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1. Introduction
This adventure was created using the Basic Dungeons & Dragons Rules (red book or
whichever version you may have), and is designed for starting level characters. One of the
reasons for applying the adventure to the basic rules system is to enjoy the comfort of a three
alignment system. In the module, there are many NPC’s that would be detected as evil early in
the adventure, which could make it awkward for many player characters to want help or trust
them.
The adventurers begins in a bar and winds up in a dungeon, with a few plot twists to
liven up the game. All standard races and classes should apply. It is presumed that the player
characters are heroes, and not anti-heroes or villains, though the adventure employs selfpreservation as a motivation. Feel free to modify the adventure to suit your own campaign and
game mastering style.
Drinks and a Dungeon uses several thief traps and other thief-like tropes, so thieves and
basic trap detection would be helpful to the adventuring party. Also, characters with area effect
abilities will have a distinct advantage against the swarms of rodents and insects that the party
is expected to encounter.

2. The Lonely Mug Inn & Livery
On the corner of a crossroads, the Lonely Mug Inn & Livery is a small wooden building,
two stories tall, with a basement. The upstairs houses a large common room with ten
hammocks strung through rafters and attached to the walls. The main floor is largely
encompassing the tavern, with several tables chairs all warmed by an old stone fireplace
heating a constantly bubbling cauldron of odorous (but edible) stew. A small livery attached to
the building able to the inn, housing four horses and one goat. With several chickens wandering
aimlessly and roosting in different areas of the stable area.
The owner is an very old human, named Deneth, a retired thief that rarely speaks of his
past and is usually found playing darts in a dark corner. His son, Mishe, a talkative young halfelf does most all the work around the inn. There are four to six random denizens of the inn at
various stages of inebriation. Behind the bar is a door that leads to a hallway, with two doors to
the two inn operators’ bedrooms and a stairway leading down into the cellar.
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3. RATS!
The characters arrive at
The Lonely Mug early in the
evening and relax in the tavern
area, after a long day of
traveling. The inn is located at
a junction between four major
cities and two very well used
travel routes. The characters
will notice an abundant rat
infestation at the inn. If the
characters complain to Mishe
(the inn operator, and their
waiter), he will apologize and offer them a free round of drinks on the house; Deneth will scowl
at the idea of giving away ‘free’ drinks and complain to his son that he is giving away his
inheritance.
One or all characters will be bitten by the rats. If none of the characters react to the rats
then one of the patrons will complain of a dead rat, by holding up a blue-colored rat by the tail.
Deneth will take interest and confess to his past profession, further adding that in the basement
was his old hideout that contained many deadly poisons. Deneth will explain that the blue color
is caused by a slow acting disease that will kill anyone it has bitten by the next day.

4. So now that we are all dead, let’s go on a quest?!
Deneth is certain that he can create a vaccine if someone will retrieve his old poison kit
from his hideout. Deneth says he has not been down there in ‘ages’ and is far too old to fight off
any of the creatures that may inhabit the old caverns. Mishe will lead them into the basement,
which is a room similar in size to the inn’s main floor and filled foods and wines. Along the far
wall in a large storage barrel, with a concealed door on the side leading into the hideout.
OPTIONAL RULES:
A) Countdown!
To put more pressure on the players, or to make sure your game will fit into a
time slot, place a countdown timer on the table. The players will be constantly checking
the timer and it will help press the game to a speedy conclusion. Base the time
allotment on the number of combat encounters and the type of game system you are
using, combat works differently in different rule systems. Judge accordingly to the speed
of combat and how well you know your players.
B) Placebo Symptoms
The sickness the characters has is completely fake, but it is important that they
feel the effects in order for it to be believable. Deneth should rattle off a large list of
symptoms, including: depression, increased heart rate, paranoia, upset stomach,
fevers, chills, clammy hands, bloating, nausea, and anything else you are able to make
the party believe. As a Dungeon Master, constantly have the players make saving
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throws or skill checks, shake your head and make a few notes on a notepad. This
behavior will help convince the players that their characters are poisoned (or, worse).

