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leases on Patreon. You can visit our Port-
folio Website to see more of my work.
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Please keep this supplement for personal use.
It cannot be used commercially.

Credit must be given to (Derek Ruiz, or Cartography by
Derek Ruiz) as the author, and a link to www.elventow-
er.com must be included if it is shared or redistributed.
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The Horne

About this Resource

This resource features the general description of

an island location where a minotaur king built a
fortress. It includes adventure ideas that are appro-
priate for high-level (Levels 11 to 15) adventuring
parties. Challenge Rating (CR) is calculated using a
party of four as the model. Stats for a minotaur king
are included too.

The DM is free to change or modify any or all
the information found here. NPC names and settle-
ment names are the first the DM should consider
changing to accommodate any homebrew world
lore. To modify the challenge rating of the adven-
ture, the DM must first consider the power level of
the party. Considering the PCs’ individual levels and
number of players is crucial to presenting a good
challenge. Not all parties are the same, different
playing styles and command of the system in the
party can increase or decrease their effectiveness
in encounters. The DM may adjust the encounters
slightly by adding or subtracting monsters. Alterna-
tively, controlling monsters with more intelligence
and strategy is often the easiest way to raise the
difficulty of an encounter.

When monsters are referenced, book name and
page numbers are noted in parenthesis. Be aware
that page numbers may vary depending on the book
print. If the DM can’t find a monster where noted,
it means it is a different book print. Page differ-
ences tend to be small so whatever is missing will
be reasonably close to the pages noted within the
adventure.

Backeround Lore

4| arun used to be a regular minotaur.
)| He was part of a big warring tribe

| of minotaurs in the Underdark. His
|| tribe, like many others, had very

{| few rules. The most important rule

1 in the Underdark is: Either you are
strong or you are dead. In the minotaur tribes, the
strongest always prevail and lead. Tarun was stron-

ger and bigger than the rest of his kin, but despised

because of the white coloration of his fur. Without
the others’ respect, Tarun was bound to fail.

One fateful day, he led the charge against an
army of trolls and ogres. The bloody battle lasted
for days, both sides sustained heavy loses, but none
dared quit. On the fifth day of battle, Tarun charged
and attacked his enemies once more. He felt a rage
stronger than he had ever felt anything else. The
fury ran through his veins to every part of his body,
fueling it. Like an overgrown river finally destroying
a dam. His axe fell on monsters, heads flew, blood
sprayed. Finally there was nothing around him alive.
He had even beheaded fellow minotaurs. All dead
things surrounded him. His friends and enemies
stopped fighting and looked at him with fear.

Two magical runes appeared in his arms. The
runic language was unknown to most minotaurs but
they knew these two runes. One of them meant fury,
and the other one meant Baphomet. Oral tradition
taught them that every so long, a minotaur was
chosen by Baphomet himself to lead their race to
higher heights. Other chosens of Baphomet were
the stuff of legends and epic stories. And there was
Tarun, a chosen of the Horned Demon Lord.

Minotaurs went home victorious that day. The
current leader was dead and all other members
of the tribe had no choice but to kneel before the
albino minotaur. News traveled fast and other
minotaurs came from other tribes to join his group.
Tarun unified many tribes into an army. For many
years Tarun’s deeds only affected those who live in
the Underdark. One day he acquired a crystal orb.
The orb’s magical powers allowed Tarun to open
a rift in the fabric of the space. The portals lead to
any place he wished in the material plane. He could
move his army almost instantly to his enemies’ door-
steps.

Traveling this way he found a remote island
surrounded by a high seawall. The island was the
perfect place to build his own fortress; away from
everything and easy to defend. His army of mino-
taurs worked day and night to build a great tower
for their king. But this was not enough, minotaurs
have an inexplicable attraction for mazes and laby-
rinths. The minotaurs emptied the quarry of green
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rock and built a gargantuan maze of pillars. Tarun’s
tower is surrounded by almost half a mile of pillars
in every direction.

Location Description

Tarun’s island is an elevated expanse of land in the
middle of the sea. The seawall surrounding the
island is almost sixty feet high all around except in
a single spot. There is a part of the seawall that fea-
tures a pass similar to a goat-trail (marked 1 on the
map), adventurers can climb to the top through this
pass unimpeded. There are guards on watch on top
of the pass, the adventurers will have to deal with
them. Characters wishing to climb the seawall in
any other location to avoid attracting attention will
have to approach by swimming. Boats tend to break
on the rocky surroundings of the island.
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1. Island Entrance
2. Natural Seawall

3. Barren Wasteland

4. Quarry

5. Labyrinth

6. Horned King Tower

Y

The open part of the island is a barren waste-
land. The only thing of notice here is the quarry.
The mineral qualities of the rocky island give rock
a green color. Minotaurs dug this quarry in spiral
shape, each passage and terrace deeper and deeper.
The materials for the pillar labyrinth came from the
quarry.

