DUNGEONS & LAIRS #35:
SPHINX PYRAMID

Sphinx Pyramid is a Fifth Edition plug-in adven-
ture for four characters with an average party
level (APL) of 8, 11, 14, or 17. TThis document
offers details for the 8th-level version. For the
full adjustments for all level ranges, sign up
for the DMDave Patreon. A vast collection of
tomes, scrolls, and books has been locked away
deep beneath a pyramid and is being guarded
by a sphinx. The characters, in need of some
knowledge contained in this library, need to
brave the traps of the tomb and solve the rid-
dles of the sphinx before they can find an an-
swer to their question.
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PLUG-IN ADVENTURE

As a plug-in adventure, the adventure content
serves as drop-in material for game masters who
wish to add a dungeon to a preexisting campaign
or need a side quest. In this case, the party should
have one main goal: find the answer to an important
question. They might be looking for the location of
a mighty weapon, a powerful villain’s weakness, a
demon’s true name, a way to contact the gods, or
any other piece of information that will aid them in
their main goals. Alternatively, they might be search-
ing for this ancient library to offer a scholar or mage
access to it in exchange for a favor.

Gold Rewards. To further incentivize the party to
travel to the sphinx pyramid and brave its traps, the
party’s patron might offer them a gold reward. If you
aren’t sure how much to reward the party for com-
pleting the adventure, pay them a total of 1,000 gp
per level of the adventure so long as their patron is
wealthy enough to afford such a price.

Omeria Placement

The Sphinx Pyramid can be located deep in a des-
ert, making travel to it arduous for all but the most
experienced of adventurers. In Omeria, it may have
been built by ancestors of the Ugashian people in
the Desolation of Ditimaya, or it may be a remnant
of Karnione in the Wither.

RUNNING THE ADVENTURE

To run the adventure, you need the three Fifth
Edition core rulebooks. If you don’t have a copy,
you can access a free basic ruleset from the official
source.

Text that appears in a box like this is meant to
be read aloud or paraphrased for the players
when their characters first arrive at a location
or under specific circumstances, as described
in the text.

When a creature’s name appears in bold type,
that’s a visual cue pointing you to its stat block as
a way of saying, “Hey, game master, make sure you
get this creature’s stat block ready—there’s going
to be an encounter!” If the stat block appears in the
Appendix of this adventure, the text tells you so;
otherwise, you can find the stat block in the core
rulebook.

Spells and non-magical equipment mentioned in
the adventure are described in the core manual for
players. Magic items are described in the core man-
ual for game masters unless the adventure’'s text
directs you to an item’s description in the Appendix.
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BACKGROUND

Thousands of years ago, the great scholar Ya'am-
ket amassed a vast collection of books, scrolls, and
stone tablets in the most comprehensive library
known to the world at that time. As he approached
the end of his life, he decided to protect and pre-
serve his repository for the generations to come.

To do so, he created a library demiplane guarded by
a sphinx and hid the entrance within his tomb. He
filled his tomb with deadly traps and puzzles so that
only the bravest and most intelligent people would
be able to access the only entrance.

Many have passed the trials and accessed Ya'am-
ket’s library over the years. Now the party finds
themselves in need of knowledge that can only be
found within. Exactly what the party is looking for
in the library depends on what works best as a plot
device for your campaign.

Ya‘amket's tomb (or so they say)
Contains vast knowledge tucked away

The strong of mind
and brave of deed
Will pass the trials and succeed

While those who search
For gold in vain
Will only find his deep disdain

A player handout of Ya’amket's poem can be found
in Appendix A.
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Hidden deep within the inhospitable desert lies the
tomb of Ya'’amket. It appears to be a relatively small
pyramid with a series of rooms protruding from one
side, but there is far more to it than meets the eye.

GENERAL FEATURES

Unless stated otherwise, locations in the tomb
have the following features:

Architecture. The tomb is built of perfectly hewn
limestone bricks with carvings and paintings adorn-
ing nearly every inch of exposed walls. Rooms built
above-ground have 15-foot-tall ceilings while the
majority of the rooms below ground have 8-foot-
high ceilings. The tomb is enchanted so that none
of the ceilings, floors, or walls can be destroyed or
altered in any way. Spells and effects that would
normally allow creatures to pass through ceilings,
floors, and walls, such as passwall and etherealness,
do not function within the tomb.

