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IntroductIon

R
emember the good old days, when adven-
tures were underground, NPCs were there 
to be killed, and the finale of every dungeon 

was the dragon on the 20th level? Those days are back! 
Dungeon Crawl Classics adventures don’t waste your 
time with long-winded speeches, weird campaign set-
tings, or NPCs who aren’t meant to be killed. Each ad-
venture is 100% good, solid dungeon crawl, with the 
monsters you know, the traps you remember, and the 
secret doors you know are there somewhere. 

Neon Knights is designed for a group of 3rd-level char-
acters. At first it seems the PCs must simply break the 
strange siege surrounding their city. However, they 
soon find themselves transported to a far-off world 
and forced to defend a tyrannical wizard against in-
vaders. Eventually, smart and resourceful players will 
realize that the two events are connected, and will 
work to end both events. 

Background 

V
azhalo – wizard adventurer, master alche-
mist, sly and careful schemer with enough 
foresight to devise and execute extremely 

long-term plans – found himself dragged to the Pur-
ple Planet along with a group of adventurers that 
considered him a trusted ally. However, when they 
discovered a mighty artifact – the Garand of Unknown 
Xastro – the wizard instantly realized that he held the 
means to great power and wealth in his hand, and had 
zero inclination to share with his comrades. He used 
the power of the Garand to eliminate his former allies, 
and set out to reap the power of the dying world. 

In his travels, Vazhalo discovered the Sea of Dust, and 
the wizard’s tower at its center. After a few experi-
ments, he discerned the power of the dust to protect 
from the harsh environment of the Purple Planet. He 
summoned a crop of heroes to slay the current occupi-
ers of the tower (an inept wizard and his coterie, holed 
up here while they tried to escape to their home di-
mension) and made it his base of operations. 

Vazhalo summoned heroes to strike out at rivals so 
he could collect their books and treasure, workmen 
to clean and move his possessions, and scholars and 
messengers to amuse him and keep him informed on 
the doings of his home dimension. Vazhalo could not 
return home without surrendering the Garand, and de-
cided that he was fine staying in his little safe outpost 
on the Purple Planet, relying on heroes from his home 
dimension to defend him against the occasional threat. 

While studying in the tower’s library, Vazhalo found 
the Ritual of the Canonicals, which would allow a cast-
er to turn hundreds of corpses into an undefeatable 
army. The wizard found the ancient spell intriguing, 
but of no real use, until the day one of his summoned 
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