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The Lost Tower of the Mad Wizard Arghaham

Introduction 

The adventure is pretty much setting 
neutral.  It is appropriate for 4 to 6 characters of 
levels 2 to 3. 

Please forgive the lame GM’s Background. I 
tried to leave details as vague as possible to 
make it easy to drop in to any campaign setting. 

I wrote this adventure in a more “2e” style 
as opposed to an “older” style to see how the 
adventure would compare in terms of being 
easily prepared by a game master, as well as 
page count. 

I would say I prefer the “older” style of 
adventure writing where the details are more 
left to the DM to describe. 

GM’s Background 

The tower was once the home of the wizard 
Arghaham, a wizard exceedingly loyal to his 
country. He fought in many battles and was 
always a staunch and reliable ally to his 
countrymen. As a reward for his services his 
country granted him land and constructed a 
tower and laboratory for his use. 

With the tower completed Arghaham set to 
work researching and crafting items and spells 
to aid in the defense of his beloved constantly 
besieged country. 

He appeared on the battlefield less and less 
eventually losing his mind to age and his 
obsession with developing magical weapons for 
his country, weapons which were never used as 
the name of Arghaham faded into memory. 

Ironically; his country had fallen to invaders 
decades before Arghaham himself perished but 
word had never reached him in his secluded 
tower home. And so his research was in vain as 
none of his inventions would see the light of 
day. 

The tower was nestled in a hilly forest with 
in his country’s borders far from any other 
settlements. When the tower fell into ruin it 

partially collapsed against a large hill next to it. 
In the collapse the towers main floor entrance 
was destroyed along with a significant portion 
of the second floor and currently the only way 
into the tower is through a trap door on the top 
floor. 

Unknown to all Arghaham had been 
successful in his research and had managed to 
create a powerful weapon, a Starstone, a 
weapon that when worn would grant incredible 
combat prowess to the wielder by focusing the 
power of celestial bodies into a specially crafted 
gem. 

The broken lens in the Observus means that 
no new gems may be created however if fixed 
and the appropriate alignment of stars occurs, 
as well as a properly crafted gem placed on the 
pedestal more of these stones could be created. 

One Starstone remains, although severely 
weakened as its magical properties have 
discharged over the decades. 

Setting up the Adventure 

Pick suitable monsters for the party level for 
the infestation of the top of the tower. 

The other monsters can be easily scaled up, 
as can the Starstone magic item. 

Feel free to sprinkle with traps as you see fit. 

Approaching the Tower 

Cresting the large hill results in a fantastic 
sight as in front of you, collapsed against the 
hill, lay the remains of a stone tower.  

The towers crenellated top lies against the 
crest of the hill at your feet, a solid looking 
wooden trapdoor in the eastern part of the 
floor looks to provide access to the tower itself. 

In all its glory it appears the tower would 
have stood about 60’ tall. While now the top 
three floors lay collapsed against the hill the 
overgrown stone tower remains an impressive 
sight. 
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Inside the tower is lit by magical torches, 
their power has faded and provide only a 
candles worth of light (well-lit 15’ radius, dim 
15’ radius), unless otherwise noted. 

The upper floors of the tower are sloped at a 
30° angle making moving in the west direction 
half as effective (half distance). Moving in the 
east direction is twice as effective (double 
distance). 

If a character inquires about tracks in the 
area they may determine that indeed tracks 
of some kind indicate creatures have been 
entering/exiting the tower. 

Any character that inquires or has 
knowledge related to stone identifies that 
the tower could shift slightly but is 
ultimately stable enough to explore. 

1) Tower 5th floor (top) 

The trapdoor here is not barred. Unless the 
characters make a lot of noise the creature on 
the other side will be unaware of them. 

2) Tower 4th floor (living 

quarters) 

You descend from the roof into the east side 
of the room via a stone spiral staircase with 
ornate iron hand rails, the stairs also continue 
down into dimness on the floor below but 
appears to be destroyed just beyond the 
current floor. 

A once opulently appointed bedroom now 
lies in shambles. What was at one time a large 
comfortable bed lies smashed against the west 
wall, its mattresses down strewn in dirty piles 
around the room. 

