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Introduction

“[...] the Serpent speaks directly to Vecna. Others—
daring to call themselves wizards, magicians, and sor-
cerers—manipulate the tiniest aspects of the Serpent
and call it magic. But Vecna speaks to the Serpent, and
the Serpent speaks back.”

—Vecna Reborn

Once upon a time lost to history, there lived a mortal
man called Vecna. Vecna plumbed the arts of magecraft,
eventually becoming the most accomplished and pow-
erful wizard of all times and spaces. When a betrayer’s
blade maimed and cut him down, Vecna rose again,
infused with secrets of magic no mortal was ever meant
to know. He was now a true demigod, while the relics of
his former body gained fame in their own right. His
power magnified many times over, Vecna schemed,
laying audacious plans designed to transform himself
into a true god, possibly even a supreme god. Just when
all portents aligned with Vecna’s will, the demigod was
snatched from his former abode and forcibly caged in a
misty realm. Vecna’s imprisoning dimension, known
the Demiplane of Dread, offered diversions that suc-
cessfully sidetracked the Maimed Lord, for a time.
Vecna is nothing if tenacious. His goal of true godhod
is too grand to suffer from misty distractions, and he
has just recently (in demigod terms) put those di
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This adventure references sites and places touched
upon in a few past AD&D products; however, none of
those products are necessary to play Die, Vecna, Die! As a
self-contained adventure, it also possesses special rules
and unique references. As always, the DM should have a
copy of the Player’s Handbook (PHB) and the DUNGEON

MasTER® Guide (DMG). A copy of the MONSTROUS
MANUAL™ tome is also useful, but not mandatory.

Text that appears in unshaded boxes is player infor-
mation, which the DM can read aloud or paraphrase
when appropriate. Shaded boxes contain important
information for the DM, including new monster
descriptions, new magic items, and special rules. Gener-
ally, monster descriptions are provided wij b
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schemes continue to move unnoticed.

One such plan has promise at this point. Sometime
uring the span of years before his imprisonment,
Vecna went to a lot of trouble secretly fabricating two
tablets inscribed with a true dweomer in the Language
Primeval. Then he buried them in a plausible archeolog-
ical site. True dweomers represent 10th and higher level
magic, and they can be understood and cast only by
spellcasters of 20th level or higher. The Language
Primeval, a surpassingly powerful magical grammar,
was spoken by the Ancient Brethren, the Elders, and
other semimythical races when all the worlds were
young or yet unborn. As a confidant of the Serpent,
Vecna has some knowledge of this purely magical
tongue, and so he recorded a spell of uncommon power.

The tablets were a set-up, secretly aimed at a handful
of demipowers who met Vecna’s criteria. The very
power of the magical language recorded upon them
made the tablets and all consequences of their discovery
proof against almost every form of scrying and divina-
tory magic. Even when gods wielded such magic, the
tablets remained steeped in mystery, save for a tantaliz-
ing clue hinting at transcendental significance.

Though any of a handful of demipowers would have
served Vecna’s purpose, the corpse king Iuz took the
bait. Having stolen the tablets from their original dis-
coverers several years ago, [uz has slowly brought his
considerable resources to bear on the tablets. The more



Iuz learned, the more the ancient formula seemed, to
him and all his divinatory means, an ancient dweomer
of stupendous strength, whereby a demipower might
bootstrap itself to full ascension!

The particulars of the dweomer, according to Iuz’s
study anyway, require a portion of flesh from the origi-
nal body of any other demipower (called the “sacrifi-
cial” demipower). While in possession of the relic, the
candidate demipower must cast the spell recorded on
the tablets within a span of a few feet from the sacrifi-
cial demipower. Energized by the dweomer and using
the relic as a conduit, the full power of the sacrificial
demipower flows to the candidate demipower, and in
so doing, elevates the candidate to full godhood. Or so
the tablets promise. The tablets lie.

The actual magic resembles the formula in Iuz’s pos-
session as recorded on the tablets; however, the real for-
mula requires the sacrificial demipower to willingly
instigate the magic of transfer as a catalyst. Then, when
the tablet dweomer concludes, the real candidate
demipower speaks the capstone phrase in the Language
Primeval, which initiates the transfer through the relic
conduit. As it stands, only Vecna knows the phrase.

Adventure Summary
The heroes of the adventure accidentally discover th
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On Iuz’s trail, the heroes journey
mysterious site sacred to vanished
the circle of stones, the heroes di
forces have preceded them,
moil. An investigation of

ate, magnified by the series
the transdimensional
: ecna’s realm of imprisonment,
s use of it a few weeks past.
the leap find themselves in
ted realm, which is known in whis-
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ever, with such a large structure to contend
with, many challenges face the heroes before they final-
ly catch up to Iuz and attempt to stop him from execut-
ing his terrible plan. The heroes are in for a surprise
when they discover that it is Vecna who is actually the
demipower most likely to achieve godhood.