5. What’s with all the traps?
The main entrance to the hideout will be a short five-foot alcove with a double door. The
door is trapped with a lock that releases a five foot metal plate on each side of the alcove,
striking anyone who is standing in the hallway outside of the alcove. These “slap-traps” are
designed to cause minimal damage but will require a strength check to escape from. Also,
should the trap be sprung bells will go off in the entryway warning everyone in the hideout.
The Crossroad Bandits have created a dead-end hallway with three main traps, to help
test new recruits into the guild. At the end of the hallway is a pedestal with a scroll clasped to
the top. The scroll simply congratulates the reader on the successful completion into the guild.
None of these traps are deadly, nor will they set off any alarms, though this may cause some
wasted time for the players.
There is a large vaulted door, in a sunken area of the hideout, when opened it will blast
out a flood of vinegar (formally wine) knocking the players down and they will be forced to swim
back to an upper level. The characters should make dexterity checks, concerning their ability to
stay on their feet and swim out of the area. The vinegar will make it difficult to sneak up on
anyone if there is any thieves or rats left to fight. This trap is designed to decoy them from the
real vault behind the dartboard in the back room of the main hall (where Deneth keeps all of his
poisons and elixirs).
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6. Just Rewards
Getting poisoned just isn’t fun. Deneth doesn’t have any poison that works like he
described. He used a simple dye to discolor the rat and send the characters down into his
hideout. Deneth has been operating a very active thieves guild out of the basement, even
Mishe doesn’t know about it. Deneth has been threatened by his younger guild members, so he
has devised a simple plan to eliminate all of his rival thieves. Once the characters have cleared
the hideout Deneth will offer the cure to the poison (which is an effective paralysis poison,
unless a character has ingested large mouthfuls of vinegar recently), in order to tie up loose
ends.

7. Rogues Gallery
Deneth - Human Thief The owner of the Lonely Mug Inn for the last
twenty-five years and the secretive leader of the
Crossroad Bandits a thief’s guild hidden in the
basement. He keeps the appearance of a very old
man, by hunching and shaking as he moves, in
reality he is in his fifties and surprisingly still
effective at combat. By his chosen profession
Deneth has become very skilled at using darts, for
recreation and on the job.
Deneth is very concerned about staying
alive and keeping his amassed fortune. His wife
was killed by a former rival, leaving him only his
son, Mishe. He truly cares for Mishe, however it
does pain him to see so much of his former wife in him and none of himself.
Deneth is very elusive about his background and will dance around answers or simply
not answer at all, if he is pressed for information. He is well aware of the usual traffic along the
crossroads and has put it to making his guild very profitable over the years. He keeps his left
arm clutched to his chest, as he has lost most function of it over the years. On his left hand, he
bears the mark of his guild; the player characters may
make use of this knowledge later in the game.
Deneth will be carrying a dagger with odd
notched carved out of the end. These notches are
designed to open a safe in the hideout (Room 10, The
Gathering Hall). The dagger is well crafted, but not
magical.
Mishe - Half-Elf Bard and Innkeeper Mishe is the Innkeeper and has run the Lonely
Mug for the last ten years. He is a terrible bard, but a
very dutiful and considerate innkeeper. Mishe has
gained a few extra pounds over the years, but seems to
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enjoy shaking his belly and performing very awkward dances to entertain guests.
As the son of Deneth, Mishe no ideas of his fathers complicated situation, or of anything
going on downstairs. He will answer honestly to the player characters, when questioned about
the area or what he presumes to be true.
Mishe can be expected to throw out terrible puns, with long pauses (to wait for the
laugh). During the evening he may entertain the travelers with a long story or an arrhythmic
song. He is a very affective innkeeper and prides himself on comforting his patrons, always
walking from table to table with a wine pitcher. Mishe will be shocked by the discovery of the
rats and make constant apologies to the characters saying, “I have never had this happen
before!”
Over the years, Mishe has heard thousands of stories of the area, but like a goldfish, he
has retained very little. He will often give misleading information about the area, and may even
become lost for a few moments while talking to the patrons. He means well and is always
wearing a smile.
Shorg - Goblin Thief Shorg is at his best very, very bad, and at his
worst he is downright evil. He has spent the last
fifteen years, removing all opposition so that he can
take his place as the new leader of the Crossroad
Bandits.
Even for goblins, Shorg is short; he stands a
diminutive two foot nine inches tall. If there was ever
a Napoleon Complex, in the fantasy world Shorg
would be the best example of it. He has plans to kill
Deneth and take control of the thief’s guild, but he is
still threatened by Tuce. Shorg has dreams of
raising a small army and becoming a baron, by occupying the crossroads and controlling the
primary revenue lines in the area.
Shorg has no knowledge of Mishe, or that he is Deneths’ son. If he knew, he would act
against Deneth through his son. Shorg has been pushed around his whole life and has learned
the keen art of hiding and moving stealthily. He will never attack blindly and will often study his
targets (from the shadows) until he has assessed their most vulnerable spots. Shorg will have a
guild mark on his left hand.
Tuce - Human Thief Death with a smile. Tuce is the most charming of
scoundrels, so charming that even Deneth has no clue of his
planned betrayal. Tuce is a young man of twenty-two but has
very large plans to wipe out Shorg and betray Deneth to gain
control of the guild. His youth and inexperience is made up for
by sheer numbers, he is often accompanied by three of his
fellow guild members (Chuf, Salim, and Hern). These three
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dimwits are charmed by Tuce and his promise of fame and riches. He has been a favorite of
Deneth since he joined just a few years before.
Tuce is average height but thin, even by human standards, making him much more
flexible to suit his desires. He is well known (throughout the guild) as the tumbler, partly
because of his natural acrobatic skills and for his ability to pick locks. Tuce is constantly looking
for a way to prove himself and feed his ego. He also bears the mark of the guild on his left
hand.

