
Blackwald Morlock Den 

The Morlock Den was once a watch tower on the border of a kingdom. After that but still some time ago 

a band of outlaws and bandits discovered the tower, adding more floors connecting it to a secret 

entrance in an old tree nearby. 

Recently a clutch of Morlocks discovered the tower ruins and moved in. They have lived in relative peace 

and safety for a number of months until a group of hobgoblin scouts moved into the side of the dungeon 

reached via the hidden tree entrance. When the Hobgoblins discovered the pools connecting to the 

tower side of the dungeon they began bossing the Morlocks around, demanding their service and 

tribute. 

1. The weathered remains of a watch tower. Moss and earth covered broken stone blocks lay 

spread around the area. The walls of the bottom floor are mostly intact but anything above this 

floor of the tower has collapsed. A stairway in the south corner leads down into darkness. 

There is nothing of value here. 

Careful observation of the ground will show footprints of some kind of humanoid creature. 

2. Tapestries, ripped, wet, and faded with age hang from the stone north wall. In the center of the 

east wall an empty rusted sconce hangs upside down. 

In the center of this room, facing the bottom of the stairs is a statue of a disfigured dragon, its 

wings spread and its head back as if preparing to breathe fire. The statue is made of wood.  

There is nothing of value here. 

Close inspection will show the disfigurement comes from the warping and rotting of the wood 

from age and moisture. The back of the statue looks like it once had a secret compartment but 

that has since been smashed open and its contents, if any, removed. 

3. The wooden door to this room has swollen in its frame and become stuck hence it has never 

been explored by the Morlocks. 

Light causes the glint of metal and rust can be seen on the shields and weaponry that hang from 

the walls of this room. As well as an old, empty sconce on the west wall, just inside the doorway. 

The entrance to this room contains a pit trap that will drop character 10’ for 1d6 damage at 

which point they hit a slide which dumps them into room 6.  

There is nothing of value here. 

Turning the sconce will cause an audible click and grind and disable the pit trap. 



4. 10 Dwarf sized albino creatures (Morlocks) occupy this room. They have large round black eyes 

and huge fanged mouths. Their hair is thick and matted and hangs down past their shoulders. 

They are wearing patchwork clothing and leather and carry a variety of weapons, from spears, 

to slings, and swords made of obsidian. There are 7 males and 3 females. One of the males 

wears a tarnished golden torq around his neck.  

These Morlocks are currently sitting on a stone table on piles of moss and grass holding a council 

in which they are discussing their options. Fed up with the bullying from the hobgoblins they are 

considering leaving, although they are reluctant to do so as the tower ruins offer them a quite 

comfortable living area. Depending on how the PC’s react to the Morlocks they may be able to 

get information and aid from them. These Morlocks would much rather have the hobgoblins 

slain than leave the comfort of the tower ruins. 

The Morlocks speak their own language but anyone who speaks Goblin can understand enough 

to enable rough communications with them. 

The chieftain will offer the aid of his 2 right hand men (the two wearing the armbands). They 

have no real wealth to offer other than the jewelry they wear but they will not give that up 

without a fight. 

Only if the option of having children in the adventure is used: If fighting breaks out here the 

chieftain’s mate from room 5 will join the fight while the other female Morlock from room 5 will 

attempt to get the children out past the fighting and up the stairs to escape. As soon as possible 

one of the Morlocks will go for the pet Albino Apes in room 8. 

The golden torq worn by the Morlock chieftain is worth 2000gp, and two of the other males 

wear armbands, one of gold worth 400gp and one of thick silver worth 100gp. 

Morlock Chieftain*AL C, MV 120’ (40’), AC 8, HD 3, #AT 1, DG 1d6, SV F3, ML 9+ 12hp 

Morlocks (9)*AL C, MV 120’ (40’), AC 8, HD 1, #AT 1, DG 1d6, SV F1, ML 9+ 1hp, 2hp, 3hp, 3hp, 

4hp, 5hp, 6hp, 7hp, 8hp 

5. (The children are optional and can be replaced with regular adult Morlocks if the DM does not 

consider this “old school”) 10 more Morlocks occupy this room. 8 Children along with 2 female 

Morlocks, they look and are dressed as the Morlocks in room 4. One of the females wears a 

necklace set with sapphires as well as a very fine platinum net woven into her matted hair. 