Doors. Visible doors fit perfectly in their frames
and appear to be made from wood with detailed
carvings covering their surface, but like the rest of
the tomb, they are enchanted to protect them from
damage or the ravages of time. Locked doors in the
tomb are further protected by the arcane lock spell.
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An arcane locked door requires a successful DC 30
Dexterity check using proficiency in thieves’ tools
to unlock or a successful DC 30 Strength check to
break down.

Hidden Doors. The tomb has a number of hidden
doors that blend in seamlessly with the surround-
ing walls. A character can find a hidden door with
a successful DC 15 Intelligence (Investigation) or
Wisdom (Perception) check. A character with profi-
ciency in mason’s tools or with the Stone Cunning
trait can make this check with advantage.

A character can learn how to open the hidden
doors by succeeding on a DC 20 Intelligence (In-
vestigation) check. Hidden doors have no lock to
pick and can’t be forced open. Once a character has
learned the trick to opening a hidden door, they may
use their action on subsequent doors to open them
without needing to make the check again.

Hidden doors retract into the walls once they are
opened and cannot be closed except by using the
lever in area 8.

Hlumination. Although many of the rooms in the
tomb have torch sconces, the torches within have
long since burned out, leaving the tomb in darkness.

Magical Protections. The entire tomb is protect-
ed by the spells private sanctum and forbiddance,
granting it the following features:

» Sensors created by divination spells can’t appear
inside the tomb or pass through the barrier around
its perimeter.

» Creatures in the area can’t be targeted by divina-
tion spells.

» Nothing can teleport into or out of the warded
area.

» Planar travel is blocked within the tomb.

» When any celestial, elemental, fey, fiend, or un-
dead creature enters the tomb for the first time on
a turn or starts its turn there, it takes 22 (5d10)
radiant damage. The undead creatures in the tomb
are excluded from the effect and have long since
forgotten the password.

Rumored Curse. \While the tomb contains many
treasures of monetary and historical value, it is
common knowledge among the scholars of the
realm that anyone who steals from Ya'amket will be
cursed. Whether or not this rumor is actually true
is up to the GM. Due to these rumors, selling any
objects to someone who knows their true worth is
virtually impossible.
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1 - ENTRANCE

Crypt Encounter

The entrance to the tomb swings open easily re-
vealing an ornate entrance hallway. Every inch of the
walls and pillars within are covered with paintings,
carvings, and writing.

The same text, written in an alphabet none of the
characters recognize, decorates the four protruding
sections of the wall. This text cannot be read by a
character using comprehend languages or similar
magic because it is a code, not a language. A char-
acter that succeeds on a DC 15 Intelligence check
recognizes the code for what it is. A player handout
of the hieroglyphs can be found in Appendix A.

This coded message is the same poem as de-
scribed in the Background and can be used as a
cipher to decode the substitution alphabet.

2 - ANTECHAMBER

The large statue of a man reading sits in front of
a cool, clean pool of water. The statue’s base bears
the inscription “Ya’amket the Scholar”. Statues and
paintings of Ya’amket and other scholars of renown
from his era line the walls.

A character that succeeds on a DC 15 Intelligence
(History) check knows that many tombs contain
rooms like this where people may pay their respects
to the dead and pray for guidance.

3 - EmBALMING Roowm

Stone jars carved to look like animals, bowls, and
tools such as tongs, knives, and mallets clutter the
surfaces of this room. A character that succeeds on
a DC 15 Intelligence (History) check knows that this
room is where bodies were prepared for mummifica-
tion. The jars in this room are unused.

4 - CRYPT

The favored attendants of Ya’amket were laid to
rest in the tomb with him. Their coffins are made of
heavy polished stone. Opening a coffin lid requires a
successful DC 16 Strength check.

Secret Ladder. The easternmost coffin in area
4a is not occupied. It contains a false bottom that
a character can detect with a successful DC 20
Intelligence (Investigation) check. The false bottom
opens if more than 20 pounds is placed in the coffin,
dropping the contents 10 feet down to area 4b.

Encounter: Unrestful Dead. Some or all of the
coffins are occupied by mummies which attack the
party if the secret ladder is revealed. The nature of
this encounter depends on the level of the adven-
ture, as shown below.

Version Encounter
2 mummies
11+ Available in the full adventure

5 - FaLse BuriaL CHAMBER

A sarcophagus with intricate patterns carved into
its side and the stone likeness of Ya’amket on top
features prominently in this chamber. Historically,
those who ask Ya’amket for guidance do so by rub-
bing the chin of this statue. Over the years, this has
given the statue a comically weak jawline.