8. Maps and Monsters

Map 1: Lonely Mug 2nd Floor
The bunk room, a simple large open floor with hammocks strung between the support
beams in the room. This common room gives many different travelers a short nap for the night
while on the road. Any players that refuse to sleep in a hammock will have to sleep on the floor,
and will be more susceptible to rat bites in the night.
Map 2: Lonely Mug - Main Floor
This is the main area where the first part of the adventure will take place. When the
characters enter the inn they will notice a large hearth in the back by the stairs. The stew, hung
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in a cauldron over the fire in the hearth will fill the room. The corner by the hearth has a dart
board, this is where Deneth can be found playing darts at a snail’s pace. Deneth will not be
casual or talkative with any of the player characters, should they ask if they can play Deneth will
sit down and simply scowl at the party members until they are done.
Several tables and chairs fill the majority of the room, Mishe should acknowledge the
group as soon as they enter. He will offer them a table to sit at and inquire if they would like
food and drinks. Mishe should constantly try and throw out puns and quips, hoping for a rise out
of the characters.
The livery is attached to the side of the inn and currently holds four horses (including any
mounts the characters may have) and a goat. There are several chickens that wander the area
outside the inn and roost in the livery. Mishe will go out once a day to retrieve his fresh eggs.
The back two rooms are bedrooms for Deneth and Mishe, though Mishes’ room is a
combination of a kitchen, a storeroom, and a bedroom. The hallway leads down to the
basement and wine storage.
NOTE: There are concealed hatches in the fireplace and livery from the thieves’ hideout
under the inn. These trap doors should be almost impossible to see, unless the characters
already know they are there.
Map 3: Lonely Mug Basement / Hideout
1) The Basement and Store Room
The Basement is filled with various barrels and casks, most of these barrels contain
wine, ale, and food goods to supply the inn. There will be several rats that scurry away, if
provoked they will attack the characters. The room has two secret doors, however Deneth will
only reveal the one behind the main casks the far wall, marked “Special Reserve”. The barrels
are hollow and reveal a door when a special handle is pulled.
2) Entry Area
This room is a simple square design with five doors, two human thieves are standing
near the northern door arguing over if it is better to die by beheading or to be drawn and
quartered. These two thugs are not bright, but their brutish methods will be effective if the group
appears in the room. Each of the thugs will brandish daggers against the party.
The main door directly across from the way the party entered leads to the main hallway,
and is trapped. Deneth would have told the party that the door has simple trigger on the side of
the door handle that, when pressed, the door will open normally. If the trigger is not used the
trap door, the character is standing on, will release dropping the character four feet and twisting
their ankle. A twisted ankle will slow the characters movement speed by half, without help from
another character to walk.
3) Armory and Livery Exit
This room contains six short swords, three spears, four sets of leather armor, and twelve
daggers all hanging arranged on the wall. In the corner of the room is a wooden staircase that
leads up to a trapdoor in the livery stable outside the inn.
4, 5, and 6) Bunk Room
The bunk rooms each contain four bunks and corresponding trunks for each bed. The
characters will find 1 - 3 of the thieves at various stages of sharpening weapons, counting coins,
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or just sleeping. The trunks contain little more than trinkets and clothing, however use your own
discretion on what would be appropriate for the characters to discover.
7) Office
Where the guild plans all of its operations. There is a large table, in the center of the
room, surrounded by ten different chairs. The table is cluttered with different papers displaying
timetables for deliveries and shipping schedules. Underneath all the papers is large map of the
crossroad area with different markings corresponding with markings on the schedules.
8) Workroom
This is room is dedicated to poisons and sharpening of weapons. There are four desks
with chairs on either side. Each desk has different items used to create or ready weapons and
poisons. If the players go into this room by mistake or on purpose, they should realize that this
should be the room that Deneth send them to for the cure.
9) Hallway & Trial of Traps
A five foot alcove leads from the main hallway to the hallway entrance, with a bold red
oak door engraved with the words “Treasure Room”. The Door has a heavy steel lock and
seems unmovable at any attempt to open it. If it is examined there is switch on the side of the
lock that will release the door lock, however triggering this lock release counterweights. When
the counterweights activate, a set of five foot plates (held by springs) will flip from the alcove
area hitting each side of the alcove. Any player that is not crouching will be hit by the pressure
plate and flattened against the hallway wall. Players should roll a dexterity check to avoid the
trap, otherwise suffer 1 damage. A strength check should release any characters from the
pinning, or two or more players can help players escape from the plate trap.
Once they are in the hallway, every five feet is a trap to the end of the where a pedestal
sits with a scroll. The first trap is a simple razor wire across the hallway, if unnoticed it will
cause 1 damage to the first character that walks into it if not wearing metal plated armor. The
second trap is a pressure plate covering the majority of the hallway, when activated will launch
two paralysis darts (save vs. poison, lasts five minutes) at the first person to activate the plate.
The third and final trap is a false floor, dropping the first character across it into a ten-foot deep
pit filled with vinegar. A simple dexterity check should help the player avoid the fall.
At the end of the hall lies the pedestal with a scroll. By the end of the hall expect the
characters to be very suspicious of the scroll. The scroll is perfectly normal and reads,
“Congratulations you have earned you place in the guild of the Crossroad Bandits. Regards,
Deneth.” The entire hallway has been maintained and in good operating shape, but this final
evidence should point the characters to the possibility that Deneth is still operating the guild.
10) Gathering Hall
The Hall has six long tables with enough chairs to seat over twenty people in one feast.
Along the east wall is carving station and general food storage area. A several tapestries hang
on the walls, likely the tapestries are from previous robberies. On the far wall is a large wooden
dartboard with seven darts and one dagger stuck in it.
The player characters will find Tuce talking with 3 - 6 other thieves, about how much of a
better leader he would be than Deneth. This should be another large clue that Deneth is still the
leader of the gang and he is not retired. If captured Tuce will tell everything to avoid harm or
incarceration, he is a true egotistical coward.
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The Dartboard has a trick mechanism that will trigger if the dagger is replaced in the
bulls eye with Deneths’ dagger. By placing the dagger, the dartboard will swing open to reveal
the true treasure of the guild. The treasure should include: a minimum of 500 gold and twelve
gems worth 50 gold each, the tapestries will fetch a 100 - 200 gold for the lot, several brass,
silver, and gold candlesticks and religious symbols worth 100 gold total.