Lush tapestries, their bottom halves ripped 
or cut from them have been balled up on the 
sloped floor and secured via shelves and boards 
crammed into cracks and gaps in the flooring. 

The north and south sections of wall hold 
what remains of dressers, an armoire, small 
book shelves, and shelves. These too have been 
smashed and made into piles on the floor. 

If the characters entered the tower 
stealthily: 

6 goblins lie in various piles around the room 
sleeping; it appears they have not heard your 
entry. 

Otherwise: 

It seems your entrance into the tower has 
awoken some of its denizens as 6 goblins 
groggily reach for their weapons as they rise 
from various piles spread around the room. 

If characters search for any undamaged 
books they find Arghahams personal journal 
and a pouch containing 37 sp. The journal 
contains information about the creation of 
the Starstones and their powers. 
Unfortunately the next proper alignment of 
celestial bodies required to create the 
Starstones won’t be for hundreds of years.  

 
Goblins (6)*AL C, MV 60’ (20’), AC 6, HD 1-1, 

#AT 1, DG 1d6 or weapon, SV F0, ML 7] 1hp, 
1hp, 1hp, 2hp, 2hp, 3hp 

 

3) Tower 3rd floor (library) 

The staircase into this floor has been 
destroyed however the 30° angle which the 
tower rests at means it is safe to drop to the 
floor below. Getting out is simple, any small or 
medium creature can easily climb out, 
characters in heavier armor may require help. 

You drop to the floor on the east side of this 
room. This time the staircase ends here and 
does not descend further. 

On the far west side of the room you can see 
another spiral staircase that leads to the floor 
below. 

This must have once been en extremely 
impressive library for the north and south walls 
are covered from floor to ceiling with book 
shelves. Two large ladders, one attached to the 
north shelves, one to the south, provide access 
to the upper shelves. A book catalog and index 
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lies on its side just to the north of you, its cards 
spilled across the floor. 

The occasional book remains on the shelves 
but most have been removed and ripped apart, 
their pages and covers scattered all around the 
room. Suspicious brown stains cover many of 
the balled up pages. 

Two huge wooden desks lie toppled over on 
their sides in the center of the room. Ink stains 
there tops in places. 

Just as you complete your assessment of the 
room 6 goblins rise from behind the over turned 
tables. 

The first medium sized character to 
approach the stairs on the west side of the 
room causes the fallen tower to shift. 

As you approach the stairs your stomach 
drops and your heart races as you feel the 
tower shift. With the loud crack of stone 
exploding and the grinding of rock on rock you 
feel the drop out below you. 

If, back when the characters first came 
across the tower, one of the characters 
successfully determined that the tower was 
ultimately safe to explore, feel free to add this: 

[Character name], with a sickening feeling 
you realize you may have miscalculated when 
you determined the safety of the tower.  

Bright lives snuffed out by such a simple 
mistake, if only you had been more thorough. 

The floor drops a foot before it stops and 
you swallow the apology you were about to 
blurt out as you all lay dying in the collapsed 
tower. 

Otherwise read this: 

Moments later the tower comes to a rest 
and the deafening silence is filled with moans 
and cries from the floor below. 

In both cases, finish with this: 

The tower once again comes to a solid rest 
against the hill and the deafening silence is 

filled with moans and cries from the floor 
below. 

4 unarmed goblins covered in stone dust and 
debris stream from the staircase and stop as 
they spot you. 

The goblins will defend themselves as best 
they can but wont attack and are just looking to 
escape from the tower. 

Searching the debris piles uncovers a 
locked trunk containing writing supplies. 

 
Goblins (6)*AL C, MV 60’ (20’), AC 6, HD 1-1, 

#AT 1, DG 1d6 or weapon, SV F0, ML 7] 1hp, 
1hp, 2hp, 2hp, 3hp, 3hp 

 

4) Tower 2nd floor (kitchen/staff 

area) 

Two of the eight goblins here died just now 
when this floor further collapsed, two more lie 
trapped in the rubble, if rescued by the 
characters they will live, if not they will die. 

The air here is filled with dust stirred up 
when the tower shifted; the floor is littered 
with debris. 

When the tower originally collapsed this 
floor must have taken the brunt of the damage, 
even now with the most recent shift it appears 
all the damage occurred here. The eastern half 
of this floor is all but gone, collapsed in on itself 
when the tower fell. 