Stone tablets displayed at the north and south
walls of the room show the poem detailed in the
Background in the Common script (see Appendix
A). Two staircases rise from the hallway leading to
the false burial chamber to a balcony over the room
with a variety of art objects displayed in a show of
wealth (area bb).

Trick: False Sarcophagus. A character that suc-
ceeds on a DC 12 Intelligence (History) check real-
izes that the statue on this sarcophagus is far too
simple for a person of Ya'amket’s wealth. Further-
more, a creature that succeeds on a DC 15 Wisdom
(Perception) check or who tries to open the lid of the
sarcophagus realizes that the “lid” doesn’t actually
open. This is merely a solid chunk of stone in the
shape of a sarcophagus.
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A character that succeeds on a DC 15 Intelligence
(Investigation) check of the sarcophagus realizes
that segments of the patterns carved onto the sides
of the sarcophagus push in. A creature can spend
10 minutes trying to figure out the pattern. At the
end of the 10 minutes, a character can attempt a
DC 15 Intelligence check, opening the secret door
that leads to the lower floor of the tomb on a suc-
cess.

Encounter: Silent Watchers The false burial
chamber has invisible stalker guards that follow the
party through the tomb and attack only if they try
to steal treasure or deface anything. The number of
these guards depends on the level of the adventure:

False Burial Chamber Encounter

Version Encounter
8 1 invisible stalker
11+ Available in the full adventure

6 - BLADES oF Doowm

Wickedly sharp blades rotate on a pillar in the
center of the room. Tucked into two alcoves are
gold-plated statues of jackal-headed men with glow-
ing purple eyes.

Trap: Statuesque Pull. The statues create an ef-
fect that pulls objects towards the spinning blades.
Any creature that enters the room for the first time
on its turn or starts its turn there must succeed on
a DC 15 Strength saving throw or be pulled into the
spinning blades.

This is a 4th-level spell effect that can be sup-
pressed for 1 hour using dispel magic or similar
spells. A creature that succeeds on a DC 13 Wisdom
(Perception) check notices that the statues have
seams, indicating that parts of them may be able
to move. The statues function similarly to a black-
smith’s puzzle box and a character that succeeds
on a DC 15 Intelligence (Investigation) check can
use its action to twist that statues’ components in
the correct order to deactivate it. With one statue
deactivated, the DC to avoid being pulled into the
spinning blades is reduced to 10.

Trap: Spinning Blades. Any creature pulled into
the blades for the first time on its turn or that starts
its turn there must succeed on a Dexterity saving
throw or take slashing damage as shown in the
Spinning Blades Damage table. The spinning blades
are protected by the same magic as detailed in the
General Features: Architecture section. They can
be deactivated by a character that succeeds on a
DC 25 Dexterity check using proficiency in thieves’
tools.

Spinning Blades Damage

Version Dexterity Save DC  Slashing Damage
8 15 22 (4d10)
11+ Available in the full adventure

The entire trap can be deactivated by pulling the
western lever in area 8.

7 - CRusHING WALLS

A 35-foot stretch of this hallway is lined with
spiked panels that slam together every few seconds.
One of the panels appears to be damaged, its spikes
broken off. A statue at the far end of the hallway
sits as if in meditation, its red gemstone eyes staring
emptily ahead.

Trap: Crushing Walls. The walls close once every
3 seconds. Characters act as if they were under
the effects of the s/low spell when navigating the
crushing walls without any penalty to their AC. Any
creature caught between the crushing walls takes 3
(1d6) piercing damage per 2 levels of the adventure.
The crushing walls are protected by the same magic
as detailed in the General Features: Architecture
section. Each b-foot section of panels functions
independently.

A pair of panels can be wedged open with a suf-
ficiently large object. Additionally, a character can
attempt to disable a pair of panels with a DC 20
Dexterity check using proficiency in thieves’ tools.
On a successful check, a 5-foot section of crushing
walls is disabled. If a character fails this check by
10 or more, they are crushed between the panels.

Trap: Scary Statue. The gemstone eyes of the
statue glow with red light if any living creature
moves within 20 feet of it, shedding bright light for
10 feet and dim light for an additional 10 feet. Any
creature that enters the light for the first time on its
turn or starts its turn there must succeed on a DC
18 Wisdom saving throw or become frightened for 1
minute. While frightened this way, the creature must
use all of its movement and actions to move away
from the statue as quickly as possible. After being
frightened this way, the creature is immune to the
scary statue for 1 hour.

