


Wavestone Keep

Written By Kevin Conyers 

Dungeon map drawn by Kevin Conyers, utilizing Dungeon Scrawl

Cover and interior art © 2015 Dean Spencer, used with permission. All rights reserved. 

Map asset art by Daniel F. Walthall, available under a CC BY 4.0 License 

Old-School Essentials is a trademark
of Necrotic Gnome. The trademark

and Old-School Essentials logo are
used with permission of Necrotic

Gnome, under license 

© Kevin Conyers 2022





Introduction
Wavestone keep is an adventure module 
for Old-School Essentials or other old-
school RPGs. It is a moderate to difficult 
challenge for parties up to 3rd level. It is a 
homage to Walter Moers’ Rumo and His 
Miraculous adventures.

Provided is a small map, with filled in 
rooms, along with adventure hooks. 
Bolded monsters can be found in the 
Old School Essentials Classic Fantasy 
™rule book, under the Monster 
Descriptions Section. 

Rooms can be assumed to be slate gray, 
dimly lit granite caves, unless otherwise 
specified. A map square is 10 feet.

Location Information
Wavestone Keep is a mass of granite, 
floating listlessly in the ocean. Made a 
long time prior by an ancient wizard as a 
display of power for a forgotten king, this 
hulking mass of stone has been 
commandeered by a viscous, sea-faring 
lizard man tribe. They use this rocky 
fortress as a staging point to raid any 
ships or coastal settlements that come 
into their sights. Disturbingly, the reported 
locations of the Keep itself do not match 
known tidal patters, or possible sailing 
routes. It appears to move about the 
ocean at random, appearing and 
disappearing like sea mist. However, such
place does not exist without acquiring 
much gold, leading to other groups raiding
it as often as it raids the mainland.

Adventure Hooks
The Keep itself is a clear and present 
danger in any setting, but works best in 
campaigns already set in or around 
coastal areas. However, hardened 
adventuring groups usually need more 
than charity to motivate them into action. 
Here are a few ways to pique their 
interest.

• Gold and Glory: the keep has 
been inhabited for decades, and in
that time the Lizards have 
amassed quite a bit of wealth

•  Ambushed!: The party awakens, 
stripped of gear, trapped in the 
bowels of the Keep itself. (if using 
this one, especially at level 1, the 
referee may want to tone down 
some of the encounters.)

• Foul Sorcery: A wizard has 
deduced that the Keep has a 
portal array of some kind, and 
asks the party to Retrieve it.

Wandering Monsters
For each new room, and every three turns
there is a 2 in 6 chance of an encounter 
from this table happening.

Who Lurks There? (1d6)
1 1d4 Giant Rats, seeking meal bits
2 1d6 Bats
3 Snapjaw, a Large Crocodile, 

sleeping 3 in 4
4 1d4 regular crabs (harmless)
5 Kobold (See area 2)
6 Lizard Man, a wandering guard
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1 Carved Port

Slick, rocky floor, crudely 
carved walls. 

Guarded: 2d4 Lizard Man

Built to contain the tribes boats 
(ranging from simple canoes to a single 
large sloop capable of carrying a raiding
party). This room is a favorite attacking 
point of other seafaring races, such as 
merman and human pirates, as such 
there is a 2 in 6 chance that 1d10 lizard 
guards are currently engaged in combat 
with some group from the following 
table:

Sea Raiders!
1 1d4 Giant Fish
2 1d6 Buccaneers
3 1d6 Merman
4 1 Giant Squid

2 Kobold Cave

Crumbly natural cave, stone 
floor littered with detritus

Inhabited: 3d10 Kobold

These Kobolds were enslaved by
the tribe, and resent their masters. They 
may be persuaded to help any 
adventurers if it means disposing their 
masters.

3 Fire Pits

Large natural cave walls 
covered in smoke stains, smells of 

soot. Holes in the cave roof serve as 
chimneys.

Inhabited: 1d10 Lizard Man, 
huddled around the fires.

 4 Dining Hall

Large carved room, bones lay 
scattered from meals

The small adjoining room is the 
Chief’s room. The Chief is the biggest 
lizard man on the island, and wields a 
Staff of Striking (Rods, Staves, Wands in
Old School Essentials as a symbol of their
position. The chief may be sleeping, 
taking a meal, or out prowling the island.

5 Treasure Hoard

Natural cave, carefully cleaned 
floors. Covered in gold, jewels, and 
discard armor.

Guarded: 1d4 – 2 Lizard Man

Treasure Hoard: contains at least 
4000 GP worth of treasure, as well as 
mundane weapons and armor of all 
varieties. 

