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An ancient Flan City crushed during the height of the occluded empire is rediscovered deep in the Lortmils.  Trouble is brewing forth from the long abandoned sewers.  A Gran March Regional Interactive for characters of 1st through 12th level.

Seneshta

Garfonk strolled the dark interiors of Seneshta’s sewers, making notes in his book about the layout. His mind raced as he calculated exactly where his alchemical charges could do the most structural damage. The carnage from the battle had been given only the most marginal of cleanings, so the bodies of dead goblins and orcs still littered the halls, throwing ghastly shadows in the torchlight. 

Garfonk stopped in a room, its interiors stretching to make a square of thirty paces above and below. An open doorway leading into a hallway led into each direction of the  compass. Garfonk’s light reached the edge of the relatively low ceiling. The floor had a pit in the center. Garfonk peered down at the edge of the pit. 

"What's this," he thought to himself. "A channel of some sort? What does this do? Drainage? And what's that in the ceiling? Holes?  What are they for? Hmmm?"

Garfonk sat on the edge of the pit and peered down. He muttered a quick spell and looked into the pit again, seeing a grate covering an opening square in the center. "A drain? Ah! This I have to see." He secured a rope to the remains of a particularly large bugbear and
lowered himself into the pit. 

"Aha! It is a drain," he thought, nodding to himself. "Old too. I wonder where it goes. Hmmmm." 

Garfonk drew out a vial and quaffed its contents, quickly turning into a gaseous cloud that sank into the drain. Minutes later the cloud reappeared and drifted to a position out of the pit, slowly rematerializing into the shape of a gnome. "Indeed, it is some sort
of extensive drainage system. The channels drain to the pits; the pits drain to running water. How curious. Not goblin work, this," Garfonk muttered to himself as he took measurements of the channel, his task of collapsing the tunnels completely forgotten for the moment.

"And this stonework, not goblin work. Although here it appears that they broadened the tunnel. Curious," he whispered, keeping a running dialogue with the silent walls as he moved throughout the complex, measuring distances, comparing lengths, examining stonework, and otherwise nosing about.

"It is a sewer complex!" He finally exclaimed. "But for what? I never heard of any city in the Lortmils. Well, no proper city for the tall types anyway. This is human work, with some dwarven workmanship here and there. I am baffled," Garfonk finally admitted as he plopped down on the corpse of an orc. He pulled a sandwich from his pack and began munching, comparing his notes on various rooms. "Thirsty," he mumbled as he placed the sandwich in the dead orc's outstretched hand and rummaged for a skin of something liquid. "Ah, thanks for holding that, my good fellow," he said, as he resumed munching on the sandwich.

The noise of a boot scraped on stone behind him caused Garfonk to whirl around. "Eeeep!", he exclaimed. "You aren't supposed to be here. No! What are you doing!?!?! Stop that..." 

Part 2

Lieutenant Gnark Hammersmith looked up from his desk, a single piece of paper in one hand. His other hand massaged his temples, and then stroked his beard. "By Moradin's floor sweepings, they don't make things easy, do they? Ack. Best be about it, boys. The Baron says that we can't expect any help from the Commandant clearing out this mess o' gobbos we seem to have inherited after that ruckus in the Lorridges. We will need to step up patrols. I need a good sweep through every valley, hilltop, pass, and dell. You know your men, I will leave it to you to decide how to split them up, but we need to make sure that we at least look in every nook and cranny. We'll start tomorrow out of Ander's Falls and work our way outward. Where we can, we will take advantage of the locals, but don't expect too much in that regard."

The various dwarves and men on the opposite side of the desk saluted and left, trying to digest this new directive.

***
So it began, the Mountaineers swept out by the numbers, touring portions of the Lortmils that had not been seen by Marchers in a generation or more. Many small bands of goblins died. The fact that the goblinoids and orcs had forgotten the lessons of the Hateful Wars
and returned to the Lortmils was distressing enough, but the fact that they had penetrated all the way to the Lorridges was an affront to the Mountaineers and what they stood for. Thusly, the Mountaineers left no stone unturned. Many a cave bear found itself rousted from its den to ensure that no goblins lurked inside. Nor was it surprising that a few forgotten secrets were uncovered. 

***


"Sarge, come here for a minute, if you please," called Carnotta Goldenbeard from a hummock in the midst of a rather tranquil valley. 

Sergeant Doomkeg wandered over from where he had been speaking to a plant. "Ayuh," he said. "Stupid plants, don't know anything. Hardly worth talking to."

"Will you look at this?" Carnotta asked, pointing at a paving stone.  A very regular, squarish hole was set directly into the middle of the paving stone , about three feet on a side. "What do you suppose made that? And where do you think it goes?"

"Beats me, but that, now, that looks like a ladder," the sergeant said as he looked down the hole at some stone rungs. "Gather the rest of the squad, we're going down. Doesn't smell like goblins. . . <sniff>. . . .smells like rats maybe. Doesn't look to deep."

A few minutes later the other four Mountaineers had gathered round and unlimbered weaponry. As soon as they had all readied themselves, the sergeant jumped nimbly into the hole, rolling as he hit the floor twenty feet below. The rest of the Mountaineers followed - the more nimble jumping, others climbing, all ready for whatever occurred.

"Smells like rats, Sarge," one of the mountaineers whispered. 

"Didn't I already say that? Now, keep alert," the sergeant said.  "Follow me." 

The mountaineers followed the corridor, dwarvish eyes adjusting to the lack of light, allowing them to see without it. 

"Hunh. Room. Passages. Rats. Look sharp boys, they don't look friendly."

But for the wicked sharp teeth and slight foaming at the corners of the rats' mouths, the combat might have been comical, as six hardened warriors danced around, slaughtering the pack of rats. As the last one lay squeaking feebly, the sergeant looked at the three passages spreading out from the room. "This is too big for this squad. Let's pull back and see what else we can find in the valley."

And thus Seneshta was discovered once more.

Taylor Davenport
Robyn Lewis
History of Seneshta

 
Seneshta was an ancient flan city in what is now the Lortmils.  Seneshta fought Vecna’s early empire building activities and lost.  Vecna had other fish to fry and thus did not completely and utterly destroy all traces of the city when he crushed them.  He left a fairly substantial sewer complex relatively intact amidst the ruins of the buildings.  However, the citizens of the city, he killed one and all, sparing not even the children.  This act tainted the land of the city.  This taint has little in game effect, except where noted, but it does make the good aligned priestly sorts uneasy and there will always be a faint residue of evil…meaning that detect evil will always yield a “lingering” positive result.


Years passed after the destruction of the Seneshta, and the remnants of the city faded even more until only portions of the sewers remained.  Vermin and mindless beasts moved into the warrens.  Some of the tombs of the ancient city, linked to the sewers in places and already associated with evil worshippers of Nerull, saw their occupants revived as undead.  In many cases, the evil of the occupants was not sufficient to bring sentience with the unlife.


While the upper works crumbled, the sewers had been built reasonably well and lasted through the ages.  Eventually, a band of humanoids (orcs and goblins) tunneled into a portion of the sewers and used them as living space, although they did not venture very far into the sewers.  The Hateful Wars saw these humanoids destroyed along with the rest of their ilk.  The band of dwarves that was responsible for the death of the last humanoid in the area relied on a gnome engineer to collapse the tunnels as the dwarves journeyed on to fight the next battle of the war.


The gnome in question, one Garfonk Highbutternock, suffered from the failings common to that race, namely curiosity and stupidity, and went exploring rather than merely collapsing the tunnels as instructed.  In the days that Garfonk was exploring, a vampire named Weronta arrived and decided that the sewers would make a good home.  Weronta slew Garfonk and made Garfonk his undead slave.  The dwarves, in a rare judgment failure, assumed that Garfonk was slain by humanoids and never checked on Seneshta again.


Weronta is a cleric of Nerull and has created several other undead servitors over the years.  At times he is unhappy with them and locks them up.  Sometimes he remembers to free them, other times not.  He also has some skill in making automatons – namely flesh, clay, and stone golems – to help him do things.  He knows that if word of a vampire reached the authorities of the March, he would be hunted down and most likely destroyed.  Thus, he keeps the depredations of his coven close to home and makes sure that there are no witnesses.  Likewise, he takes care that he and his fellow full vampires do not kill anything that could come back as a vampire or allow the number of vampire spawn to grow too great.  The vampire spawn do not create progeny, so they do the actual killing after Weronta and his cohorts have fed.  Weronta has discovered some of the old humanoid tunnels and uses them to access places deep in the earth to further diversify his hunting grounds.  From these deep places he buys slaves and the like.  Recently, humanoids have returned to some of the tunnels, and he has begun preying upon them, stocking his larder with many such humanoids.  It would be safe to say that Weronta and his minions feed much more in a downwardly direction than on the surface, helping explain why he has not been detected ere now.


Reports of increased humanoid activity have caused the Mountaineers to pick up the level of patrols in the Lortmils and Lorridges.  One such patrol, led by Sgt. Rostim “Helmcleaver” Doomkeg, came across an opening to the sewers.  A brief perusal of the valley showed that there were at least two entrances to the sewers and that the creatures of the subterranean complex did not pose an immediate threat to the well being of the March.  However, the Mountaineers knew that this sort of thing is just the sort of thing that adventurers could be encouraged to address before it did become a problem.  Thus, Sgt. Doomkeg sent out a call by way of the Couriers to alert adventurers of this opportunity to risk life and limb for fortune and glory.


A gnome sage in the Lorridges with more money than sense got wind of the call and has added to it.  Specifically, this gnome, one Nimolar Dinklebutterdorf has announced a reward for information and relics from the sewers.  Nimolar is not bright, he will buy almost any type of relic or trash from the dungeon on the belief that it will help him write a book that will establish him as the premiere expert on ancient flan culture.  


Nimolar has set up a tent city a mile from Seneshta and it is quite a festive environment.  This is where the interactive begins and comprises the interactive portion of the event.


The interactive will begin with a ten-fifteen minute mix and greet between parties where the DMs, playing various NPCs within Nimolar’s camp will have a chance to interact with the parties.  

  
Play Nimolar as a buffoon and for comedic relief.  He lacks the desire to prank that many gnomes have – because he is afraid it will hinder his efforts to be accepted by the intelligentsia – but he is still stupid and will coo over any little bit of junk that looks like it might be flan.  Parties that do not recover the noted treasure can still try to sell junk to Nimolar for the listed value if they succeed at a Bluff check DC 8.


There is a potion merchant (Tomlin, human wizard level 5, brew potion feat) from whom PCs may purchase potions that are not normally available from the DMG.  However, these potions must be used during the interactive.


There is a charm merchant (Gurtek, half-orc), who will be selling trinkets that have limited duration impacts on the game (+1 to hit for an encounter; +1 to will save for an encounter, etc.)


A newsmonger (Farya Lightoe, Halfling female), who is spreading rumors of things happening in Hookhill and seeking stories about the heroics of the people going to brave the sewers.


A mountaineer (Hakim Mountainrunner, Baklunish male) and a pathfinder (Pindarus, ½ elf male) are there.  The pathfinder has news of several other openings that appear a bit more dangerous than the original two found by the mountaineers.  The mountaineer and the pathfinder may further news and rumors that the triad wishes to share.


After the parties have a chance to brag about what they will do in the dungeons, share rumors, and interact with the NPCs, they will retire to their tables and the dungeon delve will begin.


Try to wrap up about 10 minutes before 2 hours have passed so that parties can interact again and tell you what they tell the npcs.


It should further be noted that the depredations of the vampire spawn and the other creatures of the sewers has resulted in a dearth of game in the near by area.  Characters attempting to live off the land suffer a -4 circumstance penalty to their checks to reflect the game being killed by the vampires and their pets.

General Notes about Seneshta

Most rooms and passageways have periodic openings in the ceiling through which sewage and debris was delivered into the sewers.  The holes are small (approximately 1’ or less in diameter and while they are monotonically upward, they curve around so that there is no direct path for light to pass down into the sewers.  Various creatures have come down these passage ways over the years and now live in the sewers.  In some instances, they are now too large to exit the way that they came in.  However, this also allows other small (mundane) vermin to enter and feed the larger creatures.  Likewise, some of the creatures feed on each other.  E.g., the rats feed the spiders; the spiders occasionally feed the frog, etc.


Because this was once a sewer, most rooms and passageways have a channel running down the middle of them, which is sloped in the general direction of the closest water or pit such that sewage and debris would flow generally downward to the water where it was swept away (the pits have drains in them that connect circuitously to the water).  The channels vary from two feet deep to six inches deep and are generally around a foot wide.  In most places, these channels are filled with debris and muck.  In the past, these channels were flushed with a jet of water from a decanter of endless water, but now the rain is not enough to flush them properly.  Natural caverns do not generally have the channel, but they generally slope to the pool or water therein.  There is no in game effect of this, because they are full and do not present a hazard, but it is flavor text to help you explain what the PCs see as they explore the sewers.


That may be more ecology than you wanted, but use it to provide flavor text as appropriate.

In general, the APL 1 dungeon is set up to provide a series of EL 1 encounters for a party of first level PCs.  Unless mustering demands it, no 2nd level PCs will be in an APL 1 table.  As PCs of this level are vulnerable to just about everything, the monster mix is designed so that it is plausible that monsters would not investigate sounds of combat from nearby areas.  The exceptions are the ghoul in area 7 and the crypt thing in area 22.  However, these creatures are locked into their rooms and thus unable to do much about the fact that they may be curious about what lies beyond their doors.  Thus, unless a party flees into an area with undefeated monsters and it is plausible that the foes they were fleeing follow, the party should only have to face one challenge at a time.  Likewise, parties can retreat, rest, regain spells and come back subject to the two hour real time limit.  There is no game time limit, just the two hour slot limit.  Monsters that are injured (and not undead) will heal as if they had a day of rest if the party does this, i.e. 1 HP per hit die.

The other APLs are likewise set up so that there will not likely be a convergence on the PCs when the PCs enter a particular room.  Use your discretion to see if monsters from other rooms come to investigate loud noises or pursue the party.  

As another wrinkle, HQ has asked us to include the ether creatures that are in the appendix in our storyline.  There are a couple or three ways this can be used.  If the party blows through two rooms very quickly, while they loot the second room, throw an appropriate ether encounter at them (see the table below).  Likewise, if the party is dorking around in areas that have been cleared, and are not seeming to make much progress, throw an ether encounter at them (again, see table).  Finally, if a party is just getting the snot pounded out of them, the ether creatures can appear and attack the bad guys.  (they don’t care where they get their food, they just want matter as food).  Nick has said he would like at least half the tables to see an ethercreature, so keep that in mind when you are running.

APL 1: 1 Etherspitter

APL 2: 2 Etherspitters or 1 Etherscout

APL 4: 3 Etherspitters, 2 Etherscouts, or 1 Etherhulk

APL 6: 2 Etherhulks, 3 Etherscouts, 4 Etherspitters

APL 8: 4 Etherhulks

APL 10: 8 Etherhulks

Parties leaving the dungeon
In general, this is not a problem.  Parties can leave and rest.  However, at higher APLs, this behavior will result in the monsters coming out of the sewers and attacking the party’s camp at night.  

APL 4 – 1 vampire spawn

APL 6 – 2 vampire spawn

APL 8 – 4 vampire spawn

APL 10 – Garfonk comes out and lobs a few fireballs at them, then retreats

Other than Garfonk, assume that Weronta takes an orc captive, kills it in such a fashion as to make a vampire spawn and sends it against the party such that the total number of vampire spawn in the dungeon does not change.

Treasure and XP

Max

XP


CASH

APL 1: 
75


75

APL 2:

150


150

APL 4:

300


300

APL 6:

450


450

APL 8:

600


600

APL 10:
750


750

APL 12:
900


900

The plan is that each combat is worth half the max xp.  Each room that has treasure available in it (not all do) can be sold to Nimolar for half the max treasure.  Because this is junk for the most part, don’t tell them how much it is worth until they haul it out and deal with Nimolar. 

Encounter key for Sewers of Seneshta

APL 1

1.  Entrance The entrance to the sewers here is a hole in the ground.  The hole is approximately 3 feet by 3 feet square, with the remnants of paving stones surrounding a stone lip.  A shaft leads down with a stone ladder on the north side of the shaft.


The shaft is twenty feet deep, which means that character with low light can see the bottom, as can characters with darkvision, but humans can only see about ten feet down.


The stone of the ladder is worn smooth, and a bit damp, resulting in a climb check DC 5 to get down to the bottom of the shaft.  If the PCs are engaged in a running battle with someone/something, remember that climbing denies PCs their dexterity modifier and the use of any shields.


Twelve feet down (just beyond the range of human sight from outside) the shaft opens up into the tunnel that heads east.  The ladder continues on the north wall of the tunnel to the floor.  The tunnel is eight feet tall and ten feet wide (two medium sized creatures can still stand abreast in the tunnel ).  The tunnel (and really the whole dungeon complex unless noted otherwise) is made of worked stone.


The tunnel to the east goes fifty feet and opens up into area 3.

2. Hall.  Twenty feet from the shaft leading up, the tunnel has suffered from the passage of time and water has weakened the mortar used to keep the stones of the side walls in place.  If any PC passes along the north side of the passage way at the point indicated, the wall collapses and the dirt behind the wall rushes in.  PCs in the indicated square have a Reflex save DC 18, those in the surrounding squares have a Reflex save DC 15 to avoid the dirt as it cascades in.


Trap: Falling wall, CR 1, Detect: DC 18, Disable: DC 24


Main square: Reflex DC 18 or take 1d6 pts of damage


Neighboring squares: Reflex DC 15 or take 1d4 pts of damage

Dwarves get an automatic stonecunning check for this trap.

3.  Rats EL 1

The tunnel opens up into a 30’ x 30’ room that is, quite simply, a mess.  Debris from countless seasons lies scattered about the room.  Shards of pottery, dirt, scraps of stone and other miscellaneous junk are jumbled about the area.  Three exits are readily apparent to those with low light or darkvision…otherwise torches only illuminate the two passages north and south.  Ask for a spot and listen check from each PC as they enter the room (opposed by the rats hide and move silently respectively – roll once for the rats as a group)


8 rats make their home here.  Tiny Animal, HD ¼ d8, HP: 1, 1, 1, 1, 2, 2, 2, 2; Init +2 (dex); Spd: 15’, climb 15’; AC 14 (touch 14, flat 12, (+2 dex, +2 size)); Bite +4 (1d3-4); 2.5x2.5/0’ reach; scent, Fort +2; Ref +4; Will +1; Balance +10; Climb +12; Hide +18; Move Silently +10 CR1/8

see MM p. 201


Given the high hide and move silently of the rats, I expect that they will surprise most 1st level parties, which is good, because otherwise the AoO will kill most rats.  The zero feet reach means that the rats provoke AoO as they close with a PC.

Treasure: Pottery and a few ancient coins (mostly brass and bronze)

4.  More rats, dire rats this time  EL1


A thirty foot tunnel separates this room from the room to the north.  It too is a 30x30 room with two other openings.  The room is a hodge podge of debris and droppings.  

Have the PCs make spot and listen checks as they enter the room opposed by the dire rats hide and move silently skills.  The dire rats charge forward in either the surprise round or the first round of combat.


3 dire rats make their home here.  Small Animal; HD1d8+1; HP 9, 5, 7; Init +3 (dex); Spd: 40’, climb 20’; AC 15 (touch 14, flat 12); Bite +4 (1d4) disease, scent, Fort +3; Ref +5; Will +3; climb +11; Hide +11; MS + 6

Disease: filth fever – fort save dc 12, incubation period 1d3 days, damage 1d3 dex and 1d3 con, see disease p.74 dmg

see MM pp. 56-57

Treasure: Pottery and a few ancient coins (mostly brass and bronze)

5.  Skeletons   EL 1.5


This room is 30x40 and has a rusted iron door in the south wall that torches will not illuminate from the entrance.  Depending on torch placement, low light may see the door; darkvision will see the door.  Lined up on the wall are four medium sized skeletons.  Each wears an ornate tarnished bronze necklace.  This room is much cleaner than the rooms to the north, being relatively free of debris.  Actually, the floors appear unmarred by anything except dust.  The walls are covered with stylized depictions of death.

 
  The stylized writings are from ancient flan times.  It takes a knowledge religion DC 18, bardic knowledge DC 20, or a worshipper of Nerull to recognize these markings and link them to Nerull.  Otherwise, they just seem sort of creepy to the PCs.

