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Placing the Adventure

The Sunless Citadel is designed to be easily located in what-
ever setting the DM prefers. Here are some examples.
 Dragonlance. On Krynn, the citadel was once part of Xak 
Tsaroth, and it harbored worshipers of Takhisis. When that 
city was destroyed during the cataclysm, it fell into a rift 
that opened in the earth. In this setting, consider replacing 
the kobolds in the adventure with gully dwarves.
 Eberron. Located near the western edge of the Mourn-
land, the citadel was an ancient ruin even during the time 
of the Last War. Agents of Cyre used it as a way point for 
conducting espionage against neighboring realms. On the 
Day of Mourning, the earth opened up and swallowed the 
place. The Mournland is within sight of the rift.
 Forgotten Realms. On Faerûn, the Sunless Citadel was 
once a secret stronghold of the Cult of the Dragon, located 
in the foothills northwest of Thundertree. It plunged into 
the earth when Mount Hotenow erupted and threw Never-
winter into chaos.
 Greyhawk. The Sunless Citadel is a ruined Baklunish 
stronghold that was cast into the bowels of the earth when 
the Suel Imperium unleashed the Invoked Devastation. 
It is located in northwestern Bissel, in the foothills west of 
Thornward.

All things roll here: horrors of midnights,

Campaigns of a lost year,

Dungeons disturbed, and groves of lights;

Echoing on these shores, still clear,

Dead ecstasies of questing knights—

Yet how the wind revives us here!

—Arthur Rimbaud

Adventure Synopsis

1. Oakhurst.

2. Kobold Den.

3. Goblin Lair.

4. Hidden Grove.

Running the Adventure

Mapping

The Sunless Citadel
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About the Original

The Sunless Citadel, by Bruce R. 
Cordell, was originally published in 
2000 as a beginning adventure for 
the third edition of the D&D game. 

The adventure is widely regarded as 
an excellent way to introduce play-
ers to D&D. It’s also a great starting 
experience for a new DM.

Adventure

Bruce R. Cordell

Time of Year

Adventure Hooks

Going for Glory

Rescue Mission

Solving a Mystery

Oakhurst

Village Hall.

General Store.

Shrine.

Jail.
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Sunless Citadel Overview

A dragon cult that valued privacy and defense built the Sun-
less Citadel on the surface long ago. All record of the cult’s 
name has vanished, though various sources believe that it was 
associated with the dragon Ashardalon. The cataclysm that 
killed the cult members sank the fortress at the same time. 
Because of residual enchantments, much of the structure sur-
vived its descent into the earth. With the cultists dead, goblins 
and other creatures moved in, and they have survived here for 
hundreds of years.
 The goblins, which belong to the Durbuluk tribe (“Domi-
nator” in Goblin), once patrolled the area around the ravine 
to rob passersby. But now, with the Old Road having fallen out 
of use, the goblins rarely pay much attention to this entrance 
anymore. Also, a tribe of kobolds has recently moved in to 
challenge the goblins’ ownership of the fortress. Both groups 
are skirmishing as they vie for control, and they’re not overly 
concerned about the possibility of intruders. Thus, the cleft 

dungeon without attracting attention. (The missing party that 
came here before did much the same; the rope left tied to the 
pillar near the ravine is theirs.)

 Though the kobolds (areas 13–24) and the goblins (areas 
31–41) claim the Sunless Citadel as their property, they’ve 
never visited all its chambers. They avoid entering the most 
secluded parts of the grove level. In the past, they feared that 
the hidden grove was haunted. With the arrival of Belak the 
Outcast twelve years ago, that belief is vindicated. He orders 
the goblins to distribute the midsummer fruit each year, and 
the goblins obey him out of fear.
 Monsters on Alert. The kobolds and the goblins respond 
similarly if attacked. Intruders who fall back to take a long 
rest before dealing with the leaders of an attacked community 
allow the creatures time to make preparations. Alerted mon-
sters reinforce cleared rooms with forces previously stationed 
in other rooms. For example, three kobolds from one area 16 
could be stationed in area 15 with orders to set an ambush for 
returning invaders. Or, four goblins from one area 36 could be 
redeployed to area 32 to guard against another intrusion. Keep 
track of such changes, so that the characters don’t encounter 
the same kobolds or goblins twice.
 Random Treasure. Each regular kobold and goblin is likely 
to have 2d10 sp, perhaps in the form of various coins and 
crude jewelry.

