
The Wizard’s Star 
 

 

You and your fellow companions awaken to find yourself face to face with an apparition of an old wizard.  
The apparition seems to be a sort of magical recording repeating itself over and over again. It says “Venture through each door of 
color and face what lies within. Only after each color has been conquered shall freedom of my pocket plane be given.” 
Room contains: One gold coin, a dagger, a full waterskin, a small branch, and a bone. 
When all rooms are completed the apparition will disappear and a portal will form to release the party from the pocket plane. 
The Adventurers receive a magical crystal that enables them to Teleport to the Wizard’s pocket plane once a day upon completion 
of the five rooms. 
1 – Door of 
Yellow 

Door can only be opened when the gold coin is pressed against it.  Room is bright and gold coins litter the ground 
(100 gp). The moment a single coin is taken 10 goblins (with short swords) appear and surround all companions.    
A magic ring (+2 AC) can be found on one goblin. 

First PC 
through door 

rolls 1d4 

1: Fine swirling gold dust whirls around the room choking and filling the lungs of trespassers to death in 
10rounds  2: one random item they carry becomes made of solid gold  3: finds a small coin-purse made of gold, it’s 
empty 4:suddenly knows the location of the nearest ancient gold dragon and her lair  

2- Door of 
Black 

Door can only be opened when the bone is pressed against it.  
Room is filled with bones and putrid smell. 4 zombies and 2 skeletal warriors (With longsword and shield). 
One zombie is wearing a cloak (Cloak of protection from Good & evil –use 1 per day) 

First PC 
through door 

rolls 1d4 

1: forever suffers from turn undead effects 2: panics, flees room for 1 hour 3: finds a bag of human teeth 4: 
forever able to once a day ask an inanimate skull one question and it will be answered truthfully 

3- Door of 
Red 

Door can only be opened when some blood is smeared against it. 
Room is dark but lit with four torches against the wall and inside sits a Bearded Devil. He will attack the 
moment the companions venture into the room. He holds a magical glaive +2 

First PC 
through door 

rolls 1d4 

1: Will save or attacks nearest person 2: Will save or believes their pants are on fire 3: finds a box of matches 
4: can now speak Abyssal 

4- Door of 
Blue 

Door can only be opened when water is splashed on it. Room is 3 feet deep in water. A Water Weird is hiding and 
will attack. A magical amulet (protection from petrification) will appear when the water weird is defeated.  

First PC 
through door 

rolls 1d4 

1: forever suffers from the delusional that they can speak with fish, they cannot 2: must speak like a pirate for 
10 minutes 3: finds a 200-pound live tuna fish 4: the waterskin found earlier refills itself every night 

2- Door of 
Green 

Door can only be opened when the branch is pressed against it. Room is covered with grass and vines. A Basilisk 
is at the end of the room. A magical Radiant longsword +3 is caught between some vines.   

First PC 
through door 

rolls 1d4 

1: forever smells like the fresh scent of cedar 2: some leaves will always grow from the top of their head even 
if plucked  3: finds a dowsing rod that actually works half the time 4: can turn their skin to bark from one round 
once a day improving their AC when they do 

 


