
Call of the Xul
An old-school mini-dungeon adventure for 1st-level characters

INTRODUCTION

In the woods near the village of Jodcar stand the crumbling 
remnants of stone walls. Amid the ivy-clad ruins, an oaken 
trapdoor gives access to a flight of stone stairs leading down 
under the earth. Once the lair of the hapless conjurer Kal-Dokk, 
it is currently occupied by strange monsters and two parties of 
brave and/or foolish men.

RUMOURS

Rumours and tittle-tattle may be available at Jodcar's only inn, 
the Hunter's Moon, for the price of a round of drinks. Roll 1d8:

Roll Rumour

1
The ruined tower in the woods was once the 
residence of the mad wizard Kal-Dokk. He 
disappeared fourteen years ago. (True)

2 The dungeon in the woods once housed a magical 
laboratory. (True)

3
Before his mysterious – but quite welcome – 
disappearance, the wizard Kal-Dokk called up 
something he could not put down. (True)

4 A fearsome spectre haunts the ruins. (False)

5 Forest gnomes play pranks on intruders. (False? 
True? It's up to you)

6
A group of heavily armed men recently entered the 
dungeon. They have not been seen leaving. (True. In 
fact, there are two groups)

7 Don't look at the mosaics in the dungeon. They're 
weird and dangerous. (True)

8 There's a demon in the dungeon that can walk 
through walls. (True)

GENERAL DUNGEON FEATURES

Map scale is 1 square = 10 feet. Walls are of dressed stone and 
floors are flagged. Ceilings are usually 7-10 (1d4+6) feet high in 
passages and 9-12 (1d4+8) feet high in rooms. There is ten feet 
of solid rock between the different levels of the dungeon. Unless 
otherwise noted, all areas are unlit.

Doors are of iron-bound oak. Somewhat swollen with damp, 
they open on a roll of 1-3 on 1d6 (or 1-4 if a crowbar is used).

A NOTE ON GIANT RATS

Some 5% of the rats in the dungeon are carriers of a weird 
magical disease that causes anyone infected to emit an eerie 
green glow. (Save to avoid if bitten.) The glow is weaker than 
torchlight (15 foot radius) but bright enough to be spotted at a 
distance, preventing the infected character and his or her party 
from surprising opponents who can see them coming. If not 
cured, the disease wears off in 1d4 days.

NEW MONSTERS

Dracoharpy
Armour Class: 7 [12]
Hit Dice: 3
Attacks: Claw (1d6)
Special: Acidic excreta
Move: 9/18 (flying)

Dracoharpies have the heads and upper torsos of human women, 
with lank black hair and yellow eyes. Their lower quarters 
resemble those of a small black dragon – long, powerful legs 
covered in black scales and ending in sharp talons, and a ridged 
reptilian tail. Scaly black wings sprout from their shoulder-
blades.

By preference, a dracoharpy will attack from the air. Up to three 
times per day it can launch a stream of highly acidic excreta 
with a range of 30 feet. Anyone hit by this vile bombardment 
suffers 2d4 damage. At close quarters, a dracoharpy fights with 
raking talons for 1d6 damage. A grounded dracoharpy cannot 
fight unless armed, typically with a dagger.

Xul
Armour Class: 7 [12]
Hit Dice: 4
Attacks: Hammer-hand (1d6)
Special: Phases through stone; belches geodes
Move: 12

The Xul are evil elemental earth-spirits sometimes found in the 
service of chthonic gods and demon princelings.

Resembling a hippopotamus-headed humanoid with hammers 
for hands, a typical Xul stands six and a half feet tall. Its thick 
grey hide grants protection equal to leather armour. In combat, 
Xul strike with their huge hammer-paws for 1d6 damage. They 
can belch fist-sized geodes once per round to a range of 60 feet, 
inflicting 1d6 damage on a hit. (These geodes are worth 20-80 
gp each.)

Xul can pass through solid rock and earth as easily as moving 
through air. When emerging from a stone wall or similar surface, 
they surprise opponents within 30 feet on 1-4. Thrown rocks or 
weapons made of stone pass right through their bodies, inflicting 
no damage.