Blacksmith.

Ol’ Boar Inn.

Rumors Heard in Oakhurst

Shatterspike

Wilderness Encounters

twig blights

The Citadel

See the old Dragon from his throne

Sink with enormous ruin down!

 —Hymn

Ravine

The Old Road passes to the east of a narrow ravine. At 

the road’s closest approach to the cleft, several broken 

pillars jut from the earth where the ravine widens. Two 

of the pillars stand straight, but most lean atop sloped 

earth. Others are broken, and several have apparently 

fallen into the dark depths. A few similar pillars are visi-

ble on the opposite side of the ravine. 

 A sturdy, knotted rope is tied to one of the leaning pil-

lars on this side of the ravine.
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General Features

The following facts about the environment are true unless 

 Doors. The doors are wooden or stone.
 Light. Beyond area 2, many rooms in the underground 
dungeon are lightless. Descriptions assume that the char-
acters have a suitable light source and are able to see their 
surroundings.
 Ventilation. All keyed areas contain an adequate air sup-
ply. The air is renewed from countless cracks leading to the 
upper open cavern and the surface. These cracks are too 
small for any but creatures such as giant rats to navigate.

Investigating. 

Descending.

Locations on the Fortress Level

1. Ledge

A sandy ledge overlooks a subterranean gulf of darkness 

to the west. The ledge is wide but rough. Sand, rocky 

debris, and the bones of small animals cover it. A rough-

hewn stairwell zigs and zags down the side of the ledge, 

descending into darkness.

Creatures. 

giant rats

Investigating.

2. Switchback Stairs

A fortress emerges from the darkness. The subterranean 

citadel, though impressive, seems long forgotten, if the 

lightless windows,cracked crenellations, and leaning tow-

ers are any indication. All is quiet, though a cold breeze 

blows up from below, bringing with it the scent of dust 

and a faint trace of rot.

3. Crumbled Courtyard

The narrow stairs empty into a small courtyard, appar-

ently the top of what was once a crenellated battlement. 

The buried citadel has sunk so far into the earth that the 

a layer of treacherous, crumbled masonry, which reaches 

to an unknown depth. To the west looms the surviving 

structure of what must be the Sunless Citadel. A tower 

stands on the west side of the courtyard.

Masonry Debris.

Creatures. 

giant rats



CHAPTER 1 | THE SUNLESS CITADEL
13

| THE SUNLESS CITADEL
13

Hidden Pit.

Creature.

giant rat

Treasure.

4. Tower Shell

This circular area is cobbled with cracked granite, upon 

which sprawl the bodies of four goblins, apparently slain 

in combat. One corpse stands with its back against the 

western wall, the spear that killed it still skewering it and 

holding it upright. Three wooden doors lead from this 

area. A hollow tower of loose masonry reaches thirty 

gone, except for a couple of crumbled ledges.

Bodies.

Secret Door. 

Needle Trap.

5. Secret Pocket

This pocket chamber is damp and cold. The skeletons of 

slits along the east and south wall.

skele-

Map 1.1: Fortress Level
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tons

Treasure.

+1 arrow

6. Old Approach

The masonry walls of this twenty-foot-wide hall are in 

-

ern section with rubble. The western wall is in much 

better shape than the other walls, and it holds a stone 

door with a rearing dragon carved in relief on it. The door 

has a single keyhole, situated in the rearing dragon’s 

open mouth.

Dragon Door. 

arcane lock

knock

knock

 Creature. giant rat

7. Gallery of Forlorn Notes

around the door indicate that the chamber beyond has 

been sealed for ages. Dust, long undisturbed, covers ev-

ery surface in this large gallery. The air here is stale. 

