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Arawn's Challenge

Introduction
So, you have killed your adventuring group; take a moment 
and savor the cool refreshing feeling of hopes and dreams 
shattered. Congratulations on your TPK. However, it might 
begin to dawn on you that your friends did not come to the 
game tonight to get slaughtered by you. Often, players will 
lose interest in a game where they feel that they have been 
arbitrarily or accidentally exterminated. So, how does one 
maintain interest without nerfing the challenge of the game? 
This adventure is designed to do just that. Essentially, this 
module allows you to reset your game and perhaps even 
add a new dimension to it. This module starts exactly where 
you left off - with your horribly dead adventurers.

The Adventure
Once the party has entered the Screaming Gate, they have 
actually been swallowed by Arawn (or any other god 
of death you prefer). If the party cannot win free, their 
souls will be consumed. The dungeon is literally Arawn’s 
body. As the adventurers explore, they will find hidden 
coins called Obols. These Obols are the only fare that 
Charon will accept to transport the party across the river 
of death. Hopefully, the adventurers will collect these 
coins. Otherwise, this adventure will become much more 
challenging. Once across the river of death, the party must 
have their hearts weighed to determine their worthiness. If 
deemed worthy, the adventurer will be returned to life. It 
is also possible that an adventurer might find another way 
out. These other ways are often undesirable and may take 
the character out of the game.

Being Dead
Adventurers begin with full hit points even though they 
bear the wounds that ended their lives, however the 
adventurers’ bodies are now composed of spiritual energy. 
The total spiritual energy available to an adventurer is 
found by adding their Personality, Luck, and free points 
(equal to their level). Since their spiritual energy will be used 
(see below), adventurers must keep track of which score(s) 
points are drawn from. Spiritual energy will not replenish 
while in the land of the dead; if an adventurer’s Personality 
or Luck reaches 0, they become a Jian or a ghost of a ghost. 
If returned to life, however, an adventurer’s Personality 
score would regenerate at a rate of 1 point per day. Luck 
points spent are gone forever (unless the adventurer is a 
Thief or Halfling). Spiritual energy points may be given to 
another party member during an adventure, but it costs an 
extra point to do so. 

The dead do not heal as they did in life. To heal damage, 
the adventurer must spend points of spiritual energy. The 
adventurer would regain 1d2 hit points for each point of 
spiritual energy spent on healing. If the adventurer’s hit 
points have been reduced to 0 or below, an additional point 
of spiritual energy must be expended to rebuild their 

spirit body.  Further, spiritual energy could be utilized to 
regenerate body parts lost during the adventure (but not 
injuries sustained at the time of death). 

That said, being dead is not exactly like being alive. There 
are some benefits, which include being able to see in the 
dark, understanding and speaking the language of the 
dead, and healing injuries. Since the party is in the land of 
the dead, they do not interact with objects or creatures as 
if they were ghosts. Everything here seems just as real as 
things did when they were alive (unless otherwise stated). 

The adventurers do not have any equipment whatsoever. 
Spiritual energy is needed to manifest weapons, armor, 
or equipment. Nothing may be manifested unless it 
was with the adventurer at the time of their death. The 
adventurers may NOT manifest coins of any kind. Items 
manifested through spiritual energy are permanent (unless 
reabsorbed). If the adventurer chooses, they may reabsorb 
the spiritual energy (requiring one action). In order to 
do so, they must be holding an intact item.  If the object 
is broken or otherwise destroyed, its spiritual energy is 
lost and it dissipates.  Items may also appear through the 
course of the adventure if grave goods are left for the fallen 
adventurer.  At the judge’s discretion, groups of items, such 
as a quiver of arrows, may be manifested using a single 
point of spiritual energy. However, the spiritual energy 
from such items cannot be reabsorbed unless all originally 
manifested items are present.

Spells and clerical abilities also cost spiritual energy to use. 
A wizard’s spell costs 1 point of spiritual energy to use and 
may be cast until the spell is lost. Each casting thereafter 
requires 1 point of spiritual energy.  Additionally, traditional 
spell burning is not possible using physical stats because the 
adventurers don’t have a physical body (spiritual energy 
must be spell burned instead). 

For example, Corwin the Cowardly decides to cast Color 
Spray. To activate the spell he must use an action to expend 
one point of spiritual energy. Corwin can thereafter cast the 
spell normally and at no cost until he fails his spell check 
roll. After losing the spell, the only way Corwin may cast 
the spell is by spending one point of spiritual energy each 
and every time. The spell may never be fully regained 
unless Corwin returns to the land of the living.