 
This is the first chamber of a tomb to a worshipper of Nerull.  As such, it has never accumulated the trash that is common in the rest of the complex.  The worshipper was devout enough to be brought back as a ghoul, and is trapped in room 7.  His minions also came back as undead, albeit lesser sorts.  The skeletons animate if touched or if the door in the south is touched.  They wear the only treasure in the room.


4 Medium skeletons; medium undead; HD 1d12; HP 6, 8, 10, 11; Init +5 (+1 dex, +4 improved init) Spd:30’; AC 13 (touch 11; flat 12); 2 attacks: +0 claw 1-4 +0 claw 1-4; Fort +0; Ref +1; Will +2; Alignment N

Half damage from piercing and slashing weapons


The door to the south is locked.  Break DC 24 (rusted iron); Hardness 7; 45 HP; OL DC 23 (average lock, worn with age) – key is long lost.
6.  Zombies EL 1


In the center of the room, this room has a small stone block that is covered by the rotted remains of a red cloth.  A very tarnished silver candelabra sits on the block, next to a pile of dust (was a wooden bowl).  Three medium sized zombies are positioned against the south wall.  They bear no treasure and animate if touched or the door to the south is touched.


This room also has the stylized depictions of Nerull on the walls.


3 medium sized zombies; medium sized undead; HD 2d12+3; HP: 18, 18, 20; Spd 30’; AC 11 (touch 9, flat 11); attack; +2 slam 1-6+1, partial actions only; Fort +0; Ref -1; Will +3; alignment N


The door to the south is locked.  Break DC 24 (rusted iron); Hardness 8; 45 HP; OL DC 23 (average lock, worn with age) – key is long lost.

Note that if the party is cleric deficient, or looks incapable of defeating the ghoul in room 7, just up the DC of the door such that they cannot open the door, thereby forcing them into another part of the dungeon.

Treasure: candelabra

7.  Ghouls, well really just one

This room looks like a burial chamber for someone.  A sarcophagus lies in the middle of the room, rent asunder, perhaps by the creature standing over it.  The same murals appearing in the last two rooms are repeated here, although claw marks mar their surface everywhere you look.  A general sense of unease comes over you, as if the creature’s two foot long tongue and long black nails weren’t enough to unsettle you.  Roll for initiative.


Ghoul; medium sized undead; HD 2d12; HP: 14; Init +2; Spd 30’; AC 14 (touch 12; flat 12); 3 attacks +3 bite 1-6+1; +0 claw 1-3; +0 claw 1-3; paralysis – Fort  save DC 14 or paralyzed on successful attack for 1-6+2 minutes (elves immune); Turn Resistance +2; Fort +0; Ref +2; Will +5; climb +6; escape artist +7; hide +7; intuit direction +3; jump +6; listen +7; move silently +7; search +6; spot +7; Alignment CE


Note that most 1st level PCs should not have encountered a ghoul before.  Make them either prove that they have encountered such a creature, or roll an adventurer’s lore check DC 12 (Adventurer’s Lore check: D20+level, thanks to Russ Timm for suggesting this in Lesser of Two Goods) to know that this is a ghoul.  Failing by five or less allows the checker to know that this thing looks like some sort of undead.


Inside the sarcophagus are 2 potions of shield and a masterwork sickle.  The ghoul will not use either.  He has gone quite mad and tore his way out of the sarcophagus a few years after interment.  


Note that if the party opens the door, but does not defeat the ghoul, the ghoul will wander around looking for things to eat.  He will start with any people that died fighting him that were not recovered by their comrades.  Then he will move to the dire rats in room 4.  After that the rats in room 3, and then he escapes the dungeon.  If a subsequent party has not defeated him, alert the interactive coordinator so that he can appear in some other table as needed.  Tee hee.

8.  Natural Cavern

This room is a large natural cavern with some stalactites and small stalagmites.  A pool of water lies on the eastern part of the room with a stream flowing out of it.  On the western side of the cavern, a large patch of toadstools and other odd plant like things are clustered near the edge of the cavern.


Note that this room is very dangerous for a 1st level party.

The fungi patch contains 2 shriekers and a violet fungus.  The pool of water has a gray ooze.  They do not cooperate, although the shrieks will alert the ooze and cause it to move to the edge of the pool rather than the center where it normally lives.


Gray Oooze; medium size ooze; HD 3d10+10; HP 26; Init -5; Spd 10’; AC 5 (dex -5); 1 attack +3 slam 1-6+1 and 1-6 acid; improved grab; acid, corrosion; constrict 1-6+1 and acid 1-6; Blindsight 60’; cold and fire immunity; Alignment N; not subject to critical hits; improved grab only works on size small creatures for the ooze; see pp.145-146 MM


2 Shriekers; medium size plant; HD 2d8+2; HP 10, 12; Init -5; Spd 0’; AC 13; Alignment N


1 violet fungus; medium size plant; HD 2d8+6; HP: 14; Init -1; Spd 10’; AC 13 (touch 9; flat 13); 4 attacks (at 10’ reach) +3 tentacle 1-6+1 and poison (Fort save DC 14 or 1-4 str and secondary 1-4 con); Fort +6; Ref -1; Will +0


The pool slopes to three feet deep…an artesian spring feeds the pool and causes the stream to flow over the edge and out of the room.  Standing in the pool requires a balance check DC 7 or fall; standing in the stream, which is 2 feet deep and flowing requires a balance check DC 11, or fall.  The stream exit is only 3’ high by 5 wide (and thus 2/3 full of water) but a small creature could try to go down the passageway if they really wanted (why I am not sure, but players are stupid sometimes)


This room has treasure in the form of some pottery fragments and some very tarnished bits of metal (tools of some sort, although ruined and hardly recognizable as such), most of which has accumulated in the pool, and around its edges.

9. centipedes

This room has some of the mess that the room to the west had, although perhaps not as pervasive.  Numerous spider webs fill the ceiling.  Make spot checks.


The spot checks are opposed by the hide of the centipedes.  If the centipedes win, they charge out of the debris in the surprise round and attack.  Otherwise go through initiative.


3 medium sized centipedes; medium sized vermin; HD 1D8; HP 8, 6, 7; Init +2; spd 40’; AC 14 (flat 12; touch 12); 1 attack +2 bite; 1d6-1 and poison; Fort +2; Ref +2; will +0; alignment N; poison Fort save DC 13 or 1d4 str/1d4 str; climb +8; hide +8; spot +8


Note that these things are 8 feet long, 1 foot wide; and stand 6 inches off the ground.  That should be very freaky to a new first level PC.


The spider webs are a bit of foreshadowing and designed more to get the PCs paranoid than anything else.

Note that looking towards 10, the webs block vision past the stream.

10.  Spiders o my!


The passageway is bisected by a stream of running water.  Several webs stretch across the water and passageway, impeding vision beyond the stream.


The spiders wait until a PC is in the water and then attack from hiding (unless spotted by alert PCs, in which case the PCs may get a surprise round on the spiders).  The water is 2 feet deep and five feet across.  The stream bed is very slippery.  Standing in the water or crossing the water requires a balance check DC 11 each round the PC remains in the water.

The spiders have presuspended a sheet of sticky webbing across the stream.  Characters can spot this with a spot check DC 20 to notice the web (as more than just a normal web).  Characters walking across the water can duck under it relatively easily.  Characters jumping across land in the web and become trapped as per a successful web attack – Escape DC 20; break DC 26; Hit points 6, dr 5/fire.  The way I read this part of the MM (pp.209-210), this web can only affect size small creatures.


2 medium sized web spinning spiders; medium sized vermin; HD 2d8+2; HP 10, 12; Init +3; Spd 30’; 20’ climb; AC 14 (flat 11; touch 13); 1 attack +4 bite 1-6 and poison; web; Fort +4; Ref +3; Will +0; climb +12; hide +10; jump +0; spot +7 (+8 to hide and move silently when on webs, such as when PCs try to spot them from across the stream); Alignment N; poison fort save DC 14 1d4 str/1d4 str

web – can attack with a web 8 times a day. This is like a net attack (see p. 102 PHB) with range increment of 10, max range 50.  Only works on small creatures


Note that these things are 5 feet in diameter and 6 inches off the ground.  This should freak out most first level PCs.

11.  Pit


The floor in this room slopes steeply towards a gaping pit in the center of the room.  The pit is 5x5.


Spot checks DC 17 (remember distance penalties) to see that the edge of the pit is crumbly.


Anyone within ten feet of the pit must make a balance check DC 13; within 5 feet DC 15 or fall as the floor crumbles.  If they fall, they must make a reflex save DC 13 at ten feet and another DC 17 at five feet to avoid falling in the pit.


Pit 1d6 damage


The pit is five feet square and ten feet deep.  At the bottom is a drain 6” in diameter that leads to the water.

12.  Rats EL 1

The tunnel opens up into a 30’ x 30’ room that is, quite simply, a mess.  Debris from countless seasons lies scattered about the room.  Shards of pottery, dirt, scraps of stone and other miscellaneous junk are jumbled about the area.  An exit on the far wall is readily apparent to those with low light or darkvision.  Ask for a spot and listen check from each PC as they enter the room (opposed by the rats hide and move silently respectively – roll once for the rats as a group)


8 rats make their home here.  Tiny Animal, HD ¼ d8, HP: 1, 1, 1, 1, 2, 2, 2, 2; Init +2; Spd: 15’, climb 15’; AC 14 (touch 14, flat 12); Bite +4 (1d3-4); 0’ reach; scent, Fort +2; Ref +4; Will +1; Balance +10; Climb +12; Hide +18; Move Silently +10 CR1/8

see MM p. 201


Given the high hide and move silently of the rats, I expect that they will surprise most 1st level parties, which is good, because otherwise the AoO will kill most rats.  The zero feet reach means that they provoke an AoO as they close with a PC.

Treasure: Pottery and a few ancient coins (mostly brass and bronze)

13.  More rats, dire rats this time  EL1


A twenty foot tunnel separates this room from the room to the north.  It too is a 30x30 room with an opening on the far wall.  The room is much like room 12.  Again have the PCs make spot and listen checks as they enter the room opposed by the dire rats hide and move silently skills


3 dire rats make their home here.  Small Animal; HD1d8+1; HP 4, 5, 7; Init +3; Spd: 40’, climb 20’; AC 15 (touch 14, flat 12); Bite +4 (1d4) disease, scent, Fort +3; Ref +5; Will +3; climb +11; Hide +11; MS + 6

see MM pp. 56-57

Treasure: Pottery and a few ancient coins (mostly brass and bronze)

14.  Darkmantles

This room is actually smaller than most in the complex such that it is only 20x30.  Likewise, the debris of the previous rooms seems less here, while the ceiling is vaulted to twenty feet.  The ceiling itself is covered with various carvings and outcroppings.  (If the party explored rooms 5-7, they are similar to those)


Hidden amongst the outcroppings are 2 darkmantles.  They will individually actuate their darkness in the surprise round (assuming that they have one) and then attack.  If the party spots them, the darkmantles activate darkness on their initiatives, then move away from the spot they were in.  They attack the following round.  Note that they do not cooperate and will try to eat any prey that they cause to fall unless attacked from another source.


2 darkmantles; small magical beasts; HD 1d10+1; HP 6, 8; Init +4; Spd 20; fly 30’ (poor); AC 17 (flat 17, touch 11); 1 attack +5 slam 1d4+4; improved grab (note that it cannot use this against any PCs, unless the PC is by some chance tiny); blindsight; Fort +3; Ref +2; Will +0; Hide +11; listen +5


The DC for finding the secret door is DC 20. Note that elves and dwarves get an automatic search check if they pass within 10 feet of the door.  The door is actuated by pressing on a flagstone to the left of the door.

15.  Zombies

 
This room has more overt trappings of being some sort of temple.  The motifs of the previous room’s ceiling are repeated here, on the ceiling, on the walls, and even a very, very faded mosaic on the floor.  3 forms shamble forward arms outstretched as you open the door.  Roll for initiative.

 
3 medium sized zombies; medium sized undead; HD 2d12+3; HP: 14, 16, 18; Spd 30’; AC 11 (touch 9, flat 11); attack; +2 slam 1-6+1, partial actions only; Fort +0; Ref -1; Will +3; alignment N


Rooms 14 and 15 were the first chambers in a temple to Nerull that was patronized by the fellow over in room 7.  The temple is down a level, and the door to the stairs is trapped.


Scythe trap Find DC 20; Disable DC 20; +12 melee attack 2d4 (x4 on a crit)

Treasure: scythe blade and coins (initially not visible because it was behind the zombies)

16.  Opening the door reveals a set of stairs that leads down as far as you can see.


The stairs go down about 70 feet and then in a collapsed section.  While parties may want to dig, it will get them nowhere.  Make some comments about how the debris is shifting and that there are some strange noises.  It won’t collapse further, but the party doesn’t know that.  If they persist, let them waste time here…it is collapsed for 100 feet, and then opens up into a very bad place.  Feel free to bring out something appropriately nasty.

17.  Spiders o my!


The passageway is bisected by a stream of running water.  Several webs stretch across the water and passageway, impeding vision beyond the stream.


The spiders wait until a PC is in the water and then attack from hiding (unless spotted by alert PCs, in which case the PCs may get a surprise round on the spiders).  The water is 2 feet deep and five feet across.  The stream bed is very slippery.  Standing in the water or crossing the water requires a balance check DC 12 each round the PC remains in the water.

The spiders have presuspended a sheet of sticky webbing across the stream.  Characters can spot this with a spot check DC 20 to notice the web (as more than just a normal web).  Characters walking across the water can duck under it relatively easily.  Characters jumping across land in the web and become trapped as per a successful web attack – Escape DC 18; break DC 24; Hit points 4; dr 5/fire.  The way I read this part of the MM (pp.209-210), this web can only affect size tiny creatures, but make the web interrupt the jump, catching the PC that jumped.  They automatically break out the next round and fall into the water, forcing the balance check.


3 small sized web spinning spiders; small sized vermin; HD 1d8; HP 6, 7, 8; Init +3; Spd 30’; 20’ climb; AC 14 (flat 11; touch 14); 1 attack +4 bite 1d4-2 and poison; web; Fort +2; Ref +3; Will +0; climb +10; hide +14; jump -2; spot +7 (+8 to hide and move silently when on webs); Alignment N; poison fort save DC 11 1d3 str/1d3 str

web – can attack with a web 8 times a day. This is like a net attack (see p. 102 PHB) with range increment of 10, max range 50, but again, this only affects size tiny creatures.


Note that these things are 3 feet in diameter and 3 inches off the ground.  This should freak out most first level PCs.

18.  Carrion Crawler  This room could be very deadly to a first level party.

This room is in a typical state of disarray.  Debris is piled up about the place.  As you enter, a pile of debris erupts in a shower of dirt and muck, revealing a nine foot long green slug thing, with 8 tentacles waving in your direction.


The above box text assumes that the carrion crawler makes a spot check on the first PC that enters the room.  If they are stealthy and successfully beat the CC’s spot and listen, modify it as appropriate.


1 carrion crawler; large aberration; HD 3d8+6; HP 14; Init +2; spd 30’ climb 15’; AC 17 (flat 15, touch 11); 9 attacks: +3 tentacle (x8) paralysis and -2 bite 1d4+1; paralysis fort save DC 13 or be paralyzed for 2d6 minutes; scent; Fort +3; Ref +3; Will +5; climb +10; listen +6; spot +6


The passage to the west goes twenty feet and then there is a cave in blocking further progress.

19.  Pit


The floor in this room slopes steeply towards a gaping pit in the center of the room.


Spot checks DC 17 (remember distance penalties) to see that the edge of the pit is crumbly.


Anyone within ten feet of the pit must make a balance check DC 13; within 5 feet DC 15 or fall as the floor crumbles.  If they fall, they must make a reflex save DC 13 at ten feet and another DC 17 at five feet to avoid falling in the pit.


Pit 1d6 damage


The pit is five feet square and ten feet deep.  At the bottom is a drain 6” in diameter that leads to the water.


The passage to the east does not have a channel.

20. zombies


This room is not typical of the rooms you have seen so far.  There is no channel in the floor for drainage, nor is there any sign that it actually was part of the sewer collection system.  The holes in the ceiling are also not present.  What the intended purpose of this room was is unclear.  However, the room has three shambling forms which are approaching you.  Roll for initiative

 
3 medium sized zombies; medium sized undead; HD 2d12+3; HP: 14, 16, 18; Spd 30’; AC 11 (touch 9, flat 11); attack; +2 slam 1-6+1, partial actions only; Fort +0; Ref -1; Will +3; alignment N


These zombies were part of an honor guard that was assigned to protect the library to the north and east.  They wear the only treasure in the room…gold holy symbols of Allitur.  Due to the age of the holy symbols, the knowledge religion check is DC 17 unless the PC worships Allitur.

21.  skeletons


This room has several markings on the walls that vaguely resemble holy symbols, although the age of the symbols makes it difficult to decipher immediately.  However, the four skeletons moving towards you need no deciphering.  Roll for initiative


4 Medium skeletons; medium undead; HD 1d12; HP 8, 8, 10, 11; Init +5 (+1 dex, +4 improved init) Spd:30’; AC 13 (touch 11; flat 12); 2 attacks: +0 claw 1-4 +0 claw 1-4; Fort +0; Ref +1; Will +2; Alignment N


These also were worshippers of Allitur assigned to protect the library to the north.  The markings on the wall are in fact holy scriptures to Allitur, but they are so worn as to be almost illegible.  A successful knowledge religion check DC 17 will identify Allitur as the deity to which the writings are directed.


The treasure in this room is copying the writings and selling them to the sage if PCs are smart enough to realize this.


The secret door is DC 20 to find.  It is opened by sliding a thin metal rod into a hole in the center of the door.  Assume if the PCs find the door, that they have the means to open it.

22.  Crypt Thing


This room appears to once have been some sort of library based on the stone shelves around the walls.  A stone desk sits in the middle of the room with a hooded tattered robe sitting behind the desk.  As you step in the room, the head moves, and you see a fierce red light shining out from beneath the cowl of the robe.  Roll for initiative


This is a crypt thing.  It will parlay with the PCs if they try to speak to it.  However, its appearance as a skeleton will probably cause the party to attack.  If attacked, it will use its scatter defilers ability (this could be very bad for PCs if they get teleported alone into a room with a monster that has not been killed yet).  Note that if the crypt thing wins initiative, the crypt thing readies an action to use its scatter defilers ability.  If the first PC speaks, it will abort the readied action to parley.


Crypt Thing; medium sized undead; HD 6d12; HP 39; Init +1; Spd 30’; AC 17 (flat 14, touch 13); 2 attacks +6 claw 1d6; +6 claw 1d6; turn resistance +4; Fort +2; Ref +5; Will +7; Bluff +6; Diplomacy +10; Escape Artist +8; Intimidate +8; jump +5; listen +7; sense motive +7; spot +10; Deflect arrows


Scatter Defilers: Once per day a crypt thing may target its enemies with a teleportation effect, causing them to be transported 10d10x10 feet in a random direction (use the second deviation diagram on page 68 of the DMG).  Targets may resist with a will save DC 14.  The targets arrive safely, appearing in the closest open space to the target location (including shifting up or down if necessary) if that location is occupied by a solid body.  This ability affects a number of enemies equal to the crypt things hit dice, all of which must be within a 30 burst centered on the crypt thing.  The transported targets cannot take any actions until their next turn.


I would argue that this randomizes individually (i.e., you roll on the scatter table separately for each PC) but it can be read either way.  If your party has plenty of time, roll randomly for each one…if they are pressed for time, keep them together.


If parties approach again after being scattered, it attacks immediately unless the party clearly is non-aggressive.


The crypt thing’s name is Gilin ap Hafrock, a flan worshipper of Allitur in the time preceding Vecna’s rise to power.  He was assigned to protect this library…however, time has ravaged its contents far more than any looters or pillagers.  He is very curious to know what has transpired on the surface since he volunteered for this post.  He will tell tales of the city above as a thriving, chaotic, vibrant place.  He can also warn PCs of a cult of Nerullites that had a temple nearby and a tomb to one of their worshippers.  He is fuzzy on precise details, but knows that these locations are generally south of here.  He remembers when the people quit coming to see him, but he does not know why.  He does remember rumors of a new ruler to the west who has assumed a Spider Throne.  The ruler’s name was Vecna and he was rumored to bathe in the blood of twenty virgins every night.  This Vecna had attacked the city, Seneshta.  His troops had initially been repulsed (well they went away), and efforts to parley with him and come to a peaceable solution had failed.  It was rumored that Vecna himself was on the way to subjugate Seneshta.  Feel free to make something up as you see fit.  He has a decent bluff, assume, for this purpose that he rolls a 20, so any PC will have to beat a DC 26 sense motive to believe that he is lying…he may not even be lying.



