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Thank you
This collection of adventures is a result of all the AMAZING support 
our generous patrons. We were not only allowed to create these 
wonderful pieces, but also continue to improve them again and again. 
Our show and products wouldn’t exist without our awesome patrons. 
Thank each and everyone of you.

Introduction
These fifth edition one page adventures are designed to be modular. 
What does that mean? It means that you can easily toss them into an 
existing setting, regardless of its theme. As the Game Master you can 
choose to make them short side quests from your normal game, or 
run them as a one shot, or easily add content to them to extend them 
to a full adventure. While the encounters and situations are set up to 
be a complete story, you can easily add additional rooms, characters, 
encounters to each one to twist and shape it to best fit your GM style.

Scaling
You can easily change out the monsters and trap damage listed in the 
adventures with something similar that is level appropriate to the 
party. If you are unsure, consult the table in the DMG on pg 274. It 
provides the damage ranges appropriate to challenge rating levels.

Crit Academy One Page Adventures



Street Eats
While the characters are travelling home through the city streets, read 
or paraphrase the following:

Characters who succeed on a DC 16 Wisdom (Perception) check can 
spot that the mob is actually made up of six guards wearing the city 
watch uniform. They have just knocked a commoner unconscious, 
and are tying them up with ropes.

If the characters attempt to sneak up on the guards, they must 
make a DC 14 Dexterity (Stealth) check. On a success, the characters 
can get close enough to hear the guards discussing the best way to 
take the man to the palace - a strange choice for a prisoner, who 
should surely be headed for the jail.

If the characters approach and question the guards, they claim that 
the man they’re tying up is a drunkard and criminal, who has just 
assaulted his husband. A successful DC 12 Wisdom (Insight) check 
reveals to a character that the guards are lying. If the characters try to 
threaten the guards to get the truth from them, the guards get hostile, 
and threaten them with incarceration.

The mystery unravels
After the characters have seen or heard the clues above, they might 
come to the conclusion that the Duchess has something to do with the 
disappearances of the people from the city. If the characters can 
isolate a guard from their fellows, they can get that information from 
them with one of the following:

● A successful DC 20 Charisma (Persuasion) check, made 
with advantage if the character is of a higher military rank.

● A successful DC 16 Charisma (Intimidation) check, made 
with advantage if the characters threaten or enact violence 
on the guard.

● A bribe of 50 gp or more.
The guard reveals that the Duchess is paying the captain of the 

guard to round of vagabonds from the streets and deliver them to the 
palace. They don’t know any more than that, which the characters 
can confirm with a successful DC 12 Wisdom (Insight) check.

Confronting the Duchess
Once the characters have all the information they need, they can 
confront the Duchess. The palace guards let them pass if they are told 
about the clues. Upon finding the Duchess, she pleads for mercy. She 
explains that while out in the tundra, she and her companions became 
hopelessly lost. In order to survive, they had to eat the bodies of their 
dead. Eventually, she was the only one left living. She’s been 
addicted to humanoid flesh ever since.

It’s up to the characters to decide whether they should show mercy 
to the Duchess or not.

Adventure Hook
Rumours are spreading that folk are abandoning town with no 
explanation, leaving their belongings, and sometimes families, 
behind. The characters must go and investigate the occurrences, and 
hopefully prevent any more of the townsfolk going missing.

While at the banquet, the characters can observe several strange 
occurrences:

● Whenever the Duchess is asked about the origin of her 
produce, she chuckles to herself and says that she couldn’t 
possibly give away such a wonderful source!

● When asked about her journey through the frozen wastes, 
the Duchess is more than happy to tell long-winded tales 
about running from ravenous packs of yetis, traversing 
remorhaz tunnels melted into the ice, and fighting off ice 
mephits each night. Strangely, the Duchess never mentions 
her travelling companions.

● Characters with a passive Wisdom (Perception) of 14 or 
higher hear a whispered exchange not far from them about 
the dozen-strong entourage the Duchess left with that 
didn’t return, but she never mentions.