Due to their extra-planar nature, Xul are immune to the effects 
of all 1st-level magic spells.

Revrac, the Xul in this adventure, was summoned to the Prime 
by the wizard Kal-Dokk for reasons known only to himself – if 
indeed he still lives. Revrac, like all his kind, is arrogant, 
impatient and prone to violence. He tends to fight first and ask 
questions later, which might explain why he's still stuck in the 
dungeon after fourteen years. He styles himself “King of the 
Lost Cosmos” and “Overlord of the Flaming Eye”.



Level 1: The Abandoned Lab
WANDERING MONSTERS
Roll 1d6 every two turns. A result of 1 means an encounter. Roll 
1d6:

Roll Result

1-2 Acolytes (1d6): AC 2 [17]; HD 1; AT Mace (1d6); 
MV 6.

3-4 Giant Centipedes (2d6): AC 9 [10]; HD 1d2 hp; AT 
Bite (0 damage); MV 12; Special: Poison (+4 save 
or die)

5-6 Giant Rats (3d6): AC 7 [12]; HD 1-1; AT Bite (1d3 
hp damage); MV 12; Special: 5% are diseased (save 
to avoid 1d4 days magical phosphorescence)

ROOM KEY

1/ Mosaic: Walls covered with thousands upon thousands of tesserae in shades of black, green and gold. Unsettling patterns seem to 
writhe and shift across the surface. Any magic-user viewing the mosaic must make a saving throw or become feeble-minded – as per 
the spell, but the effect lasts only 1d3 days. The secret door in the south wall is opened by pulling a handle in a recess under a 
flagstone in the exact centre of the floor.

2/ Secret Room: Chest containing a set of fair-quality travelling clothes, including a cloak and a pair of stout boots, plus a leather 
sack containing 400 sp and 80 gp.

3/ Mosaic: Walls covered with thousands of tesserae in shades of brown, white and ochre. Damp has affected large patches, though, 
and many tesserae are missing or lie in small heaps around the edge of the room. There is no danger here.

4/ Antechamber: Wooden workbench against east wall.

5/ Statue: Bronze statue of a bearded sage, dressed in robes, seated on a chair with his feet resting in a maiden's lap. His hand grasps 
a crystal-tipped staff. The crystal may be prised free (it takes one turn to do so); it is worth 120 gp. However, if the taker is a magic-
user, he or she will be cursed with insomnia, preventing the memorisation of spells and leading to serious health issues if the curse is 
not removed. (The silver lining is that the effect of the curse also renders the victim immune to the spell sleep.) Replacing the crystal 
removes the curse.

6/ Broken Glass: Overturned workbench. Shattered remains of alchemical laboratory equipment. One alembic and one beaker 
survive more or less intact. They are worth 10 gp each. Walking across the debris-strewn floor makes a crunching noise, which has a 
2 in 6 chance of alerting the acolytes in Room 9 to the presence of intruders.

7/ Hall: Ancient iron brazier in SW corner.

8/ Old Kitchen: Disused fireplace, overturned tables, smashed crockery, etc. Walking through the room makes a crunching noise, 
which has a 1 in 6 chance of alerting the acolytes beyond the door to the south.

9/ Devil Worshippers: Flickering torchlight. Tables and benches. Eight bedrolls. Portable wooden altar. Having heard whispered 
rumours of the power and majesty of the Xul (see New Monsters), an evil – and utterly misguided – earth-priest named Father 
Faskull has entered the dungeon, hoping to release the thing from its captivity. He and his  acolytes have set up a small shrine in this 
old refectory. Father Faskull has gone deeper into the dungeon, but a quartet of young, grey-robed zealots hold the fort here. Their 
only treasure is a fairly crude stone statuette, about a foot tall, of a hippopotamus-headed humanoid with hammers where its hands 
should be. The statuette might be worth 40 gp to a collector of curios.

