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The Broken Church 

Intended for 4 or more 1st level adventurers

The Plot

The town church was originally a church of an evil deity. 130 years ago the church was assaulted by a group of good adventurers with an extra group of paladins and clerics devoted to a good deity. The god whose church was assaulted was so angry he fortified the structure making it difficult to even scratch the structure let alone destroy it. When the adventurers found they couldn't destroy the church they decided to build over it. They covered over the statues and alters and made the building to be that of a good deity. They left a cleric to watch over the building to secure it's secrets. Due to the good location of the church, after the area had been pacified more people moved near and made it into their home. To this day the secret has been kept, known only to the current church cleric and the higher-ups of his religion. Over the years the good religion has believed that blessings the church was given cleansed the evil within. Thus with each year, a less powerful cleric has been sent to the church to watch over it. Unfortunately their most recent believer was not yet secure enough of his faith to withstand the taint of the building. The cleric slowly poisoned the minds of the local people,  leading them into a giant sacrifice. The bodies of the recently deceased have risen again. It is up to the PC's to cleanse the town, save/destroy the cursed cleric, and purify/destroy the church.

Chapter 1. 

The entrance

Part 1

At the last stop before one of the pc's heads straight for the town, a local should  pay them to deliver extra food and some supplies (2 sacks worth of rations and basic supplies. This way the characters should have plenty of rest and equipment once they are emprisoned later on.

On the way to the town, the PC's are greeted by an older Half-Elven Ranger.  His meeting does not have to be ominous or fear generating, although he is unaware of what happened or is happening in the town, although he knows and understands there is a great evil hurting the land. If someone could prove they resolved it, he would gladly reward them.

Part 2 

Upon nearing the village the PC's will immediately begin understanding that something isn't right. There is a strong rotting odor that stagnates the whole area and the land appears blighted in the near surroundings. While outside the pc's should begin experiencing random haunting issues from the hero's of horror book. Any are sufficient to give the correct feeling.

Part 3 
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Once the party has entered the town, the action begins. Zombies (the zombies are freshly rotting and the skeletons are incredibly burnt) and skeletons openly roam the village. Once the pc's are spotted by them there isn't much shelter. They will destroy doors, windows and anything that gets in there way. The church itself is the only secure looking building. The pc's must make their way to the shelter of the church as it should be their only resort in this situation. If the pc's don't get the idea, have the church cleric get their attention from the doorway to get them to safety. Either way the pc's should be driven to the church. The undead outside are fairly damaged and weak. They shouldn't pose a heavy threat to the part. They should have to destroy some, but mostly just to be a little bit of resistance in getting to the doors.

Part 4

The Church

Once the pc's are inside the cleric begins fortifying the door and asks for help from pc's to do so quicker. The cleric at this point should be acting in a good manor as if he is not under the control of the evil. If the pc's ask about what happened, he should have an appropriate lie ready. The truth being that he lead the people to a giant sacrifice to the church. Those who did not believe were slaughtered beforehand by those the cleric has charmed. After the pc's have rested some, the undead start making process with breaking into the church. The weak wood doors start falling apart. The cleric states there's one last fall back area for shelter. He leads the party party to the entrance to the cellar (dungeon). He motions them in and quickly knocks out the wooden supports holding the stone doors once the party is down the stairs. The cellar is a recently opened area of the church. Not opened since when it's doors were last shut during the original raid. 

Part 5





The Dungeon

Once the echoes have ceased and the PC's ears have stopped ringing, they will begin to notice the sounds of scraping bones and painful moaning. The room at this time is very much dark, so the party should be prepared with torches or other light sources. Maps are shown below.  Each rooms description is listed separately below.

Room 1:  This room opens up quite wide. You can barely see past the (torchlight, dark vision, lowlight vision) sight before the wall disappears. The far walls of the room are not in sight. Along what wall and ceiling you can see, you do see large root structures. Upon closer inspection they appear to be dripping or bleeding some sort of blood. DC Spot 20 (those who see that they are actually drinking the blood and not bleeding it get a +2 to initiative rolls for the first fight, if they succeed. Just after the roots start dropping noticeably twig blights now, a skeleton hobbles toward you from the side, and from the opposite appears a crawling piece of dirt. . 

(room decoration has old ceremonial feel, torn degraded tapestries, torch holders every few feet on the wall that are empty.

 11 Twig blights, 3med. Skeleton, 1 tome mote (divide it up in the room, not all at once.)

Room 2: 

dread guard / 2 carcass eaters / 1 elemental, Grue / 1 dire Maggot

Room 3: 

Room 4: 

1 Slaymate / 1 Death lock / 4 skeletons

Room 5: 

1 Slaymate / 1 Death lock / 4 skeletons

Room 6: 

1 Slaymate / 1 Death lock / 4 skeletons

P226 skeletons MM1

twig blight cr 1/3 MM2 P. 197

dread guard (animated suit of armor) cr 2 MM2 P 87

elemental, Grue (evil earth elemtal) cr2  complete arcane P153

spellstitched (undead, caster zombie) cr 4 MM3 complete arcane P162

Carcass eater (bad dog) cr ½ Libris Mortis P91 

Death lock (undead zombie caster) CR 3 Libris Mortis P94

Dire Maggots CR 2 (as seen) CR 2 Libris Mortis p94

Slaymate CR 2 (undead kid)  CR2 Lib Mor P 122

Tome mote CR2 (lil fucker, made of dirt and hair/leftovers) Lib Mor, P 128



You will find many generic references to evil deities and items and so on. This module is designed to be adapted into your own campaign/setting. Replace items, encounters, and story where needed.





Party Description


As the doors begin to give way, the cleric motions you to follow him. “There's only one place left” he says. He braces himself next to one of the doors and motions the pc's down the stairs. Once all pc's are down, the cleric kicks out the boards causing the stone slab doors to close shut over the entryway. Only small amounts of torchlight are breaking through the cracks around the slabs. The cleric loudly proclaims, enjoy the company down their my precious sacrifices. 





Dungeon Stats


Dungeon Height:11 Ft.


The entire dungeon is under the effects of an unhallow/desecration effect.








