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Perrenland Interactive:

A Few Flowers More

Synopsis

Ophelia is in love with Relagar Roodberg.  She has arranged a secret tryst with her lover on this night.  However, Relagar doesn’t care for her, and actually wishes to sacrifice her to Nerull to power his magics.

Initial Encounter (Walk-up)

There is a scream.  A woman runs down the street chased by undead and pleads with the heroes to save her.  They have one minute to decide to fight or run before they reach combat range and things move to the table.
Ophelia ???; Brd2; 9 hp. Knowledge (Nature) +8.

Include the hook that gets PC’s to the next stage, and the limit on the number of PC’s to be allowed.

At the Table

It seemed a pleasant enough evening.  A stroll down the street from your boarding house to the pub.  Why did you have to get involved in a local affair?  Because you’re heroes, and heroes always try to help.

A girl screaming down the street requires saving from the undead.  Now if you can just get her name…
Allow for PC interactions, introductions and whatnot if they have not yet occurred. Do not take too long.

Ophelia went around to visit Relagar, as she is trying to marry him.  Unfortunately for her, she interrupted him in the middle of his prayers in the back garden… to Nerull the Black.  As a consequence, he called his undead minions to grab her and bring her back for him to silence her permanently (and add to his collection of followers.

If asked, there was an alter in his back shed where he was interrupted.

If the PCs ask her about Russell, she brushes it off “he boasts of his conquests, I was not planning to become another”

If someone has Track feat, they can follow the trail back to Relagar’s house (Wilderness Lore DC 18).  If not, Ophelia can give directions; she doesn’t want to go back, however.

The Walking Dead (EL 1 / 3 / 5 / 8).

APL2: 4 Medium Skeletons, hp 6 (MM pg 165)
APL4: 5 Medium Zombies, hp 16 (MM pg 191)
APL6: 2 Ghasts, hp 30 (MM pg 97)
APL8: Bodak, hp 58 (MM pg 27)
Their priority is: Capture the Girl, Kill any Cleric, Kill nearest.

For Turning purposes, the Skeletons & Zombies have been Bolstered to 5 HD creatures, with 2 rounds of bolstering left before it wears off.

Bringing Down the House (EL 0 / 2 / 2 / 2)
Relagar’s house is a large, single story affair, with plaster stucco and no lights visible from the front.

Going around the rear of the house, you see a large flowergarden.  Several beds have been ripped up, as if creatures have risen from the ground and a single glimmer of light can be seen shining through the cracks in a shed at the bottom of the garden.
At APL4/6/8, the door to the shed is trapped, and will trigger upon opening.
Fusillade of Darts (poisoned): CR 2; mechanical; location trigger, manual reset; Attack +10 ranged (1d4+1 + poison, dart); multiple targets (fires 1d4 darts at each target within 10’ of the door); poison (Blue Whinnis, Fortitude save [DC14] negates, 1 Con/Unconsciousness); Search (DC14); Disable Device (DC20).  Market Price 620 gp.
The inside of the shed is empty, except for the stale smell of blood and magical markings upon the floor.  The markings are flanked by several candles, about half burnt.

Knowledge (Religion) DC15 shows the markings to be markings to Nerull.

Knowledge (Arcana) DC20 also reveals it could potentially be used for summoning or creating undead.
Child of Nerull (EL 5)

As soon as the shed is opened, Relagar will open the back door of the house to investige.  His first action (during the surprise round) is to cast his domain spell Invisibility.
Spot Check (DC25) will notice him open the door and cast his spell.

Looking around, you notice the back door to the house is now open and the sound of bootfalls upon the steps.
The encounter now plays out as a combat, with an invisible Relagar taking out any obvious clerics or arcane casters first.
Relagar Roodberg: Male Human Clr5; Medium Humanoid ; HD 5d8-5 (Cleric); hp 19; Init +0; Spd 20; AC 16; Atk +5 base melee, +3 base ranged; +6 (2d4+3, Scythe, Masterwork); AL N; SV Fort +3, Ref +1, Will +7; STR 14, DEX 10, CON 8, INT 13, WIS 16, CHA 12.

Possessions:

Weapons: Scythe, Masterwork.

Armor: Banded mail, Masterwork.

Skills: 

Concentration+7, Heal+10, Knowledge (arcana)+5, Knowledge (religion)+5, Listen+5, Scry+2, Spellcraft+9, Spot+5. 

Feats: 

Alertness, Martial Weapon Proficiency: Scythe, Spell Focus: Necromancy.

Spells Prepared (Clr 5/4/3/2): ; 1st - Bless, Cause Fear (d), Cure Light Wounds, Divine Favor, Magic Weapon; 2nd - Cure Moderate Wounds, Enthrall, Hold Person, Invisibility (d); 3rd - Animate Dead (d), Contagion, Dispel Magic.
APL4 adds: Potion of Cure Moderate Wounds.

APL6 adds: Potion of CMW and Potion of Bull’s Strength.
APL8 adds: Pearl of Power (1st)

Treasure:

APL2
Loot: 100 gp; Coin: 0 gp; Magic: 0 gp

APL4
Loot: 100 gp; Coin: 0 gp; Magic: 50 gp
APL6
Loot: 100 gp; Coin: 0 gp; Magic: 100 gp
APL8
Loot: 100 gp; Coin: 0 gp; Magic: 200 gp
Remember, if the Potions are used up, deduct 50 gp from each PCs share of the Magic.

Standing over Relagar’s body, you have to wonder; is this the end?  Or only the beginning?.

Max XP/GP chart per TU for Mini-scenarios.
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