 Three alcoves are on the north wall, and one is on the 

south wall. Each alcove contains a dust-covered stone 

The globes in the northern alcoves are cracked and dark, 

but the globe in the southern alcove glows with a soft 

blue light. Faint tinkling notes issue from it.

8. Pressure Plate

The air is stale in this twenty-foot-long corridor, which 

leads to another closed stone door.

Arrow Trap.

9. Dragon Riddle

rounded northern end of the chamber stands a ten-foot-

tall sculpture of a coiled dragon carved from red-veined 

white marble.

Dragon Sculpture. 

magic mouth

 We come at night without being fetched; 

 we disappear by day without being stolen. 

 What are we?

 Secret Door. 

detect magic
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10. Honor Guard

Dust cloaks the contents of this twenty-foot-wide hall. 

Six alcoves line the walls, three to the north and three to 

the south. Each alcove except the southwest one holds a 

-

way at the west end of the hall opens into a wide room 

from which greenish light glows. A dark pit is situated 

before the archway.

Southwest Alcove. 

Spiked Pit.

Creature. quasit

Development.

Secret Door. 

11. Secret Room

Dust coats the contents of this tiny chamber, obscuring 

runes inscribed on the southern wall.

 Inscription. 

 Secret Door. 

12. Tomb of a Failed Dragonpriest

are cracked or broken, revealing rough-hewn stone be-

neath. Sconces are attached to the walls at each corner. 

sarcophagus, easily nine feet long, lies in the room’s 

the head of the sarcophagus resembles a dragon’s head. 

Torch. continual

Sarcophagus. 
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Random Encounters

In areas 13 and beyond, monsters move through the halls 
of the Sunless Citadel. For every 12 hours the characters 
spend in the dungeon, roll a d20 and refer to the following 
table if the characters are in an accessible hallway or room 
at that time.

d20 Encounter

1 1d6 kobolds

2 1d6 giant rats

3 1d4 goblins

4 1d2 hobgoblins

5 1d4 skeletons

6 1d6 twig blights

7–20 No encounter

sequester 

jewelry and rings adorned with tiny silver dragons still 

sparkle. The creature’s body is shrunken and elongated, 

it snarls.

Creature.

troll

Development.

Treasure.

spell scrolls command cure wounds 

wounds guiding bolt 

13. Empty Room

This ruined chamber stands empty of all but a litter of 

rocky debris.

14. Enchanted Water Cache

The stone relief-carved door sealing this chamber por-

This ten-foot-square chamber is hewn from stone. It 

contains an upright keg fashioned of rusted iron. Rusted 

Creatures. ice mephit

steam mephit

Treasure.

15. Dragon Cell

Crudely executed symbols and glyphs, scribed in bright 

green dye, decorate this large and irregularly shaped 

crumbling chamber. A large pit in the center shows evi-

southern wall contains a gaping hole and stands empty. 

A small wooden bench draped with green cloth is next to 

the cage, and several small objects rest on it. A bedroll 

lies near the wooden bench, and the sound of whimper-

ing comes from inside it.

 Creature. kobold
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Development.

Investigating. 

Treasure. 

16. Kobold Guardroom

Door Trap. 

A small pit of embers, built of broken masonry and 

portions of shattered stone sculptures, smolders in the 

center of this chamber. Arrayed around the pit are several 

small rugs woven of matted hair and dead fungi.

Creatures. 

kobolds

17. Dragon Chow

small half-barrier prevents the rats from easily escaping 

when the door is open.

Creatures.

swarm of rats
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18. Prison

Four small humanoids are shackled by thick, rusted 

Several broken weapons and sundered shields lie in 

one corner.

Creatures. goblins

19. Hall of Dragons

A double row of relief-carved marble columns march the 

length of this long, large hall. The worn carvings depict 

entwining dragons.

Creatures. kobolds

Development.

20. Kobold Colony

chamber. Spits, tanning racks, and other implements of 

a primitive culture are visible through the haze. Several 

ko-

bolds 

commoners

Monster Manual

21. Dragon Throne

A short throne stands near the west wall, constructed of 

fallen bits of masonry stacked against an old altar. On 

the top of the altar sit a variety of small items. The por-

tion of the altar that serves as the throne’s back features 

in the dragon’s open jaws.