     Acolytes (4): AC 2 [17]; HD 1; hp 6, 3, 3, 3; AT Mace (1d6); MV 6



Level 2: Vermin-Infested Halls

WANDERING MONSTERS

Roll 1d6 every two turns. A roll of 1 is an encounter. Roll 1d6:

Roll Result

1-2 Giant Centipedes (2d6): AC 9 [10]; HD 1d2 hp; AT 
Bite (0 damage); MV 12; Special: Poison (+4 save 
or die)

3-4 Giant Rats (3d6): AC 7 [12]; HD 1-1; AT Bite (1d3 
hp damage); MV 12; Special: 5% are diseased (save 
to avoid 1d4 days magical phosphorescence)

5-6 Large Spiders (1d6): AC 8 [11]; HD 1+1; AT Bite 
(1 hp damage); MV 9; Special: Poison (+2 save or 
die)

ROOM KEY

1/ Four Ways: Old, worn rug (worthless). Three pale candle stubs in SW corner. The pit to the east drops victims twenty feet (2d6 
damage) into Room 2 on Level 3.

2/ Death From Above: Stuffed crocodile sprawled on floor. Close inspection reveals it to have suffered the attentions of vermin. 
Frankly, it has seen better days. Above the room's entrance lurks a dwarf-sized black spider.

     Huge Spider (1): AC 6 [13]; HD 2+2; hp 12; AT Bite (1d6); MV 18; Special: Poison (+1 save or die), surprises
     opponents on 1-5

3/ Adventurers: Odour of burnt flesh. Four adventurers, including a cleric praying over the corpse of a fifth man. The door in the 
north wall bears a glowing magical glyph. If anyone touches the door without first speaking the name “Kal-Dokk” it delivers 10 
points of electrical damage. (Save for half damage.)

     Brother Leonid: AC 4 [15]; Cleric 1; hp 5; AT Mace (1d6); MV 9
     No-Neb: AC 4 [15]; Fighter 1; hp 7; AT Sword (1d6); MV 9
     Joss: AC 4 [15]; Fighter 1; hp 5; AT Sword (1d6); MV 9
     Wyddfa: AC 9 [10]; Magic-User 1; hp 2; AT Staff (1d6); MV 12; Spell: sleep

4/ Warded Room: Chest containing 1,000 sp.

5/ Mosaic: Walls covered with thousands upon thousands of tesserae in shades of black, sky blue and silver. Anyone viewing the 
mosaic must make a saving throw or begin to sing bawdy tavern songs at the top of his or her voice. The effect lasts for 2d6 turns, 
during which time spellcasting, stealth and surprise are impossible. A wandering monster check should be made every turn.

6/ Shit From Above: Ceiling 30 feet high. Worthless shreds of a once-fine rug. Rickety old wardrobe against the east wall. Broken, 
rotting desk. Two metal pegs on west wall. Floor and other surfaces pitted and marked with streaky deposits. A pair of dracoharpies 
(see New Monsters) roost atop the wardrobe and attack intruders on sight. Inside the wardrobe, intermingled with a distressing litter 
of human bones, is the monsters' treasure: a keg of halfling pipeweed (60 gp), a pouch containing eight gems (10 gp each), a cursed 
sword -2, a treasure map (to be determined by the Referee), a scroll bearing the legend “FEAR NOT THE TIGER”, and a scroll with 
the cleric spell raise dead. In the south wall, a secret door is operated by pressing a certain stone.

     Dracoharpies (2): AC 7 [12]; HD 3; hp 8 each; AT Claw (1d6); Move 9/18 (flying); Special: Acidic excreta

7/ Hidden Treasure: Pile of brittle sticks in the SE corner. A tinderbox lies nearby. In the NW corner is an invisible chest. If 
discovered and opened, the contents are clearly visible: 1,000 sp and two impressive silver candlesticks worth 140 gp each.

8/ Flash! Ah-aah!: Unintended after-effects of magical experimentation. Every turn in this bare room there is an 11% chance of a 
flash of blue light that acts as a dispel magic spell (at 12th level) affecting everything in the room. 11% of such flashes are followed 
almost immediately by a white flash that acts as the spell disintegrate.

9/ Trapped Treasure: Chest with poison needle trap (save or die) containing 500 gp.

10/ Store: Grindstone in SW corner. Bulging sack (filled with charcoal) leaning against the west wall. Two badger-sized red spiders 
scuttle about this room. They have no treasure. The secret door is opened by pressing a stone in the east wall.