● During the meal, the captain of the city guard is admitted to 
the table. She apologises for being late, then takes her seat. 
If asked where they were, she explains that she was 
investigating another disappearance from the city. 
Characters with a passive Wisdom (Perception) of 18 or 
higher notice the captain shoot a glance toward the 
Duchess when this is mentioned.

● If the characters continue to ask questions about the 
disappearances, which started only recently, and are 
becoming more common, the captain tries to shut the 
conversation down by blaming gang activity or alcohol 
consumption. A successful DC 15 Wisdom (Insight) check 
is enough to notice the captain sweating under the 
Duchess’s gaze.

After the meal is finished, the characters are thanked for coming, 
and dismissed. If the characters try to linger around without being 
detected by the entourage of four guards, they must succeed on a DC 
16 Dexterity (Stealth) check. On a failed check, they are moved on. 
On a successful check, the characters overhear the Duchess paying 
the captain 50 gp for keeping their mouth shut about ‘the whole 
affair’.

Acquired Taste

After being welcomed by your gracious host, the Duchess, you sit 
down to an enormous platter of meats. There are thinly sliced 
sausages, juicy steaks still red with blood inside, and succulent joints 
with meat falling off the bone. The other guests dig in with gusto, 
complementing the Duchess on her varied selection.

As you turn around a dark alley corner, following a shortcut you’re 
familiar with, you see a shadowed group of features beating on some 
poor wretch in the alley. The mob stops kicking them, and starts tying 
them up.
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The ruins

Characters who enter the tower can begin to explore its interior.

antechamber

Characters who take a closer look at the murals and succeed on a DC 
15 Intelligence (Investigation) check realize that they depict 
tentacle-faced horrors looming over portraits of regular people. This 
chilling revelation requires a character to make a DC 20 Wisdom 
saving throw or go temporarily insane, as if under the effects of the 
confusion spell.

Characters in the room notice they go up a floor, or down into a 
basement.

Upstairs library

Searching through the books in the library reveals texts talking about 
creatures oh manipulate the mind and their intellect devourers, 
including how to grow the latter from the brains of intelligent 
creatures. One of the books also shows a diagram of a strange piece 
of machinery that can supposedly disrupt psychic powers.

Downstairs basement

When the characters enter, they are attacked by three intellect 
devourers  that leap from broken vats. The aberrations try to get 
inside the characters by using their Body Thief skill. Each vat 
contains an intellect devourer, and the longer the characters remain in 
the ruin, the more likely they are to escape.

At the far end of the room is a strange piece of machinery covered 
in glowing crystals that hums gently. A character who succeeds on a 
DC 20 Intelligence (Investigation) check can work out how to use the 
machine. A character who has read the books in the library 
automatically succeeds  and recognises that using the machine will 
emit a psionic-disrupting blast. Doing so kills all the intellect 
devourers, even those in the vats.

Adventure Hook
Rumours are spreading that folk are abandoning town with no 
explanation, leaving their belongings, and sometimes families, 
behind. The characters must go and investigate the occurrences, and 
hopefully prevent any more of the townsfolk going missing.

A Barrel of Fun

The small town ahead is built over a slow flowing stream which 
meanders through the picturesque valley that surrounds you. Why 
anyone would want to leave such a beautiful place is certainly not 
apparent from here.