6 Lizard Barracks and Storage

Crudely carved room, stone 
protrusions serve as beds.

Inhabited: 2d10 Lizard Man

Small adjoining room serves as a 
dry good storage area, contains a few 
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7 Nesting Room

Large natural cavern, covered in
straw and other nesting materials. 
Strange, glowing stones in walls 
provide constant heat.

Guarded: 2d4 Lizard Matron, 1d6 
Lizard Man

This room is where the tribe rears 
it’s young. A few prestigious warriors, 
known as Lizard Matrons, watch over the
egg clutches along with a few chosen 
guards. This job is considered so 
important that those inside will not leave 
except to obtain food, and then only one 
at a time. The room contains a secret 
passage to the larder for this purpose. 

Lizard Matrons are warriors tasked with protecting 
young. They fight ferociously, as such, they roll double 
the normal number of damage dice for any attack. 
Otherwise, they are normal Lizard Men.

8 Larder and Live Well

 Mix of crude carved walls and 
natural cave. The carved side has 
numerous cages and manacles 
secured to the walls and floor, the 
cavern contains a large, deep pool full 
of fish.

Inhabited: 2d6 Normal Humans 
caged or manacled. 1d8 Giant Fish, 1 
Nixie contained in the pool.

This large cavern and room combo
is stores the tribe’s live food. The Nixie in 

the pool is quite crafty, and can unlock the
main larder door as needed. She has 
been unable to locate the sea so far, but 
knows a good deal about rooms 5-7. She 
is willing to share this information with 
adventurers for a promise of being 
returned to the ocean. The pool contains a
number of humanoid skeletons, if asked 
about them the Nixie grows morose and 
refuses to speak further.

9 Portal Stone

Small cramped tunnel behind a 
secret door. Contains a glowing set of 
crystals that radiate magic.

This crystal array is a 
malfunctioning portal generator, it is 
responsible for the Keep’s erratic 
movements throughout the world. 
Destroying it would likely make the seas 
much safer. Shards of the crystals may be
treated as magical treasure, worth 2d6 * 
100 GP.
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Open Game
License

DESIGNATION OF 
PRODUCT IDENTITY
All artwork, logos, and 
presentation are product 
identity. The name 
“ShockTohp Adventure 
Press” is product identity. All 
text not declared as Open 
Game Content is product 
identity.
DESIGNATION OF OPEN 
GAME CONTENT
Lizard Matron abilities on 
page7
OPEN GAME LICENSE 
Version 1.0a
The following text is the 
property of Wizards of the 
Coast,
Inc. and is Copyright 2000 
Wizards of the Coast, Inc
(“Wizards”). All Rights 
Reserved.
1. Definitions: 
(a)”Contributors” means the 
copyright and/
or trademark owners who 
have contributed Open Game
Content; (b)”Derivative 
Material” means copyrighted
material including derivative 
works and translations
(including into other 
computer languages), 
potation,
modification, correction, 
addition, extension, upgrade,
improvement, compilation, 
abridgment or other form
in which an existing work 
may be recast, transformed
or adapted; (c) “Distribute” 
means to reproduce, license,
rent, lease, sell, broadcast, 
publicly display, transmit or
otherwise distribute; 
(d)”Open Game Content” 
means the
game mechanic and includes 
the methods, procedures,
processes and routines to the 
extent such content does not
embody the Product Identity 
and is an enhancement over
the prior art and any 
additional content clearly 
identified

as Open Game Content by 
the Contributor, and means
any work covered by this 
License, including 
translations
and derivative works under 
copyright law, but 
specifically
excludes Product Identity. (e)
“Product Identity” means
product and product line 
names, logos and identifying
marks including trade dress; 
artifacts; creatures characters;
stories, storylines, plots, 
thematic elements, dialogue,
incidents, language, artwork, 
symbols, designs, depictions,
likenesses, formats, poses, 
concepts, themes and 
graphic,
photographic and other visual
or audio representations;
names and descriptions of 
characters, spells, 
enchantments,
personalities, teams, 
personas, likenesses and 
special
abilities; places, locations, 
environments, creatures,
equipment, magical or 
supernatural abilities or 
effects,
logos, symbols, or graphic 
designs; and any other
trademark or registered 
trademark clearly identified 
as
Product identity by the owner
of the Product Identity, and
which specifically excludes 
the Open Game Content; (f)

