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IntroductIon

I
ntrigue At the Court of Chaos is an adventure de-
signed for six 1st-level characters. It assumes the 
PCs have completed the zero-level funnel and 

that the characters are acquainted with one another to 
some extent, making the conclusion of the adventure all the 
more poignant. This scenario can be played as a one-shot 
game, but doing so reduces the impact of the PCs choos-
ing whether or not to betray one another during the adven-
ture’s final scenes.

Intrigue At the Court of Chaos embraces one of the funda-
mental differences that makes Dungeon Crawl Classics RPG 
unique among other fantasy role-playing games: There’s 
no need to wait for the PCs to become high-level heroes 
before embarking on adventures that span the cosmos! 
The PCs’ enemies in this adventure are not mere goblins 
raiding farm communities, but extra-planar entities, some 
of whom have a direct hand in the struggle between the 
forces of Law, Chaos, and Neutrality. From its very begin-
ning, Intrigue At the Court of Chaos has the PCs traveling the 
multiverse, visiting the Planes of Chaos and Law, and ne-
gotiating (and often battling) with the otherworldly beings 
that call these dimensions their homes. A far cry from just 
another fight with kobolds over a handful of copper pieces! 
In the course of their multi-planar adventure, the PCs have 
the opportunity to earn the gratitude of powerful beings…
and perhaps the animosity, too, if they’re not careful. How-
ever events unfold, Intrigue At the Court of Chaos is bound to 
be an adventure the players will remember—fondly or oth-
erwise—from the early days of their adventurers’ careers. 

Some WordS of Caution
Intrigue At the Court of Chaos is also different from other ad-
ventures in that it is designed to explicitly test the charac-
ters’ loyalties to not only their gods and alignments, but 
each other as well. It’s possible that one or more PCs choose 
to betray their fellows towards the adventure’s finale. That 
is what the Host of Chaos is anticipating, after all. How-
ever, unlike situations where an “evil” character abruptly 
betrays his comrades without warning, Intrigue At the Court 
of Chaos builds an atmosphere of paranoia amongst the 
players early, giving them time to either prepare for traitors 
in their midst or to pour oil on troubled waters before the 
opportunity for a double-cross occurs.

PC betrayal is a touchy subject in role-playing games and is 
not suitable for all gaming groups. If you think the players’ 
enjoyment of the game would be compromised by double-
crossing within their ranks, perhaps it’s best to shelve this 
adventure until a more suitable gaming group is found or 
to make sizable alterations to the adventure to ensure the 
PCs work together throughout it.

Adventure 
BAckground

P
riests and madmen teach that once there was 
nothing but the Void. From this vast emptiness 
sprang the Old Ones, who in turn fashioned Law 

and Chaos and the gods that serve those concepts. And 
while this is true, it is not the entire history.

Inscribed on crumbling obelisks buried in the sands and 
writ upon ice-entombed menhirs is another tale. It speaks 
of a time before the Void, a time when the multiverse was 
primordial chaos and inimical to life. In this maelstrom, 
effect preceded cause, nascent un-gods died prior to their 
births, and madness reigned supreme. It was the Old Ones 
who, born of this cosmic madhouse, eradicated this primal 
disorder, replacing it with the Void from which all life grew. 
But as in the wake of an extinguished blaze, tiny embers of 
the First Chaos lingered in the multiverse.

The first gods of Law dedicated themselves to collecting 
and imprisoning these sparks of First Chaos, fearful of 
what conflagrations they could kindle in the hands of their 
chaotic counterparts. One errant piece of primal disorder 
was placed at the heart of a divinely crafted embryo, a po-
tent symbol of natural law, order, and the natural progres-
sion of life. This was known as the Yokeless Egg. The Scions 
of Law secreted the Egg away on a plane where the forces 
of Law were paramount and it would remain inaccessible 
to the Host of Chaos. It has lingered there ever since.

But the Scions of Law, concerned with progress and growth, 
and gazing constantly towards the future, are prone to for-
getting the past. Over the eons, they’ve unremembered the 
Yokeless Egg and the guards and wards left to oversee it. 
And when the forces of Law stumble, the Host of Chaos is 
quick to benefit.
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W
ar-Pit of the Chaos Wizards is an adventure for 
4-6 2nd-level characters designed to be run in two 
3-hour gaming sessions. In this adventure, the 

PCs agree to join the ranks of the un-dead and fight on be-
half of a necromancer in a gladiatorial contest. The adven-
ture can also be played with “straight” PCs.

