Interactive Mini-adventure
Brebenward Below

Adventure Summary

A landslide near town has unearthed the entrance to a man-made structure of unknown importance.  Due to the age of the structure, those with technical expertise are asked to investigate and stabilize the site.

Members of the Art Auszugen and rogues should be recruited for this project due to their special skills.


The Hook

A notice needs to be posted in an obvious place for PCs to see.  Only those actually answering the poster will be taken on this mini (pro-active RP is thus rewarded).

A minor functionary will answer the request for more information:

So, you’re interested in the complex that’s been discovered?  If you and your team are up to the task; which I foresee as being easy, but don’t be complacent.  You can borrow mining equipment if you wish. 


The functionary will not offer any more up-front expenses than this.  It is a simple info seek job.  He has a map and is quite willing to supply a copy of it to any players.
The Adventure

Following the map you are given, within half a day you find a large landslide down the side of a mountain.  An obvious opening can be seen towards the bottom of the landslide, partially obscured by rubble.
Clearing the rubble away takes an hour or so of manual labor.
Remember to check what the PCs are using for light at all times, as there is no natural lighting.
The Tunnel Down (EL 1 / 2 / 4 / 4)

After clearing away the rubble, you see a flight of 5 foot wide stairs leading down.  Every 10 steps, there appears to be a 10 foot long landing.  The staircase disappears deep into the mountain.
The 3rd landing and the 7th landings are both trapped with a double trap: Razorwire across the hallway coupled with a block trap (check APL).  The stairs continue and eventually lead down for 15 flights.
The first PC to step off the landing is attacked by the Razor wire, with the blocks attacking anyone on the landing.

Reminder: those without Uncanny Dodge are denied their dex bonus when a trap is triggered.

Also, only two rogues can work together on one trap due to the congested work area (allow creative work-arounds).
All APLs:

Razor-Wire across Hallway: CR1; mechanical trigger, no reset; Attack +10 melee (2d6, wire); multiple targets (first target in two adjacent 5’ squares); Search (DC22); Disable Device (DC15).
Additional APL4:
Swinging Block Trap: CR1; mechanical; touch trigger; repair reset; Attack +5 melee (4d6, stone block); multiple targets (all targets on the 10’ landing); Search/Disable Device (DC20).
Additional APL6-8:
Stone Blocks from Ceiling: CR3; mechanical; location trigger; repair reset; Attack +10 melee (4d6, stone blocks); Search (DC25); Disable Device (DC20).
Pentagon Room
The stairs finally end into a 5-sided room, with four other doors visible.
Each door is marked with alchemical symbols.
Alchemy DC10 or Knowledge (Arcana) DC20 show them to be the four elements (from left to right: Earth, Air, Fire, Water).

All the iron doors are locked (Open Lock DC23 + APL, Break DC28).
The Earth Door (EL 1)

As they open the door, a large vial of acid will fall:

Falling Acid Vial: CR1; mechanical; location trigger; manual reset; Attack +5 melee touch (2d6, acid, 5’ radius splash for 2 points); Search (DC15); Disable Device (DC10).
If they have disabled the trap; they get two vials of acid (worth 20gp total).

This room is empty, except writing scrawled upon the far wall in a brown substance and a rusted helm lying in the corner.  
The writing is written in Ancient Baklunish and reads “This helm once belonged to Kha’Khan Paynari, hero of Ulaa.  Once the mightest of paladins, he was brought low to serve evil.  Touch not his helm.”

Even those who can read common can make out some words due to this being the basis of the common language “… Paynari … Ulaa … holy warrior … touch …”

Bardic Knowledge (DC25): Kha’Khan Paynari was a paladin of Ulaa around 100 CY.  Known for his great valour in battle, he mysteriously turned upon his deity and became a Blackguard of Erythnul, god of Slaughter.  History does not record why this happened.
The helm detects as magical (Divination) and is a “Helm of Opposite Alignment” (DMG pg 234).  If someone puts it on (thinking it’s a Helm of Comprehend and Reading Languages) and succumbs, (Will negates, DC15), immediately notify the Interactive Co-ordinator.

