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INTRODUCTION

R
emember the good old days, when adventurers 
were running scared, NPCs were there to murder 
you, and the finale of every dungeon was the cha-

os lord on the 666th level? These are the good old days! Dun-
geon Crawl Classics RPG adventures don’t waste your time 
with humdrum scenarios, boilerplate campaign settings, or 
NPCs who want you to kill ten shadow cats. Each adventure 
is 100% good, solid Dungeon Crawl Classics with monsters 
you have never seen before, traps that spare the flesh but de-
stroy the soul, and the secret portals that lead to a thousand 
insane worlds. 

The Accursed Heart of the World Ender is a funnel adventure 
designed for a group of level zero characters. At first it seems 
that the characters may hold the answer to an ancient proph-
esy. However, they find that all was illusion, and instead 
of becoming kings, and uniting the land, they are forced to 
deal with a horrifically powerful enemy bent on the death of 
the universe. They have to discover the creature’s weakness 
and exploit it to destroy it and save the world from utter 
destruction. 

BACKGROUND

I
n an age before the ascendancy of man the world 
was nearly destroyed when an infernal fiend, the 
demon exile known as Gorflagratior—permanent-

ly expelled from Pandemonium by the demon queen Kol—
decided to destroy the world. A legion of giants rose up to 
defeat him, and the demon was finally undone by the power 
of the Seven-Tree Spear—a magical weapon gifted by the 
First Gods—that pierced the demon’s foul heart, the horrify-
ing creature’s only vulnerability. 

Undone but not destroyed, the divine magic of the Seven-
Tree Spear fought against the monstrous power of Gorfla-
gratior and reached stalemate. The demon was powerless 
and inert only as long as the spear remained in its heart. 
The god’s themselves cursed the spear to punish would-
be thieves with physical mutation. Then the giants placed 
a powerful ward on the spear so that it could never be re-
moved. 

Gorflagratior would not be so easily finished, and his never-
waning power raveled the giants’ ward ever so slightly so 
that the spear could be removed. But, only by an individual 
of the same bloodline of the giants’ slaves that actually bur-
ied the creature, a very early form of human, barely upright. 

The forces arrayed against the creature buried him deep in 
the earth to prevent his return, then built a mighty keep, and 
finally a city on the surface—far above the interred creature. 

Gorflagratior’s return was first carefully guarded against, 
then disregarded as an impossibility, then finally forgotten 
as time did its unerring work. The city and keep fell, and the 
torpid creature—buffeted by the changes in the earth over 
geologic time—eventually rose so close to the surface that he 
rested unearthed upon the ground. Then over time became a 
hill with only the shaft of spear protruding into the air. 

The spear became the subject of local legend. Storytellers 
claimed that whoever could draw it from the ground would 
inherit great wealth and power. Thus, people traveled to the 
spear to test their worth, but all instead found magical disfig-
urement. None knew that dozens of times over the ages the 
world came within a handbreadth of total destruction.

In recent generations, the legend of the spear developed an-
other false association. A nearby kingdom fell to war, and 
the royal bloodline went underground. Storytellers com-
bined the two tales, now claiming that only one of the true 
bloodline of the king could ever draw the spear from the 
earth and retake the kingdom from the squabbling warlords 
who now ruled there. A misguided belief system sprung up 
around this oft-distorted tale, and true believers built a mag-
nificent temple around the ‘hill of the spear.’ The Temple of 
the Sacred Bloodline became the terminus of a septennial 
pilgrimage. The pilgrimage is what has drawn forth our he-
roes, eager to claim the crown. The so-called lore keepers 
say that the gods themselves await the return of the royal 
families true line, and shall grant supernatural power and 
magical allies to support their return to power and primacy. 

The warlords that now control the region are obviously 
dead set against the pilgrimage, an open act of rebellion that 
takes much needed workers out of the chain of production 
the illegitimate despots need to supply their armies, the only 
thing that stands between themselves and violent and just 
deposition. While the general feeling amongst the warlords 
is that the legend of the spear is very likely superstitious 
nonsense, on the off chance that the stories are true none of 
the warlords are looking forward to the return of a wrathful 
king and their avenging host. Every year the warlords set 
double patrols against the pilgrims, enacting severe disci-
pline on those attempting to sneak away to join the other 
bloodline hopefuls.