Clerical abilities and spells cost 1 point of spiritual energy 
per use. It is very difficult for clerics to utilize the ability 
Divine Aid in the land of the dead. Any cleric attempting to 
do so must spend an additional 5 points of spiritual energy 
and incurs a penalty of +10 to the DC of the ability check. 
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Start
You stand on a barren, dusty plain; although no sun can be seen 
somehow your eyes can see through the murk. As you look around, 
you can see all of your companions. They look garish still bearing 
the wounds that ended their lives. And that is when it dawns on 
you that you have also died, and this must be the land of the dead. 
As you look around, you see a tall figure robed in tattered black 
cloth. This figure turns to you, and you can see its skeletal face. 
In a voice that sounds like the last gasp of drowning children, 
this spectre of death says, “All who come to this place are given a 
choice: travel to your afterlife or accept Arawn’s challenge and if 
successful return to life. But be warned: if you fail the challenge 
your soul will be destroyed. Choose.” 

The figure, which is a lesser death spirit, will stand in place 
until the players make their choice. If anyone chooses to go 
to their afterlife, an appropriate looking gate appears. This 
gate will disappear after the adventurer enters it, taking 
them to their place of reward or punishment and out of this 
adventure. If the adventurers choose Arawn’s Challenge, 
the figure will point to a gleaming shape in the distance: the 
Screaming Gate. Should the adventurers wish to attack the 
death spirit, it will defend itself.

Death Spirit: Init +10; Atk unarmed strike +7 melee (2d6+2); 
AC 16; HD 5d8 HP 30; MV 40’ or Teleport; Act 2d20; SV Fort 
+3, Ref +5, Will Immune; AL N.

Random Encounters: To be used whenever the judge 
is bored, the player’s dally or action is lacking. These 
encounters are detailed in Appendix III.

Dice Roll Random Encounter

1-2 Animal Skeletons
3 Skeletons
4 Ghost Wind
5 Death Spirit
6 Death Wind
7 Spirit friends

8-9 Arawn’s Hand
10 Death’s Horse
11 Jian

12-15 Giant Rolling Skull
16 Lethe Wind
17 Death Goblins

18-19 Knight w/ Giant Maggot Steed
20 Something Terrible
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1. THE SCREAMING GATE
This gate appears to be an enormous human skull half-buried in the 
sand. Its mouth is open in what seems to be a scream. Ironically, 
instead of the shriek one expects, the wind merely moans from the 
mouth’s opening. The mouth is large enough to easily walk inside; 
once inside the mouth of the death’s-head, a stone stairway can be 
seen spiraling down to a level below. As the characters begin their 
descent, the mouth of the skull slowly closes with a grind. The 
trapped adventurers have no escape but to finish the challenge and 
return to the land of the living.

2. THE CROSSROADS THAT SPEAK
This unadorned stone crossroads murmurs with the voices of the 
dead and times past. The crossroads can become almost deafening 
with the hum of voices.  The childish laughter of a lost friend or 
the playful bark of a dead pet can be heard in the din; the voices 
crescendoing to a deafening roar then dwindling into a symphony 
of whispers before swelling once more. If the party stops to listen, 
they can just make out the call of their first love, who slipped 
through their fingers. The urge to stop and listen is overwhelming.
 
Only with a successful Will saving throw (DC 15) can an 
adventurer push themselves to leave this place. Any who fail 
their saving throw will stand transfixed until they fade with 
time or another pulls them from the crossroads. Spiritual 
energy may be spent to make the saving throw. Those who 
do not stop to listen may step through the intervening space 
without difficulty.

3. THE DROWNING POOL
The corridor slowly opens into a cavern, stalactites and stalagmites 
clustering around the edges of a grotto worn smooth by time and 
use. The cool damp air is filled with the sound of dripping water 
echoing through the cave.  The floor gradually descends into a 
pool of water so still and reflective that the entire room is mirrored 
on its surface, commanding the party’s gaze.  As you stare, the 
figure of a bloated drowned girl forms out of the shadows behind 
you, bringing with her a palpable chill. (This figure will only be 
visible in the reflection). 

