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Players can climb onto the thick strand of vines 
with relative ease. Movement will be difficult, 
however, and their speed will be cut in half 
as they climb under and over obstacles.

Attempts to ease their passage by force yield the 
following results: if PCs chop or hack their way 
through the tangle, they feel a noticeable tremor 
beneath them. More violent measures, particularly 
using fire or an Ancient weapon, bring more violent 
responses. The entire leafy expanse suddenly twists 
violently. PCs must make a DC 10 Reflex save to 
avoid being thrown from the greenway and taking 
1d3 falling damage. Players who miss this save by 
5 or more take an additional 1d3 points of damage as 
they are crushed beneath and between limbs of trees.

E. THE GREEN dESCENT

In the center of the stone lake stand four metal pillars 
roughly 20-feet apart in a square pattern and leaning 
inward to meet in an apex a full eighty feet above you. 
As you approach, you can see that the vines disappear 
down into a deep, dark shaft in the center of the 
square. The air near the temple is damp and rank.

An elevator shaft descends 35 feet below ground 
before further movement downward is blocked. 
There are ample handholds for climbing, and players 
need only make a single DC 5 Strength check. If 
they are carrying torches or anything else that might 
impede them from using both hands, this check 
may increase to a DC 8. Use of a rope can reduce 
this check. As outlined above, if PCs inflict damage 
upon the plants, say by driving spikes into the vines, 
they will need to make a DC 12 Reflex save as 
the vines shake. Players who fail either the Strength 
check or Reflex save take 2d6 falling damage.

II. THE LAByRINTH
The elevator shaft leads to a large cubicle farm, now 
completely overrun by plant-life. Still, there is a 
multitude of treasures from the Ancient Ones to be 
found; unfortunately, danger lurks here as well. 

As you descend into the moist darkness, the vines become 
tougher—ropey and bare. After about thirty-five feet, you 
suddenly emerge into a large, low-ceilinged cavern. The 
vines continue downward, but below you they expand 
and completely fill the shaft in the cavern floor, blocking 
any further movement down the shaft. The cave itself is 
like nothing you’ve ever seen: it appears to be filled by an 
enormous maze of pale green moss, lichen, and yellowish 
nettles. You can see over the thin green walls that stand 
no more than five feet high, and you spot several identical 
openings in the maze. The ceiling is surprisingly smooth 
and regular, and a dim glow comes from some mysterious 
source in the cavern’s corners.  This was clearly some 
strange underground dwelling place of the Ancient Ones.

A. THOSE WHO CAmE BEFORE

See encounter cards on page 23.

As you enter the labyrinth, you see three desiccated bodies 
lying on the floor. Moss and grotesque brown mushrooms 
have begun to cover their remains. You can see broken 
spears and clubs lying beside them, and the cruel tears in 
their flesh make it clear their deaths were violent ones.

Old Twiglegs is not the only one who remembered 
the legends of the Bane of the Ancients. When 
an unfortunate party of Seekers became infected 
by the spores and returned to their own village as 
murderous zombies, their elders also sent a group 
to the temple to find the Bane and bring it back to 
the village. The three bodies lying here were part of 
that expedition; unfortunately, those who survived 
succeeded only in bringing back an even more virulent 
form of the infection. Their village was quickly 
overrun, and the victims of the infected then attacked 
their neighbors. Those who could, fled to Solace.  

These poor souls ran into a different hazard. Over the 
course of centuries, the genetically engineered pollen 
and seeds that led to the mutated plant life outside 
of the facility also affected the potted plants kept in 
the cubicles. In particular, the descendants of three 
air plants that the receptionist kept on her desk have 
grown to the size of wolves and become mobile. Their 
long, barbed tendrils now propel them across the 
floor, allowing them to move with astonishing speed. 
While they do not have mouths or eyes, hair-like 
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filaments allow them to detect movement, and they 
will fasten themselves to any living creatures, sucking 
the moisture from their bodies. They will attack the 
PCs within three rounds of entering the Labyrinth. DC 
12 Intelligence check to hear them approaching and 
prepare; otherwise, the wolves get a surprise attack.

