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1. INTRODUCTION TO HOLE IN THE SKY

Dungeon Crawl Classics #86: Hole in the Sky is a Level 0 adventure module designed for the Dungeon Crawl Classics
Role-Playing Game. This module introduces players to a unique and challenging quest where simple peasants are thrust
into an extraordinary journey.

The adventure begins with the mysterious Lady in Blue enlisting a band of ordinary individuals for a peculiar task. They
are instructed to follow an invisible bridge to a hole in the sky and then leap through. This perilous journey promises a
reward beyond all earthly riches: the chance to alter their destiny. Death is a constant threat, awaiting all but the bravest,
strongest, and luckiest participants.
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Image 1.1: Front cover of the adventure module, showcasing the primary artwork.

2. SETUP AND PREPARATION

Before embarking on the adventure, Game Masters (GMs) and players should prepare as follows:



2.1 For the Game Master (GM)

« Read the Module: Thoroughly read through the entire adventure module to understand the plot, encounters, and
potential outcomes.

o Character Generation: Familiarize yourself with the Dungeon Crawl Classics Level 0 character generation rules.
This adventure is designed for zero-level characters, meaning players start as ordinary individuals with minimal skills
and equipment.

+ Maps and Handouts: Review the provided maps and prepare any necessary handouts for your players. The
module includes detailed maps of key locations.

« Monster Statistics: Have the statistics for all creatures and NPCs ready for quick reference during gameplay.
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Image 2.1: An interior spread displaying a map and an illustration of the adventure's setting.

2.2 For Players

« Create Zero-Level Characters: Players will create multiple zero-level characters (usually 3-4 per player) to
represent the common folk embarking on this dangerous quest. These characters are often referred to as "funnel”
characters, as many may not survive the initial stages of the adventure.

« Understand the Premise: Be aware that this is a challenging adventure where survival is not guaranteed. Embrace
the spirit of exploration and the high stakes involved.

3. GAMEPLAY OVERVIEW

"Hole in the Sky" is a Level 0 adventure, meaning it serves as an introductory module where players guide a group of
ordinary villagers through their first perilous journey. The goal is to see which, if any, of these characters survive to



become first-level adventurers.

3.1 The Lady in Blue's Summons

The adventure begins with the characters being summoned by the enigmatic Lady in Blue. Her motives are mysterious,
and her task is unusual: traverse an invisible bridge to a "hole in the sky."

3.2 The Invisible Bridge and the Hole

The journey across the invisible bridge is fraught with danger. Characters must navigate unseen pathways, facing
potential falls and other hazards. Upon reaching the titular "Hole in the Sky," they must make the ultimate leap of faith,
entering an unknown realm.
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deaths without a successful DC13 Reflex save.

Directly walking to the hole in the sky takes three days,
y.1: The bridge gently e (o a height of a half mle aver

Once  day is sunny but the air is quite cold at this height. Land is
dy. completely out of sight. :
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blink of an eye she Is gona without a trace.

If & player speaks the name ‘Drezzta’ aloud!at any polnt
before they enter the prison, they musk make a Luck check
- fallure means they have tripped Yddgrrl's cosmic alarm,

keyed 10 stop rescue aitempls before they begin. Yddgorl

sends a curse down upon the individual - the next oppencnt

who attacks the speaker rolls an improved die (+1d).

THE VILLAGE OF MHERKIN

Members of the group remember sceing signs for a village
called Mherkin nearby towards the end of their journey to
the dlf_fs)mv.-)' may decide to go there for supplies.

Muerkin isa tiny fishing and rade village that owes fealty to
the local warlord. There are two guards ({f need be, use the
man-at-arms stats listed on DCC RPG pg. 434) who'stand
Postion the main road, and a half dozen more stationed in
the clty, Players wilh rade goods can find buyers in the big
fish markelplace. Characters with money or trade g

can find certain necessities for salc or trade: basi

ons (short swords, spe i

much as 200° of rope, and encugh leathy

three men. A persistent characterwho asks aro
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Day 2: By midday it starts to rain. By Jate afternoon it be-
comes a storm: Have every character make a Luck check; on
a failure, the wind blows that individual off the bridge. They
must make a DC 10 Reflex save to grab the side or they fall
to their deaths. Clever plans to avoid this fate, such as lash-
ing the party to one anather, can prevent this.
d mserable, and any character with a Stamina of
Zor lower beglns to get sick. Sick characters take a -1 penalty
on attack; damage (attacks still do a minimum of one point).
d skill checks based on Strength, Agility,
aracters who get eight hours of rest can
e to recover. The storm abates around