One rusalka will form for each person who peers into 
the pool.  If the party does not immediately leave, the 
rusalka (the drowned girl) will attack. The rusalki, who 
were once normal girls, now haunt this pool, directing it 
to swirl up and pour down the mouth of any onlookers. 
The adventurers must make a DC 12 Ref save to avoid 
this. Victims begin drowning immediately, taking 1d6 
Stamina damage per round, only ceasing once they’ve 
fled the room or destroyed the creatures. Characters may 
only heal Stamina loss through the expenditure of spiritual 
energy, regaining 1d3 points of Stamina for each point 
of spiritual energy used. An adventurer whose original 
death was drowning will be unaffected by this attack. The 
rusalki are very interested in such a person and will swarm 
around them and might follow them back to the land of the 

living.  During the attack, a gold Obol is revealed under the 
churning water (DC 12 Intelligence check to notice). 

Rusalka: Init +3; Atk unarmed strike +1 melee (1d3); AC 10; 
HD 2d8+3, HP 12; MV 40’; Act 1d20; SV Fort +0, Ref +2, Will 
+1; AL N. Rusalki are naturally invisible and can only be 
seen as a reflection in water. Additionally, they only take 
half damage from piercing weapons and may command 
water as described above.

4. HALL OF DOORS
This door-lined corridor extends as far as the eye can see. The 
doors vary from plain to incredibly ornate, all showing signs of 
extreme age and wear.  There is an arched opening on the south 
wall, which leads out of the room.

This corridor is infinite; the adventurers could spend the 
rest of their existence exploring this hall without finding its 
end. Each time a door is tried, generate a random space on 
the other side by rolling a d30 on the table below. Closing 
a door and reopening it will cause the gateway to reset and 
open to a new location, never leading to the same place 
twice. If all the random permutations are exhausted, the 
next gate opened will lead to coffin H, in room 7. 

Read the following text if the party dawdles overlong in 
the corridor: One of the doors begins to rattle. As you watch, 
its handle will turn, and the door opens with a groan. A lithe 
shadow topped with a death’s head crawls into the room, its claws 
clacking on the stone floor. It slithers its way up onto the ceiling 
like a centipede, where it lets out a noise reminiscent of both a 
death rattle and the cry of a loathsome insect.

The creature (a death spirit) will immediately attack the last 
person to touch a door. While the description of each death 
spirit should be different, they all use the same statistics 
(found in Appendix III). If the party continues to explore 
the portals, the judge will need to generate new random 
encounters. After no more than 15 additional doorways 
are explored, two death spirits will emerge. The number of 
doors explored will halve, and the number of death spirits 
will double as the process continues. Note: the judge could 
make a show of determining the doors randomly while just 
going down the list to save time. 
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Dice Roll The door opens to:

1 A closet filled with old clothes. These clothes are the grave clothes of the long dead.
2 An endless room of blood from all who have died of violence. The blood explodes out of the doorway, 

covering everyone in the hall. The blood will not stop pouring out until the door is closed. No single 
person is strong enough to enter the room or shut the door due to the force of the blood.

3 A rush of brackish water pours out of the room, filling the hall to about knee height. The water is 
from the lungs of all who have died of drowning. Several spirit boats (1d6) will also come floating in. 
These small wood and paper vessels are only large enough to hold a candle which lights the object in 
a dim spectral glow. While spirit boats look like toys, they are meant to carry the spirits of the dead 
to the afterlife.

4 Mounds of broken grave markers as far as the eye can see.
5 The dust of ages spills into the hall and the door cannot be closed without a lot of hard work. 
6 A cabinet filled with bones. With a successful Luck roll, an adventurer may find a bone with marrow 

still inside. Sucking the marrow from the bone garners 1 point of spiritual energy.
7 A closet filled with skulls and severed heads, which begin to fall into the hall and roll across the floor.
8 Broken earth falls out onto the floor as this door is opened. The loose grave dirt is endless. If the 

adventurers burrow into the soil, it will eventually cave in, and they will probably be entombed.
9 The lost toys of dead children promptly spill out upon opening this door.
10 Broken and rusted tools fill this closet to the top. 
11 The Giant Skeletal Hand of Arawn reaches into the hallway. The hand tries to grasp an unfortunate 

soul. Roll initiative! All those who beat Arawn’s initiative roll may scramble to safety. Of those who 
remain, randomly determine a victim who will be grasped by the hand and drawn into the void if 
they fail a DC 15 Ref save. Such victims are irrevocably destroyed.

12 An endless plain of mist is seen through this doorway. Four gods carry a black throne in the distance, 
but are too far away and too quick to interact with the adventurers. Curious travelers could easily 
become lost in such a vast expanse.

13 Something useful. This mundane object should be usable by the adventurers but not so powerful 
that it will unbalance the game. A roll on the random equipment table from the DCC core rules is an 
excellent way to generate the object. The object will NOT be an Obol.

