
Sivad’s Sanctum 
An Adventure Location by Jon Davis  

 

This squat stone minaret can be found along any 

seaside cliff, within any cursed forest, or towering 

over a number of urban slums. It is the abode of 

one Sivad Nahtanoj, a wizard of no small historical 

import and power, who has seemingly disappeared 

within the past six months. The PCs’ reasons for 

being here are their own, but it should be implied 

that they need to break into the tower. Perhaps to 

steal something listed within? 

 

The tower consists of five stories along with an 

opulent cupola capping the entire structure. There 

are many windows that pepper its walls, but none 

are large enough to slip more than a hand through. 

There is, of course, a front door, but this is barred 

from the inside by a heavy crossbeam. This goes 

without saying, but if the PCs somehow bypass the 

front door then they will find themselves in the 

Ground Hall, and if they decide to scale the tower 

and climb through the cupola then they shall find 

themselves in Sivad’s Workshop.  
 

Ground Hall 

The ground floor of the minaret appears to be a 

grand foyer lined with beautiful tapestries (each 

worth 100 gp). The front door is warded and, once 

triggered, will wait thirty seconds before slamming 

shut and placing an arcane lock upon itself. Once 

the front door is locked the tapestries shall fall to 

the floor in great plumes of dust, revealing the 

awakened Homunculi hidden in alcoves in the wall. 

The homunculi are driven to attack on sight.  

 

Homunculi (x4): Init +1; Atk fist +1 melee (1d8); 

AC 13; HD 2d6; MV 30’; SP once per round roll 

1d6, on a roll of 1-3 augment attacks with 1d10 

electrical damage  

Library 

This floor houses a large collection of hoary old 

tomes and scrolls. There are no obvious immediate 

threats, but many of the texts here are dangerous 

and cursed. Malevolent volumes kept here may 

include the Black Guide, the King in Yellow, and the 

Necronomicon Ex-Mortis, while many copies of the 

Long Lost Friend, the Lanterne of Light, and the 

Malleus Maleficarum can be found here as well. A 

number of scrolls and grimoires can also be 

procured for the aspiring magic-users among the 

PCs, but these are so encoded and beyond 

understanding as to cause confusion for the 

inexperienced.  

 

Master Bedroom 

Sivad himself slept here, dreaming of lost Azure 

and the plains of Albion. It’s surprisingly spartan 

considering his library below and workshop above, 

but houses many secrets such as the invisible chest 

among the rafters, the fortune-telling gorilla head 

in the armoire, and the rug of smothering hiding in 

plain sight before the bed. Anyone walking across 

the rug shall fall prey to its onslaught.  

 

Rug of Smothering: Init +3; Atk whip +3 melee 

(1d6); AC 9; HD 1d6; MV 30’; SP on a successful 

attack the rug wraps itself around the target, 

inflicting 2d6 constriction damage every subsequent 

round  

 

Sivad’s Workshop 

One could detail every item a thorough PC could 

find within the workshop of a powerful wizard, but 

to do so would require a vehicle much longer than 

one page. A condensed list might include items such 

as a stuffed corkindrill hanging from the ceiling, 

great brown books chained to their shelves, 

taxidermied birds of every known and unknown 

land, points of teleportation sporting signs that read 

LANKHMAR, ALBUQUERQUE, and LUD, boars’ tusks 

and tiger claws mounted in symmetrical patterns, 

beehives thriving unmolested in isolated corners, 

boxes upon boxes of squirming caterpillars, a 

locked gun case with all sorts of unfamiliar 

weaponry, wax-corked bottles labelled 

MANTICORE, MUMMY DUST, and OLD BLOOD, a 

Nobel Prize for chemistry, human heads in varying 

states of decomposition, a bottle of Pepto-Bismol, 

and a tarot deck utilizing characters from Greek 

myth. Overwhelmed by the glory of the workshop 

before them, the PCs may not notice the large 

crystal ball nestled in a lonely corner. They may 

also not notice the bearded face appear within the 

swirling pink smoke of the ball, so it may come as a 

surprise when the PCs suddenly hear “Now, who is 

this I find in my humble abode?” 

 

 

d6  Sivad’s Reaction 

1  Anger. The crystal ball fills with a red mist. 

All PCs are teleported to the deepest 

dungeon of the nearest bandit hold.  

2  Sadness. Sivad is quite shaken. Crystal ball 

begins to weep tears, flooding the tower.  

3  Indifference. The sorcerer could care less 

what you do. In fact, he asks you to fetch a 

book for him and hold it open up to the ball 

so that he may read it.  

4  Pity. The old sod is soft on those who have 

to resort to theft to make due. All PCs are 

free to take what they wish.   

5  Laughter. A booming guffaw fills the tower. 

All PCs are teleported outside the tower, 

empty-handed and naked.  

6  Friendliness. What a nice old man. Sivad 

sends you on your way with 100 gp each! 
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