
the boss of the thugs “fat-cat 
Bergamot” is sleeping behind a 
ramshackle desk and only wakes 
up when the players enter the 
room. on his desk is surveyor’s 
note #5 and in the chest behind 
him is some loot, bergamot’s bribe 
momoney and the key to the fountain 

control room.
players may decide what to do with 
bergamot but he will insist on 
being bribed or paid-off or 
allowed to leave with his own 

earnings.

the thugs here are lethargic 
due to the poison and bored 
but are well fortified and have 
good supplies. they are using 
the vines for cover. players can 
use fire to their advantage to 
destroy or repel the vines

the pump control room: 
the water is pulled up by 
an ancient technology that 
the players don’t need to 
understand to see that the 
mechanism has been 
plugged with the same 
fafabric silks the wizard 
sells in his shop... players 
can clear it easily. and 
the fountain above ground 
begins spouting water 
again. However, if the 
water is still poisoned, 
(haven’t defeated the 
plant monster) the 

townsfolk who immidiately 
begin drinking the water 
and become poisoned

this stair leads to a hatch in the floor behind the counter of the wizard’s 
shop. if confronted about the plugged up machine, the wizard will reveal 
that he hired the thugs to prevent people from unplugging the machine. 
the truth is: knew the fountain water was poisoned but didn’t know where 
the poison was coming from, so in order to save the townsfolk from being 
slowly poisoned, chose to stop the machine until he could find a 

counter-poison...

as long as the water remains poisoned, it 
does a small ammount of poison damage upon 
contact and again after every 15 seconds of 

continued contact

players who investigate 
this passage slip and slide 
down, catching the thugs 

by suprise

- What Lies Beneath the Well - by Benjamin rowe - BenjaminRoweDesign@Gmail.com - 
https://creativecommons.org/licenses/by-nc-sa/3.0/
the fountain that supplies the water to this small town mysteriously stopped working about a month ago. The town 
wizard says it’s part of a long-term natural cycle but the mayor is skeptical. the surveyor hired by the mayor to 
investigate the ancient underground waterway has been down there for six days... far too long...with the promise of 
gold and saving the town the players are hired by the mayor to get to the bottom of what’s happening down there and 
report back.

Players
Enter Here

behind these vines is a 
room with a dias and 
beautiful frescos 
showing a waterfall 
and verdant life 
growing. and a key

waving flame near the 
vines orlighting this 
torch will reveal the 
room. vines can also 

be cut

the gate 
here has 
been 
broken...

lighting these 
two torches 
opens the door

surveyor’s backpack 
with a match and note 

#1

a few days ago, the mayor 
accidentally droped the key to the 
fountain control room where it 
washed downstream and ended up 
here. The players may find other loot 
here including gold coins, monster 
parts or lost equipment. players need 
to to come incontact with the poison 
water or get clever to retrieve these 

things

If players light the 
torch on the wall the 
water temporarily 
drains and they can 
access the treasure 
without braving the 
poison water

players using the 
stairs alert the thugs 
with their footsteps 
who now wait in 
ambush

in this old storage room. 
players find barels and 

crates filled with low-grade 
food and/or consumables as 
well as (4) matches on top 
of surveyor’s note #4..

the water comes from above ground and falls 
into this man-made basin. in the center of the 
room is a large plant-like creature which 
attacks the players using poison and reaching 
tentacles/vines. this monster is afraid of fire 
and weak to fire attacks. if the players light 
all four tourches around the room the monster 
is is weakened as long as the fires remain lit. once 
defeated, the water throughout becomes 

un-poisoned

Surveyor’s note #4: fire, I 
believe is the key that unlocks 
the door to where the water is 
sourced from...whatever is 

poisoning the water lies beyond 
that door...I wonder what causes 
the poison...perhaps now, I’ll 

nenever know....

Surveyor’s note #3: I cannot 
continue and must leave now. 
leaving supplies behind in 
interest of time. if you are 
reading this please inform the 

mayor.

Surveyor’s note #1: Day1: this 
waterway is very old yet it seems 
recently disturbed. I see footprints 
and the signs of tampering. doors 
are locked and I must find the 

keys...will set up camp for the night 
and begin survey tomorow...

surveyor’s note #2: don't think 
I am alone down here. many 
locked doors. water seems to 
source from behind this ornate 
door...locked but no keyhole...I 
believe anything lost in the 
water would wash downstream 
anand through the shaft in this 

room...

surveyors note #5: I agree to 
immidiately stop my survey and to 
quietly return home without informing 
the mayor for the sum of 500 gold

-signed surveyor
-co-signed: ‘fat cat’ Bergamot