The characters can talk to several folk in town about who went 
missing, when, and why:

● Aaron Shamworth, the owner of the local tavern, left only 
two nights ago. Most people think it’s because his husband 
Taigan is having an affair with the smith, Roger Rhorgan. 
Thorough investigation reveals that Taigan was meeting 
with the smith to design a new sword for Aaron’s birthday. 
Taigan can reveal that Aaron was fond of taking long walks 
and exploring nearby ruins and woodlands

● Sherryn Blackwater left about five days ago. She was a bit 
of a loner so didn’t have many friends but was a talented 
painter. Searching her now abandoned house yields 
paintings of a dilapidated wizard tower from different 
angles. The tower is nearby and can be pointed out by any 
of the townsfolk

● Harrick Kilner was the best singer in the temple choir. He 
disappeared around a week past. His family are distraught 
at the disappearance. Asking them about his activities leads 
them to the Grummel household, where young Gandry, 
Harrick’s best friend, can tell the characters that they were 
playing near some old ruins the day Harrrick disappeared. 
Harrick wanted to go in, but Gandry got scared and ran 
home. Asking at the temple about Harrick reveals that the 
priest has also gone missing today.

Travel to the Tower
The clues that characters can uncover from investigating the 
disappearances should lead them to a nearby ruined wizard tower. 
The place has been there for centuries, and so far as the townsfolk 
know, no one has lived there for generations. On the way to the ruins, 
the characters are attacked by a priest who is acting very strangely. 

Unless the characters can stop the priest, it charges toward them in a 
wild rage. The priest only attacks for a few rounds before sprinting 
off away from the characters away from town. The priest is actually 
being controlled by an intellect devourer from the ruins.

The small town ahead is built over a slow flowing stream which 
meanders through the picturesque valley that surrounds you. Why 
anyone would want to leave such a beautiful place is certainly not 
apparent from here.

Atop a craggy hill about an hour’s walk from the town is a rundown, 
circular tower. Only the first two floors of the tower remain, the roof 
and upper floors have been destroyed by the elements. Surrounding 
the tower are chunks of masonry covered in moss and grass.

This ruined hallway must have once been quite spectacular. Although 
the paint is flaking away, the walls of this chamber were clearly 
painted with amazing murals.

This ruined hallway must have once been quite spectacular. Although 
the paint is flaking away, the walls of this chamber were clearly 
painted with amazing murals.

In the basement of the ruins are dozens of metal vats that give off a 
freezing chill. Some of the vats have their lids missing, or are 
shattered in places, but most seem sealed.
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The Woman of the Woods

Characters who enter the clearing find the cottage is protected by a 
guardian. For low and medium levels it takes the form of an 
awakened tree, for higher levels it is a treant.

The cottage itself is relatively small, having only a few interior 
rooms. All of the windows have been bricked or boarded shut, and 
the only door is locked. The kidnapper has cast the arcane lock spell 
upon the door, making it even harder to open. To break into the 
cottage, requires a  character with a set of thieves’ tools and a 
successful DC 25 Dexterity check or a DC 30 Strength (Athletics) 
check. A failure results in the ‘woman of the woods’ coming to the 
door to apprehend the characters

Bedroom

Neither the wardrobe or the wooden trunk are locked. The wardrobe 
contains an animated rug for low and medium levels or a cloaker 
for high levels. The wooden trunk contains a potion of healing, a vial 
of acid and an eversmoking bottle.

Hallway

This hallway is covered by an illusion that makes it repeat over and 
over, leading in circles. This can be noticed with a successful DC 13 
Intelligence (Arcana or Investigation) check. Casting dispel magic 
upon the corridor causes it to return to normal. Additionally, hacking 
the door from the hinges also dispels the illusion.

Kitchen

If the characters try to stop the women, she quickly urges them to 
wait. She explains that she is the ‘woman of the woods’ (CN human 
mage or archmage). She has visions, which she calls ‘ The Dead 
Days’ which pertain to the future of all children born around her. If 
the visions are bad, they can be extremely hard to bare, and can only 
be stopped by killing the child involved. In this case, young Tabs will 
grow up to become deranged, and burn down a temple full of 
innocent people.

The characters must decide if she is telling the truth (which she is), 
and if the life of one child, is worth the life of many.

Adventure Hook
The characters are given the task of tracking down a young child that 
has gone missing the night before from a local village. This 
information could be given to them by a travelling merchant, town 
elder, adventurer’s guild or some similar source.

