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INTRODUCTION

4| emember the good old days, when adventures
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 speech-
es, weird campaign settings, or NPCs who aren’t meant to be
killed. Each adventure is 100% good, solid dungeon crawl,
with the monsters you know, the traps you remember, and
the secret doors you know are there somewhere.

This adventure sees the characters on a mad sojourn
through the Star Wound of Abaddon, a blasted landscape
of maddening terror and elder desolation. Therein, they
must contend with vile creatures, dangerous vegetation,
and strange locales, if they are to have any chance of suc-
cessfully mending a tear in reality and finally putting an
end to an ancient evil that has plagued this land for untold
millennia.

Comprised of three parts, the adventure opens with a
treacherous point-crawl through a nightmare wasteland
mortared in ash and human gravel, followed by a dungeon
delve into the benighted ruins of a buried cathedral, and
culminating in an epic confrontation with an abomination
from beyond the void.

This adventure is intended for a party of 3rd-level char-
acters, but is versatile enough that it can easily be scaled
to accommodate almost any level of adventuring party. In-
spired by the works of Robert E. Howard and Clark Ashton
Smith, judges wishing to do so can easily place this adven-
ture in their own setting and campaign world.

During the course of this adventure, many instances will
arise that call for the finding of defaced holy symbols and
desecrated religious items. Tailoring these items to the PCs’
beliefs will go a long way in making the adventure even
more memorable for the players. Judges would be best
served to know the deities, patrons, and faiths the PCs ad-
here to before commencing the game.

BACKGROUND

en are ever loath to admit that they truly under-
stand little of the world, and even less of the gods.
Namely, that a piece of hell can fall from the sky
just as assuredly as a portion of heaven. And for the ancient
peoples of far antiquity, the comet that blazed across the
horizon was unquestionably a gift from the heavens and a
boon for the masses.

Thus, a fervor spread amongst the people. The old gods
were repudiated, their idols defaced, their great temples
razed. A new religion sprang from the mania; the Cult of
the Comet was born. Led by astromancer-priests, the people
worshiped the fiery orb as the one true God. Decadent ritu-
als and obscene rites were performed under the open sky in
reverence to the approaching star, for surely the tumbling
orb was a gift from the heavens.

They couldn’t have been more wrong.
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For time uncounted the comet hurled through space, lost
and rudderless, forgotten in the eternal emptiness of the
void. Lurking deep in the dark and silent reaches of the uni-
verse it hungered, an engine of otherworldly destruction,
ready to slake its thirst for mortal souls. Until, by chance, it
heard a call from the most unlikely of sources —mankind.

Drawn by those believing it to be a god, it fell in fire from
the void, scorching the horizon, throwing up a ring of
mountains with the violence of its descent, and in doing so
tearing the very fabric of reality. And out of the devastation
crawled a thing not of this world, but a loathsome creature
from the outer dark — the Devourer of Souls.

There, beyond a ring of jagged peaks, beneath the baleful
gleam of cadaverous moons it took root in the blasted plain
and sea of slaughter that had once been a prosperous peo-
ple—and gorged upon their mortal souls.

Over time, men have come to name the ruin the Star Wound
of Abaddon. A nightmare realm that exists within the colos-
sal bowl of the fallen comet, whose mystic heavens and
strange horizons wither and die in cosmic darkness. Born
of atrocity and annihilation it sits as a gruesome scar upon
the land, a grim testament to things terrible and best left
forgotten. And for generations uncounted it lay forgotten
and dreaming in a dark corner of the world, shunned by
both man and creature alike.

But now something calls from its insufferable emptiness,
promising paradise to all who enter. At first it began as
only a whisper, rumors of mysterious disappearances and
madmen claiming strange visions of paradise from beyond
the void. Soon it became a roar, temples left abandoned,
chapels defiled, men and women from across the realm re-
nouncing their gods and making great pilgrimages into its
ashen wastes — despite that all who enter never return.

The Devourer stirs once again!

Compelled by a ravenous hunger, it calls out to the weak
and impressionable. Luring the credulous into its cadaver-
ous wastes where it may sow its ruinous fields with the
bodies of the deceived and slake its gluttonous appetite for
mortal souls anew.
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MARZIO WINS
THE RODNEYS!

This adventure came to Goodman Games for publication
as part of the Rodneys Design Award at Gamehole Con.
Gamehole Con is held every November in Madison, WI
(visit Gameholecon.com). For the 2017 con, Goodman
Games sponsored the DCC Track for the 2017 Rodneys
Design Award. After reviewing a slew of submissions, we
were very happy to select The Star Wound of Abaddon as
the clear winner! Marzio attended and was awarded the
trophy as well as a contract to have his adventure pub-
lished. And now that has finally happened! Congrats to
Marzio for his terrific adventure concept, and for following
it all the way through to publication. Here are some photos

of his award ceremony at the con!

Alex Kammer of Gamehole

to Marzio Muscedere.

Con (left) awards the Rodneys trophy
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The trophy itself! Although
having this module in print
is the real prize, right
Marzio?

Who won the Rodneys2 That guy! Left fo right: Brendan LaSalle,

Dieter Zimmerman, Brett Brooks, Marzio Muscedere, Allyson
Brooks (back row), Michael Curtis
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