The door behind him is locked, and he does not have a key.  

 
Door: Break DC 24 (rusted iron); Hardness 7; 45 HP; OL DC 23 (average lock, worn with age)
The stairs behind the door are blocked about five feet up (but would lead to the surface)

23.  Slippery spot in stream


Water can be heard rushing by ahead of you and the floor is sloping steeper as you advance.  Condensation begins to form on the walls and the floors are getting slippery.


Balance checks DC 12 at 10 feet from the water and 15 at 5 feet from the water, or fall.  Reflex saves DC 12 or 14 to avoid falling into the water.


The water itself is much narrower and faster than elsewhere…as a result the balance check is DC 16 in the water.  Failure indicates that you have fallen.


Start the swim checks…hehehehe…DC15  remember this is affected by weight, not just armor check penalties.  If the PC fails three swim checks they have been swept to a waterfall and are effectively lost.  2d6 subdual damage for going over the fall, then the PC must hold their breath for 30 rounds before reaching a lake on the surface.  PCs that are still awake after the subdual damage can hold their breath long enough, but then must make a swim check DC 5 to swim to the surface.  Unlikely for most first level PCs.

24.  a giant frog


The passageway is bisected by a stream of running water.  Several webs stretch across the water and passageway, impeding vision beyond the stream.


The frog wait until a PC is in the water and then attack from hiding (unless spotted by alert PCs and attacked before the PCs enter the water.  The water is 2 feet deep and five feet across.  Standing in the water or crossing the water requires a balance check DC 13 each round the PC remains in the water.


1 giant frog; medium sized magical beast; HD 3d10+12; HP 25; Init +0; Spd 20’; AC 14 (flat 14, touch 10); +2 tongue ranged, +2 bite 2d6+2 or +6 bite 2d6+2; 10 foot reach with tongue; improved grab, swallow whole; darkvision 60’; fort +7; ref +3; will +0; Str 18; Hide +4, Spot +1


Improved grab – to use this ability, the frog must hit with its tongue.  Grabbed victims of medium size or smaller are pulled into its mouth on the same round for a bite attack.


Swallow whole – frog can swallow creatures of size small or smaller on the round after a victim is grabbed.  A swallowed creature can climb out of the frog with a successful grapple check returning it to the frog’s mouth where another successful grapple check is needed to get free.  A swallowed creature can also cut its way out by using claws or a small or tiny slashing weapon to deal 10 points of damage to the frogs interior (AC 14).  The frog can swallow only one small creature 4 tiny creatures, 16 diminutive, or 32 fine creatures at a time.

APL 2-12

This is where the interactive gets fun.  Each of these dungeons is interconnected with some of the others.  This is intentional.  Parties that enter one area may end up wandering into one of the other APL areas.  This could be good or bad depending on if they go up or down from their normal APL.  The interactive coordinator (that will be me) will monitor the various tables to see if a party gets close to the cross over points that take the party to another APL.  


On the off chance that parties at different APLs are both near the cross over point, things can get very interesting.  The coordinator will evaluate spot and listen checks and assess them against each table to see if they notice the other party.  The coordinator should relay what is seen and heard based on the outcome of the spot and listen checks.  There is thus a chance that a party may come to the rescue of another party (or just meet up and chat).  Let them and let them do a bit of IC interaction.  They can split up or move on as a combined party (discourage this) as they see fit.


More likely a party may wander into a different APL and either decide it is too easy or too hard and retreat back to their own APL space.  The coordinator will help the DM of the party playing out of APL interact with the out of APL dungeon.  Likewise, if the party clears stuff from the other table, the coordinator will update the other DM as to this fact.


The Dwarven Forge stuff will be set up hopefully to have one or two rooms of the other APLs so that the parties do not get suspicious about the boundaries.


As with APL 1, most of this complex was formerly sewers and has the channels and drainage to reflect this.  The walls are the same worked stone except where the humanoid tunnels arrive, there has been modification, or it is a natural cavern.  Likewise, the one foot twisty sewer drains are also present in most locations, allowing some monsters to get in or out without having to use the main entrances.  Additionally, there are some places that parties may use to open up new accesses to the surface.  These locations are detailed in the text…subsequent parties may have an option of entering at this new location – if someone tells the NPCs about them after the fact.

You may note that many of the monsters have more than standard hit points.  This is intentional.  The foes are generally at an EL equal to the APL of the party, meaning that the foe should only expend 20% of the party’s resources.  To make it a touch challenging, the monsters have high hit points.  In only a few cases is the EL of the encounter more than 2 above the APL, so deaths are not planned unless the party is stupid or has really bad luck.  For example, if Maika/Ivory Dragon is at a table, it is entirely possible that her luck will infect the party and everyone will die.  Don’t hold that against them.

Most of the read aloud text assumes that the party is not being stealthy as they move through the sewers, most likely because they have a light source.  If they are scouting, change the text appropriately and use opposed spot/hide listen/ms checks to determine who sees who first.  Note that a human scout is unlikely to be able to sneak effectively since they must carry a light source…Be very aware of light and low light/darkvision distance limits, changing the read aloud text as appropriate.  If the party shines a bullseye lantern down a corridor to light a room for a scout, the monster in the far room is likely to be aware of the party regardless of the scout’s hide checks.  

APL 2
1. Entrance- The entrance to this is a ten by ten hole in the ground with steps leading down. (This was once a more densely populated area so that it had more sewage and thus required more frequent maintenance.  There was once a building around the entrance and curious PCs with an appropriate builder or engineering skill can eventually find a faint outline of the building – no real knowledge can be learned, but they may feel happy that they got to use their skill).  The steps show DC 18 wilderness lore check with track feat the signs of passage by vermin  DC 24 tells that it was a beetle and some vipers  DC 28 within the last week.

2. The steps descend about twenty-five feet and move 30 feet north in the process.  The stairs are followed by a thirty foot corridor before opening up into a thirty by thirty room.  A mish mash of junk and broken pottery covers the floor.  There is also a thin film of white gunk (bat guano) scattered here and there about the room, randomly deposited apparently.  Note that torches will not illuminate the far opening, but the ones to the east and west are visible.  Darkvision, lowlight, and better light sources will also reveal the far passage.  

In the northeast corner is a dire bat.  It will be out of range of torch light, but can see the party quite well with its blindsight.  If the party has the means to see the corner have them make spot checks opposed by the bat’s hide (assume it takes 10 for a 12 (+6 dex -4 size)).  If there is a surprise round, the bat will partial charge an opponent it can reach with the least armor (easier to crunch and get to the tasty yummy middle).  After that it will continue to attack its last foe or whoever has hit it for the most damage in the past round.  The playtest showed this as a tough encounter because of its high AC, if the party is having a tough time, have it retreat when it gets below 10 hit points

Dire Bat, p.57 MM, large animal; HD 4d8+12; HP 34; Init +6 (dex); Spd 20; fly 40 (good); AC 20 (flat 14; touch 15); +5 bite 1d8+4; 10x5; 5’ reach; Fort +7; Ref +10; Will +6; Listen +11; MS +11; Spot +11; AL N

Treasure – pottery shards, some ancient flan coins, some bronze and silver

3. The passage way to the west is “trapped.”  The walls here have been weakened by the passage of time and any weight over 40 lbs brushing either side wall will cause the passageway to collapse

Collapsing ceiling – Search check DC 15 (dwarves get automatic stonecunning check) trap triggered when 100 pounds reaches the middle of the corridor.  Ceiling collapses on the 10-20’ range.  Reflex DC 15 if on either edge of trap (5-10 and 20-25); DC 20 if in middle; 2d6 if in middle and buried; 1d6 if on edge.  If a rogue with evasion makes his save ask if he is jumping forward or backward to avoid the falling ceiling.  PCs buried can be dug out in 1 minute, but this causes the far chamber to completely collapse, inflicting 8d6 damage and burying anyone in the far chamber.  It takes a minute to clear a five foot section of collapsed rubble (look at holding your breath to see if the party can dig someone out in time before the suffocate)

4. Empty room…it is unlikely that the PCs ever make it to this room.  Regardless, it is empty.

5. The passage way opens up into another room.  Your light illuminates a passageway on the north/west (depending on how they came in) wall.  The floor of the room is covered with bits of junk that almost forms a nest of sorts.  Your guess is correct as the debris erupts in a fountain as a six foot long beetle emerges.  Roll for initiative.

Giant Beetle, bombardier; p.206 MM; medium vermin; HD 2d8+4; HP 19; Init +0; Spd 30’; AC 16 (flat 16, touch 10); +2 bite; 1d4+1; 5x5/5; Acid spray; Fort +5; Ref +0; Will +0; Listen +5, spot +5 (note that vermin are immune to mind influencing spells like sleep)

The beetle will begin combat with its acid spray if someone is in range – acid spray 10’ cone of acidic vapor (once per round) Fort save DC 13 or take 1d4+2 damage.  After the initial acid, do whatever seems appropriate.  The beetle will not flee as it has eggs in the nest.

The secret door is revealed with a search check DC 20 – dwarves and elves get an automatic search check.  The door is opened by pressing on a stone in the ceiling.

Treasure – pottery and some coins mixed in the nest.

6. The channel in the floor runs north to south in this room, across the entire width of the room.  A passage exits off to the east.  Clutter and junk is haphazardly scattered about the room.  If PCs can see the north corners, they may also see nest-like structures there.  The snakes will see the light and move toward the PCs looking for a meal.

3 snakes, medium viper; medium size animal; HD 2d8; HP 12, 14, 16; Init +3; move 20’ climb 20’ swim 20’; AC 16 (touch 13; flat 13); +4 bite; 1d4-1 and poison; Fort +3; Ref +6; Will +1; poison Fort DC 11 or 1d6 con1/d6 con

Tactics: the snakes do not work together and will focus on a downed foe unless attacked and damaged by another foe.

Treasure: pottery and coins

7. This room has at least two passageways leading off it (three if they have the appropriate vision abilities) and seems to have the usual clutter you have seen elsewhere in the complex.  The clutter erupts in a flurry of legs and mandibles as two 15 foot long centipedes rush forward.  Roll for initiative.

2 monstrous centipedes, large; p.208 MM; large vermin; HD 2d8; HP 14, 16; Init +2; spd 40’; AC 14 (flat 12; touch 11); +2 bite 1d8+1 and poison; 5x15/5; Climb +10; Hide +3; Spot +8; poison – fort DC 16 or 1d4 dex/1d4 dex (note that vermin are immune to mind influencing spells like sleep)

The centipedes will work to flank PCs and focus on one at a time.  With their 15 foot length and no facing, flanks should be easy to achieve.

Treasure – pottery and ancient flan coins

8. This room is somewhat different from some you have seen in that the channel runs into a pool of water in the northeast corner of the room.  The trash of this room is somewhat less, although there is a strange brownish goo at the edge of the water.  Does anyone approach the water?

If yes, ask the PC to make a spot check, opposed by the frog’s hide, otherwise they are attacked with surprise by the frogs.  

If no, the frogs wait until someone approaches the water and the above process repeats.

2 giant frogs; medium sized magical beast; HD 3d10+12; HP 19, 31; Init +0; Spd 20’; AC 14 (flat 14, touch 10); +2 tongue ranged, +2 bite 2d6+2 or +6 bite 2d6+2; 10 foot reach with tongue; improved grab, swallow whole; darkvision 60’; fort +7; ref +3; will +0; Str 18; Hide +4, Spot +1


Improved grab – to use this ability, the frog must hit with its tongue.  Grabbed victims of medium size or smaller are pulled into its mouth on the same round for a bite attack.


Swallow whole – frog can swallow creatures of size small or smaller on the round after a victim is grabbed.  A swallowed creature can climb out of the frog with a successful grapple check returning it to the frog’s mouth where another successful grapple check is needed to get free.  A swallowed creature can also cut its way out by using claws or a small or tiny slashing weapon to deal 10 points of damage to the frogs interior (AC 14).  The frog can swallow only one small creature 4 tiny creatures, 16 diminutive, or 32 fine creatures at a time.


Treasure – the pool of water (near the edge) has a brass urn in it


The pool slopes gradually to five feet deep (it is one foot at the edge) and then exits the room through a 2x2 exit in the floor in the ne corner.  There isn’t really any current, but the passage is full of water.  If a PC really wants to swim to the squids, let them, but discourage them.

9. This room has a pool of water in the NW corner.  Brownish goo coats the floor for about 10 feet from the edge of the pool.  You can see the ever present channel runs into the pool of water.

The brown goo is frog crap and it makes the floor very slippery throughout that section of the room.  Balance checks DC 15 for each round the PC is within the goo or fall for 1d4 subdual damage and slip 5’ closer to water.  If this puts the PC in the water, the damage is real and they are now submerged in the pool.  

The pool is deep here – 10 feet at the edge sloping to 15 at the corner.  The water is calm, but a PC will need a successful swim check to get out.  The water is cloudy, so PCs on the edge cannot see the PC and the PC in the water is unlikey to see a rope that has been lowered to them.  Allow the sunk PC to make a search check at DC 10 with a -4 circumstance penalty for the cloudy water to find any rope that the other PCs lower.  Also make sure that the PC lowering the rope actually has a rope.  No inventory modification on the fly for this encounter.  Swim checks get a nice big penalty for weight, be sure to impose it.

Treasure: There are two gold urns in the pool, close to the edge.  Give a PC trying to find the rope a chance to find them based on their actions as appropriate.

10.  Pit


The floor in this room slopes steeply towards a gaping pit in the center of the room.


Spot checks DC 17 (remember distance penalties) to see that the edge of the pit is crumbly.


Anyone within ten feet of the pit must make a balance check DC 13; within 5 feet DC 15 or fall as the floor crumbles.  If they fall, they must make a reflex save DC 13 at ten feet and another DC 17 at five feet to avoid falling in the pit.


Pit 1d6 damage


The pit is five feet square and ten feet deep.  At the bottom is a drain 6” in diameter that leads to the water.

11.  Dead end.  The passage way ends in a bricked up arch.  The arch matches those you have seen elsewhere in the sewers, but it does not appear passable.

PCs can break down the wall if they want.  Break DC 27; or HP 60; hardness 7.

12. This room is different than those you have seen elsewhere.  The stonework is a bit better (dwarf work for the curious) and there is a bricked up arch in the north wall.  A stone table has 4 silver candelabras on it.  They are surprisingly untarnished.

The treasure is the opponent in this room.  The candelabras attack with surprise (unless an alert PC casts detect magic) when touched.

4 tiny animated objects; tiny constructs; HD ½ D10; HP 5, 5, 5, 5; Init +2; spd 40’; AC 14 (touch 14; flat 12); +1 slam 1d3-1; 0’reach; Fort +0; Ref +2; Will -5; hardness 8

13. The door opens to reveal four torches burning in sockets around the wall.  They burn with an eerie green light (yes they are everburning torches, and they are the treasure here).  A stone table sits in the middle of the room.

If someone approaches within 5’ of the table, it attacks with surprise (in all likelihood)

Medium size animated table; medium construct; HD 2d10; HP 18, hardness 10; Init +0; spd 50’; AC 14 (touch 10, flat 14); +2 slam 1d6+1; Fort +0; Ref +0; Will -5

14. Animated rug – This room is also unlike any other room in the complex in that a rug, a table and three chairs are here – having withstood the ravages of time apparently with ease.  The door must have provided a better seal than you thought.  The rug in particular looks of a very fine weave, and the detail on it is such that that silly gnome would probably pay a fortune for it.

In fact, the rug is animated.  The treasure lies in the original flan furniture.

Animated rug; large animated object, see p. 17 MM; large construct; HD 4d10; HP 30; Init +0; spd 20’; AC 14 (touch 9, flat 14); +5 slam 1d8+4; constrict; 5x10/5 reach; Fort +1; Ref +1; Will -4; constrict – with a successful grapple checks it does automatic slam damage.  It can constrict 1 medium or 2 small creatures simultaneously.

15. The corridor continues it appears for about thirty feet before it is closed off.  It is hard to determine whether there is a turn or a dead end from the arch that leads to the corridor.  

The corridor is trapped with a pit that spans the width of the corridor.  20 foot pit 2d6; Search DC 20; Disable Device DC 20; Reflex save DC 15 to avoid

16. Skeletons

This room has at least two exits (modify depending on how party approaches.  It could be a door and hall, two halls, or they could see all three – if they can see the door mention that it is barred).  The ceiling is not easily visible either, being much higher than in the other rooms you have seen (35’).  What does attract your attention is that the corners appear occupied by some skeletal forms.  Something glitters amidst their bony ribcages. 


The complexity of the mechanism barring the door makes it a 1 round action to unbar the door, and then a move equivalent to open it.


A skeleton is in each corner and two more are suspended from the ceiling by a rope.  The skeletons animate and attack if disturbed or if the door is touched.  The skeletons on the ceiling can drop down the ropes as a move equivalent action.  If a party says that they are looking up, the skeletons won’t get an attack from hiding, but otherwise afford the skeletons a +2 to hit for the first round that they appear.

6 medium sized skeletons; medium undead; HD 1d12; HP 8, 9, 10, 11, 12, 12; Init +5 (+1 dex, +4 improved init) Spd:30’; AC 13 (touch 11; flat 12); 2 attacks: +0 claw 1-4 +0 claw 1-4; Fort +0; Ref +1; Will +2; Alignment N

Treasure – amulets on skeletons and two sets of rope 50’ silk.

These skeletons were put in place to guard the chamber of ghouls.  The ghouls upset Weronta at one point and he locked them away.  He has since forgotten about their existence.  The door is barred from this side and made of iron.

17. This room has four torches burning with an odd white flame…looking expectantly at you from either side of the door are two hideous dead green humanoid forms.  They lung forward, tongues lolling from their hideously fanged mouths…roll for initiative.

The ghouls here will have been alerted by the unbarring of the door.

 
2 Ghouls; medium sized undead; HD 2d12; HP: 18, 20; Init +2; Spd 30’; AC 14 (touch 12; flat 12); 3 attacks +3 bite 1-6+1; +0 claw 1-3; +0 claw 1-3; paralysis – Fort  save DC 14 or paralyzed on successful attack for 1-6+2 minutes (elves immune); Turn Resistance +2; Fort +0; Ref +2; Will +5; climb +6; escape artist +7; hide +7; intuit direction +3; jump +6; listen +7; move silently +7; search +6; spot +7; Alignment CE

Treasure – everburning torches

18. This room is typical of the complex with the channels in the floor, and a bunch of cobwebs hanging about.  The passageway to the north is completely blocked by webs.  There is a good bit of clutter in the room, but here it appears that the pottery is smashed more than usual.

By completely blocked, it merely offers 100% concealment from either direction until burned away.  Treat these as a sheet of webs per the MM entry for a large spider (spot check dc 20 to notice more than casual webs, can hold medium size creatures).


There is no treasure in this room – the pottery shards are too smashed to be of any worth and there are no coins in this particular room.

19. Darkmantles
This room is typical of many in the complex with the channels in the floor and clutter scattered about.  The passage to the south is blocked with webs about 25 feet to the south of this room (see room 18).

This room is home to three darkmantles.  Have the party make spot checks against the darkmantles hide checks.  If the party beats the hide checks, then the PC(s) who made the spot check can have a surprise round because the darkmantles are not prepared for the PCs to attack immediately.  If the PCs fail, then the darkmantles get a surprise round.  The darkmantles individually activate their darkness ability and then attack in their initiative next round.  If the darkmantles are surprised, they individually activate their darkness abilities on their initiative and move from where they were on the ceiling.  They attack the following round from concealment.

3 darkmantles; small magical beasts; HD 1d10+1; HP 6, 8, 9; Init +4; Spd 20; fly 30’ (poor); AC 17 (flat 17, touch 11); 1 attack +5 slam 1d4+4; improved grab (note that it cannot use this against any PCs, unless the PC is by some chance tiny or fine – but it could use it on a familiar or a tiny animal companion); blindsight; Fort +3; Ref +2; Will +0; Hide +11; listen +5

treasure: pottery shards and coins

20. This room is much like the others that you have seen with the channels in the floor and bits of pottery lying about.  Oddly, there is none of the usual leaves and dirt in this room.