This adventure will challenge the characters, as they will have to 
make a hard decision about the future of the missing child, and the 
kidnapper who took them.

The adventure begins when the characters locate the house from 
which the child was taken.

When questioned about the kidnapping, the father Tomasin (LG 
human commoner) can provide the following information:
● HIs young daughter Tabitha, was kidnapped just last night in 

the early hours of the morning.
● He awoke when he heard his daughters screams, and ran to 

her bedroom.
● He didn’t see his girl at all, only a shadowy figure, who 

promptly disappeared in a  cloud of black smoke.
● When he finally made it from the house, he saw the figure 

fleeing to the south.

Tracking the Kidnapper
The characters should promptly set off toward the south of the village 
in search of the kidnapper. Have them elect a navigator. That 
character should make a DC 15 Wisdom (Survival) check. On a 
success, the characters can proceed to the next section of the 
adventure, on a failure , the following encounter occurs.

The characters with a passive Wisdom (Perception) score of 13 or 
higher notice a minion of the kidnapper following them through the 
forest. For low levels, the minion is an ogre, or another appropriate 
brute of a monster for your group.

The minion tries to fight the characters, and dissuade them from 
pursuing the kidnapper. The characters might be able to force it to 
reveal the location of its master, or it may flee in their direction when 
low on hit points, giving the characters the opportunity to advance to 
the next section of the adventure.

Characters who search the body of the minion find a small purse 
which contains 23gp, a chalcedony worth 50gp, and a small piece of 
parchment with the word ‘omen’ written upon it. This is the password 
to the cottage.

The Dead Days
Is saving the life of one, worth the loss of many later?

You manage to find the run-down house from which the child was 
taken. Sitting out front is a dishevelled looking man, who must be the 
child’s father. As you approach, he calls out to you. “Thank the gods 
you’ve come!” It’s not too late! My dea Tabs could still be alive!”

You try to follow the tracks of the kidnapper, but begin to lose sight of 
them as you travel through the undergrowth of a twisting wood. As 
you search desperately for the trail, you hear a branch snap not far 
from your location.

After trekking through the woods for several hours, the tracks 
culminate in a small clearing, in th which rests a dilapidated cottage. 
Beside the house is a dead oak tree, its gnarled roots claw into the 
ground like a grasping hand, and the knotted boughs abov cast 
crooked shadows.

The first room you enter is filled with a patchwork bed, and battered 
wardrobe.

You emerge into a long hallways. Many of the floorboards are rotted 
and broken. At the far end of the corridor is a door which hangs ajar.

Finally, you emerge into a kitchen, where a robed woman is about to 
embed her axe into the neck of an unconscious little girl..
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Destroying the enormous elemental may be impossible. Instead, 
characters might find it easier to bind the elemental once again by 
restoring the magical chains that once held it in place. In order to fix 
the chains and bind the elemental, the characters must do the 
following for each chain:

● Repair the Chain. Characters can expend a spell slot of 3rd 
level or higher, cast the mending cantrip twice, or succeed 
on a DC 30 Intelligence (Arcana) check.

● Wield the Chain. Characters must succeed on a DC 20 
Strength check to carry the chain up to the elemental and 
prepare to bind it. Alternatively, two characters can each 
use their action to succeed on separate DC 14 Constitution 
checks to take the strain.

● Bind the Elemental. Characters can either succeed on an 
attack roll using Dexterity against the elemental’s AC or 
attempt to grapple the elemental using the chain.

Adventure Hook
Last night, a fleet of fishing ships were returning from their voyage 
out at sea when a thunderous cracked echoed off the cliffs, and an 
enormous whirlpool formed in the bay of their port town. The 
monstrous maelstrom sucked nearly half of the fleet down to a 
watery grave, and no ships can get into or out of the harbour while 
the whirlpool persists.