The crushing walls and scary statue can be deacti-
vated by pulling the western lever in area 8.

8 - ConTrOL Room

This small, undecorated room has two levers pro-
truding from the floor.

Western Lever. Pulling this lever deactivates the
traps in areas 6 and 7. It resets itself after an hour
has passed.

Eastern Lever. Pulling this lever closes any secret
doors that were previously opened by the party.
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9 - GUARDIAN SPHINX

A huge, golden sphinx statue looms imperially over
the room from its perch on a 3-foot-tall platform.
The walls are covered with writing, which upon
closer inspection is obviously riddles (see Appendix
A for player handout).

1. A symbol of protection, | will guard you from a
spell. In life | do my job to roll your waste away,
as well. (answer: scarab)

2. A kin to dogs, | often have a trickster’s repu-
tation. | guard my master’s traps with spells to
your great agitation. (answer: jackal)

3. We hide a precious liquid under skin that’s hard
and thick. Should you come knocking, we will
stop your plunder with a prick. (answer: cacti)

4. | am a word that oft describes a climate’s lack
of rain. Where animals and plants both try and
fail to live in vain. (answer: arid)

The front of the statue has a grid of shiny black
tiles with many missing pieces inlaid in it. Alcoves
in the sides of the platform have a number of neat-
ly stacked black tiles with glowing blue symbols
matching those in the antechamber (area 2) on them
(see Appendix A for player handout).

The answers to the riddles form a crossword puz-
zle, using the symbols from the code found in the
entrance (area 1) in place of standard letters:

When the grid is successfully filled, the sphinx
statue briefly animates and sits up, revealing yet an-
other puzzle on the surface of the platform: a 3-by-
4 grid of hexagonal indentations with golden lines
connecting them and an inscription reading, “When
all the creatures all collected arrange them with their
traits connected.”

The pieces for this puzzle are hidden in areas 10,
16, and 18 (see Appendix A for player handout). The
statues must be placed in the holes so that the con-
nected creatures share physical characteristics:

-
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0
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—

IT'S TOO PUZZLING!

If your players are struggling with the puzzles,
have their characters make a DC 15 Intelligence
check. Example hints for each puzzle are given in
Appendix A.

Once all of the statues are correctly arranged, the
sphinx’s eyes begin to glow bright blue. A swirling
portal of matching blue mist appears on the northern
wall of the room that leads to the Sphinx Library.

10 - PuzzLING TREASURE

The chest in this room contains four small statues
of creatures with gold-plated hexagonal bases. The
statues depict a centaur, harpy, horse, and narwhal.
These are puzzle pieces needed to complete the
puzzle in area 9.
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11 - Maze For THE DeaD

14 - TREASURY

A miniature maze separates the burial chamber
from the rest of the tomb. A character that suc-
ceeds on a DC 16 Intelligence (History) check knows
that these were included in many tomb designs from
this culture and era to keep the spirits of the dead
contained. The entire region is under the effect of a
darkness spell.

Trap: Dead-End Damage. Any time a creature
moves within line of sight of one of the dragon stat-
ues, it fires a ball of force from its mouth. This at-
tack has +8 to hit and deals 27 (6d8) force damage
(level 8 or 11 adventure) or 36 (8d8) force damage
(level 14 or 17 adventure).

12 - BuriaAL CHAMBER

The door to this room is locked.

The true resting place of the great scholar Ya'am-
ket is a grand room with 20-foot-high ceilings and
walls decorated with carvings inlaid with gold and
precious stones. His gold-plated sarcophagus rests
on a 10-foot-high dais.

As soon as any living creature enters the chamber,
the ghostly form of Ya'amket rises from his sarcoph-
agus. “These chambers are not for you,” he warns
them in a calm, stern voice. He has lost most of his
memories from life in his drawn-out afterlife, includ-
ing his name, but remains protective of his treasury.
If the characters are looking for puzzle pieces for
the guardian sphinx in area 9, he assures them that
there are none in his chambers.

Encounter: Begone. Ya'amket only fights the char-
acters if they refuse to leave the room or have stolen
something and refuse to put their treasure back. The
nature of this encounter depends on the level of the
adventure, as shown below:

Burial Chamber Encounter

Version Encounter
8 1 wraith and 2 vaettir* attendants
11+ Available in the full adventure

*Monster statblock can be found in Appendix B

In adventure levels 11 or higher, Ya’amkeht uses
his Sepulchral Scrying ability to follow the charac-
ter’s progress if they encounter him here and leave
without killing him.