Creatures. 

Yusdrayl ko-

bolds

Why are kobolds in this place?

What about the goblins/fruit/Belak? 



CHAPTER 1 | THE SUNLESS CITADEL
19

What about the twig monsters?

What about the lost human adventurers?

What about the stolen wyrmling dragon?

Development.

Treasure. 

Quaal’s 

feather token spell scrolls mage armor

spider climb knock

elixir of health

22. Larder

The odor of rotting meat permeates this chamber. Most 

of the rusty iron hooks in the ceiling are empty, but a few 

hold the skinned carcasses of large vermin, huge fungoid 

stalks, and several massive insect carapaces. On a small, 

battered bench along the south wall are pieces of nearly 

useless cutlery and rusting skinning knives.

23. Underdark Access

room, revealing a tunnel. The passage is unworked, and 

-

ural tunnels do. Within the room, hunting gear is racked 

on the wall, and several pallets lie nearby.

Creatures.

kobolds

24. Trapped Access

At the other end of a twenty-foot-long corridor is another 

closed door.

Hidden Pit.
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25. Empty Chamber

This empty chamber is home only to rat droppings, 

Investigating. 

 Trap.

26. Dry Fountain

Dust and odd bits of stony debris and rubble lie scat-

eastern wall. Though cracked and stained, the fountain’s 

overarching carving of a diving dragon retains its beauty. 

A relief-carved stone door stands on the western wall.

Investigating. 

Fountain.

detect magic

 Western Door. 

knock 

Scythe Trap.

27. Sanctuary

Five dusty sarcophagi, three to the north and two to the 

south, stand on end in this silent chamber. Each of the 

in ceremonial robes. An altar, with images of dragons 

carved into its black obsidian, is set in the center of the 

west wall. A single candle burns brightly on the altar. 

Creatures. skeletons  

Treasure.

potion of resistance

Night Caller

28. Infested Cells

This section of hallway contains six doors, all slightly ajar. 

The area smells musky.

Creatures. 

gi-

ant rat 

 Investigating. 
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Treasure. 

29. Disabled Traps

open by iron spikes. The north wall holds a dry fountain 

carved with an overarching diving dragon. A faint rotten 

stench pervades the room.

Investigating. 

 Development. 

 Trapped Fountain.

detect magic

 Western Door. 

30. Mama Rat

carcasses of cave rats, smaller vermin, and a few human-

old bones, hair, and fur that combine to make a particu-

larly large and vile nest.

Investigating. 

Creatures. giant rats

diseased giant 

rat

Treasure. 

potion of healing

31. Caltrop Hall

The ten-foot-wide hall is liberally strewn with sharp cal-

trops. On the northern wall, passage to the room beyond 

is partially blocked by a roughly mortared, three-foot-

high wall, complete with crenellations.

 Caltrops. 

Play-

er’s Handbook

 Creatures. goblins

Treasure. 

32. Goblin Gate

the hands of creatures unconcerned with hygiene. On the 

eastern side of the southern wall is a crudely mortared 

half-wall, complete with crenellations.
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Creatures. goblins

Development.

Investigating. 

33. Practice Range

Dozens of blunted and broken arrows lie on the cracked 

sewn, human-sized targets hung along the center of the 

south wall. The northern third of the room is separated 

from the south by a crudely mortared and crenellated 

half-wall. A permanent camp of sorts lies north of the 

cook pots.

Creatures. goblins

Treasure. 

Development.

34. Goblin Stockade

Squalor reigns in this low-ceilinged room. A large iron 

iron cage is set farther back. Several sets of corroded 

manacles are connected to the walls,and some still bind 

a few crumbling skeletons.

 Creatures. kobolds

acolyte

Why are you here?

What about the goblins/Belak?

What’s the deal with the fruit?

What about the twig blights?
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What about the lost human adventurers?

Development.

Manacles.

35. Trapped Corridor

Hidden Pit.