14
Animal corpses fall in a continuous stream from the ceiling of this room, never ceasing. Those 
entering the room will receive 1d6 points of damage per round from the constant bludgeoning. There 
is nothing else of interest or value here.

15

A skeletal ballista crew and their trusty ballista occupy this room. If the party is surprised (Ref saving 
throw of DC 12 to avoid surprise), the squad fires a ballista bolt into the hallway. The ballista will 
randomly hit one adventurer for 3d6 points of damage. The skeletons will continue to load and fire 
the ballista for as long as the door is open (the ballista takes 2 rounds to load). The undead warriors 
will not engage in melee combat unless approached. Skeleton: Init +0; Atk claw +0 melee (1d3) or by 
weapon +0 melee; AC 9; HD 1d6 HP 3; MV 30’; Act 1d20; SP undead, half damage from piercing and 
slashing weapons; SV Fort +0, Ref +0, Will +0; AL C.

16 The treasures of the dead fill this closet, including a random, but usable, magical object.

17 A room filled with maggots.
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18
This room is filled with a darkness so deep that even your dead eyes cannot penetrate it. From this 
blackness, 1d6 Death Goblins rush out and attack. If the party gains initiative first, they may slam the 
door to avoid combat (the door will reset). Death Goblins: Init +5; Atk tiny tiny knives +3 melee (1d3); 
AC 12; HD 2d8 HP 10; MV 50’ or Teleport; Act 1d20; SV Fort -1, Ref +3, Will +1; AL N.

19

This room is inhabited by a god who has been long expiring. Perhaps it will soon be a dead god or 
reborn as a powerful mortal. The god’s weapons, armor, and shield lie at its feet.  Clever adventurers 
could steal a relic from this dying god to use as a source of power. When grasped, these items are 
absorbed by the adventurer’s spirit body, providing a onetime burst of 1d6 spiritual energy points. 
When the item is manifested, which costs no points, it acts with a +1 bonus. These items will travel 
with their respective adventurers to the world of the living and function just as they do in the land 
of the dead.

20

A long-lost cultural hero walks through the open door (for example, King Arthur, Boudica, Atalanta, 
or Gilgamesh) and embraces the adventurer as a friend and companion. Oddly enough, the 
adventurer dimly remembers flashes a past life in which they were close to the hero. The hero gives 
the adventurer a gift: An Obol, mundane item, song, magic item, Luck or Personality, etc. Afterward, 
the hero travels on their way, through another door.

21
Ancient jewelry spills onto the floor. The jewelry is worn but perhaps valuable (but not to the dead). 
All of the pieces of jewelry were obviously once grave goods.

22

Malkenoth the Undying steps through the doorway on his way to the lands beyond death. This 
powerful necromancer only speaks in cryptic references such as “Death is a doorway, and I have 
found it opens from both sides.” Malkenoth cannot truly be killed unless his body is located in the 
lands of the living and destroyed. Even then, he may return to unlife, as the powers of death hold no 
secrets from him. He immediately enters another door and disappears.

23 A closet full of one type of any of the following: (1) Pus; (2) corpse gas (miasma); (3) fingernail 
clippings; (4) hair clippings; (5-6) skeletons (possibly animated).

24
A minor death spirit occupies this room. Death Spirit: Init +5; Atk unarmed strike +3 melee (1d6+2); 
AC 13; HD 4d8 HP 20; MV 40’ or Teleport; Act 2d20; SV Fort +1, Ref +3, Will Immune; AL N.

25 A cabinet full of dead plants and rotting fruit.
26 A room completely filled with ash and bone fragments. If the adventurers prod at the material, the 

ashes of the cremated dead cascades into the hall.

27

A corpse door. A corpse door is an opening that leads from the land of the living to the land of the 
dead. The sounds of the living world can be heard on the other side of the door, and it is possible that 
the spirit plane can be perceived in return. The door only works for the spirit who entered this way, 
however, this corpse door is bricked up with enchanted blocks making it impossible for the poor soul 
to return through it. 

28
A lost soul steps through the door; it is but a transparent shadow. It floats after the group whispering 
its name. If anyone repeats its name, it will be able to steal some spiritual energy from them (1 point). 
Although attacks will simply pass through it, attacking the spirit is the only way to chase it off.  Such 
a lost soul is known as a jian or a ghost of a ghost.

29 A compartment containing millions of dollars in hell money, resting in tight bundles. This money is 
useless except in Hell.

30 An armada of paper lanterns, which glow with a ghostly light, float in and eerily illuminate the hall. 
They creepily follow the adventurers once released into the room.