Various small animal bones litter the floor, 
some carved into crude utensils.  

The remains of a large cooking fire take up a 
portion of the room, books and broken 
furniture pieces from the floors above are 
stacked nearby. The north western portion of 
the ceiling is blackened with soot where the 
cook fire smoke exited through cracks in the 
tower wall. 

In the collapsed eastern portion you can see 
two goblins still alive, trapped by the recent 
shift in the tower; one is calling out something 
in its language, the other one is crying. 
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A character inspecting the trapped goblins 
can see that they are not severely injured 
and could be dug out from the rubble. 

Characters of dubious alignment should 
not be penalized for offing the goblins (take 
your XPs where you can get ‘em as they say) 
but any good aligned characters be 
reprimanded for slaying or allowing the 
slaying of defenseless creatures. 

5) Tower 1st floor (reception) 

This is as far as the staircase descends; it 
ends here on the main floor. The floor here is 
leveled out and flat. 

Next to the foot of the staircase is the body 
of a goblin. 

The air here carries the odor of feces and 
urine; while not powerful it is pungent most 
definitely not pleasant. 

End tables, soiled chairs and couches, empty 
shelves, and smashed knick-knacks and 
decorations litter area. A single sconce remains 
attached to the south wall nearby it is an intact 
wooden chair. 

There is a single door leaving this room 
although at one time an additional entrance 
must have been on the eastern wall. The 
broken remains of an archway and door are 
among the crumbled and caved in rubble there. 

To the south is a plain wooden door. 

Behind the plain wooden door is a room full 
of rubble. 

The secret door is trapped with poison darts 
which have weakened over time. Poison: 
weakness, dizziness, headache, difficulty 
breathing and nausea that cause -1 to attack 
rolls, AC, and damage for 2d12 hours, a natural 
“1” on the save indicates death.  

The secret door reveals a spiral stone 
staircase with no hand rails that leads down 
into the earth below. 

The goblin body shows no signs of 
violence; further minute investigation 

reveals pin pricks on its right hand. This 
increases the find trap chance on the trap 
door by +50%. 

Searching the room for anything secret or 
looking for tracks turns up what looks to be 
a secret door. A thief can open it with an 
appropriate check. 

Investigating the sconce and turning it 
causes the secret door to unlatch. 

6) Lab entrance 

The staircase descends into a large earthen 
chamber. Vines and roots grow out and along 
the walls and the air has a heavy musky earth 
smell. 

30’ in the room narrows and begins to slope 
upwards to some point you cannot see. 

The only reason you can make any of this 
out is illumination that emanates from a 5’ wide 
band of glowing runes carved into stone that 
cuts across the floor of the room where the 
upward slope begins. 

The runes are mostly harmless and their 
power does not show itself until a character 
attempts to move a sharp edged object 
(knife/sword/arrow, etc.) or any magical item 
(spell book, enchanted items, even mages 
themselves) across the threshold.  The barrier 
applies only when entering. 

The runes used to be almost impenetrable 
but as with all else in the tower its power has 
faded. The sensation of attempting to push 
through the runes is like trying to push your 
way through a thick pudding like wall. 

Mages can determine the nature of the 
runes is that of a passive protective nature. 

To move across the threshold characters 
with strength less than 13 must succeed at a 
strength check; characters on the other side 
of the barrier can reach back and aid others 
attempting to push through. 

Once the characters are able to view the 
eastern door read: 
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As the end of the sloped passage comes into 
view you see a massive stone door in a stone 
frame. The door and frame are covered in 
runes, some similar to those in the barrier to 
the west although these ones do not glow. 

As you get closer you can see that the door 
is slightly open about 6 inches. 

If the first one through does not specifically 
say he is looking around the room he just 
entered give the characters a few seconds to 
act before setting the Nawbloks in the Lab on 
them. 

If they do say they are looking around then 
feel free to attack them right away. 

Anyone searching the area has a 3 in 6 
chance of seeing a set of small footprints 
(identifiable as Goblin if they have seen 
them before) passing through the door. 

A small, or a thin medium sized creature 
that removes all armor and items (clothes 
can be worn), can squeeze through the gap. 