With a faint whispering sound, three plants roughly the size 
of wolves come running around the corner with incredible 
speed. Their bodies seem to be nothing more than masses 
of barbed tendrils sprouting from central rootballs. Some 
tendrils propel them across the ground, while others swing 
around, as if sniffing the air. They charge right at you.

TILLANDSIC WOLVES (3): Init +4; Atk slam (1) +1 
melee (1d3+grapple); AC 12; HD 2d8; 12 hp; MV 40’; 
Act 1d20; SP Wolves get +3 on grapple check rolls, and 
grappled PCs will suffer 1d3 Constitution damage per 
round as the air plant sucks the moisture from their 
body. SV Fort +1; Reflex +2; Will +0.

There are 1d4 usable stone daggers 
available on the corpses.

B. SEARCHING THE LAByRINTH

The labyrinth is comprised not of random turns and dead 
ends, but instead a series of small chambers on the left 
and right of long corridors that run the length of the cavern. 
Each small room is roughly ten foot square, and each has a 
hulking metal table almost overgrown with yellowish lichen.

Use the table below if the PCs choose to search the 
cubicles. Because of the ravages of time and plant 
growth, make sure players understand that searching 
is time consuming—about ten minutes per cubicle. 
One player rolls once for each cubicle entered, a 
maximum of eight times. If you choose, you can select 
the next nearest result to avoid duplications on a roll. 

If players choose to search all eight times, 
placing their greed above the urgency of their 
mission, then they will fail to reach Solace 
in time. Even if they find and operate the 
hover car, read Conclusion II (page 22).

STEALING OFFICE SUPPLIES
 1  A small electrified rectangle 

[Malfunctioning charging pad.] DC 12 
Reflex save or d4 shocking damage.

 2-4  A small humanoid doll with an oversized 
head that bobbles on its neck.

 5-6 A small hard cube that when touched 
suddenly emits a voice: “Hey, Marc, we’ve 
been having some problems with your 
reports, so we’re really gonna need you to 
come in this weekend. Sorry about that!” 

 7-9 A small red device about 5 inches long, 
folded over with a hinge in the middle. 
Two small sharp metal points protrude 
from one half. When the two halves 
are squeezed together, the metal points 
are folded and expelled. [Stapler]

 10-11 A hard clear box with several 
small pieces of fine metal bent into 
overlapping oval loops. [Paper clips]

 12-13 A cup containing twelve hard six-inch 
reeds. Each contains a black liquid that 
seeps from its pointed end, staining any 
surface where it is applied. [Pens]

 13-14 A small orange orb made of some kind 
of spongy material. [Stress ball]

 15-16 Two small pods containing brown 
powder. +1 Agility for one turn (ten 
minutes) if consumed. [Coffee pods]

 17-18 A tapered metal pail roughly 16 inches 
tall. If PCs attach a cord of some sort 
so that it may be worn on the head, it 
provides a +1 to AC. [Waste basket] 

 19-20 Small metal can containing strange-smelling 
liquid; +1 agility for one hour. [Energy drink]
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C. THE WATER SHRINE

Standing against the wall in this room of the labyrinth 
is some type of Ancient shrine. On top of a three-foot-
tall moss-covered pedestal is a transparent vessel filled 
with an almost neon-green liquid. There appears to 
be some type of stubby open tube with a small handle 
attached to it protruding slightly from the pedestal. One 
can almost imagine the Ancients gathering before 
this altar to perform rituals or share sacred stories.

The once-purified water in this ancient water cooler 
now bears little resemblance to its original form. 
However, over the years it has gained incredible 
properties, as those who dare to drink it will discover. 
There is enough water for each player to roll at 
least once (so each choosing a single one of their 
PCs to take a drink), but depending on the number 
of PCs, the Judge may modify this to allow each 
willing PC a drink. After the first effect, the body 
adapts and further consumption has no effect. If 
you choose, you can select the next nearest result 
to avoid duplications on a roll. Have all PCs who 
consume the liquid roll a d12 on the following table:

AQUOVEENA TABLE
 1 Your body violently rejects the water 

and you begin convulsing. DC 12 
Fortitude save or lose 1 hit point.

 2–3 Strange three-inch long antennae sprout 
from forehead, but no other effect.