13 - FALSE TREASURY

The door to this room is locked.

The chests in this room have 800 gp worth of
coins and gems. A character that succeeds on a DC
15 Intelligence (History) check knows that Ya'amket
was known to be quite wealthy, so this amount is
surprisingly low. This room was designed to trick
any tomb robbers into thinking they had succeeded
while protecting the bulk of Ya’amket's treasure.

The true treasury of Ya'amket is hidden behind a
secret door. The contents of the treasury depend on
the adventure level.

Treasury Contents

Version Treasure

8 2700 gp, 11000 sp, 900 cp, and a crys-
tal ball
11+ Available in the full adventure

Any magic items (excluding consumables) the
players find here are cursed. Once per day at dusk,
roll a d10. On a result of 1, the creature in posses-
sion of a magic item instantly ages 1 year. Addition-
ally, an invisible stalker appears in the burial cham-
ber 5 days after a creature takes the item. It uses
its Faultless Tracker ability to stalk the character. If
the invisible stalker is destroyed, a new one appears
after b days to take its place.

A creature cannot become rid of the curse by
giving or throwing the item away; it must either be
subject to a remove curse spell or place the item
back in Ya’amket's treasury. The aging effect can be
reversed via a greater restoration spell after the crea-
ture returns the item to Ya’amket's treasury. Other-
wise, only a wish spell can reverse the effect.

15 - Poisonous PiPEs

A creature that succeeds on a DC 20 Wisdom
(Perception) check notices the faintest curl of fog
from the near-perfect seal between the floor and the
doors into this room. When it is opened, the door on
the eastern side of this room locks open with a loud
“click.” To close the door, a character must succeed
on a DC 17 Dexterity check made using proficiency
in thieves’ tools, or a DC 15 Strength check made
using proficiency in mason'’s tools.

Yellow-green fog pours from the eyes, nose, and
mouth of the skull, filling the room with a soupy
miasma. Dark figures lurk within the fog, immediate-
ly rushing towards the characters as they open the
door.

Trap: Creeping Fog. The fog functions as the
cloudkill spell that slowly fills the entire tomb as
it spreads through open doors. The fog continues
pouring from the statue indefinitely unless a crea-
ture uses its action to shut the valve in the hidden
hallway to the south of the room or somehow pre-
vents the fog from exiting the skull with an air-tight
barrier.

Encounter: Figures in the Fog. A handful of
undead lurk within the fog, waiting to attack any
creature that opens the door. The nature of these
undead depends on the level of the adventure, as
shown below. They fight the party to the death,
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trying to pin them in the creeping fog to weaken the
characters who lack their own poison immunity.

Poisonous Pipes Encounter

Version Encounter
8 3 wights
11+ Available in the full adventure

16 - RoARING DRAGON

Two dragon head statues with open mouths pre-
side over a 10-foot-deep pit with glistening spikes
lining the bottom. The ceiling of the room is covered
with a grid of square holes an inch or so wide.

Trap: Downdraft. This trap activates any time a
living creature enters the room. First, the dragon
heads let out a loud roar and their eyes glow purple.
They cast dispel magic at 5th level, targeting up to
two creatures at random in the room. If any of their
targets are affected by a spell of 6th level or higher,
they have +5 on their spellcasting ability check.

After the dragons roar, a strong gust of wind
blasts from the ceiling. Any creature in the room
must succeed on a DC 18 Strength saving throw or
be forced into the spikes at the bottom of the pit. A
creature supported by a structure such as a make-

shift bridge makes this saving throw with advan-
tage.

A creature that falls into the pit takes 11 (2d10)
piercing damage from the spikes at the bottom of
the trap, and is affected by a poison determined by
the level of the adventure:

Pit Trap Poison

Version Poison
8 Serpent venom
11+ Available in the full adventure

Treasure: Missing Pieces. The chest in the room
adjacent to the roaring dragon trap contains four
small statues of creatures with gold-plated hexago-
nal bases. The statues depict a unicorn, bird, manti-
core, and dragon. These are puzzle pieces needed to
complete the puzzle in area 9.