A local wizard has come forward from the townsfolk with a story 
to tell. Centuries ago, when the bay was first discovered, it belonged 
to an evil marid genie. The creature adored the bay for the same 
reasons the townsfolk do now; beautiful views of a peaceful sea, and 
an abundance of marine wildlife. When the first humans arrived, the 
genie and the humans fought against each other for control of the 
bay. Eventually, a wizard came on the side of the humans and stored 
the genie in a conch shell. In the genie’s final breath, it uttered a 
curse on the bay, causing a gigantic elemental to appear at its depths, 
ruining it for both the genie and the humans. The wizard’s ensured 
that the elemental was magically chained to the ocean floor, an act so 
exhausting that it became his last.

The adventure begins when characters make their way out to sea 
on a ship crewed by the townsfolk.

In order to get down to the elemental at the depths of the 
whirlpool, characters must succeed on five of the following DC 20 
checks:

● Strength (Athletics) check to row the ship away from the 
whirlpool.

● Dexterity (Sleight of Hand) check to furl the sails and 
avoid the wind.

● Constitution saving throw to keep your stomach on the 
swirling ship.

● Intelligence (Investigation) check to calculate the best 
angle of escape.

● Wisdom (Perception) check to observe the rips of the 
current.

● Charisma (Performance) check to inspire the rest of the 
crew.

For each failed check, each creature takes 22 (4d10) bludgeoning 
damage. Once the characters have succeeded on five of the checks, 
they make it down to the bottom of the whirlpool and can confront 
the elemental.

Whirlpool’s Heart

It’s Elementary

Under the ocean, at the heart of the whirlpool, is a gigantic water 
elemental; a mass of surging ocean swells with a vaguely humanoid 
form. Surrounding the creature are four shattered chains that pulse 
faintly with a yellow light. Each of the chains has arcane runes 
engraved into the rusted metal.

Whirlpool Elemental
Gargantuan elemental, neutral

Armor Class 17

Hit Points 328 (16d20 +160)

Speed 40 ft., swim 120 ft.

STR       DEX     CON      INT     WIS     CHA

30 (+10)  24 (+7)  30 (+10)  2 (-4) 18 (+4)  17 (+3)

Damage Immunities acid, poison; bludgeoning, piercing, and 
slashing from nonmagical weapons

Condition Immunities exhaustion, grappled, paralysed, 
petrified, poisoned, prone, restrained, stunned.

Senses darkvision 60 ft., passive Perception 14

Languages -

Challenge 18 (20,000 XP)

Actions

Multiattack. The elemental makes three slam attacks.

Slam.  Melee Weapon Attack: +16 to hit, reach 20 ft., one 
target. Hit: 15 (1d10+ 10) bludgeoning damage plus 5 (1d10) 
cold damage.

Reactions

Whirlpool. When the elemental is hit by an attack, it can stir 
up the whirlpool around it. Each creature within 50 feet of 
the elemental must succeed on a DC 20 Strength saving 
throw or take 22 (4d10) bludgeoning damage.
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● Charisma (Deception) check (DC 20). The character can 
tell a lie that might convince Hulga not to end her life. This 
could include pretending that they know something of her 
family, either on her mother or father’s side. Failure on 
this check provides two failures, instead of the usual 
one.

● Charisma (Performance) check (DC 18). The character 
can attempt to lighten Hulga’s mood by playing the fool, 
cheering her up with a small party trick, or telling a joke. 
Failure on this check provides two failures, instead of 
the usual one.

● Charisma (Persuasion) check (DC 20). The character can 
try to honestly persuade Hulga that they might be able to 
help her, either by searching for her remaining family, or 
liberating her from the Slickcoin family.

● Charisma (Religion) check (DC 20). If a character has 
strong faith in a deity, they can try to calm Hulga with 
some passages from scripture, a heartening message of 
hope, or an honest conversation about souls and the 
afterlife.

● Intelligence (History) check (DC 16). The character can 
try to recall some information that might help Hulga, such 
as a piece of information about her remaining family, or 
some law that might help liberate her from indentured 
servitude.