     Large Spiders (2): AC 8 [11]; HD 1+1; hp 3 each; AT Bite (1 hp damage); Move 9; Special: Poison (+2 save or die)



Level 3: Prison of the Xul

WANDERING MONSTERS

Roll 1d6 every two turns. A roll of 1 indicates an encounter with 
the Xul. (With the exception of Father Faskull, there is no other 
living creature on this level.)

     Xul (1): AC 7 [12]; HD 4; hp 17; AT Hammer-hand
     (1d6); MV 12; Special: Phases through stone; belches
     geodes for 1d6 damage (range 60 feet)

ROOM KEY

1/ Font: This alcove is occupied by a stone basin atop a short, 
thick column, inscribed with arcane symbols. The basin contains 
clear, cold water, which radiates magic if tested. Each pint has 
the effect of a potion of healing. There are 1d4+2 pints in the 
basin and, if drunk or otherwise removed, the water replenishes 
itself at the rate of one pint per week, to a maximum of six pints. 
Water removed from the dungeon loses its magical potency in 
1d3 days. If the font is removed from the dungeon, or if any 
liquid is placed in the basin, the magic drains away forever.

2/ Cage: Shattered human skeletons, wearing the remnants of clothing and armour. Rusty swords and assorted items of equipment, 
all crushed and broken. A portcullis prevents entry and egress, but it may be lifted (or broken) by anyone rolling 1 on 1d6.

3/ Secret Alcove: Careful examination of the north wall of the passage may reveal a narrow crack between two stone blocks. If a 
dagger or similar narrow object is placed in the crack and manipulated, a secret door opens. In the alcove beyond, a locked chest 
contains 2,200 sp and a treasure map (to be determined by the Referee).

4/ Panic Room: Barred metal door. Lead-lined room, illuminated by continual light. The Xul cannot enter here except through the 
door, when it is open. In the room is the terrified, half-mad Father Faskull, whose dream of serving the Xul has ended not in triumph 
and glory but in death and despair. He has barred the door from within. PCs must either convince him to open the door or break it 
open. If they break it, of course, the Xul may enter the room thereafter, unless some way can be found to secure the door against it. 
Faskull wears a silver ring worth 100 gp and a silver chain of office worth 500 gp.

     Father Faskull: AC 2 [17]; Cleric 3; hp 7; AT Mace (1d6); Move 6; Spells: light, protection from evil (the latter already
     cast and in effect).

5/ Dead Acolyte: Human corpse in grey robes over battered plate mail, with mace and dented shield. Recently deceased.

6/ Dead Acolytes: Two more corpses, similar to the one in Room 5.

7/ Chamber of Conjuration: Walls covered with thousands of tesserae in patterns of red, green and violet. The sight is somewhat 
nauseating but it has no other effect. A large pentagram is inscribed in the middle of the floor. If the player characters have not met 
the Xul already, it is encountered here, sitting cross-legged in the centre of the pentagram. The pentagram does not hold it, but the 
mage Kal-dokk's binding spell was not wholly useless; the Xul's movements are restricted to this level of the dungeon. However, as 
noted (see New Monsters), its powers include the ability to phase through stone, so it may pass freely through the walls and appear 
anywhere on this level – with the exception of Room 4. Uninterested in treasure, the Xul has none.

8/ Trophy Room: Five heads stuffed and mounted on plaques on the walls: bear, wolf, lion, tiger, and giant eagle. (Or maybe it was a 
griffon. Who can tell?) All have open mouths. Within each mouth is a small metal lever.

Head What happens when the lever is pulled?

Bear Breathes yellow gas in 10 ft. radius. Save or suffer paralysis for 3d6 turns.

Wolf Frosty blast (10 ft. long cone) does 2d4 damage. Save for half damage.

Lion Emits a deafening roar. Time for a Wandering Monster check!

Tiger Opens secret door in south wall.

Eagle Spits out 1d3 angry giant centipedes: AC 9 [10]; HD 1d2 hp; AT Bite (0 damage); MV 12; Special: Poison 
(+4 save or die)

9/ Secret Room: Chest containing 200 sp, 200 gp, and twelve gems (100 gp each). On the wall above hangs a shield +1.