17 - CRUSHING SPHERE

This room is uncomfortably warm and filled with
steam that lightly obscures the area. The entrance
door to the room is weighted so that it swings
closed if it isn’t propped open. The ceiling is only 5
feet high, and through the haze, the characters can
just make out a pit at the room’s northern end, a
dome-like protrusion at its southern end, and three
alcoves in the walls just big enough for a single Me-
dium creature to fit into.

The steam is pumped into the room via holes in
the walls of the pit at the northern end of the hall-
way. It can be temporarily dispersed by wind of
moderate or greater speed (at least 10 miles per
hour) but refills the hallway after 1d4 minutes.

A character with a passive Perception score of 12
or higher notices that the square tiles in the center
of the hallway are raised slightly and the protrusion
in the southern end of the hallway is a large boul-
der. A character that succeeds on a DC 10 Intelli-
gence (Investigation) can tell that these are pressure
plates. A character that is aware of the pressure
plates can choose not to step on them.

Far less obvious than the pressure plates on the
floor is the web of razor-thin trip wires strung 15 to
20 feet away from the boulder. These wires can be
detected by a creature that succeeds on a DC 20
Wisdom (Perception) check. A creature aware of the
trip wires can cross the wires without activating the
trap with a successful DC 25 Dexterity (Acrobatics)
check.

Trap: Crushing Boulder. If the pressure plates or
wires are triggered, the boulder is launched down
the corridor. Each creature in its path takes 22
(4d10) bludgeoning damage and must make a DC
15 Strength saving throw. On a successful saving
throw, the creature is able to haul itself into one of
the alcoves. On a failed saving throw, the boulder
pushes the creature into the pit trap at the northern
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edge of the room then rolls on top of it, pushing it
into the spikes. A creature crushed by the boulder
takes additional piercing damage based on the level
of the adventure.

Crushing Boulder Pit Trap Damage

OTHER DunGEONS & LAIRS ADVENTURES

» Dungeons & Lairs #1: Skeleton Tomb

» Dungeons & Lairs #2: Kobold Tunnels

» Dungeons & Lairs #3: Archmage Stronghold
» Dungeons & Lairs #4: Animated Objects

Version Piercing Damage
8 33 (6d10)
11+ Available in the full adventure

» Dungeons & Lairs #5: Banshee Tower
» Dungeons & Lairs #6: Basilisk Canyon
» Dungeons & Lairs #7: Aboleth Cave

» Dungeons & Lairs #8: Crawler Chasm

18 - MoRe PuzzLiNG TREASURE

» Dungeons & Lairs #9: Mummy Lord’s Pyramid
» Dungeons & Lairs #10: Depth Watcher’'s Pool

The chest in this room contains four small statues
of creatures with gold-plated hexagonal bases. The
statues depict a human, pegasus, lion, and sphinx.
These are puzzle pieces needed to complete the
puzzle in area 9.

SPHINX LIBRARY

The portal in area 9 leads to a large library demi-
plane guarded by a sphinx. The portal back to the
tomb will only remain open for a day, after which it
will need a month to recharge.

The sphinx has been alone for hundreds of years
and is itching for a fight. It makes the party a deal:
defeat it (non-lethally), and it will aid their research
to the best of its ability. It knows the layout and
contents of the library and warns them of the time
limit associated with the portal. Any checks made
to research and find the knowledge that the party is
looking for will be made with disadvantage without
its assistance.

Encounter: Pent-Up Energy. Unlike the players,
the sphinx has no reason to fight with non-lethal
damage. Once the sphinx is reduced to 50 hit points
or fewer, it surrenders and grants the party full ac-
cess to its library.

Version Encounter
8 1 gynosphinx
11+ Available in the full adventure

ADVENTURE CONCLUSION

If the characters fairly defeated the sphinx, it will
assist them in their research and cast its spells for
their benefit. The sphinx’s library is a great place to
perform research downtime. At the GM's discretion,
the demiplane may contain a teleportation circle or
some other way for the party to return.

