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Scroll of Delving #008

Moraltongue DungeonMoraltongue Dungeon In the suffocating halls hidden beneath her

estate, Lady Moraltongue held and tortured

anyone she suspected of having information

that could help advance her political career.

1. Secret Stairs1. Secret Stairs

{Broken Finger Lever} The dungeon's door

reveals itself after the ring finger of a

nearby statue is cranked backwards which

acts as a secret lever.

{Trapped}  A steel-jaw trap is concealed

under a false step. Its custom design

makes failed attempts to escape agonizing.
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+

2. Holding Cells2. Holding Cells

{Cells} Lady Moraltongue would keep her

prisoners in these 6 small cages set into

the walls. Rust has destroyed 4 of locks.

{Etchings} Prisoners have scratched, "I

don't know anything," and similar phrases

into the stone. One reads, "The lucky ones

go right. The unfortunate ones left." in

reference to the secret door to area 5.

{Skeletons} Several prisoners never

escaped these cells, and their skeletons

attack intruders with rusty shivs.
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4. Torture Laboratory4. Torture Laboratory

{Cruel Tools} Stubborn or ignorant

prisoners were brought here and tortured

until they shared something of value.

{Haunted} The ghost of a nobleman's tailor

who was tortured for weeks on end just to

try and learn what type of wine the

nobleman preferred lingers in this room.

+

+

5. Confessional Crematorium5. Confessional Crematorium

{Secret Door} Prisoners knew passing

through this false wall meant they were

close to being put out of their misery.

{Crematorium} Once Lady Moraltongue got

everything she could out of a prisoner,

they were brought here and burned alive.

{Urns} Lady Moraltongue kept the ashes of

each of her victims in named urns as sick

trophies. The shelves of this chamber are

filled with several dozen of these urns.

+
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+3. Interrogation Hall3. Interrogation Hall

{Disarming} Lady Moraltongue brought

prisoners into this lavishly furnished

+

room to offer them a drink and a chance to

willingly share what they knew.

{Chairs} The room's 2 largest chairs are

animated and used their metal armrests to

restrain uncooperative prisoners.
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