ENTER THE DEMON

W
hen the final pilgrim draws forth the spear, Gorfla-
gratior rises from the earth to begin his destruction 
of the world. His full power won’t return for 24 

hours, but he is still deadly. 

Gorflagratior is ego-maniacal, ultra-violent, vengeful, a 
compulsive breaker of oaths, addicted to ash and the cries 
of mourners, and mad from its eons of imprisonment in 
the earth. Pain, death, and destruction are his entire raison 
d’être—his only plan is to destroy the world, then the Uni-
verse, then the Multiverse, then himself, laughing all the 
while. However, the beast is in no hurry now that it believes 
its heart, and therefore his own existence, is safe. He wants 
to play. He will destroy all those who physically oppose 
him, but won’t pursue fleeing characters until he realizes 
that his heart is in extreme danger. When the PCs flee, he 
turns his attention to the compound and the templars, only 
regaining interest in them once he realizes the actual threat.

In game: when the PCs flee Gorflagratior, whether or not 
the servant of Akspythyn is in play, the demon doesn’t catch 
up to them until they reach the area 3-1, when he begins to 
understand that these pitiful nothings have a chance of end-
ing his life. 
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ADVENTURE FLOW

This adventure is written fairly linearly, with the major ac-
tion looking like this:

•  arrival at the temple

•  mutations while attempting to draw the spear

•  demon rises, fights the PCs

•  flee to capture the heart

•  encounter trouble as they follow the blood trail

•  battle the heart and hand

The linear nature is intentional and meant to allow the judge 
to run the adventure in a single session. However, the judge 
shouldn’t feel as they must be tied to the flow of the story as 
presented. If your players’ take the adventure in a different 
direction, don’t feel as if you must force them to adhere to 
the story as presented. If they come up with variant solu-
tions to the problem that seem feasible, allow them to take 
the story wherever it goes, using your improv skills to deal 
with whatever changes they bring.

END OF THE WORLD?

I
t’s not out of the question that the characters could 
fail, and the world could fall to Gorflagratior’s 
terror. If the PCs don’t destroy the heart and the 

creature prevails, the beast grows in power before the great 
forces needed to destroy have time to array themselves, and 
the world dies, despoil by fire and unholy might.

We recommend you let it happen. “Go then, there are other 
worlds than these.”

INVOLVING THE PLAYERS

T
he characters are all from a collection of disarrayed 
towns and villages that was once a powerful king-
dom. A terrible war brought down the royal line, 

and any survivors fled and went underground. 

All their life the PCs heard stories about The Pilgrimage. Ev-
ery seven years, templars in disguise wander through the 
community, tapping young people as possibilities for the 
next in the bloodline. The templars’ guidelines for choosing 
individuals who might be true bloodline of the lost royal 
family are a gallimaufry of institutional bias, questionable 
clues found in barely understood ancient texts, edicts from 
the high priests of the Temple of the Sacred Bloodline, im-
ages from dreams, and rank superstition. The process may 
as well be random, and it doesn’t exclude dwarves, elves, or 
halflings (unless it better suites your campaign to do so), as 
none now remember anything about the old bloodline. 

Each character has been tapped as a possible bloodline de-
scendant of the royal family. They are asked to join the pil-
grimage, which is kept secret and safe from the warlords 
that would put an end to it by a relay of safe houses run 
by true believers. Accepting the pilgrimage is the first test—
any who would turn their back on their duty to restore the 
monarchy could never have sprung from the royal blood-
line! The pilgrims are all to leave on the same night, sneak-
ing past sentries who know to look for young people carry-
ing all of their possessions to the east.