Ask for spot checks DC 20 to notice the hazard in this room.  Give PCs that specifically say that they are looking at the ceiling a +4 circumstance bonus.

This room is home to a green slime CR 4, see page 117 of the DMG.  It is a small patch located in the central ten by ten part of the room.  It will fall on any PC that crosses the center of the room.

Treasure: pottery

21. Thirty feet from the previous room, the passage is blocked by very rusty portcullis.  A wench is visible on both sides to raise the portcullis.  

This will make a lot of noise, roll behind the screen acting like you are rolling for wandering monsters, say damn, or shucks and then move on…let them proceed to APL 6 if they want.

22.  Dire Rats
This room has more clutter than some you have seen in the complex.  The floor has large piles of dirt scattered about.  In some places the channel is full of dirt and debris.


If the party has enough light or vision, it will see holes in the east wall.  This forms an entrance into a rat nest.  There are 6 dire rats in the room along with 2 normal rats.  Have the PCs make spot and listen checks opposed by the rats hide/move silently.  The rats are likely to win this contest, in which case they will execute partial charges during the surprise round.  If a particular PC beats the rats, roll for initiative for the surprise round and proceed with the surprise round by initiative.

2 rats Tiny Animal, HD ¼ d8, HP: 2, 2; Init +2; Spd: 15’, climb 15’; AC 14 (touch 14, flat 12); Bite +4 (1d3-4); 0’ reach; scent, Fort +2; Ref +4; Will +1; Balance +10; Climb +12; Hide +18; Move Silently +10 CR1/8

see MM p. 201


6 dire rats.  Small Animal; HD1d8+1; HP 5, 7, 7, 8, 8, 9; Init +3; Spd: 40’, climb 20’; AC 15 (touch 14, flat 12); Bite +4 (1d4) disease, scent, Fort +3; Ref +5; Will +3; climb +11; Hide +11; MS + 6

Tactical note: spread the rats throughout the room so that a single glitterdust/sleep can’t catch them all. 

Treasure: Pottery and a few ancient coins (mostly brass and bronze)

Once the party has dealt with the rats, they may notice the webs to the north.

23.  Large spider

As you head north, the hall has more cobwebs than before.  A sheet web separates the party from the room…see pp. 209-210 of the MM.  Requires a spot check DC 20 to notice it is more than normal webbing.  Escape DC 26, Break 32, 12 Hit points; dr 5/fire, can hold med


Once the party has broken through the sheet web, they can see the room.  The room is much like many in the complex, thirty by thirty, but the party is unlikely to be able to see that far because of the dense webs in the room.  The webs provide 25% concealment past five feet and 50% concealment past ten feet.  Thus, the party may not see the pit in the center of the room.


1 Monstrous web spinning spider, large; large vermin; HD 4d8+4; HP 30; Init +3; Spd 30’ climb 20’; AC 14 (touch 12, flat 11); +4 bite 1d8+3 and poison; 10x10/5; Fort +5; Ref +4; Will +1; climb +14; hide +6; jump +2; spot +7; poison fort DC 16 or 1d6 str/1d6 str; 10 feet diameter, 1.5 feet tall; web


The spider will try to bull rush people into the pit and then web it closed. Str of spider 15.


Pit 10 feet deep 1d6 damage…easy to spot when within five feet of it.  The pit has a drain to the water like other pits in the complex.  A grate covers the drain.

Treasure: a small sack of coins on a dead dwarf from the Hateful Wars era of the sewers.  Old Keoish coins.  This treasure is in the pit.

24. giant lizard
This room has a stream running across it.  The stream is very narrow, but on the far side of it is a very big lizard.  It appears to lick what passes for its lips and lunges forward at you.  Roll for initiative.

Giant lizard; medium size animal; HD 3d8+9; HP 32; Init +2; Spd 30’ swim 30’; AC 15 (flat 13, touch 12); +5 bite 1d8+4; 5x5/5; Fort +6; Ref +5; Will +2; Climb +9; Hide +7; Listen +4; MS +6; Spot +4

The passageway behind the door leads to a stone ladder up which in turn leads to a blocked trap door.  A persistent party can open the trap door with a break DC 27, or doing 30 points of damage to it (hardness 7)…in either event a cascade of dirt and stones comes down on the PC doing the work causing 1d8 points of subdual damage (reflex for half)…this then provides an alternate entrance to this dungeon that future parties may take.  Alert the coordinator that the trap door is open.

25. Large natural cavern

This room extends past where you can see easily.  However, the air is damp and there is a faint smell of something rotting in the air.  You can also hear the burble of falling water.

The burble is from the waterfall; the smell from the stirge crap.

4 stirges; tiny beast; HD 1d10; HP 8, 8, 8, 9; Init +4; Spd 10’ fly 40’; AC 16 (touch 16, flat 12); +6 touch 1d3-4; 2.5x2.5/0; attach, blood drain Fort +2; Ref +6; Will +1; Hide +14; if a stirge hits with a touch attach it uses its pincers to attach.  An attached stirge has an AC of 12; blood drain – 1d4 points of con damage each round when attached.  When it has drained 4 con points it detaches and flies away.

In the water are 2 freshwater squid…they attack anyone at the edge of the pool

2 squid, medium size animal; HD 3d8; HP 18, 21; Init +3; Spd swin 60’; AC 16 (touch 13, flat 13); 10 arms +4 melee, -1 bite – arms 0, bite 1d6+1; improved grab; fort +3; ref +6; will +2; str 14; Listen +7; spot +7

On the far side of the stream is a gray ooze

Gray Oooze; medium size ooze; HD 3d10+10; HP 26; Init -5; Spd 10’; AC 5 (dex -5); 1 attack +3 slam 1-6+1 and 1-6 acid; improved grab; acid, corrosion; constrict 1-6+1 and acid 1-6; Blindsight 60’; cold and fire immunity; Alignment N; as an ooze the creature is immune to mind-influencing effects, poison, sleep, paralysis, stunning and polymorphing; not subject to critical hits; improved grab only works on size small or smaller creatures for the ooze; see pp.145-146 MM

APL 4
This is where the dungeon gets a little interesting.  There are some vampire spawn here that were created by Garfonk and Weronta.

1.  Entrance- The entrance to this is a ten by ten hole in the ground with steps leading down. (This was once a more densely populated area so that it had more sewage and thus required more frequent maintenance.  There was once a building around the entrance and curious PCs with an appropriate builder or engineering skill can eventually find a faint outline of the building – no real knowledge can be learned, but they may feel happy that they got to use their skill).  The steps show DC 18 wilderness lore check with track feat the signs of passage by vermin  DC 24 tells that it was a spider  DC 28 within the last week.

2. Spiders
As the party moves down the corridor from the entrance, they will see webs.  A web spot check dc 20 to see that it is more than simple webs provides 75% concealment across the entrance to the room from the west and may get players stuck therein.  The escape DC for the web is DC 26; break DC 32; 12 hit points; the web has DR5/fire.  The web can capture size medium or smaller creatures.

If a PC gets stuck in the web, the spiders attack that PC.  More likely, the PCs will burn the web and enter the room.  The spiders lurk on the ceiling amidst the webs (+8 circumstance bonus to hide)  When the PCs enter the room call for a spot/listen check from the PCs (modified appropriately by distance) and the spiders attack, using their webs to ensnare PCs in the first round.

Webs act like a net attack with a range of 50’, range increment 10’, see p.102 of the PHB for info on net attacks

This room is full of more of the webs you encountered in the hall.  Dry husks of many small creatures hang in the shadows.  You see a bat, a rat, and who knows what else.
2 monstrous spiders, large (large vermin)  HD 4d8+4; HP 36, 32; Init +3 (dex); move 30’, climb 20’; AC 14 (touch 12; flat 11); +4 bite; 1-8+3 poison; 10x10/5; Web; Fort +5; Ref +4; Will +1; Climb +14; Hide +6;  Jump +2; Spot +7  Poison DC 16 1d6 str/1d6 str

Note that these things are 10’ in diameter and 1.5 feet tall.  Kind of imposing to a small creature.

Treasure: pottery and some coins covered in webbing (not the trap kind).  Search check DC 20 to find.

3. The webs from area 2 thin out as the party moves north, ending about 15 feet from room 2.  

The hallway opens up into a room that was perhaps once was worked stone.  The walls are now riddled with holes, perhaps small tunnels, especially in the northeast corner of the room note that some parties may not be able to see this initially depending on light.  Shards of pottery and the glint of coins is seen here and there in the room, but your eyes are more interested in the four six foot long ants that are rushing towards you.  Roll for initiative.
4 worker ants (medium size vermin) HD 2d8; HP 16, 15, 15, 15; Init +0; Move 50’ climb 20’; AC 17 (flat 17, touch 10); +1 bite 1d6; 5x5/5; improved grab (small only); fort +3; ref+0; will +0; climb +8; listen +5; spot +2

Treasure: pottery and coins

Tactical note, spread them out until they close for melee so that a single spell can’t easily get them all.

4. The door to this room is stone, but not locked.  The room was a cellar for a merchant, and he kept his treasure here.  The original chests have rotten away, but the coinage therein is now scattered around the foe in the room – a mimic.

Opening the door you see a longer room than others you have seen (depending on light they may see the stairs leading up and a spill of coin surrounding a wooden chest – otherwise the room extends past their vision).

1 mimic large aberration; HD 7d8+21; HP 70; Init +1; Move 10’; AC 13 (flat 12; touch 10); +8 slam 1d8+6 and adhesive; 5x5/10’; acid immunity; Fort +5; Ref +3; Will +6; climb +9; disguise +12; listen +11


adhesive – see p. 135 of the MM


mimic shape – Spot opposed by mimic’s disguise to guess that something is not right about the chest – and then only is they ask to look around.

Treasure – coins

Trap door out – the stairs lead to a trap door which is covered with many years of debris from the forest above.  With enough time and energy a party can shatter the door, and dig their way up, or break DC 30 bursts up into the world above.  No real impact to this, but if they tell the NPCs, then future parties may enter this way instead.

5. The hallway is filled with webs (depending on direction).  The size of this room is hard to determine through all the webs.  Amidst these webs is an ettercap, who is hiding, waiting for the party if they have a light source.  If they don’t, they can surprise him based on their move silently checks.

Ettercap; medium sized aberration; HD 5d8 +5; HP 40; Init +3; spd 30’, climb 30’; AC 14 (touch 13, flat 11) +3 bite 1d8 poison; +1 claw 1d3; +1 claw 1d3; 5x5/5; web; Fort +2; ref +4; will +6; climb +8; Hide +3; Listen +10; spot +10

Poison fort dc 13 1d6 dex/2d6 dex

Web – attacks as net 50’ range, 10’ increment; see p. 102 PHB for net attacks; escape artist dc 20; str dc 26; 

6. This room is free of the webs that have so recently plagued you.  Two exits can be seen aside from the one you came in (depends on vision and where they come in).  Amidst the debris and clutter you see several coins and some more things in which that gnome might be interested.  Then you see two large creatures fly out of the corners, roll for initiative

2 dire bats; large animals; HD 4d8+12; HP 40, 44; Init +6; 20’; fly 40’ good; AC 20 (touch 15; flat 14); +5 bite 1d8+4; 10x5/5; blindsight; Fort +7; Ref +10; Will +6; Listen +11; move silently +11; spot +11

treasure – coins, pottery and some odd bits of equipment on a dead gnome’s body.  The gnome was just traveling through a few years ago.  The bats brought him here and killed him.  They enter and leave via chimney that has formed in a cave in to west.  

The chimney is well concealed from the surface, and requires two climb checks DC 18 to navigate through, but after discovery, other parties could use this to enter the complex..

7. This room has been scoured of all debris, at odds with the rest of the complex.  A strange puddle of goo seems to be oozing its way towards you.

This room is home to an ochre jelly, which has eaten most of the stuff here.  The treasure is in the collapsed hall to the south.

Ochre jelly (large ooze); HD 6d10+27; HP 80; Init -5; move 10’ climb 10’; AC 4 (touch 4, flat 4); +5 slam 2d4+3 and 1d4 acid; 5x10/10; improved grab, acid; constrict 2d4+3 and 1d4 acid; split; Fort +4; Ref -3; will -3

Weapons and electricity attacks do no damage to an ochre jelly  Instead the creature splits into two identical jellies, each with half hit points (min 1, and can’t be further split at that point)

Treasure – some coins and flan knick knacks are buried in the rubble to the south.  Search check DC 24.

8. This room has more of the familiar debris common to the complex, although it appears to have been made into some form of nest in the center of the room.  Bursting from the nest is a large beetle with huge horns.  

Track check will show that the stag beetle goes to the cavern every now and then.  

Stag beetle – (large vermin) HD 7d8+21; HP 70; Init +0; spd 20’; AC 19 (touch 9, flat 19) +10 bite 4d6+9; 5x10/5; Trample 2d8+3; Fort +8; Ref +2; Will +2; listen +8, spot +8

Trample can trample med or smaller creatures.  Creatures that do not make attacks of opportunity can attempt to make reflex save dc 19 to halve damage.

Treasure – coins and pottery

9. This room is free of some of the debris found elsewhere in the complex and in fact appears to look to be of a different workmanship, although the ubiquitous channels in the floor remain here.  The thing that catches your attention more than the absence of dirt however, are the four large skeletons ambling forward towards you from each corner.  Roll for initiative.

The skeletons are ogre skeletons that have been animated and forgotten by Weronta, but used by the vampire spawn.  They are animate and attack whenever anyone enters the room.

4 large skeletons (large undead) HD 2d12; HP 24, 23, 21, 20; Init +5; Move 40’; AC 13 (flat 12, touch 10) +2 claw 1d6+2; +2 claw 1d6+2; 5x5/10’; Fort +0; Ref +1; Will +3

Treasure: amulets around their necks.  These are made of gold

A stonecunning check or the like will show that these tunnels have been worked by humanoids, probably orcs, but perhaps goblins (actually both at different times in the history of the complex)

10. This room is actually lit by some ever burning torches that sputter with a green flame.  The dim light shows six forms shambling towards you from the corners of the room, roll for initiative.

Treasure: Everburning torches; amulets on zombies

6 medium size zombies (medium undead) HD 2d12+3; HP 24, 26, 25, 27, 24, 23; Init -1; Move 30’; AC 11 (flat 11, touch 9); +2 slam 1d6+1; 5x5/5; partial actions only; Fort +0; Ref -1; Will +3

11. The passages leading to this room are blocked by relatively new doors, which are very sturdy, but not locked.


The room itself is illuminated by everburning torches and has a charnel stink to it, although the bones that lie scattered about are well chewed and no flesh remains on them.  Your attention is drawn to the gaunt and twisted forms that look up from gnawing on bones.  Roll for initiative.


4 ghouls (medium undead) HD 2d12; HP 24, 22, 22, 20; Init +2; move 30’; AC 14 (flat 12, touch 12) +3 bite 1d6+1; + 0 claw 1d3; +0 claw 1d3; paralysis; 5x5/5; create spawn; turn resistance +2; Fort +0; Ref +2; Will +5; climb +6; escape artist +7; hide +7; intuit direction +3; jump +6; listen +7; move silently +7; search +6; spot +7 (paralysis fort save DC 14 or be paralyzed for 1d6+2 minutes)

Treasure: everburning torches; misc coins amidst bones.  Some misc equipment.

12.  This room stinks, if possible, more than the previous.  The bones here are just as chewed and picked clean.  The forms here however, look just as evil as two of gaunt creatures lunge forward to attack you.  Roll for initiative.

1 ghoul (medium undead) HD 2d12; HP 23; Init +2; move 30’; AC 14 (flat 12, touch 12) +3 bite 1d6+1; + 0 claw 1d3; +0 claw 1d3; paralysis; 5x5/5; create spawn; turn resistance +2; Fort +0; Ref +2; Will +5; climb +6; escape artist +7; hide +7; intuit direction +3; jump +6; listen +7; move silently +7; search +6; spot +7 (paralysis fort save DC 14 or be paralyzed for 1d6+2 minutes)

1 ghast (medium undead) HD 4d12; HP 46; Init +2; move 30’; AC 16 (flat 14, touch 12); +4 bite 1d8+1; +1 claw 1d4; +1 claw 1d4; paralysis 5x5/5; stench; +2 turn resistance; Fort +1; Ref +3; Will +6; climb +6; escape artist +8; hide +8; intuit direction +3; jump +6; listen +8; move silently +7; search +6; spot +8

stench – Those within 10 feet must make a fort save DC 15 or be wracked with nausea, suffering a -2 circumstance penalty to all attacks, saves and skill checks for 1d6+4 minutes

paralysis – Fort save DC 15 or paralyzed for 1d6+4 minutes

treasure: longsword, scattered coins (1/2 normal)

13. This room is quite a contrast to those previous.  Instead of the bones and stench, a simple table and chair sit under a well lit candelabra.  A long chest lies against the far wall.  A pale female elf looks up at you as enter and says “May I help you?”

This is Harrisa Leafbringer, an elf vampire spawn of Weronta.  She is willing to speak with adventurers and asks for news of the outside world.  She will try to accompany parties in the dungeon letting them kill any vermin, oozes, and other mindless creatures, but attacks the party if they encounter and fight any other undead.  She asks for the sword  from 12 which she will use in combat when she is aiding a party, but when she attacks PCs, she relies on her slam attacks.

I don’t know how likely the PCs are to accept her at her word, but she tries to bluff her way into a party’s confidence.  At +8, she is probably somewhat believable.  She will act the part of an elf captive…held against her will by the ghouls and ghasts.  She is unsure why they haven’t eaten her and professes not to know much about the dungeon complex.  She claims to be from Celene (true) and will lie about recent events there (make something up)

The chest is actually her coffin, but only a search check DC 28 will reveal it as a coffin because she is very careful about cleaning up in there.

1 vampire spawn (medium undead) HD 4d12; HP 44; Init +6; spd 30’; AC 15 (flat 13, touch 12) +5 slam 1d6+4 and energy drain or +5 longsword 1d8+3; 5x5/5; charm, energy drain, blood drain, +2 turn resistance; dr 10/silver; cold, electricity resistance 10; gaseous form, spider climb, fast healing 2; fort +1; ref +5; will +5; bluff +8; climb +8; hide +10; jump +8; listen +11; move silently +11; search +8; sense motive +11; spot +11

treasure: candelabra

14. This huge natural cavern extends past your vision, but you can see a pool of water in the center.  You also hear some clacking coming from the northeast portion of the room.  Fungus and other random cavernous things flourish in this dark chamber.

The pool is full of very murky water and is a foot deep in the edge, but in the center it gets much deeper a ten by ten by ten pit (so a total of 11 deep) in which lives a gelatinous cube.  The cube feeds off of the various debris that periodically flows into the pool when it rains and the occasional incautious ant or the like.  The cube can flail about, but tends to wait until PCs walk on top of it and sink into it – this will act as an engulf attack.  

Gelatinous Cube (huge ooze); HD 4d10 + 36; HP 75; Init -5; move 15’; AC 3 (touch 3, flat 3); +1 slam 1d6+4 and 1d6 acid; 10x10/10; engulf, paralysis, acid; blindsight, transparent, electricity immunity; fort +5; ref -4; will -4

Paralysis Fort save DC 16 or paralyzed for 3d6 rounds.

Note also that there is a further risk of drowning in the pool if paralyzed or engulfed.

In the northeast corner are some ants.  That portion of the room is riddled with ant tunnels.

2 soldier ants (medium size vermin) HD 2d8+2; HP 17, 15; Init +0; move 50’ climb 20’; AC 17 (touch 10, flat 17); +3 bite 2d4+3; 5x5/5; improved grab, acid sting; fort +4; Ref +0; Will +1; climb +10; listen +6; spot +6 

improved grab – small only – if he gets a hold, the ant stings at its full attack bonus and deals 1d4+1 piercing and 1d4 acid damage

2 worker ants (medium size vermin) HD 2d8; HP 14, 15; Init +0; Move 50’ climb 20’; AC 17 (flat 17, touch 10); +1 bite 1d6; 5x5/5; improved grab (small only); fort +3; ref+0; will +0; climb +8; listen +5; spot +2

The ants stay away from the pool, having learned the hard way about the cube.  The ants harvest fungus here and take them into the tunnels in the northeast wall.