 4 PC’s eyes turn yellow and begin glowing; 
gain +1 on checks to spot things.

 5 PC grows vestigal wings; PC may avoid 
up to 5 points of falling damage.

 6 PC instantly grows an extra limb. Roll a 
d6: on a 1-5, it is an extra leg, giving the 
PC a -10’ on movement for one day until 
PC learns to adapt. After that day, +10’ 
movement. On a six, the extra limb is a small 
extra arm: while it is too weak to add an 
attack, it can hold and carry light objects.

 7 PC’s ears quadruple in size: +1 
on any listening checks.

 8 PC’s mouth elongates three inches. 
PC gains a d3 bite attack.

 9 PC feels wave of energy wash over them 
and skin turns neon green. Regain 2 
hitpoints or gain 2 temporary hitpoints.

 10 Third-eye sprouts on forehead. +1 Intelligence.

 11 Your skin cracks and grows scaly: +1 AC.

 12 Your head changes shape, gaining a number of 
sharp geometric angles and edges: +2 Luck.

Note: PCs affected by the liquid do not change 
genotype in terms of game mechanics, but their 
altered appearance may lead to complications 
and misunderstandings in the future.

d. THE BURIAL CHAmBER 
On the edge of the labyrinth, you spot a doorway leading to a 
large room. It contains several long, flat tables with attached 
benches, and standing perfectly upright against the walls are 
four metal boxes. Three boxes are arranged side by side on 
the north wall and seem precisely the right height and width 
to hold a human body; however, each also appears to have 
two doors—a smaller door above a larger one. Each door has 
a handle. Across the room is another metal box, but this one 
is slightly shorter and wider. It does not have a handle, and 
though it is also largely covered with moss, even from here you 
can see that its front is transparent. There is a faint lingering 
odor in the air that reminds you of burnt corn or cooking fish.
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The employee break-room contains three traps: 
two are potentially lethal, and the more dangerous 
one waits within the refrigerator on the far left. 

Far-Left Refrigerator: NO ONE CLEANED THE 
FRIDGE TRAP: DC 10 Reflex Failure: 1d3 hp 
damage; DC 10 Fortitude or -1 on all rolls for one 
turn. [BOLD DC 10 Reflex and DC 10 Fortitude]

Over the centuries, the food rotting within has 
produced an explosive amount of toxic gasses. If 
a PC manages the break the seal of mold (DC 
8 Strength check) the door flies open violently, 
sending foul splinters of glass and plastic food 
containers shooting into the room: all PCs in a five-
foot radius of the door must make a DC 10 Reflex 
save or take 1d3 points of damage. Additionally, all 
PCs in the room must make a DC 10 Fortitude 
save or the sickening effect of the gas causes 
them a -1 on all rolls for one turn (ten minutes).

Center Refrigerator: The refrigerator in the center 
contains a few sealed glass containers, but their 
contents have decomposed to little more than a 
noxious smelling sludge. However, there is one white 
container with a distinctive bright pink lid. If it is 
touched in any way, it suddenly glows red and a loud 
woman’s voice is heard coming from the container:

“STOP TAKING MY YOGURT, FRANK! I KNOW IT’S 
YOU! IF YOU DO IT AGAIN I AM GOING TO HR!”

If a PC attempts to open the container, have them 
make a DC 20 Intelligence check to see if they 
can find the trap mechanism. If they succeed, they 
find nothing but a disgusting purple goop. If they 
fail the Intelligence check, read the following:

As you pull up the lid of the container, a burst of red 
ink suddenly squirts you in the face and you hear 
the loud voice again. “GOT YOU, FRANK! THAT 
INK IS PERMANENT! NOW WE’LL SEE WHO’S 
LAUGHING AT THE OFFICE PARTY!”

Right Refrigerator: The refrigerator on the right 
contains a grim discovery. First, on the floor in front 
of it, beneath a layer of moss, are the glass shelves 
that were once inside the fridge (DC 8 Intelligence 
check to spot; otherwise, PCs are likely to step on 
them. There is no effect other than to break them.). 

Inside the refrigerator, they will find the decaying 
body of a human being; it appears the person made 
a hopeless attempt to hide from the outbreak. It 
wears an ID badge around its neck. The badge can be 
used to open The Throne Room (the corner office). 
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