The pillar labyrinth is a dangerous place. Mi-
notaurs naturally find their way across it but other
races do not fair so well. The pillars are made of
smooth green rock. Their heights range from 30 to
50 feet.

Navigating the labyrinth is not easy. The mino-
taurs built it to confuse invaders. If the adventurers
enter the labyrinth, they must succeed a DC 16
Intelligence check three times to find their way to
the center of the labyrinth. A failed check means a
combat encounter occurs with minotaur soldiers.
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A successful DC 18 Strength (Athletics) check
lets a character climb a pillar. Using climbing gear
grants advantage on this check. Navigating the
labyrinth on top of the pillars is easier on the mind
but harder on the body, not all pillars are the same
height. A lot of jumping and climbing is necessary,
only the fittest would try this alternative. The aver-
age horizontal distance between each pillar is 15
feet.

Adventure Design

Tarun is a minotaur king with a great army. This
quest is appropriate for high level adventurers.
Since the scope of adventures such characters have
is big, the DM should not use this ideas for random
encounters. This is more suited as part of a longer
adventure arch.

Tarun has a magical orb that lets him cast a
Gate spell and teleport his army. This is really
dangerous. The minotaur army can come out of no-
where and storm a city from inside. Tarun can open
the portal inside a settlement, attack it, steal stuff
and get out in the same way. This poses a level of
threat that even big settlements will fear. Kings and
nobles will turn to strong heroes who have proven
their worth in the past.

The party has no way to fight this minotaur army
when they attack. Even if they are present when a
city is attacked, all they can do is contain some mi-
notaurs and defend a small part of the settlement.
Before they know, the minotaurs will have retreated
through a gate. Tarun can only be defeated in his
lair, and there are only two ways to get there. Either
the party slips through a portal as the minotaurs
retreat. Or they find the island and travel or tele-
port there. Finding the lair can be a whole quest on
itself, requiring investigation, bribing, torturing and
scrying.
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Tarun, The Horned King

Large monstrosity, chaotic evil

Armor Class 18 (natural armor)
HP 157 (15d12+60)
Speed 40 ft.

STR DEX CON INT WIS CHA
23 (+6) 12(+1) 18(+4) 10(+0) 16(+3) 12(+1)

Saving Throws Str +11, Con +9, Wis +8

Skills Athletics +8, Intimidation +6, Perception +7

Damage Resistance bludgeoning, piercing, and slashing that
is nonmagical

Condition Immunities rightened, stunned

Senses Darkvision 60 ft.,Passive Perception 17

Languages Abyssal

Challenge 12

Legendary Resistance (3/Day). If Tarun, The Horned King
fails a saving throw, he can choose to succeed instead.

Regeneration. Tarun, The Horned King regains 10 hit
points at the start of its turn if it has at least 1 hit point. If it
takes radiant damage, this trait doesn't function at the start of
its next turn.

Labyrinthine Recall. The minotaur can perfectly recall any
path it has traveled.

Chosen of Baphomet. As an action, Tarun, The Horned
King uters a mighty roar. Any other minotaur within 40 ft. is
enraged. Those minotaurs may move up to their speed and
make an attack. This ability cannot be used until dawn.

Reckless. At the start of its turn, the minotaur can gain
advantage on all melee weapon attack rolls it makes during
that turn, but attack rolls against it have advantage until the
start of its next turn.

Actions

Multiattack. Tarun, The Horned King makes two Greataxe
attacks and one Gore Attack.

Greataxe. Melee Weapon Attack: +11 to hit, reach 5 ft., one
target. Hit: 18 (2d10 + 7) slashing damage.

Gore. Melee Weapon Attack: +11 to hit, reach 5 ft ., one
target. Hit: 13 (2d6 + 6) piercing damage.

Legendary Actions

Tarun, The Horned King can take 3 legendary actions,
choosing from the options below. Only one legendary action
option can be used at a time and only at the end of another
creature’s turn. He regains spent legendary actions at the
start of his turn.

Forced Regeneration. Tarun, The Horned King roars and
regains 10 HP unless he took radiant damage that turn.

Greataxe Attack. Tarun, The Horned King makes a Greataxe
attack.

Chosen of Baphomet Costs 2 Actions). Tarun, The Horned
King uses his Chosen of Baphomet ability, even if it was
already spent this day.
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