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The village of Drydale has a problem. People are disappearing in the The village of Drydale has a problem. People are disappearing in the 
night. Worse, some return bearing the scars of a horrific surgical 
procedure and possess strange new powers. These unfortunates have no 
memory of their ordeal beyond a terrible vision of drowning in the dark. 
The adventurers arrive in time to stop a group of icthyoid monstrosities 
from abducting Drydale's blacksmith, and then track the creatures back 
to a network of caverns. There they face a host of enslaved minions and 
uncover an otherworldly evil lurking in the black waters beneath the uncover an otherworldly evil lurking in the black waters beneath the 
mountain. Will the heroes end the threat to Drydale? Can they avoid 
eternal servitude in the drowning caverns of the fish god?
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ost aboleths view their enslaved minions as lit-
tle more than cannon fodder, a bulwark of  fl esh 
to protect their masters from harm. An aboleth 

may be momentarily intrigued by a new slave with a unique 
skill or ability, but such interest fades quickly in the wake 
of  its own selfi sh desires.

Psirathex is an aboleth who stands apart, a monster who 
fancies itself  a scientist and its enslaved minions blank 
canvases on which it can improve their crude forms. Psir-
athex “improves” his minions by performing radical brain 
surgery on them—it has modifi ed two of  its tentacles with 
keen, scalpel-like blades. This process is not entirely surgi-
cal, however, and the aboleth uses its considerable psionic 
powers to further augment the physical changes it makes 
to its slaves’ anatomy. Though Psirathex’s surgeries some-
times lobotomize its victims, its techniques have improved 
over the years, and it can now strengthen the control it ex-
erts over a slave and grant it psionic powers. Minions that 
survive the process are called awakened thralls (and gain 
the new template presented in the appendix).

Unfortunately, Psirathex’s remote lair in the deep provid-
ed it with few suitable subjects for its work. The various 
subterranean creatures prowling the tunnels around its lair 
proved limited in intellect, reducing the effi cacy of  a suc-
cessful augmentation. Psirathex’s primary success was in 
the creation of  new breeds of  skum, aquatic humanoids 
bred as slaves by aboleths for millennia.

Psirathex craved new subjects and new minds for its ex-
periments, and it left its lair deep in the earth and followed 

a network of  drowned passages up through the moun-
tains to a small subterranean lake not far from the surface. 
Its new mountain abode provided what appeared to be 
a wealth of  creatures to enslave and experiment on, but 
the savage goblinoids, gnolls, and giants in the mountains 
could only be augmented so far.

Still, the aboleth amassed a sizable horde of  minions, and 
though they could not provide it with the raw material it 
desired, their strength and ferocity could be used to ac-
quire them. Psirathex sent its thralls ranging farther and 
farther afi eld, carrying back all manner of  creatures for 
their master’s experiments. Still, the aboleth was unsatis-
fi ed with the beasts and humanoids its minions brought 
back until they happened upon the small village of  Dry-
dale. Here the aboleth found a choice collection of  brains 
and potential subjects, including former adventurers.

Psirathex’s slaves have been kidnapping people from Dry-
dale in the night, and those that do not take to the abo-
leth’s augmentation are generally killed and eaten by its 
more savage minions. In a few cases, these unfortunates 
escape and wander back to town with no memory except 
a horrible dream of  drowning. The aboleth has, however, 
experienced great success with a dwarven fi ghter named 
Kathrak Stoneshield, a wizard named Hannah Drydale, 
and Hannah’s apprentice, Uther Drydale. These already 
skilled individuals have become even more powerful with 
Psirathex’s augmentations, and they are proof  positive the 
aboleth’s experiments can and will bear potent fruit.

All it needs are more bodies.

 rowning Caverns of  the Fish God is an adventure de-
signed for use with the 5th edition of  the fi rst fan-
tasy roleplaying game. It is intended for four to 

six 10th-level characters and can be completed in a single 
session. During the course of  this scenario, the party aids 
a small village called Drydale with a terrifying problem. 

Townsfolk have been disappearing and sometimes re-
turning having undergone terrible surgical experiments. 
The party uncovers the malignant force behind these oc-
currences, an aboleth, tracks it back to its mountain lair, 
and battles the monstrosity and its enslaved minions to 
end its predations on Drydale.

Drowning Caverns of 
the Fish God

Background 
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he adventure begins when the party learns of  
Drydale’s plight and chooses to help the town. 
The leader of  Drydale’s council of  elders, Jacob 

Evenbow, has sent men and women he trusts to large 
cities looking for adventurers to aid the town. One of  
these scouts can approach the party and request their aid. 
Drydale is in a unique position in that adventurers have 
retired there and sit on the town’s council of  elders. As 
such, Drydale has resources beyond what its size would 
indicate and it can offer a substantial bounty in both coin 
and magical items.

The party may also simply stumble upon Drydale while 
travelling from one adventure to another. In this case, if  
the heroes visit the town’s inn, Jacob Evenbow and three 
of  the other town elders seek them out and make the 
same offer as above.

The Trouble in Drydale
Jacob Evenbow or one of  the council elders explains 
what has happened in their town. People have been dis-
appearing at an alarming rate, ripped from their beds 
in the middle of  the night. A rare few come back, and 
when they do, there are terrible wounds in their skulls, as 
if  something bored straight through the bone and into 
their brains. They have no memory of  what happened, 
and most only remember going to sleep the night they 
were taken and experiencing a terrible dream of  drown-
ing. Odder still, one or two of  these returned exhibiting 
strange powers.

