CRIMSON MAW CAVERNS

CRIMSON MAw CAVERNS EXHALE A PALPABLE HEAT, THE AIR THICK WITH THE SCENT OF IRON AND SOMETHING ANCIENTLY ROTTEN. JAGGED, BLOOD—RED ROCK CLAWS AT THE OPPRESSIVE DARKNESS, SLICK WITH UNSEEN MOISTURE AND THE
RESIDUE OF FORGOTTEN SACRIFICES. ECHOES WHISPER THROUGH THE VAST CHAMBERS, NOT OF SOUND, BUT OF A DEEP, UNENDING HUNGER. THE VERY STONE SEEMS TO PULSE WITH A SLOW, AGONIZING RHYTHM, A TESTAMENT TO THE

CAVERN'S PREDATORY NATURE.

ADVENTURE HOOKS & RUMORS ENCOUNTERS NPCS

o Alocal hunter disappeared while tracking a monstrous Name Details o The Pallid Watcher: A gaunt figure draped in tattered robes,
beast near t'he‘ Crimson Maw. Locals whisper of‘a growing The A creature of shadow and heat, vaguely humanoid in shape. It constantly observing from the ghadows. It speaks in riddles
darkness within the caves and a strange, metallic scent ey ||l T pemseny ef T e, st o enfbush it and seems to know more than it reveals.

carried on the wind.

o A traveling scholar seeks brave adventurers to explore the
Crimson Maw, believing it holds the key to understanding a
long-lost civilization obsessed with blood rituals. They offer
a substantial reward for retrieving a specific artifact.

o Villagers report unsettling dreams of being hunted in a vast,
dark place filled with a palpable hunger. Some believe the
dreams are echoes from the Crimson Maw, and that
something is trying to reach out.

[OCATIONS

1. The Chasm's Mouth

A gaping opening in the cavern floor, plunging into absolute
darkness. The air here is noticeably hotter, and the metallic
scent is strongest.

2. The Bloodstained Gallery

Walls covered in dried, faded crimson stains, arranged in
disturbing patterns. Skeletal remains are scattered amongst
the stains.

3. The Echoing Chamber

Alarge, circular chamber where whispers seem to amplify and
coalesce into unsettling murmurs. The stone here pulses
faintly.

4. The Obsidian Shrine

A chamber dominated by a monolithic obsidian altar, etched
with intricate carvings depicting blood rituals and monstrous
figures.

5. The Labyrinth of Roots
A network of twisting tunnels choked with thick, pulsating
roots that seem to writhe and shift.

Stalker Its presence induces feelings of intense dread and hunger.

The Blood |A hulking construct formed from blood soaked stone and animated

Golem by dark magic. It guards the Obsidian Shrine, relentlessly attacking
anyone who approaches.

The A spectral entity that manifests within the Echoing Chamber. It

Dream feeds on the fears and anxieties of those who enter, attempting to

Weaver trap them in endless nightmares. It can subtly influence the minds

of those nearby, amplifying their fears.

o The Bloodletter: A grotesque humanoid creature covered in
dried blood, eternally chanting forgotten rituals. It guards a
hidden passage, demanding a sacrifice for passage.

o The Dreamless Wanderer: A spectral figure adrift in the
Echoing Chamber, seemingly lost and searching for
something,. It offers fragmented visions of the past, but its
intentions are unknown.

PIOT RESOIUTIONS

TREASURE

¢ Obsidian Shard: A fragment of the altar, pulsing with faint
heat. It grants resistance to fire damage, but induces
unsettling dreams.

o Whispering Amulet: A small amulet that amplifies faint
sounds. It occasionally whispers cryptic warnings, though
their meaning is unclear.

¢ Rooted Gem: A gem formed within the Labryinth of Roots,
radiating a faint green light. It can accelerate plant growth,
but carries a risk of entanglement.

e The adventurers could confront and defeat the Dréaam
Weaver, a powerful entity feeding on the villagers' fears and
drawing strength from the Crimson Maw's hunger, severing
the psychic link and ending the unsettling dreams. This
would require navigating a dreamlike realm within the
dungeon and overcoming illusions and psychological
challenges.

e The PCs might discover the artifact the scholar seeks is a
key to sealing a dimensional rift, inadvertently opened by
the ancient civilization's blood rituals, preventing a
monstrous entity (perhaps the one the hunter tracked) from
pouring into the world. This climax involves a challenging
puzzle or ritual to close the rift, potentially requiring a
sacrifice.

e The adventurers could face the Bloood Golem, animated by
the cavern's predatory nature and fueled by the sacrifices of
the ancient civilization, and learn to disrupt its power
source - a pulsating heart of crimson stone - effectively
calming the cavern's agonizing rhythm and lessening its
hunger. This would involve a difficult battle and
understanding the Golem's connection to the cave itself.
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