The Morlocks here sit in groups on the floor, playing as children do. Some have small grass dolls 

which they act out scenes with while others use small pieces of rock, clay, and chalk to draw 

pictures on the walls and floor. 

If any fighting breaks out here the Morlocks do their best to get the children out. As soon as 

possible one of the Morlocks will go for the pet Albino Apes in room 8. 



The necklace set with sapphires is worth 750gp, she also wears a Dwarf forged golden ring set 

with a diamond and inscribed with runes worth 750gp. The fine platinum net in her hair is worth 

1000gp if it can be removed in one piece otherwise it is worth just 10gp. 

6. This room is remarkably clean and dust free although there are some small pools of water 

around the outside of the room. In the center of the room is a raised pool filled with calm blue 

water. On the floor by the west edge of the pool a crudely carved wooden bowl lays upside 

down. 

Anyone drinking from the pool will be instantly teleported to the pool in room 18. There is 

nothing special about the wooden bowl, any cup or method of drinking the water will cause the 

teleportation. 

There is nothing of value here. 

7. The door to this room stands slightly ajar. The walls, floor and ceiling are all cracked and 

chipped, musty earth pours in from holes in the east wall and the entire east wall seems to have 

shifted. Old barrels, some rotten, some broken or smashed, and some still intact are dispersed 

around the room. Wooden shelves line the walls, most of them have collapsed or come loose 

from the wall, the ones still horizontal contain clay and glass jars.  Just inside the doorway hung 

from jagged chards of stone hang a collection of squirrel pelts and a freshly skinned rabbit. 

This room is not safe. Consider it a trap and anyone stepping around the corner is subject to the 

ceiling collapsing. If this happens every character within 10’ of the collapse must save vs. petrify 

or suffer 2d6 damage. 

Once the roof collapses if characters spend time searching the rubble they can find a now 

damaged collection of fine silver and platinum platters and servings. In their damaged state the 

silver and platinum can be sold for 800sp. 

8. The Morlocks keep their pet Albino Apes in this room. Bones of animals fed to the apes are piled 

in the South East corner. The two North corners of the room contain piles of grass and dirt. 

Scattered about the room are large tree branches, small stones, and medium sized rocks. There 

is an alcove to the West covered by a patchwork curtain.  

One ape sleeps in the North West corner while the other sleeps on a pile of torn tapestries 

behind the patchwork curtain. 

There is nothing of value here. 

9. This is where the orcs sleep. Along the west wall of the room are 3 crude wooden cots. On the 

floor by the east wall lays a suit of leather armor and some weapons. 

 



10. This area was once a torture chamber. On the east and south walls are sets of manacles. Still 

chained after countless years are two skeletons. On the west wall are 7 levers, all in the down 

position.  

The last lever controls the selection of the east (up) or south (down) manacles. The other levers 

control the activation of magic that permanently saps 1 point of an ability score (lever 1 is for 

Strength, 2 is Dexterity, etc.). This magic can be operated only once per day. 

11. Mounted on the south wall opposite the doorway is a large bear skull, below it in black caked 

mud is scrawled barely legible letters in some unknown language. 

 

There is nothing of value here. 

 

12. This room has not aged well. The floor of the room is 5 feet down, accessed by stairs at the east 

and west ends of the room. Cracked and broken mosaic tiles litter the floor; their pattern forms 

a barely recognizable image of an hourglass.  The top of the stairs to the west appears to have 

once been a stone podium but it has been destroyed, lying on its side toppled and broken. 

 

There is nothing of value here. 