Treasure: the fungus in the room can be used in many alchemical concoctions, but this takes a successful knowledge nature, alchemy, or similar skill check DC 12.  Also there are coins scattered in the pool.  Mention that there are a couple of coins at the edge of the pool.  Break down as follows:

Fungus: 1 treasure share

Coins at edge: 1/10 share

All coins reachable by defeating the cube: 1 treasure share

15. This room has strange one foot tunnels riddling its walls, but otherwise appears to match the pattern you have seen throughout the sewers.  The channels mark the floor and debris is scattered about, mixed with some coins and pottery. 

Hiding in the ceiling is a cloaker.  It has not fed well of late and is extremely hungry.  Have the PCs make opposed spot/listen checks versus the hide/ms checks of the cloaker and proceed with the cloaker’s attack.  It starts with a nausea moan and then attacks as appropriate.

Cloaker (large aberration) HD 6d8+18; HP 58; Init +7; move 10’ fly 40 (average); AC 19 (flat 16, touch 12); +8 tail slap 1d6+5; +3 bite 1d4+2; 5x5/10 (5 with bite); moans, engulf, shadow shift; Fort +5; Ref +5; Will +7; Hide +12; Listen +11; Move silently +12; Spot +11

See p. 37 MM for details about the moan and the engulf abilities

Treasure, coins and pottery as well as the remains of an orc – dead about a few days.  It was food for the vampire spawn in 13, but escaped, only to die at the hands of the cloaker.

16. This room is blocked by a stone door.  It is not locked, but bars most sound from passing through it.  Upon opening the door, a large room is seen (although most of it may be beyond the ability of the party to see readily).

A set of stairs leads up in the northeast corner to a locked trap door.  2 gricks make their home on the stairs and attack anyone who comes near.  The gricks can squeeze through a small aperture next to the trap door to hunt if need be.

2 gricks (medium size aberration) HD 2d8; HP 15, 15; Init +2; Move 30’ climb 20’; AC 16 (flat 14, touch 12); 4 tentacle rakes at +3, bite -2; 1d4+2 or 1d3+1; 5x5/5; scent, damage reduction 15/+1; Fort +0, Ref +2; Will +5; Climb +10; hide +4; listen +7; spot +7

Treasure: lots of flan artifacts as this room has been relatively undisturbed over the centuries

17. This room is overrun with fungus.  Spore balls, mushrooms, and other odd fungus lie all about.

2 violet fungi lurk here and will attack as the party moves through the room

2 violet fungi (medium size plant) HD 2d8+6; HP 22, 20; Init -2; AC 13 (flat 13, touch 9) 4 tentacles +3 for 1d6+2 and poison; 5x5/10; Fort +6, Ref -1; Will +0

Poison Fort save DC 14 1d4 str/1d4 con

Treasure: coins and some flan artifacts.  Hard to find amidst the debris

18. This room is covered with more of the fungus that dominated the previous room.    

A phantom fungus lives here amidst the other fungus.

Phantom fungus (medium size plant) HD 2d8+6; HP 20; Init +0; move 20’; AC 14 (touch 10, flat 14); +3 bite 1d6+3; improved invisibility; Fort +6; Ref +0; Will +0; move silently +5

Improved invisibility is not subject to invisibility purge

An orc corpse is amidst the fungus, and he carried several potions on him (Lesser restoration, shield, cure moderate wounds)

19. This room is an odd contrast to the others you have seen.  It is well appointed, with a large stone table sitting on a huge rug.  Silver candelabra sit upon the table, throwing light into the gloom.  The channels in the floor have been filled by someone or some thing.

The threat here is the table.

Medium size animated table; medium construct; HD 2d10; HP 16, hardness 10; Init +0; spd 50’; AC 14 (touch 10, flat 14); +2 slam 1d6+1; Fort +0; Ref +0; Will -5

The table animates and attacks if people try to open the door to the north or if the candelabra is touched.

Treasure: rug and candelabra.

20. This room is also well appointed.   A simple table and chair sit under a well lit candelabra.  A long chest lies against the far wall.  

The vampire spawn that lives here stays in his chest/coffin for the most part and attacks if the chest is opened.

1 vampire spawn (medium undead) HD 4d12; HP 25; Init +6; spd 30’; AC 15 (flat 13, touch 12) +5 slam 1d6+4 and energy drain; 5x5/5; charm, energy drain, blood drain, +2 turn resistance; dr 10/silver; cold, electricity resistance 10; gaseous form, spider climb, fast healing 2; fort +1; ref +5; will +5; bluff +8; climb +8; hide +10; jump +8; listen +11; move silently +11; search +8; sense motive +11; spot +11

The chest has some coins in it that the vampire spawn plays with when in the chest.

End note: 
If the party spends the majority of the time allotted for the slot wandering through rooms that other parties have already looted, have three etherspitters come to eat the dead that previous parties have left and encounter the party that way.  That way they at least will have an encounter, although no additional treasure can be found.

APL 6

This dungeon complex is controlled almost completely by the undead and their animal slaves.  Weronta and Garfonk have made several automatons which distribute food to the pets and generally keep the place somewhat in order.  Specifically, the flesh golem of room 14 feeds the wolves, worgs, and mastiff in the southeast corner of the room as well as conveying an odd norker slave to the vampire spawn to feed on.  Ants have tunneled into the complex, but generally Gen Li, the vampire monk controls everything in this section.

A Heal check DC 30 on the bones in the animal rooms will reveal that they have been fed goblinoid and orcs recently.  A DC 20 check reveals that is humanoid, but nothing else. 

1. Entrance – The entrance is a hole in the ground with some steps leading down.  The steps extend about twenty feet down and extend forward about twenty feet as well.  After the stairs, a corridor starts, leading north.  The smell of wet dog is think in the air, and there are numerous muddy footprints on the stairs and in the hall.

A track check reveals the tracks to be wolf tracks, mundane and dire.  There are some other tracks, but only a huge success (DC 35 or more) reveals humanoid and worg tracks.

The complex has a slight negative pressure, drawing air into the complex, which means that the wolves will scent the party as they come down the steps.

2. This room is the source of the dog smell.  Six snarling wolves ring the entrance, apparently expecting you.  They lunge forward, gnashing their teeth to rip out your throats…or perhaps trip you.  Roll for initiative.

6 wolves, CR 1;Medium Animal ; HD 2d8+4 (Animal); hp 17, 20, 20, 17, 17, 18; Init +2; Spd 50; AC 14; Atk +3 bite (1d6+1); SA: Trip (Ex); SQ: Scent (Ex); AL N; SV Fort +5, Ref +5, Will +1; STR 13, DEX 15, CON 14, INT 2, WIS 12, CHA 6.

Feats: 

Weapon Finesse. Hide +3,, Listen +6, move silently +4, spot +4, wilderness lore +1

The wolves attack to flank and always try to trip on a successful bite attack.

When the wolves are dealt with, the party will notice that the wolves have silver collars of antique make.  

Treasure: wolf pelts, pottery, silver collars.

Note that the wolves and dire wolves do not get along, only obeying the commands of their undead masters.  This explains why the dire wolves don’t aid the wolves.  The dire bats also operate independently.  The vampire spawn will be curious about the party and the noise they make fighting the wolves, but cannot cross the water, so they hang out alerted, but not partaking of the combat.

3. This room has more of the wet dog smell, although, if anything, it is stronger…of course the snarling wolves here are much larger, perhaps explaining the difference in smell.  These animals are approximately ten feet long.

3 dire wolves, CR 3;Large Animal ; HD 6d8+18 (Animal); hp 65, 62, 61; Init +2; Spd 50; AC 14; Atk +10 bite (1d8+10); SA: Trip (Ex); SQ: Scent (Ex); AL N; SV Fort +8, Ref +7, Will +6; STR 25, DEX 15, CON 17, INT 2, WIS 12, CHA 10.

Skills: 

Hide+5, Listen+6, Move Silently+5, Spot+6, wilderness lore +1.

Treasure: gold collars

4. Trap – the corridor has a collapsing ceiling which is detectable by a dwarf’s stonecunning or a search check.

Collapsing Ceiling CR 5, +15 melee (6d6) search DC 20, disable device DC 25; can strike all characters in two adjacent squares.  A section of ceiling on a pivot slams down when triggered by a pressure plate, crushing those beneath it.  It also blocks the hallway, possibly trapping or separating the party.

5. If the party makes it here, they have a chance to get some loot.  Several silver and gold collars are here hanging on the walls for future use on prospective wolves that the undead lords of this place may tame.  Also located here are various lootings from the occasional lost adventurer or underdark entity.  Nothing immediately usable, but good to sell  (1 full share)

6. This room has more of the wet dog smell, although, if anything, it is stronger…of course the snarling wolves here are much larger, perhaps explaining the difference in smell.  These animals are approximately ten feet long.

3 dire wolves, CR 3;Large Animal ; HD 6d8+18 (Animal); hp 60, 62, 64; Init +2; Spd 50; AC 14; Atk +10 base melee, +5 base ranged; +10 (1d8+10, Bite); 5x10/5; SA: Trip (Ex); SQ: Scent (Ex); AL N; SV Fort +8, Ref +7, Will +6; STR 25, DEX 15, CON 17, INT 2, WIS 12, CHA 10.

Skills: 

Hide+5, Listen+6, Move Silently+5, Spot+6; wilderness lore +1.

Treasure: gold collars

7. This room is empty.  The doors are new wood and locked.  DC 30 (good locks).  Break 18, 15 HP, hardness 5

8. Down the corridor to the west is a portcullis that leads to APL 2

A wench is visible on both sides to raise the portcullis.  

This will make a lot of noise, roll behind the screen acting like you are rolling for wandering monsters, say damn, or shucks and then move on…let them proceed to APL 2 if they want.

9.  This room is full of smoke, although the source of the smoke is a bit unclear.

Belker CR 6;Large Elemental (Air); HD 7d8+7 (Elemental); hp 60; Init +5; Spd 30, Fly, Perfect 50; AC 22 (flat 17, touch14); 2 wings at +9 and a bite at +4 and 2 claws at +4 (1d6+2 (wing) 1d4+1 (Bite); 1d3+1 (claw)); 5x5/10; SA: Smoke claws (Ex); SQ: Smoke form (Ex); AL NE; SV Fort +3, Ref +10, Will +2; STR 14, DEX 21, CON 13, INT 6, WIS 11, CHA 11.

Feats: 

Multiattack, weapon finesse (wing).

Listen +9, move silently +9, spot +9, see p.26 MM for details on smoke claws and smoke form

Treasure: The room has a brazier that acts as an eversmoking bottle.  The doors and chimney prevent it from spilling out into the halls.

10.  This room has numerous tidbits of pottery scattered about.  Perhaps these are the sort of artifacts that the gnome wanted.  A pool of ink seems to fill the center of the room, and the largest urn lies squarely within the pool.

The pool is of course a black pudding

Ooze, Black Pudding CR 7;Huge Ooze ; HD 10d10+40 (Ooze); hp 135; Init -5; Spd 20, Climb 20; AC 3; Atk +8  slam for 2d6+4 and 2d6 acid; 5x20/10; SA: Acid (Ex), Constrict (Ex), Improved grab (Ex); SQ: Blindsight (Ex), Split (Ex); RF: Ooze qualities; AL N; SV Fort +7, Ref -2, Will -2; STR 17, DEX 1, CON 19, INT --, WIS 1, CHA 1.

Treasure: pottery

11. The doors to this room are locked and are fresh wood.  The locks are good (OL DC 30), break 18, hit points 15, hardness 5

The room itself is thirty by thirty and lit by several sickly purple torches.  A big black dog sits up as you enter and then snarls lunging forward.  Roll for initiative.

Shadow Mastiff CR 5;Medium Outsider (Evil); HD 4d8+12 (Outsider); hp 38; Init +5; Spd 50; AC 14 (touch 11, flat 13); Atk +7 bite 1d6+4; 5x5/5; SA: Bay (Su), Trip (Ex); SQ: Shadow blend (Su), Scent (Ex); AL NE; SV Fort +7, Ref +5, Will +5; STR 17, DEX 13, CON 17, INT 4, WIS 12, CHA 13.

Skills: 

Listen+8, Spot+8, Wilderness Lore+7. 

Feats: Dodge, Improved Initiative.

Treasure: platinum collar

12. This room is covered in smelly guano.  Four large creatures hang from the ceiling and move towards you, spreading wings and lunging at you.  Roll for initiative.

4 dire bats Dire Animal, Bat CR 2;Large Animal ; HD 4d8+12 (Animal); hp 39, 40, 41, 43; Init +6; Spd 20, Fly, Good 40; AC 20 (flat 14, touch 15); +5 bite 1d8+4; 10x5/5; SQ: Blindsight (Ex); AL N; SV Fort +7, Ref +10, Will +6; STR 17, DEX 22, CON 17, INT 2, WIS 14, CHA 6.

Skills: Listen+11, Move Silently+11, Spot+11.

Treasure: high grade guano and some pottery

13. Traps – these are designed to prevent the monsters beyond the traps from getting out.  Garfonk fancies himself a bit of an engineer and he is particularly proud of these efforts.  How efficacious they are against the particular monsters is somewhat suspect, but it does keep the wolves and other dumb brutes away from the monsters.

Trap CR 8, crushing walls, no attack roll required 10d6; Search DC 20, disable device DC 25.  This trap both threatens to kill characters and cuts off those who are on opposite sides once the walls meet.  A pressure plate which has more than 50 lbs sets off this trap.

14. This room is an odd combination of butcher shop and alchemical lab.  A large human shape stands in the corner near a door.  Several butcher blocks and gold scales are in the room.  Surprisingly, there are no knives, but blood layered on blood is spilled everywhere in the room.

This room is used to butcher norkers from the neighboring room before feeding them to the wolves, worgs and shadow mastiffs.  The flesh golem that is here uses the scales to make sure that an appropriate amount of food is dispensed in each room for the animals.  The flesh golem merely rips apart the norkers.

Golem, Flesh CR 7;Large Construct ; HD 9d10 (Construct); hp 82; Init -1; Spd 30 (can’t run); AC 18 (flat 18, touch 8); Atk +10 slam 2d8+5; +10 slam 2d8+5; 5x5/10; SA: Berserk (Ex); SQ: Construct, Immunity: Magic (Ex), Damage reduction 15/+1; AL N; SV Fort +3, Ref +2, Will +3; STR 21, DEX 9, CON --, INT --, WIS 11, CHA 1.

The flesh golem attacks anything that enters its room.

Treasure: gold scales

The worgs know not to come in here for fear that the golem will kill them.

15. Norker slave pit

22 norkers are chained to the walls here by MW manacles.  The norkers know that they will be fed to the wolves in the complex by the animated man that lives next door.  They beg and plead for release.  

Use your judgment as to what they would do.  Most likely they will ask to be taken to the surface.  These norkers were refugees that fled from the fort retaken in A Dirty Job and know very little other than they originally came from the Pomarj and would like to go back there.

Treasure: manacles

16. Another kennel, but this one has very odd looking dogs in it indeed.  

4 worgs CR 2;Medium Magical Beast ; HD 4d10+8 (Magical Beast); hp 48, 41, 42, 43; Init +2; Spd 50; AC 14 (flat 112, touch 12); Atk +7 bite 1d6+4; SA: Trip (Ex); SQ: Scent (Ex); AL NE; SV Fort +6, Ref +6, Will +3; STR 17, DEX 15, CON 15, INT 6, WIS 14, CHA 10.

Skills: Hide+7, Listen+9, Move Silently+7, Spot+9, wilderness lore +2. 

Feats: Alertness.

Treasure: gold collars

17. This huge room glows with a natural phosphoresce.  The dim light illuminates a huge cavern with a pool in the southwest corner.  Moving amidst the stalagmites are numerous forms…or perhaps those are just the shadows dancing at the corner of your eyes.  Make a spot check.

This room has six dire bats moving on the ceiling.  Have the party make opposed spot checks to see if they are surprised when the bats charge them.

6 Dire Animal, Bat CR 2;Large Animal ; HD 4d8+12 (Animal); hp 40, 42, 44, 38, 39, 44; Init +6; Spd 20, Fly, Good 40; AC 20; Atk +5 base melee, +8 base ranged; +5 (1d8+4, Bite); SQ: Blindsight (Ex); AL N; SV Fort +4, Ref +7, Will +3; STR 17, DEX 22, CON 17, INT 1, WIS 14, CHA 6.

Skills: Listen+11, Move Silently+11, Spot+11.

If that wasn’t enough, the majority of the treasure is in the pool, which is protected by 3 freshwater squids

Animal, Squid CR 3;Medium Animal (Aquatic); HD 3d8 (Animal); hp 23, 20, 22; Init +3; Spd Swim 60; AC 16 (flat 13, touch 13); Atk 10 arms at +4, -1 bite (arms 0, bite 1d6+1); SA: Improved grab (Ex); SQ: Ink cloud (Ex), Jet (Ex); AL N; SV Fort +3, Ref +6, Will +2; STR 14, DEX 17, CON 11, INT 1, WIS 12, CHA 2.

Skills: Listen+7, Spot+7.

Treasure: coins in pool, pottery in pool, some very fine bat guano that mages would be willing to buy.

The secret door is search DC 25.  Further there is a chimney that the bats use to come and go.

18. This room is damp from the stream to the south.  The walls, once worked stone, are chipped and hewn, leaving strange tunnels.  Four big ants seem to look up from what they were doing and charge forward.  The center of the room is a big pit…its black maw seems to grin at you.  Roll for initiative.

4 soldier ants.

Vermin, Giant Ant, Soldier CR 2;Medium Vermin ; HD 2d8+2 (Vermin); hp 16, 17, 15, 16; Init +0; Spd Climb 20, 50; AC 17 (touch 10, flat 17); Atk +3 bite 2d4+3; 5x5/5; SA: Improved grab (Ex), Acid sting (Ex); SQ: Vermin; AL N; SV Fort +4, Ref +0, Will +1; STR 14, DEX 10, CON 13, INT --, WIS 13, CHA 11.

Skills: Climb+10, Listen+6, Spot+6.

The pit is 20 feet deep (2d6 falling damage)  At the bottom is a tunnel leading east…about 4 feet tall…it is an old goblin tunnel that leads about 40 feet east and then ends in a cave in.  it led to some goblin mines in the area.

The ants try to bull rush people into the pit if they can.

Treasure: pottery

19. This large room looks like it is perhaps some form of banquet room.  Or was.  The workmanship of the walls is at odds with what you have seen elsewhere (it is orcish).  A large table sits in the room…covered in gore.  A tall man stands next to the table and begins advancing on you as you enter the room.

This room is another food preparation room for the undead in the complex.  The flesh golem kills orcs from the next chamber and feeds them to the ghasts and vampire spawn in the area.

Golem, Flesh CR 7;Large Construct ; HD 9d10 (Construct); hp 80; Init -1; Spd 30 (can’t run); AC 18; Atk +10 2d8+5 slam +10 2d8+5; 5x5/10; SA: Berserk (Ex); SQ: Construct, Immunity: Magic (Ex), Damage reduction 15/+1; AL N; SV Fort +3, Ref +2, Will +3; STR 21, DEX 9, CON --, INT --, WIS 11, CHA 1.

Treasure: silver and gold place settings…covered in blood…search check dc 20 to find amidst the muck.

20. Orc slave pen.  10 orcs are chained to the walls of this room by steel manacles.  A drain in the center of the room apparently carries away their waste…or they don’t stay here long enough to generate any.  They plead with you to let them go in a mixture of orcish and common.

These orcs are food for the denizens of the place.  They were once part of a raiding party that was traveling underground through the old orcish tunnels when they were captured and sold to Weronta.  They don’t remember their capturers very well.  Go ahead and make something up.

21. This room stinks.  The reason why is readily apparent as three gaunt forms amble towards you, tongues lolling down to their knees.

3 ghasts (medium undead) HD 4d12; HP 37, 39, 42; Init +2; move 30’; AC 16 (flat 14, touch 12); +4 bite 1d8+1; +1 claw 1d4; +1 claw 1d4; paralysis 5x5/5; stench; +2 turn resistance; Fort +1; Ref +3; Will +6; climb +6; escape artist +8; hide +8; intuit direction +3; jump +6; listen +8; move silently +7; search +6; spot +8

stench – Those within 10 feet must make a fort save DC 15 or be wracked with nausea, suffering a -2 circumstance penalty to all attacks, saves and skill checks for 1d6+4 minutes

paralysis – Fort save DC 15 or paralyzed for 1d6+4 minutes

Note further that this room is under the effects of an ancient unhallow spell.  