The party should interview one or more of  the people 
that have returned. They are in sorry shape. An examina-
tion reveals the hair has been shaved above their right 
temples, and a long deep incision cut into the fl esh and 
the bone beneath. Close examination reveals this is not a 
wound; it is a surgical incision that has been cleanly and 
expertly sutured. One of  the people they interview has a 
very minor inoffensive psionic ability they didn’t possess 
before (mage hand would be a good choice). The charac-
ters can also learn the people who have been targeted 
tend to have some useful skill or experience: tradesmen, 
skilled artisans, and, of  course, former adventurers.

The party are asked to locate the people who are still 
missing, including three of  note. The fi rst is a dwarven 
fi ghter named Kathrak Stoneshield. The second is a wiz-
ard named Hannah Drydale. Hannah’s apprentice Uther 
Drydale is also missing. Drydale relied on these former 
adventurers for protection, and without them, they are 
more vulnerable to the predations of  the aboleth.

The town offers a substantial reward for returning the 
missing citizens and fi nding and defeating whatever is 
kidnapping them. The offer is 500 gp per hero plus each 
hero’s choice of  one magic item from the retired adven-

T
Beginning the Adventure

The Village of Drydale

Population: 275

Government: Drydale is run by a council of  fi ve el-
ders, led by Jacob Evenbow. 

Defense: The town has long relied on a small group 
of  retired adventurers for its defense. This includes 
Jacob Evenbow, Kathrak Stoneshield, Hannah Dry-
dale, and Jarek Hearthwright. With Hannah, Kathrak, 
and Jarek missing, only Jacob Evenbow remains to de-
fend the town.

Commerce: Basic supplies are readily available 
through the blacksmith and small general store. The 
village’s small population of  retired adventurers might 
also sell rarer items on an individual basis.

History: Drydale was founded only 30 years ago by 
Gregor Drydale, an adventurer seeking a peaceful spot 
to retire and raise his daughter, Hannah. Local farm-
ers and tradesmen beyond the local monarchy’s sphere 
of  protection began building homes and farmsteads 
near the retired adventurer. Gregor offered to protect 
them from the hostile tribes of  goblinoids in the area 
for a share of  their goods. Soon more people set-
tled, including some of  Gregor’s former adventuring 
companions, and Drydale became a proper village. In 
time, Gregor’s daughter took up the mantle of  adven-
turer, and when her dungeon raiding days were done, 
she, too, settled in Drydale along with her dwarven 
companion Kathrak Stoneshield.
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turers’ collections. The GM can roll randomly to deter-
mine the magic items on offer, but they come from tables 
F, G, or H in chapter 7 of  the Dungeon Master’s Guide.

Quest: Find and Return Kegsplitter. At some point 
while the characters are in Drydale, a woman by the 
name of  Mira Hearthwright approaches them with an 
additional quest. Her husband, another former adven-
turer named Jarek Hearthwright, was one of  the fi rst to 
go searching for the missing people of  Drydale. He took 
his magical axe, Kegsplitter, with him, an heirloom passed 
down over many generations of  Hearthwright sons and 
daughters.

Mira has accepted that her husband will not return, but 
she wants to give Kegsplitter to her daughter Jayla when 
she comes of  age. She asks the characters to fi nd the 
axe and return it to her. She has little to offer in the way 
of  a reward, but kindly heroes should care little for such 
things. Less kindly heroes might simply keep the axe if  
they can fi nd it.

AREA 1-1 – DRYDALE NIGHT RAID
While the heroes are in Drydale, Psirathex’s minions 
mount a raid on the town in the night. The raiding party 
is led by Uther Drydale. Psirathex believes it has removed 
any ardent resistance from the town. As such, its minions 
are not as stealthy as they might be. Their target is Dry-
dale’s blacksmith, Jored. His home is near the center of  
town. When the raiders attack, read the following:

Screams and shouts, followed by an alarm bell, shatter the night. 
“They have returned!” a terrifi ed voice cries.

When the heroes investigate and see the raiders, read:

A young human man stands outside a house fl anked by a pair of  
burly hobgoblins. Screams echo from the house, and then a scaly 
horror emerges into the street. Goggling eyes bulge from its mis-
shapen head and its toothy maw hangs open as it draws deep shud-
dering breaths. The monster clutches the limp body of  a man in its 
long, sickle-like claws.

The raiding party consists of  Uther Drydale, human 
awakened thrall, three skum, and two charmed hob-
goblin veterans. All are charmed by Psirathex, but see 
the Charmed, I’m Sure sidebar for resolving the effects 
of  the aboleth’s mind control over its victims.

Uther Drydale orders the hobgoblins to stand guard 
while the skum attempt to carry Jored away. Once they 
have their target in hand, the raiding party attempts to 

return to Psirathex’s lair. If  the party confronts Uther, he 
attacks. He and the hobgoblins hang back to attack the 
party with spells and ranged weapons while two of  the 
skum engage them in melee. The third skum attempts to 
fl ee with Jored (moving at half  speed because of  the bur-
den). Psirathex is careful with his minions so far from the 
lair, as there is more chance Uther and the hobgoblins 
will be freed from the aboleth’s enslavement.

Uther communicates with Psirathex telepathically during 
the battle, and if  the heroes are handling the hobgoblins 
and skum easily, the aboleth orders Uther to return to the 
lair immediately, hoping to preserve a valued slave.

If  the heroes manage to free Uther from his enslavement 
during the battle, he is disoriented for 1 round, taking 
no action, and then joins the PCs against the skum and 
hobgoblins. At this point, Psirathex considers him a lost 
cause and orders its remaining minions to attack him as 
well as the heroes.

If  freed from Psirathex’s enslavement, Uther, like the 




