


Sneaking Sewers

F
ollowing another of Bulbo’s 
riddles, the party decides to take to the 
sewers to face one of the deeper, darker 

challenges on his roster. Some way along the 
bustling, and somewhat excitable, streets of 
Woodhaven, the party finds a small stone 
passageway in the gutter. The passage’s granite 
blocker, set to stop adventurous youngsters 
from clambering down into the city’s hazardous 
sewer system, has been lifted to expose its 
entrance. Through the floor-bound passage is 
the glow of sleepily blinking torchlight and 
a low, melodic rumbling. Draped around the 
passage’s entrance is a strip of Bulbo’s blue and 
brown bunting fluttering in the breeze, letting 
every adventurer know that further challenges 
await beneath.

Location
Using the sewer sections, construct a long ‘L’ 
shape passage, with a ladder at one end and 
a pedestal placed at the centre of the turning. 
Every 5ft between the ladder and the pedestal, 

there should be a blockade of some sort, 
a barrel, a crate, masonry debris etc, alternating 
in placement from the left side of the passage to 
the right side. The players arrange themselves 
within the first four squares of the passage 
beside the ladder (avoiding the first water 
square and debris square). On the furthest end 
of the passage is a Sewer Monster figure. Both 
branches of the passage (the one starting with 
players and the one ending with the Sewer 
Monster) must reach around 40ft, giving a total 
of three obstructions along each side of the 
player’s branch of the sewer.



Creeping Through
As the party descends into the dimly lit tunnels 
lying beneath Woodhaven’s city streets, they 
are met with a challenging sight. The tunnel 
walls curve up around them, to a twenty-foot 
high peak in the centre, carved from the same 
smooth grey granite as the passage’s blocker. 
Running along the middle of the floor is a deep 
and murky flow of water, which none among 
the group can peer through, and Strewn across 
the walkways on either side of the stream are 
bundles of debris, physically obstructing their 
journey. 

At the furthest end of the passage, a bright 
torch burns above a pedestal, holding aloft the 
much sought after champion’s token. From 
further along the tunnel, behind the alluring 
token, the party hears the same deep rumbling 
they’d caught on the surface, only far louder, 
as though something slumbers in the deep 
darkness before them.

The players must take Initiative order. If 
anyone decides to move the debris, they find 
barrels filled with sewer water and rocks far 
bigger than an ordinary citizen could move. To 
shift any obstruction, they must use a full action 
and make a DC 12 Athletics (Strength) check, 
equally, climbing over obstructions or jumping 
from empty space to empty space across the 
stream requires a full action and 
a DC 14 Acrobatics (Dexterity) check. 

If either check fails, the Sewer Monster may 
move five feet closer to the token on its turn, 
as the obstructions create a grinding scraping 
sound to attract its attention, or because the 
player has simply fallen into the stream beside 
them. For every turn a character ends in the 

water stream, the Sewer Monster may move 
five feet upon its turn.

Getting Caught
If the Sewer Monster reaches the token before 
the party does, it will instantly swamp the 
pedestal and corpses slumped against it, 
consuming them all with unseen mouths 
hidden behind its tentacles. The Monster then 
turns to engage them in combat.

Completing the Trial
If the players manage to reach the intersection, 
without summoning the Sewer Monster, they 
can pick through the remains of the adventurers 
who had fallen before them and retrieve the 
champion’s token from atop the pedestal. From 
there, they still need to get back to the entrance 
without summoning the Monster. It will move 
at the same pace as before and follow them out. 
If they fail in their escape, they must fight it. 
Alternatively, particularly brave parties might 
wish to face the beast head-on and wait for it to 
arrive at the intersection.

As you reach the floor of the sewer, 
a small section of masonry cracks 

off from underfoot and plunges into 
the slow stream below. Along the passage, 
you all hear a deep, bellowing roar seemingly 
in response to the splashdown. Once the 
reverberating roar settles down, you can tell 
that the everpresent deep rumbling seems 
closer to you, if only slightly.

Dungeon Master:

Around the corner shambles the 
rumbling unseen horror, tentacles 

writhe in all directions and a 
chittering growl coming from somewhere 
inside its mass fills the tunnel-way. It washes 
over the body’s and your glistening prize, 
consuming them all without a second’s 
thought, then turns its attention to you!

Dungeon Master:



Characters, Creatures, 
and NPCs

The weird does not possess its kind’s damage 
resistances to fire; piercing and slashing from 
non-magical attacks but is still resistant to 
bludgeoning attacks and is resistant to frost 
attacks. See the Monster Manual for more 
information.

Rewards 
If they do not get caught and manage to 
reach the token before they are caught by the 
monster, they may loot the corpses found 
stacked against the token’s pedestal. If the 
players loot the corpses, they receive 2D6gp 
per corpse, two daggers, two sets of chainmail 
and one item rolled on the MAGIC ITEM 
TABLE A, on page number 144 of the Dungeon 
Master’s Guide. They will also receive 300 XP. 
If the players kill the monster and retrieve the 
token, they receive 1000 XP to divide amongst 
themselves.

There is no loot available for the 
adventurers if the corpses and pedestal 
are caught by the monster, though there 
is a higher experience gain.

Water Weird
STR 17 (+3)
DEX 16 (+3)
CON 13 (+1)
INT 11 (+0)
WIS 10 (+0)
CHA 10 (+0)

Armour Class: 13
Hit Points: 58 (8D10 +10)
Challenge 

Rating: 3 (700 XP)
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