The room is guarded by a magic circle against good (not calculated into the AC above)

All turning checks at -4

The spell tied to the area has expired.

The door to the north is locked with a good lock (OL DC 30, and is a good wood door hardness 5, hitpoints 15, break dc 18.

Treasure: random coins and some pottery shards scattered amidst the debris of dead orcs.

22. This well appointed room has two chairs facing one another about a central table.  Two pale elves, one male, one female, look up at you as you enter.  Silver place settings and candelabra are in stark contrast to some of the other rooms you have seen in this place.  The blond female asks – “may we help you?”  They are well dressed and without apparent arms and armor.

This room is home to two vampire spawn.  They are courteous and curious as to what brings the PCs here.  They are willing to accompany the PCs in their exploration and can give a bit of history about the place to the PCs.  They are much more interested in ridding the area of the squids, puddings, and golems.  They think that if they can get rid of the golems, they can eat as many of the orcs as they want.  If the party fights another undead, however, they will attack the PCs.  Likewise, they will defend themselves if attacked.

2 vampire spawn Xassathon Goldenbough, and Faryana Nightree (medium undead) HD 4d12; HP 25, 36; Init +6; spd 30’; AC 15 (flat 13, touch 12) +5 slam 1d6+4 and energy drain; 5x5/5; charm, energy drain, blood drain, +2 turn resistance; dr 10/silver; cold, electricity resistance 10; gaseous form, spider climb, fast healing 2; fort +1; ref +5; will +5; bluff +8; climb +8; hide +10; jump +8; listen +11; move silently +11; search +8; sense motive +11; spot +11

The coffins for the vampire spawn are under some loose tiles in the floor of the room.  This room is also under the effects of an unhallow spell.

1) magic circle against good (not figured into AC above)

2) -4 to turning checks

3) the spell tied to the unhallow has expired

Treasure: place settings, jewelry on vampire spawn.

23. This room is fairly nicely appointed.  A large rug covers most of the floor and sconces with everburning torches light the room.  Tapestries hang from the wall depicting idyllic nature scenes.

Animated rug, HUGE construct, HD 8d10; HP 67; Init -1; spd 20’; AC 13; +9 slam 2d6+7; 10x20/10; constrict; construct defenses; AL N; fort +2; ref +1; will -3; str 20, dex 8, con -, int -, wis 1, cha 1

The rug probably achieves surprise on the first round, and attempts to grapple up to three characters standing on top of it.  Surprised PCs cannot make AoO against the rug’s grapple unless they have combat reflexes because they are flat footed.  Any character grabbed by the rug must make an opposed grapple check against the rug, the rug is at +15.  If the rug wins, the victim sustains 2d6+7 damage and is held.  In each successive round, the rug automatically inflicts 2d6+7 damage constriction on each held victim, no check required.  Constricted victims may escape per the grappling rules in chapter 8 phb.

Treasure: tapestries, everburning torches

24. This room stinks.  The reason why is readily apparent as three gaunt forms amble towards you, tongues lolling down to their knees.

3 ghasts (medium undead) HD 4d12; HP 40, 47, 42; Init +2; move 30’; AC 16 (flat 14, touch 12); +4 bite 1d8+1; +1 claw 1d4; +1 claw 1d4; paralysis 5x5/5; stench; +2 turn resistance; Fort +1; Ref +3; Will +6; climb +6; escape artist +8; hide +8; intuit direction +3; jump +6; listen +8; move silently +7; search +6; spot +8

stench – Those within 10 feet must make a fort save DC 15 or be wracked with nausea, suffering a -2 circumstance penalty to all attacks, saves and skill checks for 1d6+4 minutes

paralysis – Fort save DC 15 or paralyzed for 1d6+4 minutes

treasure: scattered coins and pottery shards in the debris

25. This room is a charnel house.  Two forms lunge at you from the corners, fangs glistening in the dark.

2 vampire spawn (medium undead) HD 4d12; HP 48, 45; Init +6; spd 30’; AC 15 (flat 13, touch 12) +5 slam 1d6+4 and energy drain; 5x5/5; charm, energy drain, blood drain, +2 turn resistance; dr 10/silver; cold, electricity resistance 10; gaseous form, spider climb, fast healing 2; fort +1; ref +5; will +5; bluff +8; climb +8; hide +10; jump +8; listen +11; move silently +11; search +8; sense motive +11; spot +11

treasure: scattered coins and pottery shards in the debris.  

These spawn have been starved too long to be very coherent.  They are not allowed past the flowing water.  The coffins are under loose tiles in the floor.

26. Mmmm…vampire monk….yum….the doors to this room are locked with good locks DC 30, break dc 18

This room is very Spartan…a bed sits in the corner with a drawer underneath it (her coffin).  Sitting in a lotus position on the bed is a woman dressed in simple robes.  She has blond hair and green eyes, which flip open as you step in the room.

“Have you come to free me?”

This is Gen Li, a vampire monk who made the vampire spawn in the area and commands the flesh golems.  If the party agrees to free her, she travels with them until she can combine forces with one of the other denizens of the dungeon to hurt the party.  She has a ring of nondetection on her finger, so she will most likely not detect as evil.

Gen Li

6th level monk vampire

HD 6d12; HP 60; Init +9; AC 25 (+5 dex, +4 monk, +6 natural), move 50’

Str 20 (+5), Dex 20 (+5), Con -, Int 12, Wis 17, Cha 14; 

Fort +5, Ref +12; will +8

+8 Slam 1d6+4

+8 unarmed 1d10+4 or flurry +6/+6 for 1d10+4/1d10+4

Possession: kama +1, eyes of the eagle, ring of jumping, 2 potions inflict light wounds, 2 potions inflict moderate wounds, ring nondetection, potion shield

Stunning blows (6 times a day, fort DC 16)

Evasion, deflect arrows, still mind, slow fall 30’, purity of body, improved trip

Domination: 30’ range, save will DC 15 or fall under vampire’s control

Energy drain: 2 negative levels if hit with slam attack.  Fort save DC 15 24 hours later to remove

Blood drain – on successful grapple check it bites.  If it pins foe, it drains blood, inflicting 1d4 point permanent con for each round pin is maintained

Damage reduction 15/+1

Turn resistance +4

Cold and electricity resistance 20

Gaseous form: as standard action, can assume gaseous form at will.

Spider climb – can climb sheer surfaces as spell

Alternate form – can polymorph self into bat, dire bat, wolf, dire wolf

Fast healing – 5/rnd.  If reduced to zero points or lower, immediately assumes gaseous form and returns to coffin or be utterly destroyed

Bluff +10, Hide +19, Listen +19, Move silently +20, search +9, sense motive +11, spot +13, balance +11, climb +5, escape artist +11, jump +8, tumble +14

Alertness, combat reflexes, dodge, improved initiative, lightning reflexes, ambidexterity, deflect arrows, improved trip, mobility, spring attack

In combat, use spring attack/slam attack combos on spellcasters along with tumble/mobility to move around as well.  Don’t forget spider climb to go on ceiling/jump ability to get places.  If locked in combat, an improved trip n a first unarmed attack, then the other half of the flurry on the prone foe.  Alternatively, or in addition, stunning blow on rogues/arcane types as first part of flurry.

APL 8

1. Entrance
The entrance is a hole in the ground with some steps leading down.  The steps extend about twenty feet down and extend forward about twenty feet as well.  After the stairs, a corridor starts, leading south.  A sickening sweet smell tickles your nose as you reach the bottom of the stairs.

The only tracks are very old (1 month or so) dwarf tracks.  This is from the mountaineer exploration party.  The monsters learned of them camping above from a wolf, and had pulled back to avoid being discovered.  Little did they know that more would come regardless of what they did.

2. This room is lit by some purple everburning torches.  A tall, gaunt skeleton like creature stands in the corner, apparently watching you, but it is unmoving.  A large urn of exquisite ancient flan technique sits next to him.  Several rodent shapes however are not unmoving.  They shamble forward…six rat shapes…the stench of death is heavy as they near you.  Roll for initiative

The rats are tiny zombies…not much of a challenge.  However, they were made by the mohrg in the corner.  He spends the first round refocusing while the party deals with the zombies.  He then charges and tries to touch with its tongue to paralyze a lightly armored foe, taking attacks of opportunity (remember mobility) if need be.  The zombies (if any are still alive) will begin coup de gras’ing paralyzed foe (only partial action, so takes 2 rounds)

Mohrg CR 8;Medium Undead ; HD 14d12 (Undead); hp 150; Init +5; Spd 30; AC 15 (touch 11, flat 14); Atk +12 base melee, +8 base ranged; +12/+12 slam for 1d6+5, and a +7 touch attack with his tongue - paralysis; SA: Improved grab (Ex), Paralyzing touch (Su), Create spawn (Su); SQ: Undead; AL CE; SV Fort +4, Ref +5, Will +9; STR 21, DEX 13, CON --, INT 11, WIS 10, CHA 10.

Skills: 

Climb+11, Hide+15, Listen+12, Move Silently+15, Spot+12, Swim+10. 

Feats: 

Alertness, Dodge, Improved Initiative, Mobility.

Paralysis fort save DC 17 or paralyzed 1d4 minutes

6 Zombie, Tiny CR 1/6;Tiny Undead ; HD 1/2d12 (Undead); hp 6, 7, 8, 9, 9, 9; Init -1; Spd 20; AC 11; Atk +2 slam 1d3; SQ: Undead, Partial actions only (Ex); AL N; SV Fort +0, Ref -1, Will +2; STR 9, DEX 8, CON --, INT --, WIS 10, CHA 1.

Feats: 

Toughness.

Treasure: urn and cash

The doors muffle sound to the shadow mastiffs and the shield guardian, but the will o wisps will hear the party fighting the mohrg.  They will not aid either side, but rather feed off the pain and suffering in the room.

3. Have the party make a spot check and listen check as they enter the room.  The will o wisps start invisible.  Thus a DC 40 spot check will detect them.  Possible, but unlikely.  They have no real body to make a sound, so no listen check will detect them.  Thus, the will o wisps will probably get surprise.  

This room is cooler than those you have been in and is dark.  Then a flicker of light catches your eye.  Then a flash of lightning slams forward…hammering into you.

2 Will-o'-Wisp CR 6;Small Aberration (Air); HD 9d8 (Aberration); hp 68, 70; Init +13; Spd Fly, Perfect 50; AC 29 (flat 20, touch 29); Atk +16 (2d8, Shock); SQ: Natural invisibility (Ex), Immunity: Spell (Ex); AL CE; SV Fort +3, Ref +12, Will +9; STR --, DEX 29, CON 10, INT 15, WIS 16, CHA 12.

Skills: 

Bluff+11, Listen+17, Search+14, Spot+17. 

Feats: 

Alertness, Blind-Fight, Dodge, Improved Initiative.

Treasure: under a loose tile in the center of the room is a bag of coins, search check dc 20 to find

4. This room is lit, but dimly…a single torch sputtering in the center of the ceiling.  Dim forms move at the edge of your vision.  Big, dog-like.  Roll for initiative.

3 Shadow Mastiff CR 5;Medium Outsider (Evil); HD 4d8+12 (Outsider); hp 40, 41, 42; Init +5; Spd 50; AC 14 (touch 11, flat 13); Atk +7 bite (1d6+4); 5x5/5 SA: Bay (Su), Trip (Ex); SQ: Shadow blend (Su), Scent (Ex); AL NE; SV Fort +7, Ref +5, Will +5; STR 17, DEX 13, CON 17, INT 4, WIS 12, CHA 13.

Skills: 

Listen+8, Spot+8, Wilderness Lore+7. 

Feats: 

Dodge, Improved Initiative.

The shadow mastiffs bay and snarl a lot, so it is unlikely that anyone will come and investigate the sounds of combat in this room.

Treasure: everburning torch, gold collars on the dogs.

The passage to the east ends in a cave in.  This passage looks different (it is an orc passage that has caved in – being less well made than some others).

5. Opening the door, you see an odd site.  A dimly lit room made out like a slaughterhouse.  A long table in the middle of the room has an orc corpse on it.  The corpse is in the process of being dressed into neat bits of meat and laid out in small bundles.  The blood from the slaughter is being drained into a very nice flan urn.  The butcher stands about nine feet tall and appears to be made from several different creatures.  He looks up as you enter and shakes a cleaver at you menacingly.  A spring bubbles up in the south wall and drains south.

This is a flesh golem of course.  

Golem, Flesh CR 7;Large Construct ; HD 9d10 (Construct); hp 88; Init -1; Spd 30; AC 18 (touch 8, flat 18); Atk 2 slams at +10 (2d8+5); 5x5/10; SA: Berserk (Ex); SQ: Construct, Immunity: Magic (Ex), Damage reduction 15/+1; AL N; SV Fort +3, Ref +2, Will +3; STR 21, DEX 9, CON --, INT --, WIS 11, CHA 1.

The spring passage is too small for any but a tiny creature to pass through, but it provides water that the flesh golem dispenses along with the flesh of the orcs to the inhabitants of this place.

Treasure: The urn, silver cleavers; random equipment stripped off the orcs piled in a corner

The door is locked DC 30 (good lock) break check DC 18

6. Orc slave pen.

This room stinks of filth and orc.  16 orcs stand chained to the walls, apparently awaiting the fate that befell the one on the table in the previous room.  The orcs wail at you to let them go in orcish.  Their piteous cries grate on your nerves, but their plight is readily apparent.

These orcs were sold to Weronta by underdark slavers, or perhaps they displeased their master and were sold because they failed him, their stories are unclear.  Regardless, they only expect death at the hands of the butcher next door.  They have been forced to consume orc flesh recently.  They are originally from the Pomarj…and people with knowledge Pomarj will recognize tattoos indicating their tribal origin.  Have fun with them.  Make it a roleplaying encounter.

7. The door to this room is locked with a good lock (DC 30) and is iron Break DC 24; Hardness 10; 45 HP

Once the door is opened, torches flare up in the room beyond, revealing what can only be a tomb.  A long coffin stands at the far end.  Sigils of Nerull cover the wall, marking this as an evil place.  A large metallic creature slowly unfolds from behind the tomb and begins moving towards you.

Shield Guardian CR 8;Large Construct ; HD 15d10 (Construct); hp 140; Init +0; Spd 30; AC 24 (flat 24, touch 9); Atk +16/11/6 (1d8+9, Slam); 5x5/10 SA: Spell storing, fast healing 5, SQ: Construct, Shield other (Sp), Guard (Ex), Find master (Su); AL N; SV Fort +5, Ref +5, Will +5; STR 22, DEX 10, CON --, INT --, WIS 10, CHA 1.

It has an ice storm cast at 7th level in its spell storing.  It activates the ice storm as its first action, catching as many of the party in the blast as possible.

Treasure: in the tomb are many ancient flan artifacts, coins, and some other random goodies.

The shield guardian was originally designed to protect the evil cleric that lies dead in the tomb, but it remains true to its last orders – protect the tomb.  It will not pursue parties from the room.

8. These rooms are essentially identical, being some of the last vestiges of the sewers.  Pits in the center of the room are 60 feet deep.  The pits have been covered…search check DC 20; disable device DC 25; reflex dc 20 or fall and take 6d6 damage.

The bottoms of the pits have drains which allow fine creatures to pass therethrough down into a subterranean lake.  Not much point in doing this, but who knows, PCs are dumb.  If they do go down it…throw giant squid, dire sharks and stuff like that at them.

9. This room has an odd smell to it, whose source is readily apparent…4 zombies are shambling towards you, followed by a skeleton.

The skeleton is a mohrg, and the zombies are his spawn.

4 medium zombies; medium sized undead; HD 2d12+3; HP: 24, 26, 27, 27; Spd 30’; AC 11 (touch 9, flat 11); attack; +2 slam 1-6+1, partial actions only; Fort +0; Ref -1; Will +3; alignment N

1 Mohrg CR 8;Medium Undead ; HD 14d12 (Undead); hp 147; Init +5; Spd 30; AC 15 (touch 11, flat 14); Atk +12 base melee, +8 base ranged; +12/+12 slam for 1d6+5, and a +7 touch attack with his tongue - paralysis; SA: Improved grab (Ex), Paralyzing touch (Su), Create spawn (Su); SQ: Undead; AL CE; SV Fort +4, Ref +5, Will +9; STR 21, DEX 13, CON --, INT 11, WIS 10, CHA 10.

Skills: 

Climb+11, Hide+15, Listen+12, Move Silently+15, Spot+12, Swim+10. 

Feats: 

Alertness, Dodge, Improved Initiative, Mobility.

Paralysis fort save DC 17 or paralyzed 1d4 minutes

10. Kallin’s lair

This room is simple and devoid of any features other than a single coffin.  The ceiling is a little higher than elsewhere too (about 13’)

The coffin is a ruse, the foe in this room lives in a tomb in the ceiling.  A chimney leads from the tomb to the surface, so that the vampire of this room can feed.  Although she does not often do so.

When a PC approaches the coffin, Kallin drinks a potion of shield, cast at 5th level (5 minutes) 

A stone cunning check DC 30 will reveal that the ceiling over the coffin appears to be worked differently than the other parts of the complex.

When a PC tries to open the tomb, Kallin drops the ceiling on the PC.  Reflex save DC 28 (it is bigger than the coffin) or take 5d6 damage (heavy stone).  The stone is thick enough that it can defeat a detect evil attempt.  That is Kallin’s move equivalent action in the surprise round.  In the first round of combat she activates her boots of speed and moves into combat.

Kallin level 6 fighter/level 2 weaponmaster/vampire

Str 23, dex 18, con -, int 15, wis 14, cha 12

Init +2, HD 8d12, HP 85, spd 30’, AC 25 (+4 dex, +6 natural, mithral chain shirt +1(+5)), 29 with boots of speed, 34 if full expertise (another with dodge, +4 mobility)

Fort +7, Ref +13, will +6

BAB +8/+5

+14/9 Slam 1d6+6

+17/+12 greatsword +2 2d6+11 (+2 sword, +9 str (2-h), +2 spec)

Bluff +8, Hide +8, Listen +15, move silently +8, search +11, search +8, sense motive +11, spot +15, intimidate +10, climb +11, jump +10, knowledge religion +2, ride +8, swim +11, tumble +5

Ki damage 2/day – can max damage on a hit

Increased multiplier 1/day – on confirm of critical, can make x3 instead of x2

Domination: 30’ range, save will DC 15 or fall under vampire’s control

Energy drain: 2 negative levels if hit with slam attack.  Fort save DC 15 24 hours later to remove

Blood drain – on successful grapple check it bites.  If it pins foe, it drains blood, inflicting 1d4 point permanent con for each round pin is maintained

Damage reduction 15/+1

Turn resistance +4

Cold and electricity resistance 20

Gaseous form: as standard action, can assume gaseous form at will.

Spider climb – can climb sheer surfaces as spell

Alternate form – can polymorph self into bat, dire bat, wolf, dire wolf

Fast healing – 5/rnd.  If reduced to zero points or lower, immediately assumes gaseous form and returns to coffin or be utterly destroyed

Combat reflexes, dodge, mobility, spring attack, expertise, weapon focus: greatsword, weapon specialization: greatsword, whirlwind attack, alertness, improved initiative, lightning reflexes

Possession: +2 greatsword, +1 mithral chain shirt, potion of shield, boots of speed, cloak of resistance +2, spare MW greatsword (in case hers gets sundered)

Kallin was once an adventuring companion of Weronta.  However, Weronta became evil and Kallin abandoned her.  Later, after Weronta became a vampire, Weronta found Kallin and turned her into a vampire.

Kallin wields the treasure in this room.  A +2 greatsword akin to the sword of the earth (it aint certed, so it turns to gold)

Kallin is very smart and fights intelligently, using her spring attack/mobility to get to mages.  She may use her spider climb ability to fight from the ceiling.  If she does this, she angles her shield down (half the battlefield baby) everyone should be on the wrong side of it.  Heehehehehehe.  Don’t forget to use the haste movement to move into good position, then whirlwind.

11. This large natural cavern is dark.  Impose vision restrictions appropriately.

This room smells damp, and it is much larger than your vision allows you to see.  It is clearly some form of natural cavern.

A destruchan moved in here not long ago from the orc caverns and subsequently collapsed the tunnel that brought it here, resulting in a large bowl in the southern portion of the room.  The vampires haven’t decided what to do with this creature yet.