The door can be pulled open further with 
an open door check; more than one 
character may participate. Be generous in 
adding modifiers for any schemes characters 
may come up with to open the door further. 

7) Lab 

The walls, floor, and ceiling of this room are 
all stone. For a room that has likely not been 
occupied for decades it is remarkably free of 
dust, that’s not to say it is tidy though, it looks 
as though every piece of scientific equipment 
imaginable can be found here. 

Beakers, burners, scales, jars of mysterious 
substances, books, measuring and pouring 
devices and much more litter the tops of the 
desks and workbenches that occupy the north 
east and south east corners of the room. 

Four wooden desks arranged in a square 
stand in the center of the room, their tops 
covered in more equipment: gears, bolts of old 
cloth, lumps of earth, clay, piles of wood, and 
books. 

To the north is a closed stone door. 

On the far east side of the room is a spiral 
stone staircase the leads upwards. 

Unfortunately for you you are not alone in 
the room. In the north west and south west 
corners of the room are two creatures of a sort 
you have never laid eyes upon before. 

The creatures stand 6’ tall and appear to be 
made of some earthy material half way 
between stone and clay one of them has veins 
of white running through it, the other, veins of 
orange, like precious metal through a mine wall. 

They don’t look happy about you being in 
this room and start moving towards you. 

The scientific equipment is essentially 
worthless; it is so specialized finding a buyer is 
near impossible (some equipment may be of 
value to a character should they have a use for 
it). Should an interested buyer be located the 
equipment could fetch 200 gp. 

 
Nawblok (1 white, 1 orange, 1 silver) [AL C, 

MV 90’ (30’), AC 6, HD 2, #AT 1, DG 1d6, SV F3, 
ML 7] 6hp, 4hp, 10hp 

 

8) Celestial Observus 

On entering this room your eyes are 
immediately drawn to an immense bronze 
telescope.  The far end of the telescope extends 
up through the north eastern part of the roof 
while the near end lens ends in the center of 
the room two feet from a stone pedestal 
engraved with runes and astronomy related 
symbols. 

The western wall contains a large chalkboard 
covered in smudged writing, formulas, notes, 
and other drawings remain. 

The north and south wall is hung with large 
vellum sheets depicting stars, planets, and 
many other celestial objects. Some of these 
vellums are hand drawn while others appear to 
be reproductions. 
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The eastern wall is hung with tapestries to 
the glory of Arghahams country. Images of 
warriors in battle, elements under the control 
of mages in battle, all victorious and bearing the 
symbol of his country. 

In the north west corner of the room a large 
bronze lever. 

A large desk sits near the pedestal, on the 
desk sit various jars of unlabelled materials, 
papers, and open books and writing 
instruments. 

Pulling the lever requires a Strength 
check. If successfully moved a slight rumble 
can be felt and light can be seen shining 
from the end of the telescope onto the 
pedestal.  

With the lever pushed a hole has opened in 
the hill side. 

Looking through the telescope from either 
end reveals the broken lens. 

 
Gorbin (Goblin *AL C, MV 60’ (20’), AC 5, HD 

2, #AT 1, DG 1d6 or weapon, SV F1, ML 12] 
 
Nawblok (1 blue, 1 red, 1 yellow) [AL C, MV 

90’ (30’), AC 6, HD 2, #AT 1, DG 1d6, SV F3, ML 
7] 6hp, 8hp, 14hp  
 

9) Nawblok factory 

Your initial impression of this room is that of 
a workshop. Where the previous room was 
obviously meant for research, this room looks 
like real work was done here. 

Along the west wall, in various stages of 
completion, stand four creatures like the ones 
you just fought. The material they are made 
from looks to have turned hard and brittle. 

On the east wall are six basins, each covered 
with iron lattice work with a socket for 
something on top. At one point the basins look 
to have held liquid of some kind but they stand 
empty now. 

In the center of the north wall is a double 
door made of horizontal slats of wood, from the 
positioning of the handle at the bottom of the 
door it looks like this door lifts into the roof 
when opened. Two levers next to the door are  
both up, there are labels next to them in a 
language other than merchants tongue. 

