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I A Susty tome i8 pulled from a neglected shop shelf. A blinding light radiates from its pages. The party vanishes as the Boots clatters to the ground.
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: parchiment rest on a table before a large door.

Carped into the table’s surface is the follotwing:
\ Turn the page; open the door % //
A Back to the life you knew before. ff,,’"" i)
b Armed anew; with knowledge as fey o ] o
. W1se what’s at hand to set us all free. @&
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ntwagens in the center of a maze. .
716 they afgance tiey find nimberes the Boot. The Boots cheers after
°y e tetiiy Sl the final puz;zle is solped. Yo its
scraps of parcfment tith strange consciousness can escape with
warnings or riddles. After they emerge, the pacty if they'8 be so find
they are able to loofs bacts and see that the s to alloty its chapters to
I maje i actually a [arge, ornate letter P. infabit one ot more of their
Choose : items. The Boot is twise and
6901;1‘ YOUEBH TZG € ps the party notuledgenble so any bonus
t:itstg:g reﬂllzgs ﬂl]ls ) ﬂljﬁ goice Uf the BUU‘S speafss. 3t frgm tf)g nnm_magitul item
twas once the property of the scholar Pendyl, should reflect that. The party
twho imbued fl‘ye Boof with tunﬁtio@ness. : reappears in the shop as the
After Pendyl’s death the Boots languished with  proprietor admonishes them to
no purpose. Lonely, the Boots m}ﬁﬂ?@ to felp guiet Sotun and reminds them
those worthy of the tnotwledge it contains. The  that if they breats it, they've
v Boog exploing that they must tragel along the bought it.
Begware ; illuminated page through a series of encounters,
distractions | § then falls silent. 3f the party can surgive the tale, they can help the Boots T bﬂ HSCEH DGQS
| escape by nllowing its consciousness to imbue items of their oton. Shortly after returning to the
G’ Mote: Jou may treat the red trail that runs counterclocktuise around the page as the ‘patly’ putf) 5 tf)g group comes fo o wnll.
{ the party must trapel. Suggested orer of encounters i also Sescribed counterclocttuige along this
 page, beginning with The Naze and ending with) An Escape. ﬂ hﬂﬁljtf [qrgz zt’mugf) to f]ﬁ[ﬁ
X the party sits at its base. The
1 'BLHCQLG%G]} POBQST 4 Mionstrous bastet is rigged to a rope-
P 2:; ot 3f the party strays from the path, they find A Marginalia anﬁ-prlleg ’sgstzm and it
through themselves toandering through o thict forest =~ lootss lifse it's o [ong foul
o ﬁb or $ity ‘ Uf tgft. mitf]ln iﬁ Eltibl[[u 8, a Stribﬂ[ ﬁgmﬂn Tltlﬁluus - See B[ﬂtl}[t“kl’ fﬂl’kﬁt tU ﬂ‘lz top Uf tf]z mﬂu. Ef]k
B i enosnatiandlaziess Tarpy- A terrible screech pierces the oir - rOpe and pulley must be
| e twill consistently encourage te party to stay 5 e bosbet vses up the wall. Awinged - operated manually from
, g : Harpy diges dotun toward the party the totwer at the top of the
and relag, egen offering them (cursed) items sporting ttwin daggers in eact) Gans. i
in return. Attempting to [eage cauges Titivillus  The Harpy sets nbout trying to cut the twall.
to attact. After escaping, they notice a rope and thie group must fight it off while gy TQHP A Sigembodied
1 . > e continuing to moge uptuard.
VI | disembodied Gand pointing bacts to the path. Band swoops doton to grab
Begin . 12nigf)t and Snail - The party comes  the party. 3t can be aoided,
'( ( ] e ncross a noble chepalier battling a fierce,  but anyone unlucky enough
g H ; HHH IH G Upon exiting ﬂl’g bage slathering Snail. The Knight's armor and o be caught is flowwn to the
of the illuminated 1, the party comes upon o the Snail’s shell are Samaged, indicating  Blactsletter Forest and dropped
grid of strange floating letterforms. Beyondis o long battle. 3f the party tries to from abose. The rest of the
a loched door with two keyholes, both of which ~ ntervene on beholf of either combatant,  party finds a side trail to fend
must be o eted o procee 5. bot twill turn and attact the party. them there.