The destrachan starts off with a material blast cone (80 foot cone) from outside of any light source that the party has (blindsight 100’) and follows that up in subsequent rounds with flesh blasts directed at spell casters (it has an intelligence 12, so it can recognize spells – not necessarily what they are, but that they are spells).  Note that it can bounce harmonics off walls.  Use the creatures movement to keep it away from the party and/or catch the most people in its cone attacks.  If the material blast results in a lot of destroyed items…have it repeat that attack at least once more.

Destrachan CR 8;Large Aberration ; HD 8d8+24 (Aberration); hp 80; Init +5; Spd 30; AC 16 (flat 15, touch 10); Atk +9 claw/ +9 claw (1d6+4); 5x10/5; SA: Destructive harmonics (Su), Reverberating harmonics (Su); SQ: Blindsight (Ex), Protection from sonics (Ex); AL NE; SV Fort +5, Ref +3, Will +10; STR 18, DEX 12, CON 16, INT 12, WIS 18, CHA 12.

Skills: 

Hide+7, Intuit Direction+10, Listen+25, Move Silently+10. 

Feats: 

Dodge, Improved Initiative.

Treasure: none.  Sucks to have to fight in this room.  Penalize a party accordingly on the treasure part.

12. This room is glistening with a layer of slime where your light hits the walls and ceiling.  A stream runs through the room. (balance check DC 13 to cross without falling – 5 feet across for jumping)

A black pudding moved in from the stream.  The vampires are not sure what to do about him just yet, so the golem occasionally feeds it until they can decide.

Ooze, Black Pudding CR 7;Huge Ooze ; HD 10d10+40 (Ooze); hp 130; Init -5; Spd 20, Climb 20; AC 3; Atk +8 slam (2d6+4 and 2d6 acid); 5x20/10; SA: Acid (Ex), Constrict (Ex), Improved grab (Ex); SQ: Blindsight (Ex), Split (Ex); RF: Ooze qualities; AL N; SV Fort +7, Ref -2, Will -2; STR 17, DEX 1, CON 19, INT --, WIS 1, CHA 1.

Treasure: again – none.

13. This room has a very high ceiling, the better to accommodate the six large zombies.  They shamble forward.  Roll forward initiative.

6 Zombie, Large CR 1;Large Undead ; HD 4d12 (Undead); hp 48, 46, 48, 49, 50, 51; Init -1; Spd 40; AC 11; Atk +4 slam (1d8+4, Slam); 5x5/10; SQ: Undead, Partial actions only (Ex); AL NE; SV Fort +1, Ref +0, Will +4; STR 17, DEX 8, CON --, INT --, WIS 10, CHA 1.

Feats: 

Toughness.

Treasure: coins and flan pottery.  Holy symbols of Nerull.

14. The mohrg who created the zombies lives here.  He will come out to play in room 13 after three rounds of combat, assuming the party takes that long.  If the party fights the zombies and leaves…he will wander about alerting other residents that PCs are in the area, and will be encountered by the next group near the entrance.

The room itself is pretty plain, with some flan pottery used as decoration. 

1 Mohrg CR 8;Medium Undead ; HD 14d12 (Undead); hp 160; Init +5; Spd 30; AC 15 (touch 11, flat 14); Atk +12 base melee, +8 base ranged; +12/+12 slam for 1d6+5, and a +7 touch attack with his tongue - paralysis; SA: Improved grab (Ex), Paralyzing touch (Su), Create spawn (Su); SQ: Undead; AL CE; SV Fort +4, Ref +5, Will +9; STR 21, DEX 13, CON --, INT 11, WIS 10, CHA 10.

Skills: 

Climb+11, Hide+15, Listen+12, Move Silently+15, Spot+12, Swim+10. 

Feats: 

Alertness, Dodge, Improved Initiative, Mobility.

Paralysis fort save DC 17 or paralyzed 1d4 minutes

Treasure: flan pottery, some very nice specimens.

If combat goes poorly for the mohrg here, it will retreat to the flesh golem room in the south.  Likewise, the mohrg will chase PCs.  The flesh golem will not come aid the mohrg as that is not within its commands.

15. A dimly lit room made out like a slaughterhouse greats your eyes.  A long table in the middle of the room has an orc corpse on it.  The corpse is in the process of being dressed into neat bits of meat and laid out in small bundles.  The blood from the slaughter is being drained into a very nice flan urn.  The butcher stands about nine feet tall and appears to be made from several different creatures.  He looks up as you enter and shakes a cleaver at you menacingly.  

This is a flesh golem of course.  

Golem, Flesh CR 7;Large Construct ; HD 9d10 (Construct); hp 88; Init -1; Spd 30; AC 18 (touch 8, flat 18); Atk 2 slams at +10 (2d8+5); 5x5/10; SA: Berserk (Ex); SQ: Construct, Immunity: Magic (Ex), Damage reduction (Su); AL N; SV Fort +3, Ref +2, Will +3; STR 21, DEX 9, CON --, INT --, WIS 11, CHA 1.

There is a well to the south, from which the flesh golem gets water for its charges.

Treasure: The urn, silver cleavers; random equipment stripped off the orcs piled in a corner

The door is locked DC 30 (good lock) break check DC 18

The mohrg will not investigate sounds of combat here, as it is used to the flesh golem vivisecting the orcs and the accompanying screams and noise.

16. Orc slave pen.

This room stinks of filth and orc.  16 orcs stand chained to the walls, apparently awaiting the fate that befell the one on the table in the previous room.  The orcs wail at you to let them go in orcish.  Their piteous cries grate on your nerves, but their plight is readily apparent.

These orcs were sold to Weronta by underdark slavers, or perhaps they displeased their master and were sold because they failed him, their stories are unclear.  Regardless, they only expect death at the hands of the butcher next door.  They have been forced to consume orc flesh recently.  They are originally from the Pomarj…and people with knowledge Pomarj will recognize tattoos indicating their tribal origin.  Have fun with them.  Make it a roleplaying encounter.

17. This large natural cavern has a pool of water in it and lots of fungus.

5 violet fungus; medium size plant; HD 2d8+6; HP 22, 22, 22, 22, 22; Init -1; Spd 10’; AC 13 (touch 9; flat 13); 4 attacks (at 10’ reach) +3 tentacle 1-6+1 and poison (Fort save DC 14 or 1-4 str and secondary 1-4 con); Fort +6; Ref -1; Will +0

Treasure: flan coins and pottery

18. This room is lit by some purple everburning torches.  A tall, gaunt skeleton like creature stands in the corner, apparently watching you, but it is unmoving.  A large urn of exquisite ancient flan technique sits next to him.  Several rodent shapes however are not unmoving.  They shamble forward…six rat shapes…the stench of death is heavy as they near you.  Roll for initiative

The rats are tiny zombies…not much of a challenge.  However, they were made by the mohrg in the corner.  He spends the first round refocusing while the party deals with the zombies.  He then charges and tries to touch with its tongue to paralyze a lightly armored foe.

Mohrg CR 8;Medium Undead ; HD 14d12 (Undead); hp 150; Init +5; Spd 30; AC 15 (touch 11, flat 14); Atk +12/+12 slam for 1d6+5, and a +7 touch attack with his tongue - paralysis; SA: Improved grab (Ex), Paralyzing touch (Su), Create spawn (Su); SQ: Undead; AL CE; SV Fort +4, Ref +5, Will +9; STR 21, DEX 13, CON --, INT 11, WIS 10, CHA 10.

Skills: 

Climb+11, Hide+15, Listen+12, Move Silently+15, Spot+12, Swim+10. 

Feats: 

Alertness, Dodge, Improved Initiative, Mobility.

Paralysis fort save DC 17 or paralyzed 1d4 minutes

6 Zombie, Tiny CR 1/6;Tiny Undead ; HD 1/2d12 (Undead); hp 6, 7, 8, 9, 9, 9; Init -1; Spd 20; AC 11; Atk +2 slam 1d3; SQ: Undead, Partial actions only (Ex); AL N; SV Fort +0, Ref -1, Will +2; STR 9, DEX 8, CON --, INT --, WIS 10, CHA 1.

Feats: 

Toughness.

Treasure: urn and cash

19. This room smells of dog, and the reason is readily apparent.  As you open the door, two large wolves and a third, normal sized wolf snarl at you.  Behind them are two humans, robed in black that lunge forward.  Roll for initiative.

2 vampire spawn Notep and Urdon (medium undead) HD 4d12; HP 44, 46; Init +6; spd 30’; AC 15 (flat 13, touch 12) +5 slam 1d6+4 and energy drain; 5x5/5; charm, energy drain, blood drain, +2 turn resistance; dr 10/silver; cold, electricity resistance 10; gaseous form, spider climb, fast healing 2; fort +1; ref +5; will +5; bluff +8; climb +8; hide +10; jump +8; listen +11; move silently +11; search +8; sense motive +11; spot +11

The coffins for the vampire spawn are under some loose tiles in the floor of the room. 

2 dire wolves CR 3;Large Animal ; HD 6d8+18 (Animal); hp 60, 62; Init +2; Spd 50; AC 14; Atk +10 base melee, +5 base ranged; +10 (1d8+10, Bite); 5x10/5; SA: Trip (Ex); SQ: Scent (Ex); AL N; SV Fort +8, Ref +7, Will +6; STR 25, DEX 15, CON 17, INT 2, WIS 12, CHA 10.

Skills: 

Hide+5, Listen+6, Move Silently+5, Spot+6; wilderness lore +1.

1 wolf CR 1;Medium Animal ; HD 2d8+4 (Animal); hp 20; Init +2; Spd 50; AC 14; Atk +2 base melee, +3 base ranged; +3 (1d6+1, Bite); SA: Trip (Ex); SQ: Scent (Ex); AL N; SV Fort +2, Ref +2, Will +1; STR 13, DEX 15, CON 14, INT 2, WIS 12, CHA 6.

Feats: 

Weapon Finesse.

These fellows fight very well together, the wolves providing flanks for one another or the vampire spawn as appropriate.  The vampire spawn may delay until the wolves have executed a trip to get the bonus to hit a prone foe.  The vampire spawn can command the wolves essentially as a free action due to the training that the wolves have.

Treasure: everburning torches, silver collars, coins

20. This room is very spartan, but a strange statue moves out of the corner as you enter and asks “Who may I say is calling on his dread majesty Apollo?”

The clay golem waits a few moments for an answer and then attacks.  If the party gives their names, the clay golem goes and summons Apollo to the room.  In that case, the fight probably got a lot harder for the party.

Golem, Clay CR 10;Large Construct ; HD 11d10 (Construct); hp 100; Init -1; Spd 20; AC 22 (flat 22, touch 9); Atk +14/+14 slams (2d10+7); 5x5/10; SA: Berserk (Ex), Wound (Ex); SQ: Construct, Immunity: Magic (Ex), Damage reduction 20/+1(Su), Immunity: Piercing and slashing (Ex), Haste (Su); AL N; SV Fort +3, Ref +2, Will +3; STR 25, DEX 9, CON --, INT --, WIS 11, CHA 1.

Treasure:  Inside the clay golem is a very large gem.  Defeating the clay golem causes it to burst open to reveal this fact.

21. Apollo’s chamber

This room is a very well appointed bedroom of sorts.  

Treasure: the room’s furniture, and Apollo’s equipment.

Apollo once styled himself an adventurer.  He adventured once too often in the wrong place and ran into Weronta who turned him into a vampire.  Apollo now serves Weronta faithfully.

Apollo lvl 3 wizard/lvl 4 halfling rogue vampire

HD 7d12; HP 80; Init +11 (+7 dex, +4 improved init)

Str 17, Dex 24, Con -, Int 16, Wis 14, Cha 17

Fort +3, ref +15, will +7

BAB +4, +3 str or +7 dex

Sneak attack +2d6, uncanny dodge, evasion

+7 slam 1d4

+9 short sword+2 1d6+5

AC 26 (+7 dex, +6 natural, +2 ring pro, +1 size)

spells  DC 13+ spell level

0: ray of frost, flare, prestidigitation x2

1: magic missile, color spray, shield

2: glitterdust, invisibility

Items: ring protection +2, short sword +2, wand magic missiles 9th level, 4 charges

Bluff +8, hide +26, listen +22, move silently +24, search +16, sense motive +12, spot +17, climb +6, use magic device +5, tumble +17, spellcraft +8, read lips +5, pickpocket +8, open lock +12, knowledge arcana +6, jump +10, intuit direction +6, innuendo +4, gather information +4, escape artist +8, disable device+5, diplomacy +4, decipher script +5, concentration +5, balance +12

Alertness, dodge, mobility, scribe scroll, combat reflexes, improved init, lightning reflexes

Domination: 30’ range, save will DC 16 or fall under vampire’s control

Energy drain: 2 negative levels if hit with slam attack.  Fort save DC 16 24 hours later to remove

Blood drain – on successful grapple check it bites.  If it pins foe, it drains blood, inflicting 1d4 point permanent con for each round pin is maintained

Damage reduction 15/+1

Turn resistance +4

Cold and electricity resistance 20

Gaseous form: as standard action, can assume gaseous form at will.

Spider climb – can climb sheer surfaces as spell

Alternate form – can polymorph self into bat, dire bat, wolf, dire wolf

Fast healing – 5/rnd.  If reduced to zero points or lower, immediately assumes gaseous form and returns to coffin or be utterly destroyed

APL 10
1.  Entrance
The entrance is a hole in the ground with some steps leading down.  The steps extend about twenty feet down and extend forward about twenty feet as well.  After the stairs, a corridor starts, leading south.  A dry, dusty smell tickles your nose as you reach the bottom of the stairs.

There are no tracks here.

2. This entrance room is lit by some fitfully burning, everburning torches.  In the center of the room is a curious statue of a Halfling.

The Halfling is a clay golem that animates when anyone touches any of the doors and attacks.  

Golem, Clay CR 10;Large Construct ; HD 11d10 (Construct); hp 100; Init -1; Spd 20; AC 22 (flat 22, touch 9); Atk +14/+14 slams (2d10+7); 5x5/10; SA: Berserk (Ex), Wound (Ex); SQ: Construct, Immunity: Magic (Ex), Damage reduction 20/+1(Su), Immunity: Piercing and slashing (Ex), Haste (Su); AL N; SV Fort +3, Ref +2, Will +3; STR 25, DEX 9, CON --, INT --, WIS 11, CHA 1.

Treasure:  Inside the clay golem is a very large gem.  Defeating the clay golem causes it to burst open to reveal this fact.

3. Library

This room is quite clearly a library.  It is well lit and full of shelves and books around the walls.  A tall skeletal figure with strands of mummified flesh hanging from its bones sits at a table in the center of the room. A tiny figure is positioned within the creature’s rib cage.

Devourer CR 11;Large Undead ; HD 12d12 (Undead); hp 100; Init +4; Spd 30; AC 18 (flat 18, touch 9); Atk +10 claw/+10 claw (1d6+5); 5x5/10; SA: Spell-like abilities, Energy drain (Su), Trap essence (Su); SQ: Spell deflection (Su), Undead, Resistance: Spell: 21; AL NE; SV Fort +4, Ref +4, Will +11; STR 21, DEX 10, CON --, INT 16, WIS 16, CHA 17.

Skills: 

Climb+10, Concentration+18, Jump+17, Listen+17, Move Silently+12, Spot+17. 

Feats: 

Alertness, Blind-Fight, Combat Casting, Expertise, Improved Initiative, Weapon Focus.

Treasure: the books…history for the most part, also some that would help with alchemy, lots of golem/automaton creation (animated tables, rugs, etc.)

4. This room is strangely bare except for the two skeletal forms and three zombies.  The skeletons appear very well dressed, dripping with jewelry.

These are two mohrgs and three medium sized zombies.

Mohrg CR 8;Medium Undead ; HD 14d12 (Undead); hp 144, 150; Init +5; Spd 30; AC 15 (touch 11, flat 14); Atk  +12/+12 slam for 1d6+5, and a +7 touch attack with his tongue - paralysis; SA: Improved grab (Ex), Paralyzing touch (Su), Create spawn (Su); SQ: Undead; AL CE; SV Fort +4, Ref +5, Will +9; STR 21, DEX 13, CON --, INT 11, WIS 10, CHA 10.

Skills: 

Climb+11, Hide+15, Listen+12, Move Silently+15, Spot+12, Swim+10. 

Feats: 

Alertness, Dodge, Improved Initiative, Mobility.

Paralysis fort save DC 17 or paralyzed 1d4 minutes

3 medium sized zombies; medium sized undead; HD 2d12+3; HP: 26, 26, 27; Spd 30’; AC 11 (touch 9, flat 11); attack; +2 slam 1-6+1, partial actions only; Fort +0; Ref -1; Will +3; alignment N

Treasure: jewelry on the mohrgs.

Zombies – if left, will try to coup de gras paralyzed characters.  Partial actions means takes 2 rounds

5. An odd room with a single occupant.  A statue stands in the center of the room, pointing towards the ground.  You see two doors in the dimly lit room.

The statute is a stone golem.  It is pointing to the ground for no real reason.  The stone golem pounds on any vampires and vampire spawn that come from APL 8.

Golem, Stone CR 11;Large Construct ; HD 14d10 (Construct); hp 125; Init -1; Spd 20; AC 26 (flat 26, touch 8); Atk +18 slam/+18 slam (2d10+9); 5x5/10SA: Slow (Su); SQ: Immunity: Magic (Ex), Damage reduction 30/+2; AL N; SV Fort +4, Ref +3, Will +4; STR 29, DEX 9, CON --, INT --, WIS 11, CHA 1.

Treasure: low – just 2 everburning torches, treat as none

6. This large natural cavern extends beyond what you can easily see.  However, there is a definite smell of water in the air.

In the western part of the room is a large pool of water that is full of fish.  The fish have attracted two ropers to the area.  The ropers don’t molest the vampires and vice versa, although occasionally Weronta thinks that they should move on.  So far negotiations along this line have proved fruitless.

However, if the PCs can offer them enough money, the ropers will not attack the party (although each party will have to make this accommodation).

2 Ropers CR 10;Large Magical Beast ; HD 10d10+30 (Magical Beast); hp 120, 120; Init +5; Spd 10; AC 24 (flat 23, touch 10; Atk 6 tendrils (ranged) at +11 (strand – weakness fort save DC 18 or 2d8 str damage) +8 bite for 2d6+2; 5x5/10 (50 feet with strand); SA: Strands (Ex), Attach (Ex), Weakness (Ex); SQ: Immunity: Electricity (Ex), Resistance: Cold (Ex), Resistance: Spell 28, Vulnerability: fire (Ex); AL CE; SV Fort +10, Ref +8, Will +8; STR 19, DEX 13, CON 17, INT 12, WIS 16, CHA 12.

Skills: 

Climb+7, Hide+10, Listen+13, Spot+13. 

Feats: 

Alertness, Improved Initiative, Iron Will, Weapon Focus.

Treasure: gems and whatever other parties have left as bribes

7. A very spartan room with only a statue of a gnome for decoration. The light of a pair of everburning torches provides a feeble light 

The statute is a stone golem.

Golem, Stone CR 11;Large Construct ; HD 14d10 (Construct); hp 125; Init -1; Spd 20; AC 26 (flat 26, touch 8); Atk +18 slam/+18 slam (2d10+9); 5x5/10SA: Slow (Su); SQ: Immunity: Magic (Ex), Damage reduction 30/+2; AL N; SV Fort +4, Ref +3, Will +4; STR 29, DEX 9, CON --, INT --, WIS 11, CHA 1.

Treasure: just the everburning torches, treat as none

The door to the east is locked with a good lock OL DC 30; break 18.  Weronta and Garfonk have keys.

8. A slave chamber.  18 orcs, 15 norkers and three goblins are chained to the walls here.  The room reeks of waste and unwashed humanoids.  The wail piteously at you as you open the door…expecting who knows what.

These slaves are fed to the vampires as needed, and occasionally passed out to the other portions of the complex.  The clay golems in 10 attend to this function if commanded to do so by Garfonk or Weronta.

The slaves can tell interesting tales, but they are somewhat jumbled.  In some they betrayed their master and were sold.  In others, they failed their master and were sold.  In others, they were captured and taken as slaves when foul undead raided their camp.  Who knows what the truth is.  These humanoids are from the Pomarj, and bear tattoos that show this by showing tribal allegiance.  They know of many tunnels in the Lortmils and how they have been encouraged to migrate through these tunnels.  You can make this a roleplaying encounter as you see fit.