In the center of the room, surrounded by 
work benches, a grinding wheel, and numerous 
craft tools is a large kiln, open in each cardinal 
direction, the fire inside it must have been cold 
for a long time. 

The labels next to the levers are in mage 
tongue and simply read “close” for the up 
position and “open” for the down position. 
However the mechanisms responsible for 
operating the doors have fallen apart long 
ago and so the doors must be open manually 
with a Strength check. 

Once the first door has been opened: 

A pitch black passage leads north. 

The door at the end of the passage is the 
same as the first but opens out of a hillside 
next to the one the tower rests against. 

Searching around the work benches 
locates Arghama’s journal regarding the 
theory of operation of the creatures he 
called Nawblok’s. It details the various types 
he created (as listed in the Nawblok monster 
section at the end, exact specific details are 
revealed), as well as how the magic infused 
them with life and intelligence but not 
sentience. It does NOT detail the method of 
their creation. 

The journal is of some value to historians 
and mages alike. 

Magic Items 

Starstone: 

The Starstone contains +5 modifiers worth 
of celestial charge. 

This +5 bonus can be divided however the 
character desires, among any rolls he wishes 
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(skills, attack rolls, damage, saves, etc.) among 
any number of rolls over 5 rounds.  Once a +1 
worth of charge is used the wielder has 5 
rounds to use the remaining bonuses before the 
celestial charge dissipates. 

The Starstones power recharges whenever it 
spends a night outside under the night sky. 

e.g. Gary the Gruff is in a tough spot, backed 
into an alleyway by two thugs and armed with 
only a knife he knows he needs to end this fast. 
He grabs his Starstone and taps its power, he 
uses +1 to aid his attack and hits! Wanting to 
even the odds quickly he applies the remaining 
+4 to damage hoping to drop the thug in one 
hit. 

 Once Gary used the initial +1 to aid his 
attack he would have 5 rounds to use the 
remainder of the charges, in this case he used 
them right away on damage, but if he hadn’t 
and 5 rounds passed the Starstone would have 
discharged until it spent a night outside under 
the night sky. 

Creatures 

Goblin*AL C, MV 60’ (20’), AC 6, HD 1-1, #AT 
1, DG 1d6 or weapon, SV F0, ML 7]  

 

Gorbin the Goblin*AL C, MV 60’ (20’), AC 5, 
HD 2, #AT 1, DG 1d6 or weapon, SV F1, ML 12] 
Possesses a Starstone which protects him from 
Nawblocks. 

 

Nawblok[AL C, MV 90’ (30’), AC 6, HD 2, #AT 
1, DG 1d6, SV F3, ML 7] 

Nawbloks are each infused with magical 
essence, the type of essence determines their 
color, when slain this essence is released: 
1: Gout of flame (Red). The creature 

instantaneously immolates; the intense 
heat burns those next to it for 1d4 damage 
unless they save by turning away from the 
blast of heat. All that remains is a pile of ash 
on the floor. 

2: Blast of cold (Blue). The creature implodes 
sucking all heat in an area 5’ around it into 
the dark blue hole it creates in midair. 

Anyone within 5’ must save or take 1d4 
damage as they feel their body go numb 
from the cold. 

3: Sonic whump (White). The creature 
explodes with a loud bang showering all in 
the area with elemental bits. Everyone 
within 30’ must save or be deafened for 1d4 
turns. All, including those that saved, have a 
slight ringing in their ears that remains for 
1d6 minutes.  

4: Force blast (Silver). The creature 
disintegrates into an invisible wave of force 
that pushes everyone within 10’ back 5’. 
Anyone hit in this fashion must save or be 
knocked to the ground while being pushed. 

5: Magma (Orange). The creature melts into a 
puddle of magma that cools in 2 rounds. If 
killed by a melee weapon there is a 2 in 6 
chance the weapon is damaged in some 
way. Any creatures stepping into the 
magma before it cools take 1d6 damage. 

6: Blinding flash (Yellow). The creature 
explodes in a flash of light, whoever killed it 
and anyone else looking at it must save with 
or be blinded for 1d4 turns 

Description: Nawbloks appear to be made of 
some type of stone or clay shot through with 
veins of varying colors (depends on their type 
rolled above). 

 
 