How to Solue: Three words
ave deconstructed within
this chavt according to a
pattern. §ind and identify
R b the heyword to unlock both
lochs on the door.
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Hidden words: watch, learn, think, think
Reyword; think

To open door, insert kewword into both keyholes. ‘think twice’ www.goblinsandgrowlers.com
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My current frenzied state of project acquisi-
tion began in the Society for Creative Anachro-
nism, a medieval and renaissance reenactment
group in which I worked as a “scribe’, some-
one who produces the illuminated manuscript
reproductions that are used as awards for the
membership. Wed call it “combat scribing” when
we were working right up until the moment the
finished product was given away, and that's what
happened with Ex Libris Pendyl.

Brandon and I wrote this in a big time crunch.
We knew we wanted to submit something for the
One Page Dungeon Contest, but we forgot to pay
attention to the deadlines. So by the time we fi-
nally looked it up, it was almost a week to the
day until the submissions were due. We almost
threw in the towel then, thinking the only way
wed be able to finish a new original adventure
plus illustrations by that time would be if we had
a really great gimmick on hand. Almost as soon
as we spoke that aloud, we came up with a pretty
good gimmick.

I could play to my strengths by designing a
dungeon map around the borders of an illu-
minated manuscript, in which the party has to
interact with both the text and the marginalia.
Brandon could design puzzles and stretch his al-
ready overtaxed patience by formatting the final
product according to my very exacting demands
to give it a passable historical appearance (cue
rant on the hierarchy of scripts and/or letter
spacing).

Though the adventure has several varied
combat scenarios (and who doesn't love knights
vs. snails?), I hope the GM and the party get cre-
ative and enjoy their encounters with Titivillus,
source of all typos, master procrastinator, and
the patron demon of scribes — beautifully ren-
dered into being by Josh for this bonus excerpt!
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Titivillus

Small Fiend, Lawful Evil

Titivillus the Scribal Demon originally introduced typos and mistakes into werks written by the
unwary. They have grown powerful enough to now introduce tyqos into speech, leading to slips
of the tongue, and uttered faux pas, causing endiliess amounts of trouble for those whose

minds wander while they speak or write.

Armor Class 14 (Natural Armor)
Hit Points 70 (20d6)
Spead 30ft., 60ft. Fly

STR 6 -2)

DEX 16 (+3)

CON 8 -1)

wis 18 (+4)

INT 16 (+3)

CHA 12 (+1)

Saving Throws CHA <7 WIS +10

Skrills Arcana +9, Investigation +9,
Perception +10

Damage Resistances Fire, Psychic
Condition Immunities Charmed,
Exhaustion

Senses Devil's Sight 120ft., Passive
Percepton 20

Languages All

Challenge 5 (1,800XP)

TRAITS

Master Forger The Scrumble Demon may
write perfectly in the style of any creature
whose hardwniting it may read at least 100
words of.

Lingustic Mastery The spell “Comprehend
Languages” was based on the Scramble
Demon’s magical understanding of language.

Silvertongue Titivillus is a renowned
negotiater, and has Advantage on Persuasion
checks against non-hostile creatures.

ACTIONS

Multiattack Action, the Scrumble Demon
maskes two Pen attacks, or one Pen attack
and one Sword attack.

The Pen is Mightier Nelee Weapon
Attack, +7 to hit, range 5ft., one target. Hit: 9
(1d12+3) Piercing Darnage.

Teh Sword Ranged Weapon Attack, +7
to hit, range 60/180ft., one target. Hit: 8
(1d10+3) Peircing Damage.

Puns of Pain As an Action, Titwvillus may
utter a pun so awful, all creatures of the
Scribal Demon's choice that hear it clearly
must succeed on aWIS Save DC15 or

take 10 (4d4) Psychic Damage and have
Disadvantage on their next attack roll before
the end of the Scrumble Demon's next tumn.

Slip of the Tongue As a Bonus Action,
ranje 60ft., one target. Target creature
must succeed on a DC18WIS save or

be vocally confused until the end of their
next turn, saying one word slightly wrung
in each sentence. This causes Verbal spell
components to be just slightly off for spell-
carting.

Wordthief Bonus Action, range 5ft., one
target. Titivillus may steal individual words
from any written material, respacing it with
a mis-spelling of the same word. Creatures
within 10ft. may attempt a DC18WIS Cave
to notice the Scrumble Demon and thwart
them.

Spell Confusion Bonus Acton, range 60ft.,
one target. Titivillus may jurmble magical
energy around a creature. Target may attempt
a DC17 CHA Save being afflicted by a ranbom
effect on the Wild Magic Table if they fail.



