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INTRODUCTION
This encounter acts as a precursor to the events 
of the Mythroll Armory Perplexing Puzzle Experi-
ence.  However, it can easily be added to any 
campaign in any setting, so that you may be able 
to test your party against a high level enemy with 
little risk to them.  Sections marked with        are 
specifically added for Puzzle owners.

RAZHA’S TEST
You walk through the ancient ruins of a place once 
revered and honored, but now only recognized as 
a landmark. A great battle once occurred here. 
The remains of a heroic statue lay crumbled on 
the ground. To the southwest of the statue, a small 
collection of four foot high walls can be seen; the 
remnants of a watchtower.  To the northeast, the 
remains of a garden can be seen.  

Searching the old garden reveals root vegetables 
that can be harvested for rations but nothing more. 
The old watchtower contains nothing as it decayed 
centuries ago.

While this place still holds echoes of that long lost 
victory, a deeper dread silence permeates the 
hearts of all those who enter now.

From the corner of your eye, you think you see a 
figure walking amidst the ruin. Upon inspection, 
nothing is there. 

A cacophonous thunderclap echoes through the 
open blue sky as a black swirl takes form high 
above the earth.  Deep within the spiral, a vast eye 
looks down upon you.

Within your minds, a voice rises from silence into a 
numbing explosion.  “CHOSEN!”

Then the eye closes and the spiral twists into 
nothingness, leaving a lone dark figure soaring 
through the sky towards you.  A huge charcoal 
black dragon descends.  Veins of glowing blue 
shine through cracks in its rocky flesh. Some-
thing writhes within its chest, briefly revealing a 
glow of purple as it passes across a cleft that splits 
the scales above the dragon’s sternum.  

Grass and plants wither and die as one foreclaw 

opens to receive the ground.  The other foreclaw 
settles and plants begin to grow and flourish below 
it. Massive wings fold against its back like great 
ashen shields.  Its barbed tail extends as the 
dragon stretches a wretched head forward to 
expel a gout of crackling blue flame.

“I shall test your mettle!”  The dragon bellows 
deeply.  “Give me a taste of your power!”

Roll for initiative!

RAZHA’S TEST
Razha’s intention is to test the mettle of your 
heroes.  He has no intention of killing them, and 
will strike to knock unconscious, not to put them 
into death saves.  This is up do you, as the DM.  
Feel free to add the threat of death if you wish.

Razha will reward your party if they are able to 
defeat him, but will receive very little if they are 
defeated themselves.  Victory is achieved by 
reducing Razha to 25% of his hitpoints or less.  If 
the party continues to attack him, he will attempt to 
leave without rewarding them.  If the party 
succeeds in killing him, they may loot one of each 
of the stones from his chest.

Victory:
Razha will raise a healing claw and the party will 
gain the benefit of a long rest.  He will then 
congratulate your party for their power and 
bravery.  Then he will open the maw in his chest 
and draw out a blue crystal for one of, or each of, 
the party members. The table on the other side 
displays the various crystal types and their effects.

Defeat:
Razha will raise a healing claw and the party will 
gain the benefit of a long rest.

Victory or Defeat:
Unless Razha flees, he hands an ornate 20 sided 
draconic die to the party.  The dragon tells the 
party to roll the die when they are ready to attempt 
this challenge again.  A roll between 15 and 20 will 
summon the dragon to combat the party again 
wherever the party may be.

The dragon flaps his wings, rising into the sky.  A 
dark spiral opens in the distance and the dragon  
disappears into it.
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Inspection of the broken statue reveals it to 
be an Elf.  In one hand of the Elf appears 

to be two keys joined together at the bow of the 
keys.  The inscription on the base reads 
“Liberator” in Elven.

A whisper is carried on the breeze.  “The 
sky will break, as it did before.”

He waves a claw, opening a portal to the 
land of Phelaneau, advising the party to go 

to the Lliandra Var Library.  A great challenge, 
and a great treasure awaits them.  Razha may 
offer the decoder base to the party.



RAZHA, ADULT GEODE DRAGON
Huge dragon, lawful neutral

Armor Class 21 (natural armor)
Hit Points 261 (18d12 + 144)
Speed 40 ft., burrow 50 ft., fly 80 ft.

Saving Throws Dex +8, Con +14, Wis +9
Skills Perception +15, Stealth +8
Damage Immunities lightning, fire
Senses blindsight 90 ft., darkvision 120 ft., passive 
Perception 25
Languages Common, Draconic
Challenge 18 (20,000 XP)

Legendary Resistance (3/Day). If the dragon fails a 
saving throw, it can choose to succeed instead.

Actions:
Multiattack. The dragon can use its Frightful Presence. It then makes three attacks: one with its bite and 
two with its claws.
Bite. Melee Weapon Attack: +12 to hit, reach 10 ft., one target. Hit: 18 (2d10 + 7) piercing damage plus 5 
(1d10) fire damage.
Necrotic Claw. Melee Weapon Attack: +12 to hit, reach 5 ft., one target. Hit: 14 (2d6 + 7) necrotic 
damage.
Barbed Tail. Melee Weapon Attack: +12 to hit, reach 15 ft., one target. Hit: 16 (2d8 + 7) piercing damage.
Frightful Presence. Each creature of the dragon's choice that is within 120 ft. of the dragon and aware of 
it must succeed on a DC 17 Wisdom saving throw or become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect ends for it, the creature is immune to the dragon's 
Frightful Presence for the next 24 hours.

Legendary Actions
The dragon 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. The dragon regains spent 
legendary actions at the start of its turn.

Healing Claw. The dragon plunges a claw into its chest and heals 51 (6d12 + 12) hitpoints.
Tail Attack. The dragon makes a tail attack.
Wing Attack (Costs 2 Actions). The dragon beats its wings. Each creature within 10 ft. of the dragon 
must succeed on a DC 20 Dexterity saving throw or take 14 (2d6 + 7) bludgeoning damage and be 
knocked prone. The dragon can then fly up to half its flying speed.

Fire Breath (Recharge 5–6). The dragon exhales blue fire in a 60-foot cone. Each creature in that area 
must make a DC 21 Dexterity saving throw, taking 63 (18d6) fire damage on a failed save, or half as much 
damage on a successful one.
Engulf: Once the dragon reaches 50% of its health, the chest will open to reveal a maw filled with blue 
crystal spikes. This allows the dragon to engulf its prey. The dragon engulfs a Large or smaller creature 
Grappled by it. The engulfed target is Blinded, and Restrained, and it must succeed on a DC 19 Constitu-
tion saving throw at the start of each of the dragon's turns or take 23 (3d10 + 6) piercing damage. If the 
dragon moves, the engulfed target moves with it. The dragon can have only one creature engulfed at a 
time.

Rewards:
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The Mythroll Armory Perplexing Puzzle Experience is a collection of physical puzzles, 
immersive soundscapes, and enticing narratives for tabletop games.

It is made for any skill level and any TTRPG. No matter the experience of the Game 
Master or player, the puzzles can be customized by difficulty, used individually as 
single-solution challenges, or intricately woven together to form a full campaign.

In order to create an immersive experience for Tabletop RPG players we've combined:

• 14-piece collection of physical puzzles including a 5-piece custom encoder/decoder
• 10-piece collection of printed resources including two mini-campaign and instruction 
booklets that let you customize the puzzles for your own campaigns
• A custom Syrinscape sound set with cues written into the book
• An expanding world that lets you re-use the puzzle, adding to their value
• That's 24 physical pieces plus sound sets to deliver an immersive experience!
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