d6) bludgeoning damage
if the swarm has half of its hit points or fewer.










Appendix; New Weapon: Battle Aspergillum

_J fisthi_§ didd EdARL]

kAL_d Cost =AL_figd Weight | “"$LRdsthds

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

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

Splashing. A Weapon with the splashing property can be used to deliver liquids when hitting enemies more efectively.
You can, as a bonus action, fill the battle aspergillum with a liquid that can be used to make an attack, such as alchemist's
fire, 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 filled battle aspergillum inflicts the efects
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 filled into a battle aspergillum suTices for three successful hits instead of being consumed on the first
hit. The insides of the battle aspergillum are treated with special materials (sometimes Grekian Ore), and they are immune
to the efects of liquids filled 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 |

Per Surviving Cultist: 1 point

Discerning the Vulnerability: 2 points

Clever Elimination of flowing dead: 2 points per instance

Chapter One, Act Il

Creative Use of units of stock not outlined: 3 points

Chapter One, Act Il

Per flowing 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 sufers: & REMlts