Day 3 The day is cold and windy. At midday the PCs st
over the wreck of a ghip on the ocean. As they do, a pack ¢
sea shrikes, warty and odious bird-like monsters that had
been resting on the wreck, fly up and attack. These beasts
ha n tirers travellng over the bridge for
ger andlare always on the lookout for their next
meal The beasts want flesh, and if they kill one of the pary
ey v K to, r

th
it o y manage to get &wce'mqﬂ:
ne of themn shrieks a/signal and the bexss

melee (1d3) AC12:HD
 SP Infravision, Bl

half

End of the Bridge: At some point at the end of a third day’s
walk, the characters reach the end of the bridge. Unless they
go carefully, they will unwittingly reach the end and fall. to
their deathis without a successful| DC 13 Reflex save. The
bridge eventually shrinks lo its minimum size = 207 wide
and 60/ long. Tt will not shrink out from under characters,

The Hole in the Sky: The hole in the sky is not yet aligned
inus of the It

with 1aKes a leap of

seen. Looking behind you, you eannof see e parthole; vour comi-
panions sceni o be siepping in through Hiin alr. The air is heavy
‘and has m1 oppressively infense scent, like intense saffron. Off in
Uhe distarce Yo see @ single struclure, The mist imils your vis-
ibility but you <ee a dark structure rising out of the misis ahead.

This prison was crealed by the ancient Order of the Wise
Servants of Yddgol to hold their master's anclent foe, the

faith into the sky (o see if it is there, they fall to the ocean a
ile below: The characters must wait an additional two

£ for the hole to appear.
When the hole in the sky,first appears, it logks like an odd
er of air off on the horizon, As it gets closer the char-
begin to see it as a 15" diameter window surrounded
Kling blue fingers of energy. Another world with a
eky can be seen clearly through the breach as It ap-

th the bridge and the characters can

. -1~ The Prison Vale: As you siep trough the ole your.
pop and the sudden warsth of thls place imakes vou momen-
22y, You are in whal miish be ot entirely diferent world.
misty bt as best you can tell the <ky is a bright magenta

it are Stareding in woliat qppears o be some sort of bamboo

e Bamboo s thitter and flatter Uhan you hiave cver

being of chaos known as Drezzta, To make it
as difficult as possible to escape, the Wise Servants filled
this area with creatures of Chaos, as Drezzta’s abilities are
especially potent against beings of Law:. At one ime the en-
tire vale was filled with such monsters, but after decades of
sending sacrificial catspaws in attempts to free her anclent
ally, the population of guardian creatures has thinned cane
siderably.

The Prison Vale is a limited extra-dimensional realm with
strange physical properties. 1l the characters tum around
and walk away from the structure they find themselyes ap-
proaching it again from the same angle after several hours
walk through the strange, unending 'bamboo’ (actually in-
‘dividual blades of giant grass).

1f the party marches stralght to the structure It takes them
four hours. Roll every two hours for a random encounter (1
in 6 chance).
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Image 3.1: An interior page detailing the bridge encounter and featuring a dynamic battle illustration.

3.3 Challenges Within

Inside the Hole in the Sky, characters will encounter a variety of bizarre creatures, environmental puzzles, and moral
dilemmas. Survival depends on cleverness, teamwork, and a good measure of luck. The module provides detailed
descriptions of these encounters, including unique monsters and traps.



Image 3.2: An illustration depicting a monstrous pumpkin creature, one of the many challenges within the adventure.

The Hidden Plant-monster: Hanging 30’ over the door
is the Cur Maxima, a guardian plant beast. It looks like a
wickedly carved jack-o’-lantern as large as a carriage, with
a baleful green flame that can be seen through its eyes and
mouth. The beast has cight tendrils of thick ropy vine that
it uses both for movement and to attack prey. The creature,
immune 1o the extra-dimensional magic of Raxahrrah, Is
aware that the prison is under assault and [s alert for in-
truders. Iis job is not destroying intruders as much as ter-
rorizing them in the hopes that they will flee the dimension.

Ifoneof th pots it (declaring they o
aver the daor), It leaps down, destroys one of the adventur-
ers, then elimbs back up the wall and out of reach, If they
do not notice it, It sneaks down until it Is right behind the
hindmost character, then attacks suddenly with a roar and
gout of flame. This creature’s paltern is to slay one intruder,
then drag the dead victim beyond attack range to devour
them. It has no need for sustenance here in the prison di-
mension — [tonly devours its victims to terrify intruders. It
will net leave area 1-3, although it can attack certain other.
areas by reaching through the walls with its tendrils.

Cur Maxima speaks in a quiet voice that can somehow be
heard anywhere within the prison, Once It has slain a party
member, it apologizes for the necessity of such a senscless
act and politely lets Intruders know that they must all im-
mediately leave the dimension or be summarily destroyed.
The creature might respond to polite inquiries; it will con-
firm that its masters are the Wise Servants of Yddgrrl, that
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its function is to prevent rescue attempls, and that will
show no mercy to intruders.