 

Orcs *AL C, MV 120’ (40’), AC 6, HD 1, #AT 1, DG 1d6, SV F1, ML 8+ 3hp, 4hp, 5hp 

 

13. Stacks of rotted lumber and decayed tools litter the area here. Once a large storage area for 

tools and materials, work of any significant sort has not been done here for a long time. 

 

There is nothing of value here. 

 

14. Wooden planks lay on the dirt stairs that lead down into the room. The musty smell of earth and 

dampness seems to flow out of the dark depths of this earth walled room. The walls and floor 

are of sticky dirt which clings at the slightest touch. The white roots of the large tree above twist 

and weave through the walls, like sickly veins under pale skin. 

The entrance to this room contains a pit trap that will drop character into room 12. The fall is a 

total of 30’ but take only 1d6 damage from the zigzag nature of the slide. 

There is nothing of value here. 

 

15. The walls, floor, and ceiling here are of cut stone, as is the rest of this section of dungeon unless 

otherwise noted. A lone hobgoblin is here sharpening his weapons and preparing to go hunting. 

If the party approaches stealthily they can catch him off guard, if they do not he will spot their 

torchlight and be ready to surprise them, hoping for a quick attack and then running to warn the 

other hobgoblins and/or orcs. 

 



Hobgoblin (xbow/shortsword) *AL C, MV 90’ (30’), AC 6, HD 1+1, #AT 1, DG 1d8, SV F1, ML 8+ 

5hp 

 

There is nothing of value here. 

 

16. This is a small room carved out of the earth with dirt walls, floor and roof. From the roots that 

dangle from the ceiling water drips in a slow steady pattern into a small pool on the floor. On 

the walls mosses and lichens grow in patches of vibrant colors; bright oranges (Cenal), deep 

hued violets (Apepid), and rusted red (Didroct). Around the pool on the floor grow fungi of some 

sort; bright white stalks that almost seem to glow topped by yellow mushroom caps spotted 

with dull green splotches (Pseudus Advorax). Bits of roots and dirt float atop the small pool 

while small pale white tadpoles swim in lazy circles. 

The lichens, mosses, and mushrooms could prove valuable if harvested and returned to Lyle in 

Parricksburg. 

The water is clear but is not clean. The small white tadpoles are poisonous. Drinking the water 

or eating a fish requires a save vs. Poison or take 3d4 points of damage. 

17. The alcove to the south is piled high with dirt. A few small, brightly colored flowers sprout from 

the dark earth. Old tools, gardening implements, lay in the southwest corner, the handles 

rotting and metallic components rusted to nothing. 

 

There is nothing of value here. 

 

18. This room is very clean. In the center of the room is a raised pool filled with calm blue water. On 

one edge of the pool sits a bronze chalice. 

Anyone drinking from the pool will be instantly teleported to the pool in room 6. There is 

nothing special about the bronze chalice, any cup or method of drinking the water will cause the 

teleportation. 

There is a very good chance that the Hobgoblins in 19 will hear the adventurers when they are in 

this room. They will not hesitate to bring the fight to them and use the pool to their advantage. 

They will attack with their crossbows first and then move in for melee.  

There is nothing of value here. 

19. Large flat stuffed sacks occupy the east and south walls of this room. The Hobgoblins use these 

as beds. The Hobgoblins belongings occupy the rest of the room. Sets of clothing, old meat, 

wooden eating utensils and a set of stools are scattered about. 

 

Hobgoblin (xbow/shortsword) *AL C, MV 90’ (30’), AC 6, HD 1+1, #AT 1, DG 1d8, SV F1, ML 8+ 

5hp 



Hobgoblin (xbow/shortsword+1) [AL C, MV 90’ (30’), AC 6, HD 1+1, #AT 1, DG 1d8, SV F1, ML 8+ 

5hp 

 

Inside one of the bed sacks is hidden a small wooden storage box which contains two potions 

(water breathing and clairaudience), a yellowed and fading piece of parchment tied with twine 

(Wizard scroll of Read Language) and a thick square chunk of bear pelt (inside is a treasure map 

leading to a treasure of 19,000gp + 22 gems). 