“Trademark” means the 
logos, names, mark, sign, 
motto,
designs that are used by a 
Contributor to identify itself 
or
its products or the associated 
products contributed to the
Open Game License by the 
Contributor (g) “Use”, 
“Used”
or “Using” means to use, 
Distribute, copy, edit, format,
modify, translate and 

otherwise create Derivative 
Material
of Open Game Content. (h) 
“You” or “Your”
means the licensee in terms 
of this agreement.
2. The License: This License 
applies to any Open Game
Content that contains a notice
indicating that the Open
Game Content may only be 
Used under and in terms of
this License. You must affix 
such a notice to any Open
Game Content that you Use. 
No terms may be added to
or subtracted from this 
License except as described 
by the
License itself. No other terms
or conditions may be applied
to any Open Game Content 
distributed using this License.
3.Offer and Acceptance: By 
Using the Open Game 
Content
You indicate Your acceptance
of the terms of this License.
4. Grant and Consideration: 
In consideration for agreeing
to use this License, the 
Contributors grant You a 
perpetual,
worldwide, royalty-free, non-
exclusive license with the
exact terms of this License to 
Use, the Open Game Content.
5.Representation of Authority
to Contribute: If You are
contributing original material
as Open Game Content,
You represent that Your 
Contributions are Your 
original
creation and/or You have 
sufficient rights to grant the 
rights
conveyed by this License.
6.Notice of License 
Copyright: You must update 
the
COPYRIGHT NOTICE 
portion of this License to 
include
the exact text of the 
COPYRIGHT NOTICE of 
any Open
Game Content You are 
copying, modifying or 
distributing,
and You must add the title, 
the copyright date, and the
copyright holder’s name to 
the COPYRIGHT NOTICE 
of

any original Open Game 
Content you Distribute.
7. Use of Product Identity: 
You agree not to Use any
Product Identity, including as
an indication as to
compatibility, except as 
expressly licensed in another,
independent Agreement with 
the owner of each element
of that Product Identity. You 
agree not to indicate
compatibility or co-
adaptability with any 
Trademark
or Registered Trademark in 
conjunction with a work
containing Open Game 
Content except as expressly
licensed in another, 
independent Agreement with 
the
owner of such Trademark or 
Registered Trademark. The
use of any Product Identity in
Open Game Content does
not constitute a challenge to 
the ownership of that Product
Identity. The owner of any 
Product Identity used in Open
Game Content shall retain all 
rights, title and interest in
and to that Product Identity.
8. Identification: If you 
distribute Open Game 
Content You
must clearly indicate which 
portions of the work that you
are distributing are Open 
Game Content.
9. Updating the License: 
Wizards or its designated 
Agents
may publish updated versions
of this License. You may use
any authorized version of this
License to copy, modify and
distribute any Open Game 
Content originally distributed
under any version of this 
License.
10 Copy of this License: You 
MUST include a copy of this
License with every copy of 
the Open Game Content You
Distribute.

295
11. Use of Contributor 
Credits: You may not market 
or
advertise the Open Game 
Content using the name of 
any
Contributor unless You have 
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written permission from the
Contributor to do so.
12 Inability to Comply: If it 
is impossible for You to 
comply
with any of the terms of this 
License with respect to some
or all of the Open Game 
Content due to statute, 
judicial
order, or governmental 
regulation then You may not 
Use
any Open Game Material so 
affected.
13 Termination: This License
will terminate automatically
if You fail to comply with all 
terms herein and fail to cure
such breach within 30 days of
becoming aware of the
breach. All sublicenses shall 
survive the termination of 
this
License.
14 Reformation: If any 
provision of this License is 
held to
be unenforceable, such 
provision shall be reformed 
only to
the extent necessary to make 
it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 © 
2000, Wizards of the Coast,
Inc.
System Reference Document 
© 2000, Wizards of the 
Coast,
Inc.; Authors Jonathan Tweet,
Monte Cook, Skip Williams,
based on original material by 
E. Gary Gygax and Dave
Arneson.
System Reference Document 
© 2000–2003, Wizards of the
Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, Skip
Williams, Rich Baker, Andy 
Collins, David Noonan, Rich
Redman, Bruce R. Cordell, 
John D. Rateliff, Thomas 
Reid,
James Wyatt, based on 
original material by E. Gary 
Gygax
and Dave Arneson.
Modern System Reference 
Document © 2002–2004,
Wizards of the Coast, Inc.; 
Authors Bill Slavicsek, Jeff
Grubb, Rich Redman, 