 Development.

Treasure. 

36. Goblin Bandits

The stench, garbage, and carrion here are evidence 

of years of use by unsanitary tenants. Tattered hides 

stretched on frames form six unstable hammocks 

is mixed indiscriminately with broken or worn arms 

and armor.

 Creatures. goblins

Development.

Investigating. 

37. Trophy Room

mounting job is sloppy, and the assortment of heads in-

cludes cattle, rats, and other not particularly impressive 

specimens. A few grisly trophies share the wall with the 

animals, including a couple of kobold heads. Smashed 

and broken cabinets and small tables litter the periphery 

of the room, mute victims of some sort of rampage. A 

rusted iron spike stands in the center of the room, trail-

ing a broken chain. Thin patches of frost coat sections of 

Creature. white dragon wyrmling

Treasure.
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38. Goblin Pantry

The north and south walls of this chamber are stacked 

halfway to the ceiling with ill-made barrels, boxes, and 

crates. A clear path allows easy access between the west 

and east doors.

39. Dragon Haze

row of marble columns carved with entwining dragons 

runs the length of the hall.

40. Goblinville

What might once have been a cathedral is now a goblin 

-

ing fungi provide illumination. Dozens of goblins go 

about their daily business, which involves a lot of rude-

ness and violence. Along the southern wall is a heaping 

pile of assorted items, including wagon wheels, broken 

armor and rusted arms, chests, small statues, antique 

furniture, and artwork.

Creatures. 

goblins

commoners

Monster Manual
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 Development. 

Investigating. 

Treasure.

41. Hall of the Goblin Chief

-

eter domed chamber. Dim violet light shines out of the 

shaft, revealing sickly white and gray vines that coat the 

walls of the shaft. The light is supplemented by four lit 

wall torches set equidistant around the periphery of the 

chamber. A crudely fashioned stone throne sits against 

the curve of the northwestern wall. A large iron chest 

serves as the throne’s footstool. A sapling grows in a 

wide stone pot next to the throne.

 Creatures. 

hobgoblin

hobgoblins

goblin

Spellcasting. Grenl is a 1st-level spellcaster. Her spellcasting 
ability is Wisdom (spell save DC 11, +3 to hit with spell attacks). 
She has the following cleric spells prepared:

Cantrips (at will): poison spray, thaumaturgy
1st level (2 slots): bane, 

twig blight

 Development. potion of healing 

spell scroll

expeditious retreat

 Shaft.

Trapped Chest. 

Treasure.
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Map 1.2: Grove Level



CHAPTER 1 | THE SUNLESS CITADEL
27

Locations on the Grove Level

42. Central Garden

Luminescent fungus, shedding violet light, clings to the 

walls and ceiling of this wide cavern. The air is damp, 

chilly, and redolent with the odors of loam and decay. A 

layer of earth, mixed with rotting vegetation and the re-

of mushrooms and fungi grow on the detritus, as well as 

a few saplings.

Creatures. skeletons 

twig blights 

 Development. 

43. The Great Hunter’s Abode

blood and animal musk. Light from glowing fungus re-

veals the eastern niche, which holds a pallet of matted 

furs, a wide wooden board on which a variety of weapons 

on a slender pole. To the edge of the niche are two large 

nests made of hair, dry fungus, and refuse.

 Creature. bugbear giant rat

 Underdark Access.

Treasure.

44. Rift

that of the corridor. No phosphorescent fungus grows in 

the rift. The corridor continues past the rift, though the 

opening of the rift has caused it to shift 10 feet to the 

west. A number of two-foot-diameter holes riddle the 

45. Rift Node

The rift widens, creating a cavern-like chamber. Small, 

shines out of one such hole.

 Creature. 

Treasure.

46. Old Shrine

Faded mosaic tiles still decorate parts of the wall, but 

Situated at the center of the chamber stands a slim ped-

estal of rusted iron shaped like an upright dragon. In the 

dragon’s mouth rests an empty tray.