The first stop is a farmhouse far to the east, where the PCs all 
meet for the first time. The keepers of the farmhouse know 
only the location of the very next stop on the pilgrimage, 
and the keepers of that place in turn only know the location 
of the next stop, and so on. The characters travel a total of 
two weeks to get to their destination, traveling at night be-
tween secret destinations. 

AREA 1: THE TEMPLE OF THE 
SACRED BLOODLINE

When the characters arrive at the valley of the temple: 

After two arduous weeks of night travel you arrive at the temple 
at dawn, exhausted and hungry. From here they can look down 
and see a mighty forest, a ridge of foothills dotted with caves to the 
west, and the walled Temple of the Sacred Bloodline. 

The temple is a buttressed gothic structure, forty feet high, covered 
in pictorial stained glass. The window art depicts scenes showing 
generic representations of the king and queen that the faithful be-
lieve shall someday come—the king victorious on the battlefield, the 
queen comforting the poor, the king rebuilding the great city, etc. A 
12’ tall stone wall covered in bold relief sculptures of similar themes 
surrounds the structure, with reinforced wooden gates in front. 

The stacked stone walls are fairly easy to climb (DC 12 from 
the outside, 13 from the inside). As the PCs approach the 
gates, bells begin to ring in the structure as the faithful cel-
ebrate the arrival of the pilgrims.

There are 37 templars plus the Grand Wazir that live in the 
temple, and a dozen working families—farmers, woodcut-
ters, glassblowers, etc.—that live in cabins nearby that sup-
port the temple. Everything is paid for by a secret network 
of aristocrats, who plan to help restore the monarchy, rein-
forcing the aristocratic status quo.

Area 1-1—Temple Gates: Two humanoids in bilious white 
robes flank the gate. They smile and call “Hail, Pilgrims!,” bowing 
deeply as you approach. They seem to be humans, but not com-
pletely so. The first templar has immensely long legs and must 
squat to look the pilgrims in the eye. The other has the head of a 
brachycephalic cat, but is otherwise recognizably human. 

If asked about their physical oddities, the templars assure 
the them that all shall be revealed in time. 

The templars open the gates and bring the pilgrims to meet 
with Grand Wazir Palmot.
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Templars (2): Init +0; Atk staff +0 melee (1d4); AC 10; HD 
1d4; hp 3 each; MV 30’; Act 1d20; SP mutation (effects may 
vary); SV Fort +0, Ref +0, Will +1; AL L.

The templars are all former pilgrims who attempted to draw 
the spear from the mounds, and had their physical forms 
altered by the curse upon the weapon. There are a total of 
37 templars plus Grand Wazir Palmot living in and around 
the temple. Every pilgrim that attempts to draw the spear 
is invited to stay at the temple, but many leave to seek their 
fortunes elsewhere. 

Each templar has a mutation that may confer special abili-
ties. Emnit the cat-faced templar has no special abilities. 
Wylla the long-legged templar can briefly stand all the way 
upright and be nearly 12’ tall, and can run at 40’ for short 
bursts—her legs are extremely long but not proportionally 
strong enough for their size. 

Area 1-2—The Courtyard: As the gates open, you see two 
lines of templars creating a path for you as you approach. Nearly 
all of them seem to have some supernatural physical oddity – one 
has two heads, another has bright blue hair, a third has multiple 
coin-sized holes through their body that you can clearly see light 
passing through them, and so on. As you enter, they throw purple 
flower petals in your path and begin to sing a song of hope and 
thanks. Beyond them you can see into the courtyard of the temple 
– the temple itself looms over all but there are several smaller out-
buildings. To your right are animal pens along the wall. 

The templars finish their song, and one—an otherwise normal 
woman with ivy leaves in place of hair and eyebrows—says “Wel-
come, pilgrims, and thank you for your courage. Warm welcome 
to all and hail to thee who would be the new monarch that will 
deliver us from anarchy and despair. I know you are weary and 
must have many questions. Follow me to the Sacred Grove—the 
Grand Wazir awaits.

The characters are taken to Grand Wazir Palmot, who awaits 
them in the Sacred Grove (area 1-3). 