If Vecna ascends, PCs with relics of Vecna’s former
body are immune to his direct power. Able to withstand

Vecna’s might by the protection of their relics, heroes
are nonetheless stunned through the very same relics,
and they can only watch as Vecna flexes his divine
muscle. The new god forces the Demiplane of Dread to
funnel him directly into Sigil, City of Doors, in the
Outer Planes. Sigil is the supreme planar crossroads,
and its underlying structure serves as some sort of key-
stone for the entire planar hierarchy.
The heroes quickly learn that ascensi
first part of Vecna’s agenda :
making a play for the role
verse, even if it m i
Order in wrack and

g the Player Characters

all the heroes, demipowers, and even gods of
tiverse who might step in to attempt to prevent
e events presented above, why does it fall to the

eroes of your game to take up the gauntlet? Moreover,
with such titanic events playing out, why wouldn’t
aforementioned deities take notice and “do something?”
There are two reasons. First, the quest has to fall to
someone, and the powerful 10th- to 13th-level PCs of
your game are pretty good candidates. Secondly,
Vecna's no dummy. The two tablets in which he has
invested so much effort are artifact-level items, and
events bound up with the tablets are proof vs. divina-
tion and precognition. Even scrying is scrambled in
tablets” vicinity. Thus, concerned gods have little chance
to learn of the event beforehand. Once events are under-
way, heroes could possibly alert their own gods of the
true danger when they realize what’s actually happen-
ing. However, initial information is too sparse for alert-
ed gods to do anything other then send their PC
followers to learn more. Moreover, as the adventure
unfolds, there is little opportunity for anyone other than
the heroes to effect change because of the adventure
structure. Once Vecna crashes Sigil, the multiverse’s fate
becomes particularly precarious. If any other deity
entered the City of Doors’ many gates, it would all
come tumbling down that much sooner (and so Sigil's
guardian, the Lady of Pain, keeps out all other godly
interlopers, as she always has).



So, it's chance or fate that propels the heroes into
this scenario, while many other worthies never learn of
it. Dungeon Masters can utilize one or more than one
of the following hooks, or make up their own redsens¥o
explain the heroes’ presence at (or en route) tolovag
Baragu.

Vigilantes

The heroes discover that Iuz hagxacated hisraditional
seat of power, along with a Lgtge{m'ee No one knews
where the demipower and Ris small\afimy are bound.
Though divinations are shi@uuded, a busigling servitor of
Iuz (named Ignassi), requlsi%ned twenty*casks of
Greyhawk ale foufliz’8iforces ambnth past. In the
margin, Ignassf absentmifidedly segibbled “re: celebra-
tion following Inz s gack of Tovag Baragu and subse-
quﬂkt ascension.” I'his clue can come to the heroes in a
fashion engineered by thedM, or by an acquaintance in
'the brewing business who fulfilled the order a month
\ago, bt just nowiforwarded the clue to one of the
‘heroes. Should the heroes wish to research Tovag
Baragu, see Bk One: Tovag Baragu.

Treasure Seekers

1f the DM has the opportunity ahead of time, he can
plant a treasure map in an unrelated adventure still
being played by the PCs. This map shows an isolated
site called Tovag Baragu within a desert land known as
the Dry Steppes. Scribed on the map are these words:

“The congregation has returned, gathering Vecna's
bodily relics, of which the Hand and Eye are only
the most famous. Brother, if you have your
bequeathed relic, bring it to your fellows at the
Stone Circles, Tovag Baragu, where wonderful
things are set to unfold.”

This message was obviously sent from gfe Vecna gultist
to another, and it somehow found its way to Moca-
tion where the heroes discovered it. If mlgmﬂd for age
in some manner, the wxiting iS@bbut teriyears old. Arue
treasure seekers are s@ré to follow this clue uphiSée Book
One: Tovag Barag@for thefinformatignithat the PCs can
learn through réSearch, ™ o

Own a Relic

The PCs may own the Hagidlor Eye of Vecna, or they may
have had dealings with it (O $imilar relics) in the past.
In thiseease, they receive a message. The message may
hay@been senit many years ago, but it has only recently
reached it§intended recipient. The message reads some-
thing like the following:

“Your contact with a relic of the Whispered One is
known to us. If you bring it, or information regard-
mgil, to us in our fastness of Tovag Baragu, a great
reward shall be yours. This we swear before the
Maimed Lord, Vecna.”

The message is signed “The Disciples.” Attempts at div-
ination fail. Any sort of research brings the bulk of the
heroes into contact with an NPC of the DM’s choosing
(or another PC), who is acting on information provided
in any of the hooks. Additional information on Tovag
Baragu follows in the next chapter. Dungeon Masters
may need to adjust the text in the relevant sections if the
PCs own one or more of the Vecnan artifacts!