11) Treasure Vault Door
The door leading to this room is similar to the trap test hallway (see room 9), with a
similar sign on the door that reads, “Treasure Room.” Unlike the trap hallway, no traps will be
found on the door. These stairs lead down one level to a small ten by ten room with a large
steel door on the far wall. The Door is pressure sealed with a large wheel handle in the center.
The door has not been opened in years and will require a simple strength check or multiple
characters to release the seal.
The door has been holding back hundreds of gallons of old wine, that has begun to
vinegar. When the door is opened it will completely fill the room, with vinegar, in three turns.
The rush of vinegar will knock most characters off of their feet, any player that makes a dexterity
check will be knocked down but not thrown against the wall. Characters thrown against the wall
will be pinned against it until the end of three turns, unless they make a strength check or the
characters work as a team to pull everyone out. If characters become submerged in the vinegar
they will be unable to breathe or see (without pain). Characters should be able to walk out at a
slow swim speed (depending on armor), but feel free to remind the characters that they reek of
vinegar from a good distance.

10

12) Exit to the Woods
The more commonly used exit by the thieves that leads out to the surrounding woods,
emerging from the side of a hollowed out tree.

9. Wandering Monsters
The majority of the rooms are not described with any encounters, because many of the
thieves and rats will be wandering around. If the players are slowing things down or making too
much noise while exploring then liven it up with a wandering monster. All creatures should be in
the Dungeons & Dragons Basic rulebook.
Shorg is included in this table because he often acts alone and if he is planning an
attack on the party it will be when one of them is alone, otherwise he is planning of fleeing and
coming back when it is safe.
The Growl was an invisible magic mouth that Deneth installed in various rooms and the
main hallway, to activate when any person not tattooed by the guild mark is near. This should
be one more element to keep the group on their toes and wondering where it is coming from.
This is used a warning and an alarm system, so any rooms that are nearby may hear the growl
and know there is an intruder in the hideout.
Roll 1D6

Creature

Number
Appearing

Rulebook
Page #

1

Growl, see Wandering Monster Notes

1

N/A

2

Shorg, see section 7. Rogues Gallery

1

N/A

3

Bandit (Thieves)

1-4

25

4

Rat, Normal

1-6

36

5

Centipede, Giant

1-4

28

6

Rat, Giant

1-2

36

11