Since the transformation to un-dead increases the PCs’ 
power to almost 3rd-level, the number of recommended 
players varies according to whether the module is played 
with players’ PCs-as-written or with them transformed 
into un-dead. A party of normal PCs should have 4-5 3rd-
level characters or 6-8 2nd-level characters. A party that is 
transformed to un-dead can complete the adventure with 
4-6 2nd-level characters. Playtesting results suggest the par-
ty should have at least two PCs from a warrior class. Un-
dead parties with 3+ warrior types will probably have an 
easy time of it and judges should adjust accordingly.

A note on session format: Many judges work within an 
“industry standard” 4-hour convention-length time slot 
(whether at actual conventions or with their home groups). 
The author recommends that judges who have time con-
straints but who also want to use the ento-morlock trans-
formation feature of this adventure (see below) do the con-
version of players’ PCs to their ento-morlock forms ahead 
of time and have them ready to hand out.   

baCkground

A rare few mortals know of the Xeno-Coven, a loose con-
federation of ultra-powerful, chaotic sorcerers whose mem-
bers aspire to conquest of the multiverse or subjugation of 
it to one or more Chaos-gods. The Xeno-Coven convenes 
(albeit irregularly and unpredictably) in so-called “Shad-
ow-Meets.” The purpose of the “meets” is to hammer out 
agreements that keep coven members from working too 
greatly at cross-purposes. These meets require strong lead-
ership (since rules and order are anathema to such great-
and-terrible autarchs of Chaos). At first, the coven granted 

leadership of the meets – called the Proctorship --to which-
ever member could seize it by force. But this resulted in 
many, many dead Chaos-wizards. Not wanting such losses 
to weaken the coven against its Lawful enemies, a differ-
ent method was adopted. The Xeno-Coven retained a trial-
by-combat system, but adopted combat-by-proxy: wizards 
seeking the Proctorship would field a team of gladiators 
produced by magic. 

the hook

The time of the next Shadow-Meet draws near. Six wizards 
seek the Proctorship. Among them is Akhen-Am-Set, Scion 
of the Seventh Ritual of “Death, The Devourer.” Akhen-
Am-Set is an Adept of ancient, pre-Punjaran necromancy. 
There are several possible reasons why she desires the 
Proctorship (or make one up):

• To steer the meet towards her own interests (her inter-
ests don’t have to be evil, per se, nor do they have to be 
counter to the party’s interests), OR

• She is secretly a member of a Lawful or rival order, in-
filtrating the Xeno-Coven, OR

• She is studying the Ninth Ritual of: “Death, The Con-
struct.” The creations of the Technomancer Octopointe 
Nano are steeped in this mystery and she wants to test 
his applications of the lore.

The PCs’ reputation has reached Akhen-Am-Set’s ears and 
she wants them as her gladiators. The contest rules require 
that a wizard’s team must be the product of their magic and 
so Akhen-Am-Set’s team will have to be un-dead. Thus, to 
fight for her, the PCs have to agree to be slain and raised 
from the dead. Several things should convince them:

1. At a moment when the party faces total destruction, 
Akhen-Am-Set draws the PCs’ souls/spirits/anima 
into a metaphysical limbo and there offers them un-
death as an alternative to true death.

2. Gods or Patrons with influence over the PCs owe 

Setting uP Play With "PCS-aS-Written"

If you don’t want to run this adventure with your PC’s becoming un-dead, then the necromancer Akhen-Am-Set 
can’t have them as her team. Replace her with Kojint the Rhetorithurgic Kon-Juror. Kojint wears a hood, half-cloak, 
gauntlets and thigh-high boots, all in leather dyed the deepest purple. His garments hide his face while giving him 
the appearance of some kind of “swashbuckling Inquisitor.” Kojint will summon the PCs and compel them to fight 
for him using a spell that combines elements of monster summoning, eternal champion and a geas. Keep in mind that, 
unlike Akhen-Am-Set, Kojint cannot bring PCs back from the dead!
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