If the party fails to reach the sphinx’s library they
must find some other way to find the knowledge
they need. Q
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» Dungeons & Lairs #11: Dread Knight's Oubliette
» Dungeons & Lairs #12: Shadow Cat Gully

» Dungeons & Lairs #13: Dragon Turtle Shipwreck
» Dungeons & Lairs #14: Fey Dragon Forest

» Dungeons & Lairs #15: Fungus Grotto

» Dungeons & Lairs #16: Ophidian Monastery

» Dungeons & Lairs #17: Night Hag Gallery

» Dungeons & Lairs #18: Darkmantle Space Freighter
» Dungeons & Lairs #19: Griffon Nest

» Dungeons & Lairs #20: Lich Tower

» Dungeons & Lairs #21: Werewolf Village

» Dungeons & Lairs #22: Haunted Castle

» Dungeons & Lairs #23: Ethereal Plane

» Dungeons & Lairs #24: Flesh Golem Laboratory
» Dungeons & Lairs #25: Pazuzu's Aerie

» Dungeons & Lairs #26: Vampire Church

» Dungeons & Lairs #27: White Dragon Cavern

» Dungeons & Lairs #28: Ninja Clan Hold

» Dungeons & Lairs #29: Minotaur Maze

» Dungeons & Lairs #30: Owlbear Wood

» Dungeons & Lairs #31: Mimic Museum

» Dungeons & Lairs #32: Oni Palace

» Dungeons & Lairs #33: Rust Monster Mine

» Dungeons & Lairs #34: Revenant Ghost Ship

» Dark Domains |: Lost Reliquary
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PLayer HanDouT PuzzLe GriD (AReA 9)
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PuzzLe Hints

Crossword Puzzle

» The riddles written on the walls seem to be clues
to solve the crossword on the sphinx statue.

» The symbols on the tiles are the same as those in
entrance (location 1).

» The structure of the repeated section in the en-
trance (location 1) and the poem in the false burial
chamber (location b) is very similar.

» The text in the entrance (location 1) and the poem
in the false burial chamber (location b) is identical.
It can be used as a cipher to solve the substitution
code.

Chimera Puzzle

» The “traits connected” likely refers to the physical
traits of the creatures.

» A harpy and a pegasus both have bird-like aspects
and therefore must be in connected hexagons.

» Four of the creatures (centaur, sphinx, harpy, and
manticore) all have human-like traits, so the human
statue must go in the hexagon with four connec-
tions.
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PLayer HanDouT Puzzie TiLes (ARea 9)
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Cut out the individual
tiles/statue tokens, so your
players can freely arrange
them on the puzzle grids.
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PLavyer HanDouT CReATURE StaTues (ARreas 10, 16, 18)
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Vaettir

Medium undead, lawful evil

Armor Class 15 (chain shirt)
Hit Points 120 (16d8 + 48)
Speed 30 ft.

STR DEX CON INT WIS CHA
20 (+5) 14 (+2) 16 (+3) 10 (+0) 12 (+1) 14 (+2)

Saving Throws Dex +4, Con +5, Wis +3, Cha +4
Damage Immunities necrotic, poison

Condition Immunities charmed, frightened, poisoned
Senses truesight 30 ft., darkvision 60 ft., passive Percep-
tion 11

Languages the languages it knew in life

Challenge 4 (1,100 XP)

Covetous Bond. Corpse-black veettir can see the face of any
creature holding or carrying any item the veettir ever claimed
as its own. It also detects the direction and distance to items
it ever owned, so long as that item is currently owned by an-
other. If the item changes hands, the new owner becomes the
target of the veettir's hunt. Bone-white veettir see individuals
who have offended them. Neither time nor distance affects
these abilities, so long as both parties are on the same plane.

Deathless. The veettir is destroyed when reduced to O hit
points, but it returns to unlife where it fell on the next night-
fall with full hit points. It can be killed only by removing its
head, burning the corpse, and dumping the ashes in the sea,
or by returning it to its burial mound, placing an open pair of
scissors on its chest, and driving pins through its feet.

Sunlight Sensitivity. Veettir avoid daylight. A veettir in direct
sunlight has disadvantage on attack rolls and ability checks.

Innate Spellcasting. The veettir's innate spellcasting ability
is Charisma (spell save DC 12). It can innately cast the follow-
ing spells, requiring no material components:

2/day each: gaseous form, hunter’'s mark
1/day each: enlarge/reduce, phantom steed
1/week each: bestow curse, geas, remove curse

ACTIONS

Multiattack. The veettir makes two greataxe attacks or two
longbow attacks.

Greataxe. Melee Weapon Attack: +7 to hit, reach b ft.,
one target. Hit: 11 (1d12 + b) slashing damage plus 3 (1d6)
necrotic damage.

Longbow. Ranged Weapon Attack: +4 to hit, range
150/600 ft., one target. Hit: 6 (1d8 + 2) piercing damage.

Corpse Breath (Recharge 5-6). The veettir spews forth a
15-foot cone of putrid gas. Those caught in the area must
succeed on a DC 13 Constitution saving throw or become
poisoned for 1d4 rounds.

