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L
air of the Cyclops is a Fifth Edition
adventure for three to six players of
4th to 6th level, optimized for a party
of four 5th-level characters. A
menacing cyclops has beenmurdering
and waylaying travelers in the area,

and locals suspect that its lair must be somewhere
nearby. Are the adventurers brave enough to confront
the cyclops, and what secrets will they find in its lair?
This adventure takes place in theMuhar desert in the
Freelands campaign setting, but is flexible enough to
be placed in any campaign environment with room for
a large cave where a cyclops could dwell.

BACKGROUND
The tribe of cyclopes known as the Awakened that
oncemade the sands of theMuhar desert their domain
have long since withered away. After neglecting the
gods for too long, the Awakened finally paid the price,
and now their walls, keeps, and castles that once stood
proudly over the dunes have been reduced to their
foundations. Though asmany as seven hundred
cyclopes once filled the desert, now only a handful of
the brutes remain, struggling to carve out ameager
survival for themselves against the territorial
expansion of themortal races. One of these last
remaining cyclopes is Steropes, a god-fearing giant
who recently stumbled onto the ruins of an ancient
castle of the Awakened.When he descended into its
depths, Steropesmet Polyphemus, themad ghost of
an old cyclops hell-bent on carrying out a fruitless
ritual to win back the gods' favor. Polyphemus has
convinced Steropes that hemust gather asmany

victims as he can, ritually sacrifice them, and then
arrange their bones in amacabre display in worship to
the divines. Polyphemus believes that if the bone
sculpture can bemade impressive enough, the gods
will allow him and Steropes to enjoy an afterlife in
paradise.

ADVENTUREHOOKS

There are numerous reasons the adventurers may be
interested in investigating the lair of the cyclops. A
few of these reasons are outlined below:

AChance Encounter.While traveling through the
desert, the characters notice the ruined foundations of
a large castle. Within the ruins is a crypt entrance
decorated with numerous bones, includingmany
humanoid skulls. The characters decide to investigate,
reasoning that the cave is likely to be home to a vicious
creature.

An Enticing Bounty.A local lord has placed a
bounty on the head of the cyclops that has clearly
becomemore aggressive as it expands its territory. Its
killings can continue no longer—500 gp has been
offered to anyone who can provide the lord with proof
of the cyclops' death.

ALivingHostage.Amerchant caravan was
attacked by the cyclops a few days ago. Somemembers
of the caravan were immediately slaughtered by the
creature, and others escaped. Surviving caravan
members witnessed the cyclops carrying away a living
member of the caravan. They hope that shemight still
be alive and are pleading for anyone to help with her
rescue.

LAIR OF THE CYCLOPS
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APPROACHING THE LAIR
The entrance to Steropes' lair is partially hidden by the
ruined castle foundations that surround it. The
foundations are scattered and hold nothing of value,
having been picked clean by looters and scavengers
long ago.When the characters investigate the ruins,
they'll be able to spot the lair entrance relatively
quickly.When they do, read aloud:

A large stone staircase that descends into the earth is
marked by a wooden totem that stands eight feet high.
The totem is decorated with humanoid bones, including
several skulls arranged in close formation at the top of the
totem. The stairs descend several dozen feet into
darkness.

The totemwas built by Steropes to serve as a warning
for potential intruders. A DC 12Wisdom (Medicine)
check of the remains tied to the totem confirmsmany
of them as human, though some elf, orc, and dwarf
remains are included as well.

GENERAL FEATURES
Steropes' lairs inside the catacombs of an ancient
Awakened cyclopes castle that has long ago crumbled
to ruin. It is a mixture of original chambers and new
additions constructed by Steropes. He has repurposed
some existing rooms to serve as living quarters where
necessary. Unless otherwise stated, its features are
described as follows:

Ceilings,Walls, and Floors. The caverns are
constructed of hewn limestone within the
surrounding rock. Ceilings are 20 feet high. Much of
the walls hold crypts where ancient Awakened
cyclopes were buried. Any opened crypts reveal the
corpses inside that are now dusty and skeletal.

Doors.Doors aremade from the same limestone
and are unlocked. They are heavy, but can be pushed
open with an ability check. They have AC 17 and 27 hit
points, and are immune to poison and psychic
damage.

Light. The caverns are well-lit by torchesmounted
onwooden stakes throughout.