Charles Ryan, Eric Cagle, 
David
Noonan, Stan!, Christopher 
Perkins, Rodney Thompson,
and JD Wiker, based on 
material by Jonathan Tweet, 
Monte
Cook, Skip Williams, 
Richard Baker, Peter 
Adkison, Bruce
R. Cordell, John Tynes, Andy
Collins, and JD Wiker.
Castles & Crusades: Players 
Handbook, © 2004, Troll 
Lord
Games; Authors Davis 
Chenault and Mac Golden.
Castles & Crusades: 
Monsters Product Support, ©
2005,
Troll Lord Games.
Basic Fantasy Role-Playing 
Game © 2006–2008 Chris
Gonnerman.
New Spells: A Basic Fantasy 
Supplement © 2007 Chris
Gonnerman, Ola Berg, 
Angelo Bertolli, Jeff Querner,
Everett Bradshaw, Emiliano 
Marchetti, Ethan Moore, Jim
Bobb, and Scott Abraham.
OSRIC™ © 2006, Stuart 
Marshall, adapting material
prepared by Matthew J. 
Finch, based upon the System
Reference Document, and 
inspired by the works of E. 
Gary
Gygax, Dave Arneson, and 
many others.
Swords & Wizardry Core 
Rules, © 2008, Matthew J. 
Finch.
Eldritch Weirdness, Book 
One, © 2008, Matthew J. 
Finch.
Darwin’s World © 2002, 
RPGObjects; Authors 
Dominic
Covey and Chris Davis.
Mutant Future™ © 2008, 
Daniel Proctor and Ryan 
Denison.
Authors Daniel Proctor and 
Ryan Denison.
Advanced Edition 
Companion, © 2009–2010, 
Daniel
Proctor. Author Daniel 
Proctor.
Lamentations of the Flame 
Princess: Weird Fantasy 
Role-
Playing Deluxe Edition, © 
2010, LotFP. Author James

Edward Raggi IV.
First Level Magic-User 
Spells Grindhouse Edition 
Spell
Contest: Bookspeak, © 2011 
Daniel Smith.
First Level Magic-User 
Spells Grindhouse Edition 
Spell
Contest: Howl of the Moon, 
© 2011 Joel Rojas).
Lamentations of the Flame 
Princess: Weird Fantasy 
Role-
Playing Grindhouse Edition, 
© 2011, LotFP, Author James
Edward Raggi IV.
Lamentations of the Flame 
Princess: Weird Fantasy 
Role-
Playing Player Core Book: 
Rules & Magic © 2013 
LotFP,
author James Edward Raggi 
IV.
Cave Cricket from the Tome 
of Horrors, © 2002,
Necromancer Games, Inc.; 
Authors Scott Greene and 
Clark
Peterson, based on original 
material by Gary Gygax.
Crab, Monstrous from the 
Tome of Horrors, © 2002,
Necromancer Games, Inc.; 
Author Scott Greene, based 
on
original material by Gary 
Gygax.
Fly, Giant from the Tome of 
Horrors, © 2002, 
Necromancer
Games, Inc.; Author Scott 
Greene, based on original
material by Gary Gygax.
Golem, Wood from the Tome 
of Horrors, © 2002,
Necromancer Games, Inc.; 
Authors Scott Greene and
Patrick Lawinger.
Kamadan from the Tome of 
Horrors, © 2002, 
Necromancer
Games, Inc.; Author Scott 
Greene, based on original
material by Nick Louth.
Rot Grub from the Tome of 

Horrors, © 2002, 
Necromancer
Games, Inc.; Authors Scott 
Greene and Clark Peterson,
based on original material by 
Gary Gygax.
Labyrinth Lord™ © 2007–
2009, Daniel Proctor. Author
Daniel Proctor.
B/X Essentials: Core Rules ©
2017 Gavin Norman. Author
Gavin Norman.
B/X Essentials: Classes and 
Equipment © 2017 Gavin
Norman. Author Gavin 
Norman.
B/X Essentials: Cleric and 
Magic-User Spells © 2017 
Gavin
Norman. Author Gavin 
Norman.
B/X Essentials: Monsters © 
2018 Gavin Norman. Author
Gavin Norman.
B/X Essentials: Adventures 
and Treasures © 2018 Gavin
Norman. Author Gavin 
Norman.
Old-School Essentials Core 
Rules © 2018 Gavin 
Norman.
Author Gavin Norman.
Old-School Essentials Classic
Fantasy: Genre Rules © 2018
Gavin Norman. Author Gavin
Norman.
Old-School Essentials Classic
Fantasy: Cleric and Magic-
User Spells © 2018 Gavin 
Norman. Author Gavin 
Norman.
Old-School Essentials Classic
Fantasy: Monsters © 2018
Gavin Norman. Author Gavin
Norman.
Old-School Essentials Classic
Fantasy: Treaures © 2018
Gavin Norman. Author Gavin
Norman.
Old-School Essentials Classic
Fantasy: Rules Tome © 2019
Gavin Norman. Author Gavin
Norman.
Wavestone Keep © 2022 
Kevin Conyers. Author Kevin
Conyers.
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