47. Belak’s Laboratory

Two rows of dragon-carved marble columns march the 

length of the hall, most completely covered in lumines-

and on it sit many small wooden tables. The contents 

on the tables include mortars and pestles, small tools, 

this hall are all partly open.
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 Investigating. 

Treasure.

Northwest Chamber. 

goblin 

commoners

Southwest Chamber.

com-

moners

North Central Chamber. commoners

South Central Chamber. goblin

commoners

Northeast Chamber.

Southeast Chamber. 

48. Garden Galleries

Nodules of luminescent fungus hang from the ceiling 

light illuminates portions of grand bas-relief carvings 

on the stone walls that aren’t covered with the fungus. 

The carvings depict dragons in various stages of raining 

plants to grow. A bench containing simple gardening im-

plements stands along the west wall.
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 Creature. bugbear 

Treasure. potion of healing

 Development. 

49. Arboretums

Luminescent mist blurs the edges of this octagonal 

chamber. Nodules of glowing fungus dot the stone walls 

and ceiling, as well as the caps of toadstools and mush-

reeks with rot.

Southern Arboretum. goblin

commoners

Southeast Arboretum.

Northeast Arboretum. skeletons

twig blight

Northern Arboretum.

50. Ashardalon’s Shrine

Dragon-carved granite blocks line this chamber’s walls 

and ceiling, though many are crumbled and broken, 

a rearing red dragon stands in the curve of the western 

wall. The eye sockets of the dragon are empty, but a red 

glow lingers there, providing reddish light throughout the 

chamber. The radiance casts an inky shadow behind the 

Runes are carved around the circular tile’s inner edge.

Investigating.

detect magic

 Creature. shadow

Treasure.

51. Dragon Library

though a clear path connects wooden doors on opposite 

walls. Torn and burnt pages, bindings, and scrolls form 

disordered piles in the corners.

Treasure.

spell scroll scorching ray spell scroll Melf’s acid 

arrow

52. Underpass

 Damp and crumbled steps descend sharply.

53. Belak’s Study

north and east walls, and a rough-hewn desk stands in 

the center of the chamber. Fungus on the ceiling provides 

small bushes and pale saplings that grow in the soil.

 Investigating. 

Treasures 

of the Fire Lords glyph of warding
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Development. 

Treasure. 

spell scroll entangle spell 

scroll protection from poison

54. Grove Gate

chamber. The collapsed southern wall opens into a vast 

cavern. Luminescent fungus on the rough walls and 

the high roof loom over a twilight grove of sickly briars, 

bushes, saplings, and other woody plants. Ruined walls 

and hollow towers protrude from the briars.

 Creatures. goblins

Development.

twig blights

 Investigating. 

55. Twilight Grove

Pale, spindly briars press close, casting twisted shadows 

 Briars. 

 Creatures. twig blights

Development.

56. The Gulthias Tree

A walled clearing is here among the briars. The walls are 

about twenty feet high, which is less than half the height 

of the cavern’s ceiling. Several varieties of plants grow 

around the perimeter of the clearing, including a few sus-

picious-looking saplings, but their importance pales be-

fore that which stands at the courtyard’s center. Beneath 

the fungal light grows an evil tree. Its blackened, twisted 

limbs reach upward, like a skeletal hand clawing its way 

out of the earth. Before it stand a few twig blights; a 

heavily armored, young human male with a shield and 

noble; and a middle-aged, bearded human male wearing 

The younger humans have black eyes and gray skin with 

the texture of bark.

 Creatures. 

druid

druidcraft poison spray shillelagh

cure wounds entangle

thunderwave

barkskin

Sir Braford Sharwyn 

Hucrele giant 

frog

twig blights

 Interaction. 

What are you doing?

