
☠The Tower of Ancient Deceit 

1.Introduction

On nights when lightning slashes the gray skies and the fog creeps like a 
living thing, the cracked bell in the ruined tower tolls alone. No wind 
shakes it, no mortal hand touches it—but its call echoes through the Death 
Forest.

The stories say that this tower, once a watchtower, was meant to warn the 
world against an ancient threat. But now that its guardians have vanished 
and its walls have crumbled, who or what watches over the depths below?

As the adventurers explore the ruins, they discover a forgotten staircase 
beneath the tower, hidden by rubble and volcanic ash. When they manage to 
open its door, a damp wind blows up from the depths, carrying the smell of 
rotting earth and something worse.

Someone or something awaits them down there.

2.The Underdark

What lies beneath the tower is older than the forest itself.

The passage leads to a set of forgotten chambers carved into the rough 
stone, decorated with unholy symbols and carvings that writhe in the 
torchlight, as if refusing to be read. The stone feels sweaty, hot to the 
touch, as if something throbs beyond its layers.

Further down, the passage opens into a vast hall, its cracked columns 
towering towering.

And the bell in the tower begins to toll again.

3.The Presence in the Shadows

The explorers are not alone.

Something ancient and infamous creeps in the shadows of the underworld, a 
being whose silhouette can never be seen in its entirety, as if its form 
does not belong entirely to this world. Its bony claws scratch at the walls, 
its breath a hot, damp breath, carrying the smell of things dead for 
centuries.

The Watcher, the last guardian of the prison, still roams these great 
chambers, its body twisted by its eternity of vigil. But he is no longer a 
protector—he is a blind, hungry aberration, driven only by the desire to 
protect this place at any cost.

And if the explorers go further, if they descend into the depths where 
reality itself twists…they will discover that the prisoner is still there. 
Waiting.



4.The True Purpose of the Tower

A small, abandoned library, tended for centuries, tells the story that the 
tower was built to watch over an unfathomable evil imprisoned beneath it. A 
being from before the dawn of man, sealed away by a forgotten order, watched 
over for centuries.

But the truth is much worse. The tower was never a watchpost. It was built 
to keep the ignorant at bay. And the prisoner was no monster…but a forgotten 
God.

5.The Prisoner

What lies (or lay) beneath the tower is called, in ancient whispers, 
Karalor, Who Pulses Beneath the Earth. He is no demon, nor an aberration—he 
was a god of vitality and thought, worshipped in the earliest times by the 
first peoples of this world.

But one day, other gods feared his rise. They manipulated mortals, twisting 
their myths, turning Karalor into a villain, and convincing civilizations to 
imprison him.

"Karalor never devoured souls."

"He never spread terror."

"He offered knowledge and health… and was silenced."

And the Sentinel, the last guardian of the seal, had fought furiously to 
prevent any change in order.

The bell in the tower is not a warning to a monster.

It is a call for help.

6.Options

Now, the adventurers have a choice before them (feel free to add another 
possibility):

1. Do they depart and leave the tower behind? The forest will once again 
consume the tower, and the cycle of fear will continue, the bell echoing 
until the end of time.

2. Will they attempt to reinforce the seal? To do so, they will need to 
discover how the ancient gods betrayed them, and perhaps pay a terrible 
price to prevent Karalor from returning.

3. Will they free the prisoner? But is Karalor a benevolent god, or merely a 
long-forgotten entity whose true purpose surpasses human comprehension?


