
Push Comes to Shove
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T The characters find themselves in a 
sewer system at the bottom of a series of 
scaffolds. Normally, escaping up these 
rickey catwalks would be easy, but there 

After the third round, it will be at the lip of the 
third rung (10x10 on the map). The entire room 
will be flooded if the characters cannot escape by 
the end of the fourth round.

Each rung of the catwalk is patrolled by 2 
suits of Animated Armor (4 in total).

For lower level characters using 
conventional means, the animated armor’s high HP 
and armor class would be more than able to block 
the character’s progress. This encounter is designed 
to encourage players to consider solutions beyond 
standard combat. Potential ways to navigate this 
situation are:

The Shove Action: Using the Attack action, you 
can make a special melee attack to shove a 
creature, either to knock it prone or push it away 
from you. If you’re able to make multiple attacks 
with the Attack action, this attack replaces one of 
them.

The target must be no more than one size 
larger than you and must be within your reach. 
Instead of making an attack roll, you make a 
Strength (Athletics) check contested by the 
target’s Strength (Athletics) or Dexterity 
(Acrobatics) check (the target chooses the ability 
to use). You succeed automatically if the target is 
incapacitated. If you succeed, you either knock the 
target prone or push it 5 feet away from you.

Successfully shoving the animated armor 
will send them plummeting helplessly into the acid 
below.

Forced Movement Spells: Spells such as 
Thunderwave or Gust of Wind are effective 
low-level options to get the suits of animated 
armor out of the way.

are several complications at play. First, constructs 
stand guard over each tier, and second, a 
dangerous liquid is flooding the area. The 
characters must find a way up before they are 
enveloped by the deadly fluid.

Entering the Sewer Chamber

A narrow stone walkway extends out  to a 20’ by 20’ 
platform. It is surrounded on all sides by a sloshing 
greenish body of liquid. e stinging, sulfurous aroma 
wa ing from it makes you confident that it isn’t 
merely dirty water, but something considerably more 
foul.

Metal ladders extend 10’ up to the first tier of a rickety 
wooden catwalk supported by weathered iron poles. 
You can see another level a further 10’ up.

Mismatched suits of rusted armor stand guard on the 
catwalks. You notice them aintly sway giving away 
the act that they have been magically animated.  

Development. As soon as the characters enter the 
20’ by 20’ area at the base of the room, have them 
roll initiative. The acidic liquid rises after all 
characters and enemies have gone. The level rises at 
a rate of 5’ per round. This is represented by a 10’ 
by 10’ area at the bottom being completely covered 
at the end of the first round. After the second 
round, the acid will have risen to the lip of the 
second rung (occupying a 6x6 square on the map). 
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Alternate Movement Spells: Misty Step can allow 
characters to avoid the Animated Armor 
altogether. The Jump spell could also allow players 
to leap to the next rung. However, it will be 
uncommon for many players to prepare Jump in 
advance. You may consider adding in scrolls or 
potions of Jump earlier in whatever adventure you 
incorporate this encounter into as ‘random’ drops. 
If one of the characters has been lucky enough to 
acquire a Ring of Jumping, this would be a great 
time to remind them they have it.

Escape. A set of watertight iron doors leads further 
into the dungeon this encounter is placed in. They 
are not locked, but must be closed behind the 
characters to prevent the foul liquid from 
spreading.

Foul Liquid

Any creature that begins its turn in the foul liquid 
takes 8 (3d4) poison damage.

Adjusting Difficulty

Harder. For parties with higher HP totals, the 
poison damage die can be increased from d4s to 
d6s or whatever you deem appropriate.

Easier. For a less deadly encounter, characters that 
begin their turn in the foul liquid acquire the 
poisoned condition rather than take damage. This 
condition lasts until they finish a long rest.
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Animated Armor
Medium construct , unaligned
Armor Class 18 (Natural Armor)
Hit Points 33 (6d8 + 6) 
Speed 25 ft.

STR    DEX    CON     INT    WIS    CHA
      14 (+2)  11 (+0)  13 (+1)     1 (-5)   3 (-4)    1 (-5)
Damage Immunities Poison, Psychic
Condition Immunities Blinded, Charmed, Deafened, Exhaustion, Frightened, Paralyzed, 
Petrified, Poisoned
Senses Blindsight 60 ft. (blind beyond this radius), Passive Perception 6
Languages -
Challenge 1 (200 XP)

Antimagic Susceptibility. The armor is incapacitated while in the area of an antimagic field. 
If targeted by dispel magic, the armor must succeed on a Constitution saving throw against 
the caster's spell save DC or fall unconscious for 1 minute.

False Appearance. While the armor remains motionless, it is indistinguishable from a normal 
suit of armor.

Actions
Multiattack. The armor makes two melee attacks.

Slam. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 5 (1d6 + 2) bludgeoning 
damage.