Divine Warning

Maybe these events are so significant that despite how
well the tablets and Vecna’s plan are shielded, rumor of
the plot has come to a deity whom one or more of the
heroes worship or revere. As deities are wont to do, one
or more of the heroes are chosen to act in the deity’s
stead, so that they can discover what's really happening
in Tovag Baragu. The method of warning is best left to
the DM, who knows his or her PCs and their godly
affiliations.



Book One:
Tovag Baragu

Tovag Baragu is an outwardly simple structure. Though
it resembles a circle of stone obelisks and rude arch-
ways, many of the arches contain portals to other times
and places. Almost a decade ago, the Stone Circles
began to manifest even stranger properties, as present-
ed under “Ins and Outs of Tovag Baragu.”

Researching Tovag Baragu

Though the information below is presented in digestible
bits perfect for rewarding hero research, the information
is also a good introduction for DMs new to Tovag
Baragu. Recent events in the vicinity are noted.

o Tovag Baragu (“Navel of the Oerth,” translated from
the Bakluni tongue), also known as the Stone Circles,
is found on the salty shore of Lake Udrukankar, deep
in the heart of the Dry Steppes. It is a mysterious
structure of massive stone blocks.

¢ Tovag Baragu is ancient, although its precise origi
are unknown. Most scholars believe it is the only sur-
viving structure of an old human empire. An event
known as the Invoked Devastation destroyed tha
empire.

¢ Steppe nomads who inhabit the locale hold
Circles to be holy ground. They could také
view of strangers poking around the pillars.

e People attribute strange magical
Baragu. Explorers’ journals d
scenes were magnified when i
stone arches, while some

local weather.
¢ Some believe that Tovag
times and plang
gate to these

ago the faithful congregated once
ho answered the call supposedly

Outs of Tovag Baragu

Claims that the Stone Circles can open portals to distant
planes and, more importantly, distant times, are true.
Up until recently, the portals opened in a random and
uncontrollable manner. However, Vecna cultists who
returned to Tovag Baragu ten years ago seemed to dis-
cover the secret of opening new portals, though the

location that each portal opened to remained random.
In truth, the “secret” of manipulation of the portals ties
more directly to a cosmological shift instead of the dis-
covery of an arcane ritual. In fact, Tovag Baragu'’s origi-
nal ability of allowing access to the future is partly to
blame for the proliferation of parallels.

In the future, an event so catastrophic occurs that all
the planes of existence are shaken (see Bog : Ci
of Doors). The repercussions of this eve

separated, parallel versi
fractures in reality, th

that share meta

Plane. They are

ished, or at least .

erstanding hasn’t
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akes this final plunge.
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e past decade, they have created a
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d through archway portals, and each such pas-

ws ever deeper into a nested series of half-

within half-worlds. Still, the portals do not

aver, and it is easy to map an analog of the transdi-

mensional structure claimed by the cultists (see Tovag

AN
" =5

lfake
(Udrukankar.

saltilake) R 11 BT i

oneisquar




sented below under the Area Descriptions sect

Despite fractured realities and in co
tions between inner and outer pl
Tovag Baragu parallels, und
priests receive their spells
enchanted weapons do

ike force to Tovag Baragu
hops. High-level heroes may
y direct methods the easiest way to
large extent, the DM’s choice for

e DM. (If the DM has access to past Vecna
adventures, he or she can use the information within
them to help. Otherwise, the DM can do as he or she
chooses.)

If playing the adventure as a one-shot game, the DM
can skip the preliminaries and begin the adventure on
Tovag Baragu'’s doorstep. In this instance, parcel out the

described under Researching Tovag Baragu to
he PCs.

Random €ncounters

The encounters in Tovag Baragu occur in two distinct
zones (see the map). The zones are designated Baragu
Network (B) and Adytum (A), and they represent the
subjective level of reality possessed by the half-worlds
of each zone. The Baragu Network includes the area
around Tovag Baragu in a radius of about 1 mile. The
Baragu Network also incorporates the areas in keyed
entries 1-13. The Adytum includes the deepest areas,
which are described in the keyed entries 14-63.

Wandering Monster Table, By Zone

A Encounters (1d20)

- Rogue ferox, (2d4), area 4

- True ghouls, (1d4+2), Appendix
Centaur rangers, (1d2+1), area 4
Ogre warriors, (3d6+2), Appendix
Fingers of Vecna, (1d4+1), Appendix
Teeth of Vecna, (1d6+1), Appendix
Stone guardians, (2d4), Appendix
Trolls, (1d4), area 20

Carrion Shamblers, (1d2), area 32
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