Cyclope Size.Most of themundane objects within
the lair are sized appropriately for a cyclops, making
them approximately twice the size as their human or
similarly-sized equivalents.

Underground River.An underground river
meanders through parts of the lair. The river is 4 feet
deep, approximately 10 feet wide, and its water is
fresh; suitable for drinking.

1. LIVESTOCK

The stairs descend into a spacious chamber, the walls of
which are lined with large crypts. A crude, 4-foot-high
wooden fence creates a pen in the east side of the room. A
half-dozen black goats mill about inside the pen, bleating
intermittently. A passageway extends to the south.

Steropes keeps his goats inside this pen when they are
not grazing on the surface. The fence containing them
features a simple wooden latch on its exterior. If the
fence is opened, the goats mill about aimlessly; some
wander up the stairs to the surface, others remain in
the room, and somewander deeper into the caverns.

2. LIVINGQUARTERS

A cooking fire, a pile of animal hides, and scattered stone
tools fill this chamber. A large machete and a partially
dismembered animal carcass lie atop a stone slab near the
south wall. The ceiling is carved to depict the head of a
cyclops with multiple spikes jutting out from its scalp. A
passageway extends to the east.

Steropesmilks and butchers his goats in this room,
which also serves as his sleeping quarters. Old crypts
line the walls. The cooking fire is unlit, though its coals
are warm.

3. RITUAL BURIAL CHAMBER

The skeletal remains of two cyclopes are laid to rest in a
shallow pit in the middle of this chamber. Their bones are
surrounded by decorated beads and other small carved
objects. The walls of this chamber are lined with crypts. A
single large eye is carved into the ceiling, looking down
upon the grave.



4



5

The pit is only five feet deep. The remains inside are
nestled against each other as if in embrace. In life,
their status in the Awakened tribe granted them an
open, ritual burial. The beads and carvings in the pit
are of moderately impressive craftsmanship but are
otherwise of little value. Steropes dares not disturb the
site.

4. REFUSE PIT

The smell of waste in this chamber is near overpowering. A
large pile of fecal matter, discarded carcasses, and viscera
fills the middle of the room.

Encounter: Otyugh.An otyugh (with 150 hit
points) lurks in this chamber, happy to consume the
waste created by Steropes. The otyugh is friendly with
the cyclops, and recognizes the characters as intruders
that may eventually threaten its food source. It
emerges from the waste pile and attacks any creatures
that comewithin 30 feet of it, using its telepathic
ability to utter garbled threats.

5. HOLDING CAGES

Two wooden cages lie near the west wall of this chamber.
One is open and empty, the other holds a female dwarf
dressed in merchant's finery. A collection of coins,
weapons, and other assorted personal items is piled on the
ground against the east wall. Passageways extend to the
east and south.

Dedrola Oakbane. The dwarf inside the cage is
Dedrola Oakbane (LN female dwarf commoner), a
travelingmerchant whowas ambushed by Steropes
while traveling along a nearby road. Dedrola is a
headstrong, fast-talking individual with thick red hair
and bright yellow eyes. She is shaken up, but
ultimately unharmed. She can tell the characters that
her caravan was attacked, and aftermost of her guards
were slaughtered, she and one of her companions were
dragged back to the lair. Her companion was killed
yesterday after the two of them had been in the cages
for nearly a week. The cage containing Dedrola locks
with a heavy timber piece that is easy to open from the
outside, but near impossible from the inside.

Treasure: Collected Items. The small pile of coins,
weapons, and other assorted items once belonged to
themany travelers that Steropes has killed over the
past weeks andmonths. Their clothing he feeds to the
otyugh (area 4), but their other belongings he piles
here, uncertain of what to do with them, but keeping
them in case any of them come in handy later on. The
pile includesmultiple mundane weapons, 67 cp, 71 sp,
139 gp, eight assorted gemstones worth 25 gp each,
and a +1 warhammer.

6. SACRIFICE CHAMBER

A large, blood-spattered boulder rests in the middle of this
room, the floor of which slopes slightly to the south. Skull
fragments litter the ground. A small stream runs around
the perimeter of the chamber to form a U-shape. A stone
bridge extends over the steam to the west. A passageway
beyond the river extends to the east.