The Air Door
As you open this door; you see a table with 6 large sticks and a waxed leather bag of sweet smelling red powder lying beside it.
There is no trap; merely six Smokesticks and a bag of Saffron (2.5 lb). 

Treasure:

APL2-8: Loot: 10gp
Coin:  10gp 
Magic: n/a
The Fire Door
This door opens upon a long, rough hewn passage leading up.  
After being paranoid:

After following the passage for what seems like an eternity; you notice a glow shining through a crack in the wall ahead.

Looking through the crack, you can see a glistening white talon the size of a large dog.  From this position, you can also see the talon is attached to dull red scales, each the size of a shield.  Lying under the talon is a bed of glistening gold, interspaced with what appear to be diamonds, rubies and emerald with the occasional jewelled ring or other object.
If the PCs are smart, they will leave the VERY OLD RED DRAGON alone.  If any lower than normal intelligence casters attempt to use Mage Hand or similar spells to garner the loot, it will encounter a Permanent Antimagic Field and wink out of existence.  Vermillion wants to be left alone to slumber and has done this so her family can’t find her while having a well deserved sleep.
The passage continues another 200 feet before ending in a pile of rubble, completely filling the passage.

The passage beyond this point actually leads into the lair, but has been totally collapsed by it’s owner.  The PCs will need to return to the main chamber at this point.
The Water Door (EL 4 / 5 / 7 / 9)
The door itself is not trapped, but Search (DC40) will reveal a groove in the stone to possible hold a stone block.

Entering the 20 ft x 20 ft room, you can see a large chest on the floor bound in rusted iron. There is a deep musty smell permeating the area and the stone walls are stained in several places.
Search DC25 of the walls will reveal holes at the bottom of the walls and a large stone plug in the ceiling.

The trap itself is related to the chest.  Any change by more that 5 lbs in the chest triggers a counterbalance underneath the chest that firstly drops a stone slab into the doorway (Ref DC15 negates; 6d6 stone block) and releases several tons of water into the room through the plug in the ceiling (which collapses); as well as other denizens at higher APLs.

Opening the Stone Door requires a Break DC28 or destroying it (Hardness 8, 60 hp)

Water-Filled Room: CR4; mechanical; location trigger (weight of chest); automatic reset; multiple targets (all targets within a 20 ft by 20 ft room); never-miss; onset-delay (5 rounds); water (Drowning rules, DMG pg 85); Search (DC20); Disable Device (DC25).
Additionally, a Water Elemental is dropped into the room with the water.  PCs can hold their breath, but they will have trouble breaking
APL2: Small Water Elemental; 11 hp; MM pg 84.

APL4: Medium Water Elemental; 30 hp; MM pg 84.
APL6: Large Water Elemental; 68 hp; MM pg 84.
APL8: Huge Water Elemental; 152 hp; MM pg 84.

Underwater combat notes:  Unless they have a “Free Action” effect, all movement requires a Swim Check (DC15 + 1 for each additional round), PCs are denied their Dex and all damage from Slashing and Bludgeoning weapons are halved.

Oh, and the chest does contain treasure; bars of silver (12 lb / 72 lb / 132 lb / 252 lb)
Treasure:

APL2: Loot: 0 gp
Coin: 10 gp

APL4: Loot: 0 gp
Coin: 60 gp
APL6: Loot: 0 gp
Coin: 110 gp

APL8: Loot: 0 gp
Coin: 210 gp
Conclusion
Paraphrase as necessary depending on the information they discover.

Reporting back to the functionary, 
“Well done.  We shall have to be very careful not to wake that dragon.  It may be a problem in the future, so we shall advise the Auszug and make contingency plans to evacuate the village if there are any problems.”

Treasure:
All APLs: Loot: 0 gp, Coin: 20 gp.

	APL
	EL
	GP per PC

	2
	6
	50

	4
	8
	100

	6
	12
	150

	8
	14
	250


Posted to the Notice board in Brebenward:
Delvers Wanted.
Due to a recent landslide near to town, an underground complex of unknown size has been discovered by trappers.  
Skilled tradesmen in exploration and archeology are required to assess the site and make it safe for further examination.

Rewards commensurate with the information gathered.

Apply at the Town Hall.