● Wisdom (Insight) check (DC 12). The character can try to 
assess Hulga’s true feelings, how close she is to throwing 
herself off, and what’s bothering her most about her current 
situation.

● Wisdom (Perception) check (DC 15). The character notices 
that Hulga is clutching something in her hand, which turns 
out to be a small doll made for her by her mother. 
Characters who succeed on this check can make a second 
attempt History (Intelligence) check if they have already 
made one, or can make a first one with advantage.

Any of the following actions are instant failure on the challenge.
● Bringing up any racial stereotypes about orcs or half-orcs.
● Any attempt at an Intimidation check.
● Any failed casting of spells that would alter Hulga’s 

behaviour.
Success
Hopefully the characters manage to save Hulga’s life. If so, they 
might have some additional quests to follow up on, such as tracking 
down her family or helping her to escape from the slavery the 
Slickcoin’s have imposed on her.

Failure

If the characters fail, Hulga attempts to kill herself. If your characters 
are truly upset by this, you could fail forward by having Hulga 
reappear the following night as a ghost, filled with regret, and unable 
to pass on to the next life until she discovers her remaining family, or 
the Slickcoin family are punished for the treatment of their 
‘servants’.

.

Adventure Hook
This encounter gives the characters the chance to save the life of an 
innocent in a very different way to the usual clash of good versus 
evil, and also gives characters with communication skills a chance to 
shine. It also provides the opportunity for the characters to make a 
new friend, and perhaps a new enemy.

The party are walking through the crowded streets of a bustling 
city when, out of nowhere, the crowd disperses, read or paraphrase 
the following:

Hopefully the characters care enough about the woman to intervene. 
Otherwise, have someone in the crowd recognise them as heroes and 
deplore them to help.

Hulga Straighttusk
Within a few minutes of conversation with the young woman, they 
can determine the following information about her. The information 
could also come from people in the crowd who know the woman:

● Her name is Hulga Straighttusk.
● She’s a half-orc, and is 25 years old.
● She’s a ‘servant’ of the Slickcoin family, who own this 

mansion, and has been since she was 14.
● Although she’s supposedly a servant, there’s no way for her 

to escape her occupation, as she is paid only in food and 
shelter, essentially making her a slave.

● Recently her closest friend, her cousin Orvak, was killed. 
He was a member of the city watch, and her only hope for 
escape.

● She knows who her human mother was, but has no idea 
where she is, or even if she is still alive. Her orc father 
abandoned them both when it became clear he wouldn’t be 
able to remain in the city due to prejudice against his kind.

● If anyone comes up the turret to get her, including the city 
guard, she’ll throw herself off.

Characters should be able to use some of this information in the 
skill challenge ahead.

Skill Challenge: Down from the ledge
In order for the characters to talk Hulga down from the turret, they 
need to successfully pass a skill challenge. The characters must 
succeed on five ability checks before they fail three. As well as 
having a DC to beat, there are some topics that provide an instant 
failure given the sensitive and delicate nature of the conversation and 
situation. The skill choices used are not limited to this list. They are 
just a guide to help the DM through the encounter.

Jumper
Sometimes...there are worse things than death

You push your way through the throng toward the turret around which 
everyone is gathered. The crowd of citizens have created a circle of 
clear space around the base of the turret, which is attached to one of 
the fanciest mansions you’ve yet seen in the city. At the top of the 
turret, hanging her legs over the edge, is a young half-orc woman. 
You can hear her sobbing mournfully and can tell from a look that 
she’s on the verge of throwing herself off.
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Ramp Trap: When the characters get halfway down the stairs, the 
trap is activated. All characters on the stairs must succeed on a DC 10 
Dexterity saving throw or slide down the ramp into a pit trap with 
sharpened wooden spikes at the bottom. A creature falling into the pit 
takes 5 (1d10)) piercing damage from the spikes in addition to 4 
(1d6) falling damage. The trap can be spotted with a successful DC 
14 Perception check and disabled using thieves’ tools with a 
successful DC 13 Dexterity check.