Steropesmurders his victims by placing their heads
into a narrow groove on the surface of the boulder and
then smashing their skulls in from behind using his
morningstar. The resulting blood runs across the floor
and into the stream to the south.

7. AWAKENED STATUES

The west wall of this chamber is lined with crypts. A bas
relief on the east wall depicts two cyclopes sitting on
thrones overlooking a packed court. A stream flows north-
south across the north passage to the chamber. In the
middle of the room are two life-sized cyclopes statues
whose hands extend upwards to the ceiling, as if they are
holding it up. Large gems are set into their eye sockets; a
ruby in one and a sapphire in the other.

Cyclopes Statues. These statues not only serve as
decorative tributes to the dead but also as supporting
columns for the ceiling. The gems set into their eyes
are worth 100 gp each, though age and weathering
have reduced their structural stability. Each gem can
be removed with a DC 15 Dexterity check using
thieves' tools, though failing this check by 5 ormore
damages the statue and causes it to crumble, leading to
a larger ceiling collapse. Creatures within 40 feet of the
statue when it crumbles must make a DC 16 Dexterity
saving throw, taking 22 (4d10) bludgeoning damage
on a failed save, or half that amount on a successful
one. If both statues collapse, the chamber becomes
completely buried in rubble and characters will have
to dig their way out, whichmay take upwards of 1d8
hours depending on the tools they have available.

8. BONE SHRINE

Roughly-cut wooden stairs climb a dozen feet toward an
upper chamber. At its far end, atop a raised dais, is a
gnarled and twisted sculpture of bones, twine, and
dehydrated entrails that vaguely resemble a dead tree.
Pieces of a smashed statue litter the ground. An empty
stone brazier rests on clawed legs in the middle of the
room.
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Encounter: Steropes and Polyphemus. Steropes (see
stat block) spendsmuch of his time here working to
perfect the bone sculpture in this chamber. He is
encouraged by the words of Polyphemus (the ghost of
an Awakened cyclops), who has convinced Steropes
that hemust build and improve the sculpture as an
offering to win back the favor of the gods, who
Polyphemus believes have damned their kind to
eternal purgatory. Polyphemus is unhinged, and the
precise rules regarding sacrifice and sculpture he has
set out for Steropes have no sound basis and are
ultimately fruitless. Steropes questions Polyphemus
despite following his orders. The two often argue.
Depending on the actions the characters take, they
may have an opportunity to discuss the situation with
Steropes. A DC 20 Charisma (Persuasion) check is
necessary to convince Steropes to turn against the
ghost of Polyphemus. Otherwise, Steropes and
Polyphemus attack. Cornered, they fight until
destroyed.

AFTERMATH
If the characters rescued Dedrola, she is happy to have
them accompany her back to the nearest settlement,
where she says she can provide them a reward once
she reconnects with the othermembers of her
company. If the players pursue this option, Dedrola
eventually provides the characters with 200 gp. If the
characters have other plans, Dedrola is confident she
can find her ownway back to safety. If the characters
managed to convince Steropes to turn against
Polyphemus, the cyclops no longer has strong reasons
to abduct andmurder random travelers. He is happy
enough to subsist off his goats without causing further
trouble. If the characters were given a bounty to slay
the cyclops, they'll need to bring back the head or
another body part to prove its demise to receive their
payment.Word of a compromise will not be sufficient
for the local lord.
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OPEN GAMING LICENSE

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 forms 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 graphics, 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,
royaltyfree, 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.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless
You have 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 1.0a Copyright 2000,
Wizards of the Coast, Inc. System Reference Document 5.0
Copyright 2016, Wizards of the Coast, Inc.; Authors Mike Mearls,
Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee,
James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims,
and Steve Townshend, based on original material by E. Gary
Gygax and Dave Arneson.

Product Identity: The following items are hereby identified a
Product Identity, as defined in the Open Game License version
1.0a, Section 1(e), and are not Open Content: All trademarks,
registered trademarks, proper names (characters, place names,
new deities, etc.), dialog, plots, story elements, locations,
characters, artwork, graphics, sidebars, and trade dress.
(Elements that have previously been designated as Open Game
Content are not included in this declaration).

Open Game Content: The Open content in this book includes the
monster names, description, monster statistics, and monster
abilities. No other portion of this work may be reproduced in any
form without permission.
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