What is the Gulthias Tree?
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The Gulthias Tree

A Gargantuan plant, the Gulthias Tree has AC 10 and 35 
hit points. It is immune to necrotic, poison, psychic dam-
age, and it has resistance to piercing damage. The tree has 

 Fruit. Two magical fruits (evocation school) ripen on the 
tree each year. Each fruit resembles an apple, but it slowly 
extrudes from the tree like a cyst.
 Up to a week before the summer solstice, a ruby red fruit 
grows. Someone other than a construct who eats a quarter 
or more of it regains 70 hit points. In addition, any blind-

 Up to a week before the winter solstice, a sickly white 
fruit grows. Someone who eats a quarter or more of it 
takes 70 necrotic damage. Each fruit has 1d4 seeds that, if 

blights after one year.
 Tree Thralls. If a humanoid is bound to the bole of the 
Gulthias Tree, over the next 24 hours the victim is sucked 
completely into the tree. Once the victim is completely 
absorbed into the tree, it becomes the tree’s thrall, and 
is expelled over the course of 1 hour. The Gulthias Tree 
can have only four thralls at any one time. A victim’s skin 
is rough, gray, and bark-like. A thrall is totally corrupted, 
becoming neutral evil. Such a creature exists only to serve 
the Gulthias Tree and those who tend it (such as Belak). It 
possesses all of its former abilities and gains the follow-
ing traits:

Barkskin. The thrall’s AC can’t be lower than 16.

Tree Thrall. If the Gulthias Tree dies, the thrall dies 24 
hours later.

What’s with the stick-monsters?

What’s going on with the fruit?

What did you do to the other adventurers?

Why are you talking to us?

Combat.

Shatterspike

barkskin

wand of 

entangle

 Development. 

Targeting the Tree.

 Walls. 

Treasure.  potions 

of healing wand of en-

tangle

Aftermath

As the villagers set the evil saplings alight, the mayor 

turns to you with a frank expression. “You realize that 

our actions have set loose several of these abominations 

upon the world. Who knows what these twisted plants 

are doing now?”
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Night Caller

Wondrous item, uncommon

This whistle is carved from transparent crystal, and it 

resembles a tiny dragon curled up like a snail. The name 

Night Caller is etched on the whistle in Dwarvish runes. 

If a character succeeds on a DC 20 Intelligence (Arcana 

or History) check, the character recalls lore that says the 

duergar made several such whistles for various groups 

in an age past. 

 If you blow the whistle in darkness or under the night 

sky, it allows you to cast the animate dead spell. The 

target can be afected through up to 10 feet of soft earth 
or similar material, and if it is, it takes 1 minute to claw 
its way to the surface to serve you. Once the whistle has 

animated an undead creature, it can’t do so again until 7 

days have passed.

 Once every 24 hours, you can blow the whistle to 

reassert control over one or two creatures you ani-

mated with it. 

Shatterspike

Weapon (longsword), uncommon (requires attunement)

You have a +1 bonus to attack and damage rolls you 
make with this magic weapon. If it hits an object, the 

hit is automatically a critical hit, and it can deal blud-

geoning or slashing damage to the object (your choice). 

Further, damage from nonmagical sources can’t harm 

the weapon.

Wand of Entangle

Wand, uncommon (requires attunement by a spellcaster)

This wand has 7 charges. While holding it, you can use 

an action to expend 1 of its charges to cast the entangle 

spell (save DC 13) from it.
 The wand regains 1d6 + 1 expended charges daily at 
dawn. If you expend the wand’s last charge, roll a d20. 

On a 1, the wand crumbles into ashes and is destroyed.

Sunless Citadel: Magic Items and Creatures

Sharwyn Hucrele
Medium humanoid (human), neutral evil

Armor Class 16 (Barkskin trait)
Hit Points 13 (2d8 + 4)
Speed 30 ft.

 STR DEX CON INT WIS CHA
	 11	(+0)	 13	(+1)	 14	(+2)	 16	(+3)	 14	(+2)	 9	(−1)

Skills Arcana +5, Insight +4, Persuasion +1
Senses passive Perception 12
Languages Common, Draconic, Goblin
Challenge 1/2 (100 XP)

Barkskin. Sharwyn’s AC can’t be lower than 16.

Special Equipment. Sharwyn has a spellbook that contains the 
spells listed in her Spellcasting trait, plus detect magic and 
silent image.