Portcullis:Its heavy and difficult to life, the bars are also made of 
thick wood that provides partial cover against ranged attacks through 
it. While it can be easily opened from the other side, it takes a bit of 
effort from the characters side. It can be opened with a successful DC 
16 Strength (Athletics) check or using Thieves’ tools with a 
successful DC 14 Dexterity check.

Final Encounter
This large chamber is where the characters will find Vyncis digging 
through a chest on an altar for the item he seeks, a mirror of life 
trapping(DMG). Vyncis has two skeletons for protection. But the are 
laying on the ground not moving in order to ambush the characters if 
they attack.

Conclusion
While this is likely to lead to combat, Vyncis is willing to negotiate, 
all he wants is the mirror. If the characters are willing, he will go in 
peace and leave the chest full of treasures (500 gold worth), 
promising to leave the area and not return.

Adventure Hook
The wizard Vyncis Ferray has unearthed an underground vault that 
dates back to the height of an ancient halfling city. Ferray has been 
terrorizing the surrounding lands with his terrible experiments, and 
now he hopes to find a mirror, hidden in the vault, that is crucial to a 
ritual he wants to perform at the peak of the next solstice. The 
characters have been asked to investigate and bring his terror to and 
end.

Set up
Vyncis Ferray. (CE male lightfoot halfling Cult Fanatic). He has a 
round ace, with cropped auburn hair and narrow green eyes. He 
wears silver robes and wields a quarterstaff. Vyncis is the offspring of 
a powerful archfiend named Malpha and a young noble halfling.

Vyncis Ferray has made his way deep into the vault, but he left a 
few surprises behind to guard against unwanted interruptions.

When the adventurers approach the Vault entrance, read or 
paraphrase the following.

Intelligence (History) DC 12 The etchings on the door indicate ties 
to an ancient halfling city.
Wisdom (Perception) DC 14: You hear barely perceptible moans 
emanating from the darkness ahead.

Encounter one
The first encounter takes place in a dark room that has two zombies, 
and a magical trap. The zombies are aware that the poison will kill 
the intruders, thus they focus on grappling and dragging the 
characters to the center of the room.

Illumination: Darkness
Floor Runes: There are markings on the floor of the chamber. 

These are runes inscribed by Vyncis. Whenever a living creature 
steps onto the runes, gas begins to seep from the cracks in center of 
the room. A successful DC 15  Intelligence (Arcana) check identifies 
the cracks a magical trap known as glyph of warding. Another 
successful check can disable it. On a failed check, the arcane energy 
lashes out and the character must succeed on a DC 12 Constitutions 
save, or lose a Hit Die.

Cracks: The cracks in the center of the room are difficult terrain. If 
someone triggers the glyph of warding, a green gas begins to rise 
from the cracks and fill the room in 3 rounds. Any character who 
enters or starts its turn in the gas must succeed on a DC 12 
Constitution saving throw or take 2 (1d4) poison damage.

Encounter Two
The second encounter leads the characters down a trapped stair 
corridor. The stairs turn into a slide that drop the characters into a 
spike pit. Additionally there is a heavy portcullis blocking their path.

Read or paraphrase the following.

Vault of the Half Blood King

A dark opening, partially hidden behind overgrowth, leads into the 
side of the hill. A shattered stone door with damaged but once 
beautiful carvings sits in the opening.

The corridor ahead has stairs that move away from this room and 
slope deeper into the ground at the far end. The corridor levels out 
and widens into a small chamber. A portcullis blocks the way out.

An open archway to the north glows with a small firelight beyond. As 
you approach you can see an alter with a small man with a round face 
and cropped auburn hair wearing silver robes. He is digging through a 
chest, legs hanging over the side. Two large braziers blaze with 
crackling fire. The fire sheds light into the chamber, revealing several 
large pillars lining the room, and several sprawled skeletal corpses 
lying still and deathly quiet.
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