Cur Maxima was created to cause terror, and will stalk and
kill the members of the party one at a time for as long as they
remain within in the prison, always slaying just one then
moving off, Whenever it destroys a victi it rips them inio
pleces; bo sure to describe the carnage (n detail, 5o the play.
ers will quickly understand that they need to run away from
the creature. The creature regularly torments Drezzta, and
if she Is released her first action is to destroy Cur Maxima,
If the characters do anything other than leave this arca, the.
beast attacks again after a few moments of watching them
from his spot on the wall

Cur Maxima: [nit +3, Atk tendril +5 melce (2641 or grab);
AC13;HD 8d10; hp 57; MV30” or climb 30'; Act 2420 SP grabs
on successful hit (DC 18 Strength check 10 escape), immune
to charm, sleep, and paison; SV Fort +7 Ref +1 Will +5; AL N

On a successful strike with a tendril, Cur Maxima may grab
a target man sized or smaller and have them grappled. The
wictim can break free of the tendril with a DC 18 Strength
check. On the next round, it draws the victim back and
throws them into its mouth. Its internal green flame burns
trapped viclims very slowly, doing only one point per round.
The screaming victim can attempt to escape by prying the
beast's jaws apart but it is nearly impossible for a mortal
(DC 20 Strength check to get its jaws open long enough to
escape). Normally, the beast simply moves away from at-
tackers while the trapped victim bumns to death, to prolong
the terror that the screaming causes.

The Glowing Creatures: The glowing creatures are brain
flies; massive insects the size of grapefruits. They have over-
sized sensory organs that look exactly like human brains un-
dera thinsheath of opaque d glow a greenish-
white color. They give off enough light to see clearly for 45
The creatures are harmless, surviving on the biodegrading
slough the interior of the prison continually sheds. If they are
attacked they attempt to fly away (AC 14, 2 hp, MV fly 60)-

Secret door: Characters who declare that they are looking for
secret doors or a place to hide from the beast spot 2 breach in
the wall along the floor - the entry way to 14. It takes a DC
12 Strength check to shove the debris aside enough to make
reom to squeeze in,

Area 1-4 - The Chamber Inside The Walls You pis past
Hhe debris and find yourself in a gloomy chamber that smells like

<everal of

autienni lerves after a heavy rain. The chamber is it by
charber.

the sone strange glowing creatires you saw in the main
contained i a hand-woven cage Uiat hangs in e center of the
rooni. Tifs room is full of debris, and walking acress it will be
difficult. Toyour far left you see a shadwmvy passageioay, Elghtfy
curved as it runs along e interfor wall of tie liuge chamber Yot
Just left. In several places down thal wall, a tiny breecht allows @
ray of the strange light from (e main room to slive in.

Image 3.3: An interior page featuring detailed artwork of an encounter, with text describing the creatures and environment.

3.4 Concluding the Adventure

Upon completing the primary task, the surviving characters will once again confront the Lady in Blue. The GM can choose
to have her become an ongoing antagonist or a patron for the group, influencing future campaigns. The adventure can be
run as a standalone one-shot or as the beginning of a larger campaign.

Your browser does not support the video tag.
Video 3.1: An overview of Dungeon Crawl! Classics #86: Hole in the Sky, showcasing its features and gameplay elements.



4. CARE AND STORAGE

To ensure the longevity of your Dungeon Crawl Classics #86: Hole in the Sky adventure module, please follow these
guidelines:

« Storage: Store the module in a cool, dry place away from direct sunlight to prevent fading and warping.
« Handling: Handle with clean, dry hands to avoid smudges and damage to the pages.

o Protection: Consider storing the module in a protective sleeve or box to guard against dust and physical wear.

5. GAME MASTER Tips AND TROUBLESHOOTING

This section offers advice for Game Masters to enhance the adventure and address common challenges.

+ Embrace the Funnel: Do not be afraid to let characters die. The Level 0 funnel is designed to be brutal, and player

ingenuity in the face of overwhelming odds is a core part of the DCC experience.

« Encourage Creativity: Reward players for creative solutions to problems, especially when their characters lack
traditional combat prowess.

« Pacing: Adjust the pacing of encounters to suit your group. Some groups prefer fast-paced action, while others
enjoy more detailed exploration and role-playing.

o Lady in Blue's Role: Decide early on how you want the Lady in Blue to interact with the party after the adventure.
Her role can significantly impact future campaigns.

6. PRODUCT SPECIFICATIONS

Title Dungeon Crawl Classics #86: Hole in the Sky

Brand Goodman Games

Model Number #86

Authors Brendan LaSalle

Artists Doug Kovacs (Cover), Goodman Games Stable of Artists (Interior)
ISBN 9781950783984

Edition/Printing Third Printing

Product Type Tabletop Role-Playing Game Adventure Module

7. SuPPORT AND ADDITIONAL RESOURCES

For further information, errata, or to explore other Dungeon Crawl Classics products, please visit the official Goodman
Games website:

Goodman Games Official Website


https://www.goodman-games.com/store/product/dungeon-crawl-classics-86-hole-in-the-sky-pdf/
https://goodman-games.com/

Image 7.1: The official logo for Dungeon Crawl Classics by Goodman Games.
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