Maddening Gaze (1/Day). The veettir can lock eyes with a
creature and drive it mad. Any creature within 30 feet of a
veettir that is the focus of its gaze must make a DC 12 Cha-
risma saving throw or become confused (as the spell) for 1d4
rounds. If the save is successful, the target is immune to the
effect for 24 hours.

V ATTIR

Veaettir are ancestral spirits, sometimes protective
and helpful but demanding reverence and wrathful
when offended.

Servants of the Land. Land vaettir dwell in bar-
rows while sea veettir live beneath lakes, rivers, or
the sea—both wear ancient mail and carry bronzes
axes in withered hands. Servants of the land, they
haunt those who disrespect the wild or ancient laws
and traditions.

Jealous and Wrathful. A wrathful veettir rises
from its mound when its grave goods are stolen (in-
cluding heirlooms passed on to living descendants)
or when they are disrespected (leaving the dragon
prow attached to a longship is a common offense,
as is failing to make offerings). Veettir jealously
guard both honor and treasures, and may be relent-
less enemies over matters as small as an accidental
word or a single coin.

Dangerous Helpers. A veettir's blue-black skin is
stretched taut over its bones and sinews and its lips
are drawn back in a cruel grimace. A rarer, bone-
white variety exists that cares little for material pos-
sessions, instead guarding their honor or a particular
patch of land. Both varieties will answer a summons
by descendants or nearby villages. The summoned
veettir will wander into longhouses or taverns and sit
down beside those who call them, ready to serve.
However, there's always a price and a veettir’'s help
is often more than bargained for.
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Product Identity: The following items are hereby identified as Product
Identity, as defined in the Open Game License version 1.0a, Section 1(E),
and are not Open Content: All Trademarks, registered trademarks, proper
names (characters, place names, new deities, etc.), dialogue, plots , story
elements, locations, characters, artwork, sidebars, and trade dress. (Ele-
ments that have previously been designated as Open Game Content are
not included in this declaration.)

Open Game Content: The Open content in this book includes the monster
names, statistics, traits, and abilities. No other portion of this work may

be reproduced in any form without permissions.

Open Game License

The following text is the property of Wizards of the Coast, Inc. and is Copy-

right 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark own-
ers who have contributed Open Game Content; (b)”Derivative Material”
means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correc-
tion, addition, extension, upgrade, improvement, compilation, abridgment
or other form in which an existing work may be recast, transformed or
adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell,
broadcast, publicly display, transmit or otherwise distribute; (d)”Open
Game Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not
embody the Product Identity and is an enhancement over the prior art
and any additional content clearly identified as Open Game Content by
the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically
excludes Product ldentity. (e) “Product Identity” means product and
product line names, logos and identifying marks including trade dress; ar-
tifacts; creatures characters; stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of charac-
ters, spells, enchantments, personalities, teams, personas, likenesses and
special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identi-
fied as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means the
logos, names, mark, sign, motto, designs that are used by a Contributor
to identify itself or its products or the associated products contributed to
the Open Game License by the Contributor (g) “Use”, “Used” or “Using”
means to use, Distribute, copy, edit, format, modify, translate and oth-
erwise create Derivative Material of Open Game Content. (h) “You” Not
for resale. Permission granted to print or photocopy this document for
personal use only. System Reference Document 5.1 2 or “Your” means
the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself.
No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this Li-
cense, the Contributors grant You a perpetual, worldwide, royalty-free,

non-exclusive license with the exact terms of this License to Use, the

Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions
are Your original creation and/or You have sufficient rights to grant the
rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NO-
TICE of any Open Game Content You are copying, modifying or distrib-
uting, and You must add the title, the copyright date, and the copyright
holder’'s name to the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, in-
cluding as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of
that Product Identity. You agree not to indicate compatibility or co-adapt-
ability with any Trademark or Registered Trademark in conjunction with
a work containing Open Game Content except as expressly licensed in
another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product ldentity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish up-
dated versions of this License. You may use any authorized version of this
License to copy, modify and distribute any Open Game Content originally
distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every
copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Con-
tent due to statute, judicial order, or governmental regulation then You
may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days
of becoming aware of the breach. All sublicenses shall survive the termi-
nation of this License.

14. Reformation: If any provision of this License is held to be unenforceable,
such provision shall be reformed only to the extent necessary to make it
enforceable.
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