Spellcasting. Sharwyn is a 1st-level spellcaster. Her spellcasting 
ability is Intelligence (spell save DC 13, +5 to hit with spell at-
tacks). She has the following wizard spells prepared:

Cantrips (at will): light, prestidigitation, ray of frost
1st level (2 slots): color spray, magic missile, shield, sleep

Tree Thrall. If the Gulthias Tree dies, Sharwyn dies 24 
hours later.

Actions

Dagger. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 4 (1d4 + 2) piercing damage.

Sharwyn Hucrele

A young adventurer whose group ran afoul of a band of 

goblins, Sharwyn Hucrele now inds herself enslaved 
deep inside the Sunless Citadel, an unwitting suppli-

cant of the Gulthias Tree. The corrupting inluence has 
turned her skin thick and rough, as though she were af-

fected by a barkskin spell, and has turned the normally 

good-aligned Sharwyn into an evil adversary.
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Sir Braford
Medium humanoid (human), neutral evil

Armor Class 18 (chain mail, shield)
Hit Points 19 (3d8 + 6)
Speed 30 ft.

 STR DEX CON INT WIS CHA
	 16	(+3)	 9	(−1)	 14	(+2)	 10	(+0)	 13	(+1)	 14	(+2)

Skills Athletics +5, Perception +3
Senses passive Perception 13
Languages Common
Challenge 1/2 (100 XP)

Barkskin. Sir Braford’s AC can’t be lower than 16.

Special Equipment. Sir Braford wields Shatterspike, a magic 
longsword that grants a +1 bonus to attack and damage rolls 
made with it (included in his attack). See appendix B for the 
item’s other properties.

Tree Thrall. If the Gulthias Tree dies, Sir Braford dies 24 
hours later.

Actions

Longsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one tar-
get. Hit: 8 (1d8 + 4) slashing damage, or 9 (1d10 + 4) slashing 
damage if used with two hands.

Reactions

Protection. When a creature Sir Braford can see attacks a target 
other than him that is within 5 feet of him, he can use a reac-
tion to use his shield to impose disadvantage on the attack roll.

Sir Braford

While traveling in the vicinity of the Sunless Citadel, Sir 

Braford and his companions were captured by goblins. 

The young paladin of Pelor has been corrupted by the 

sinister Gulthias Tree and now swings his magic sword, 

Shatterspike, on behalf of a diferent sort of “deity.”

Yusdrayl
Small humanoid (kobold), lawful evil

Armor Class 12 (15 with mage armor)
Hit Points 16 (3d6 + 6)
Speed 30 ft.

 STR DEX CON INT WIS CHA
	 8	(−1)	 15	(+2)	 14	(+2)	 10	(+0)	 10	(+0)	 16	(+3)

Skills Arcana +2, Insight +2, Stealth +4
Senses darkvision 60 ft., passive Perception 10
Languages Common, Draconic
Challenge 1 (200 XP)

Spellcasting. Yusdrayl is a 2nd-level spellcaster. Her spellcast-
ing ability is Charisma (spell save DC 13, +5 to hit with spell 
attacks). She knows the following sorcerer spells:

Cantrips (at will): mage hand, prestidigitation, ray of frost, 
shocking grasp

1st level (4 slots): burning hands, chromatic orb, mage armor

Sunlight Sensitivity. While in sunlight, Yusdrayl has disadvan-
tage on attack rolls, as well as on Wisdom (Perception) checks 
that rely on sight.

Pack Tactics. Yusdrayl has advantage on an attack roll against 
a creature if at least one of her allies is within 5 feet of the crea-
ture and the ally isn’t incapacitated.

Actions

Dagger. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 4 (1d4 + 2) piercing damage.

Yusdrayl

The kobolds that occupy a portion of the Sunless Citadel 

are not a combative lot, as long as they are not attacked. 

That attitude is shared by their leader, Yusdrayl. She 

is not automatically hostile to strangers who enter her 

throne room, and in fact is looking for some help from 

a group of outsiders that can help her contend with the 

goblins that live nearby. But if she or any other kobolds 

are threatened or set upon, Yusdrayl defends herself and 

her tribe as iercely as she can.
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