The animal pens are home to three horses, a few goats, and 
many, many chickens. If the PCs arrive with any animals, 
they are housed here for the duration of their stay (that 
could be the new queen’s hen!). 

Most of the interior buildings are simply sheds where tools 
and supplies are stored, but a few key ones are marked on 
the map. If the PCs go exploring through these, they find 
mutant templars doing work who are happy to talk with the 
pilgrims. There are no armor and weapons other than staves 
to be found but PCs can always scrounge food, animal feed, 
horse tack, white robes, soap, and salt. 

Area 1-3—The Sacred Grove: This is a cultivated patch 
of greenery within the temple walls. There are several dozen slen-
der trees, a circle of benches, a small pond where colorful fish swim 
about, and a small pulpit. A man awaits you, draped in the sweep-
ing white robes of a templar and wearing a tall blue hat. The figure 
has no right eye, but the entire left side of his head is covered in a 
cluster of small eyes, all of which track you as you approach. “Wel-
come, friends. Sit and be rested,” he says. 

The Grand Wazir is a former pilgrim in his 50’s. He asks the 
templar with the ivy-leaf hair to bring refreshments for the 
pilgrims, then asks the group to sit.  

Palmot explains the situation to the pilgrims: the ceremony 
shall begin at dawn three days hence. The pilgrims shall be 
arranged in accordance with ancient and exacting traditions, 
and each shall attempt to draw forth the spear, and whoever 
successfully does so shall be declared the rightful monarch, 
be they man or woman, elf, halfling, dwarf, or human. The 
Wazir explains that those failing to draw the spear shall suf-
fer the curse, and have their bodies or minds transformed in 
some way. These unfortunate pilgrims shall be allowed to 
join the temple or leave as they choose, but must first swear 
to all the gods never to reveal the location of the temple. 

Palmot will answer any questions to the best of his ability 
with deference and respect. 

The characters spend three days in the compound, sleep-
ing in the longhouse and receiving instruction in the grove. 
They are well fed, bathed, groomed, and in all ways treat-
ed like potential royalty. Palmot leads them in prayer and 
meditation every day, and gives intensive instruction on the 
foundations of wise and fair leadership, history of the re-
gion, religion, and local heraldry. The judge might give oth-
erwise untrained PCs a bonus to skill checks involving these 
subjects, perhaps a d12 or d14 when otherwise untrained. 

Three days later the PCs are brought to the Temple of the 
Sacred Bloodline at dawn. 

Area 1-4—The Temple of the Sacred Bloodline: 
The characters are not invited into the temple until the 
morning of the ceremony. 

The interior of the temple is as ornate as the outside. The interior is 
all one vast space, built around a natural hill. The floors are grass, 
save for a worn path that leads to a wooden shaft protruding from the 
hill. The stained glass windows are artfully set so that the sunlight 
at dawn becomes multiple shafts of colored light, all centered on the 
shaft. On the far south end of the hall is an altar, styled to look like a 
miniature castle, complete with towers, crenelations, and arrow slits. 

If a character goes behind the altar, one can see that it has 
several shelves holding sacred items: a silver dagger, two vi-
als of holy water, an illuminated scripture on a velum scroll 
on two rods, and a second ancient scroll of animal hide. The 
scripture is the myth of the compiled legends surrounding 
the lost royal bloodline, the spear, and promise of the return 
of the monarchy.

The ancient animal hide scroll appears to have a brief in-
vocation in the common tongue inscribed upon it. Palmot 
and his acolytes discovered it in the alter some weeks back 
and haven’t opened it, taking it as a sign that the lost blood-
line will return with this pilgrimage. They intend to hand it 
to scion of the lost bloodline when they appear, supposing 
that it is some qualifier of divine right or other. In actuality 
it was snuck in by forces opposed to Gorflagratior. If the 
animal hide scroll is read aloud after Gorflagratior returns, 
it summons the extra-planar Servant of Akspythyn, which 
attempts to hold the demon long enough for the PCs to get a 
head start on destroying the heart (see below). 
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