9. Washing room.  This room is full of tubs and has a strange chimney structure thereabove.  Ashes show that the tubs are occasionally heated.  The tubs are presently empty, but examination will show dirt rings near the top.

These tubs are used to wash the food before it is presented to the vampires.  On special occasions, they are washed in hot water and groomed before presentation as supper.  The clay golems in 10 attend to this as needed.

Treasure: big copper tubs.  Hard to move, but valuable

10. This room is well lit and clearly a dining room of some sort.  Two statues stand in the southern corners, as if waiting for something.

The statutes are clay golems and they do the bidding of Garfonk.  They animate and attack if the door to the south is touched.

2 Golems, Clay CR 10;Large Construct ; HD 11d10 (Construct); hp 105, 105; Init -1; Spd 20; AC 22 (flat 22, touch 9); Atk +14/+14 slams (2d10+7); 5x5/10; SA: Berserk (Ex), Wound (Ex); SQ: Construct, Immunity: Magic (Ex), Damage reduction 20/+1, Immunity: Piercing and slashing (Ex), Haste (Su); AL N; SV Fort +3, Ref +2, Will +3; STR 25, DEX 9, CON --, INT --, WIS 11, CHA 1.

Treasure: place settings, furniture, candelabra

11. This room is the home of some musky creature.  As your light penetrates the room, you see that that creature is some form of snake, with a woman’s head.  The head rises up from some form of nest, swaying sensuously.  It hisses “why hassss they come?  Are they tasssty?  Do they wisssh to worssships ussss?  Or perhapsss jussst passsss through?  Hmmmm?”

This is a guardian naga.  Her name is Drama Nightbringer.  She was once a good and wholesome naga, but somewhere along the way she turned to a life of evil.  She met Garfonk and has been working with him ever since.  She helps him in his research into golems.  Normally, she would be able to have access to good and law domains and prepare them as arcane spells, but her alignment change has prevented this…so now she only has access to law.

Naga, Guardian CR 10;Large Aberration ; HD 11d8+44 (Aberration); hp 123; Init +2; Spd 40; AC 18 (flat 16, touch 11); Atk +12 bite (2d6+7); 5x5/10; SA: Poison (Ex), Spit (Ex), Spells; AL LE; SV Fort +7, Ref +7, Will +11; STR 21, DEX 14, CON 19, INT 16, WIS 19, CHA 18.

Skills: 

Bluff+12, Concentration+15, Listen+13, Sense Motive+13, Spellcraft+11, Spot+13. 

Feats: 

Alertness, Combat Casting, Dodge, Lightning Reflexes, Spell Focus: conjuration.

Poison fort save DC 19 or 2d8 con/2d8 con

Spit 30’ ignores armor and has no range penalty; inflicts poison damage

Spells Known (SA Spells: Sor 6/7/7/7/5): DC 14 + spell level except * which is 16 + spell level

0 - Arcane Mark, Detect Magic, Disrupt Undead, Mage Hand, Mending, Open/Close, Read Magic, Resistance; 

1st - shield, Magic Missile, Protection from good, grease*; 

2nd – calm emotions, glitterdust*, melf’s acid arrow*, flaming sphere; 

3rd - Dispel Magic, flame arrow*, fireball;

4th – order’s wrath; improved invisibility

Treasure: her nest has a large collection of coin and gems

12. This room is some form of assembly room.  Tables are laid out with bits and pieces of projects scattered about.  In one corner, it appears that some form of sculpture is being created.  In another, a pottery wheel sits…damp clay next to it.  Still another has a vat that reeks of preservatives.

Digging through the vat reveals preserved body parts (for flesh golem)

Treasure: manual on golem creation.  Very detailed.

13. This room seems well appointed and lit, although the presence of two large wolves seems out of place.  Three humans sit at a table, playing cards until you come in.  They look up…the wolves snarl and lunge at you.

Nimok, Eranus, Arent, vampire spawn

3 vampire spawn (medium undead) HD 4d12; HP 39, 46, 48; Init +6; spd 30’; AC 15 (flat 13, touch 12) +5 slam 1d6+4 and energy drain; 5x5/5; charm, energy drain, blood drain, +2 turn resistance; dr 10/silver; cold, electricity resistance 10; gaseous form, spider climb, fast healing 2; fort +1; ref +5; will +5; bluff +8; climb +8; hide +10; jump +8; listen +11; move silently +11; search +8; sense motive +11; spot +11

The coffins for the vampire spawn are under some loose tiles in the floor of the room. 

2 dire wolves CR 3;Large Animal ; HD 6d8+18 (Animal); hp 60, 62; Init +2; Spd 50; AC 14; Atk +10 base melee, +5 base ranged; +10 (1d8+10, Bite); 5x10/5; SA: Trip (Ex); SQ: Scent (Ex); AL N; SV Fort +8, Ref +7, Will +6; STR 25, DEX 15, CON 17, INT 2, WIS 12, CHA 10.

Skills: 

Hide+5, Listen+6, Move Silently+5, Spot+6; wilderness lore +1.

Treasure: coins and jewelry, furniture, place settings

14. This room is strangely bare except for the two skeletal forms and three zombies.  The skeletons appear very well dressed, dripping with jewelry.

These are two mohrgs and three medium sized zombies.

2 Mohrg CR 8;Medium Undead ; HD 14d12 (Undead); hp 150, 140; Init +5; Spd 30; AC 15 (touch 11, flat 14); Atk +12 base melee, +8 base ranged; +12/+12 slam for 1d6+5, and a +7 touch attack with his tongue - paralysis; SA: Improved grab (Ex), Paralyzing touch (Su), Create spawn (Su); SQ: Undead; AL CE; SV Fort +4, Ref +5, Will +9; STR 21, DEX 13, CON --, INT 11, WIS 10, CHA 10.

Skills: 

Climb+11, Hide+15, Listen+12, Move Silently+15, Spot+12, Swim+10. 

Feats: 

Alertness, Dodge, Improved Initiative, Mobility.

Paralysis fort save DC 17 or paralyzed 1d4 minutes

3 medium sized zombies; medium sized undead; HD 2d12+3; HP: 26, 26, 27; Spd 30’; AC 11 (touch 9, flat 11); attack; +2 slam 1-6+1, partial actions only; Fort +0; Ref -1; Will +3; alignment N

Treasure: jewelry on the mohrgs.

Sounds of combat in this room will bring the vampire spawn from room 15 after two rounds.

15.  A room with some simple furnishings.

2 vampire spawn Pietr and Vasik (medium undead) HD 4d12; HP 39, 46; Init +6; spd 30’; AC 15 (flat 13, touch 12) +5 slam 1d6+4 and energy drain; 5x5/5; charm, energy drain, blood drain, +2 turn resistance; dr 10/silver; cold, electricity resistance 10; gaseous form, spider climb, fast healing 2; fort +1; ref +5; will +5; bluff +8; climb +8; hide +10; jump +8; listen +11; move silently +11; search +8; sense motive +11; spot +11

The coffins for the vampire spawn are under some loose tiles in the floor of the room. 

Treasure: jewelry in coffins

16.  This room is strangely bare except for the two skeletal forms.  The skeletons appear very well dressed, dripping with jewelry.

These are two mohrgs.

2 Mohrg CR 8;Medium Undead ; HD 14d12 (Undead); hp 150, 146; Init +5; Spd 30; AC 15 (touch 11, flat 14); Atk +12 base melee, +8 base ranged; +12/+12 slam for 1d6+5, and a +7 touch attack with his tongue - paralysis; SA: Improved grab (Ex), Paralyzing touch (Su), Create spawn (Su); SQ: Undead; AL CE; SV Fort +4, Ref +5, Will +9; STR 21, DEX 13, CON --, INT 11, WIS 10, CHA 10.

Skills: 

Climb+11, Hide+15, Listen+12, Move Silently+15, Spot+12, Swim+10. 

Feats: 

Alertness, Dodge, Improved Initiative, Mobility.

Paralysis fort save DC 17 or paralyzed 1d4 minutes

17. The passage out of the room of the mohrgs heads east into the darkness.  Within ten feet of the door, the stonework changes into something much cruder.  (it is orc work)  It soon opens up into a much larger chamber.  Deeper than your light extends.  The quality of the air changes as well.  It is less rank, but there is a bite to it.  Colder, darker.  The stonework changes from the hewn stone to a smooth, almost rippling floor.

In the eastern portion of the room are two destrachons.  They will blast the party with their 80 foot cones before the party can see them.  If you are feeling nice, you may give the party a listen check opposed by the destrachons move silently (remember the distance penalty) to see if they are surprised by the attack.  If the party is surprised, the destrachons start off with a material blast, and follow it up with flesh blasts.

The destrachons work together and try to catch all their foes in their two cones, moving as appropriate.

Destrachan CR 8;Large Aberration ; HD 8d8+24 (Aberration); hp 80, 82; Init +5; Spd 30; AC 16 (flat 15, touch 10); Atk +9 claw/ +9 claw (1d6+4); 5x10/5; SA: Destructive harmonics (Su), Reverberating harmonics (Su); SQ: Blindsight (Ex), Protection from sonics (Ex); AL NE; SV Fort +5, Ref +3, Will +10; STR 18, DEX 12, CON 16, INT 12, WIS 18, CHA 12.

Skills: 

Hide+7, Intuit Direction+10, Listen+25, Move Silently+10. 

Feats: 

Dodge, Improved Initiative.

The passage to the east leads to APL 12…and Weronta. The passages to the south lead to the mines of the orcs and other humanoids, long abandoned.  If the party wants to go down there, so be it…throw whatever you want at them….or have all the passages lead to the same spot in APL 12 (or dead end) such that the only exit is into 12 or back the way they came.

O yeah, treasure…a few gemstones (1/2 normal)

18. This is quite clearly a sitting room of sorts.  Fine candles in a chandelier worthy of the Commandant hang over a deep rich mahogany table.  Six chairs surround it.  A sideboard stands against the north wall with bottles of fine wine displayed thereon.  Two silver goblets are also on the sideboard.  Tapestries hang from the walls, depicting gnomes drinking the blood of orcs from the orcs’ steaming corpses.  The gnomes’ eyes seem to follow you as you move about the room.

Treasure: Furniture and wine

19. This room is another richly appointed room, with a high ceiling.  A coffin sits in a pool of light on the east edge of the room.  It appears to be made out of solid silver, and is only about 4 feet long.  Tapestries hang from the walls, showing more scenes of gnomes in various acts of depravity.

4 6 HD wights are positioned in alcoves behind secret doors.  These secret doors are very well balanced and made by the master engineer that is Garfonk.  Search check DC 32 to find, free action to open from the inside.  The wights charge out (probably with surprise) if anyone touches the coffin…their partial action is not hindered by opening the doors, so that they can get their charge attack.  They will charge spellcasters or lightly armored opponents first.

Wight CR 3;Medium Undead ; HD 6d12 (Undead); hp 55, 60, 65, 70; Init +1; Spd 30; AC 15; Atk +4 slam (1d4+1, Slam); 5x5/5; SA: Energy drain (Su), Create spawn (Su); SQ: Undead; AL LE; SV Fort +2, Ref +3, Will +6; STR 12, DEX 12, CON --, INT 11, WIS 13, CHA 15.

Skills: 

Climb+5, Hide+10, Listen+9, Move Silently+17, Search+7, Spot+8. 

Feats: 

Blind-Fight.

Garfonk is hidden in his real coffin in the ceiling above the door.  Garfonk will drop the stone in the first round of combat (or from surprise if the party lingers in the door)  Reflex save DC 28 (it is 15x15x 2) or take 5d6 damage (heavy stone).  

Note that the thickness of the stone both on the secret doors and the slab hiding Garfink is sufficient to defeat detect evil attempts.

Garfonk, level 9 gnome sorcerer vampire

Str 12 (+1), dex 18 (+5), con -, int 18 (+4), wis 12 (+1), cha 23 (+6) (27 with cloak for +8)

AC 25 (+6 dex, +6 natural, +1 size, ring +2)

Ref +13, Fort +5, will +9

Init +10 (improved init, dex)

BAB +4 (1 str or 6 dex)

+5 slam (1d4+1) and negative levels

Alchemy +9, bluff +18, concentration +11, diplomacy +10, disguise +14, gather information +10, knowledge arcane +7, spellcraft +15, craft stonemasonry +7, craft trapmaking +7, hide +18 (dex, racial, size), listen +13, move silently +14, search +12, sense motive +9, spot +11

Alertness, combat reflexes, dodge, improved init, lightning reflexes, spell focus: evocation, greater spell focus evocation, spell focus illusion

Can cast 6/8/8/8/6

Spell DC 18+ spell level (22+spell level evocation, marked with *) (20 plus spell level for illusion, marked with ^)

0:dancing lights*, daze, detect magic, flare*, mage hand, mending, prestidigitation, ray of frost

1:magic missile*, grease, mage armor, shield, burning hands

2: glitterdust, flaming sphere*, invisibility, shatter*

3: dispel magic, haste, fireball*

4: phantasmal killer^, ice storm* 

Domination: 30’ range, save will DC 22 or fall under vampire’s control

Energy drain: 2 negative levels if hit with slam attack.  Fort save DC 22 24 hours later to remove

Blood drain – on successful grapple check it bites.  If it pins foe, it drains blood, inflicting 1d4 point permanent con for each round pin is maintained

Damage reduction 15/+1

Turn resistance +4

Cold and electricity resistance 20

Gaseous form: as standard action, can assume gaseous form at will.

Spider climb – can climb sheer surfaces as spell

Alternate form – can polymorph self into bat, dire bat, wolf, dire wolf

Fast healing – 5/rnd.  If reduced to zero points or lower, immediately assumes gaseous form and returns to coffin or be utterly destroyed

Possessions: ring of protection +2, cloak of charisma +4, gloves of dex +2, ring of resistance +2

The ceiling is 20 feet high.  Garfonk likes to walk along the ceiling with his spider climb ability (staying out of reach of melee attacks) with his shield oriented down casting spells on the party while the wights melee with the party.  With his huge charisma, have him dominate a BDF.  Use his haste and spell combos liberally.

Treasure: coffin, Garfonk’s equipment

O yeah, this room is under an unhallow effect.

Magic circle vs. good  (doesn’t stack with ring, both are deflection bonus)

-4 turning attempts

invisibility purge for all good creatures (neutral and evil remain invisible)

APL 12
This is a no holds barred area.  All of the encounters are 2 or 3 ELs higher than the party and there is a fair chance that monsters will aid one another if they hear the sounds of combat.  APL 12 is not something to be taken lightly, and I expect a death or two.  Do not hesitate to have some of the undead coup de gras someone if it makes sense.

1. The passage from APL 10 enters a Y shaped chamber.  The walls all show signs of mining activity, although none recently.  

A track check will reveal that there are tracks in both directions, although the north passage has more traffic.

2. This room has a large summoning circle in the middle of the floor, next to a huge bellows.  Strange pipes move from the bellows to various items of machinery.  One is a huge wheel of stone over a stone trough.  One is a pipe that extends into what appears to be a well – and feeds into another trough, a sluice almost.  Tracks lead out the south wall, into mines.  Two carts lie overturned and ruined.

People with profession miner, or knowledge geology/mining, etc. will recognize that this is all ore processing equipment.  The summoning circle summoned a huge earth elemental to power the bellows.  There are a couple of gemstones amidst the rubble.  1/32 of treasure for apl.

3. These are more of the humanoid mines.  The walls all show having been worked at some point in the distant past.  

There is not much of interest here…although an appropriately high DC track check will show that humanoids have passed this way in the past.  

These tracks are from the various slave expeditions that Weronta has been on, and show where he has brought more slaves up to the sewers so that he and his minions could feed.  Exactly who he bought the slaves from is unclear and beyond the scope of the present adventure.  Perhaps the Master sold them to Weronta in a show of solidarity, or perhaps something more sinister sold the orcs and norkers to Weronta to buy his silence.

4. This room is very spartan and its sole inhabitant looks at you as you enter.  “Mmmm, lunch.”  Make a will save DC 15 (despair effect of the mummy).  A tall man stands up from the floor and you can see that he is wrapped in dirty bandages and moves very sinuously. 

Hotep – 11th level monk mummy  CR 14; medium size undead; HD 6d12+3 plus 11d8; HP 93; Init +4; Spd 60’; AC 28 (touch 18, flat 24) Atk +15/+12/+9 (1d10+4 unarmed) or +13/+13/+10/+7 (1d10+4 flurry) or +17/+14/+11 (1d6+6 plus 1d6 shock damage, +2 kama shock); Despair; mummy rot; stunning attack; SQ: Damage reduction 5/+1; evasion; fire vulnerability; monk abilities; resistant to blows; undead; AL: LE; Fort +9, Ref +13, Will +14; Str 18, Dex 18, con -, int 6, wis 14, cha 15 Balance +9, Hide +15, listen +9, move silently +15, spot +9, tumble +14

Alertness, dodge, deflect arrows, improved trip, mobility, toughness, spring attack

Despair: On sight, viewer must make a will save DC 15 or be paralyzed with fear for 1d4 rounds.

Mummy rot: slam, fort save dc 20 incubation period 1 day, damage 1d6 con.  Continues until victim reaches 0 con (and dies) or receives a cure disease 

Stunning attack 11/day, DC 17 fort

Fire vulnerability: double damage from fire unless save is allowed for half damage in which case save halves damage for Hotep

Monk abilities: still mind, slow fall 50’, purity of body, wholeness of body (22 pts), leap of the clouds, diamond body, ki strike +1, improved evasion

Resistant to blows: physical attacks only do half damage to mummies.  Apply this effect before damage reduction

Possessions: bracers of armor +2, kama +2 shocking, 3 potions of inflict moderate wounds (which heal undead)

Treasure: possessions

5.  A bare room with 2 tall skeletal figures with strands of mummified flesh hanging from its bones sits at a table in the center of the room. A tiny figure is positioned within each creature’s rib cage.  Some pottery stands in the corner

Devourer CR 11;Large Undead ; HD 12d12 (Undead); hp 100, 120; Init +4; Spd 30; AC 18 (flat 18, touch 9); Atk +10 claw/+10 claw (1d6+5); 5x5/10; SA: Spell-like abilities, Energy drain (Su), Trap essence (Su); SQ: Spell deflection (Su), Undead, Resistance: Spell: 21; AL NE; SV Fort +4, Ref +4, Will +11; STR 21, DEX 10, CON --, INT 16, WIS 16, CHA 17.

Skills: 

Climb+10, Concentration+18, Jump+17, Listen+17, Move Silently+12, Spot+17. 

Feats: 

Alertness, Blind-Fight, Combat Casting, Expertise, Improved Initiative, Weapon Focus.

Treasure: Some very nice flan pottery

Note that zombies from room 6 will begin arriving after 3 rounds of combat in room 5.  The mohrgs will not come into room 5.

6.  The party in all likelihood have to fight through a bunch of zombies to get here, only to see that the room is awash with more zombies.  In the far part of the room are three skeletal forms.

There are 45 zombies in this room initially.  Several of them should have been destroyed in the hallway to the south.  3 mohrgs also live here with their zombie creations.

3 Mohrg CR 8;Medium Undead ; HD 14d12 (Undead); hp 150, 145, 140; Init +5; Spd 30; AC 15 (touch 11, flat 14); Atk +12/+12 slam for 1d6+5, and a +7 touch attack with his tongue - paralysis; SA: Improved grab (Ex), Paralyzing touch (Su), Create spawn (Su); SQ: Undead; AL CE; SV Fort +4, Ref +5, Will +9; STR 21, DEX 13, CON --, INT 11, WIS 10, CHA 10.

Skills: 

Climb+11, Hide+15, Listen+12, Move Silently+15, Spot+12, Swim+10. 

Feats: 

Alertness, Dodge, Improved Initiative, Mobility.

Paralysis: fort save dc 17 or be paralyzed for 1d4 minutes

45 medium sized zombies; medium sized undead; HD 2d12+3; HP: 20x45; Spd 30’; AC 11 (touch 9, flat 11); attack; +2 slam 1-6+1, partial actions only; Fort +0; Ref -1; Will +3; alignment N

7. A circular room with a spiral staircase leading down.  This leads to more mines.  If the party goes down here, throw lots of slimes and such at them.

8. A large natural cavern that is still living.  Beautiful curtains, stalagmites and stalactites all grace this room.  A natural sort of amphitheatre.  Nothing really of interest.

9. an unholier place you are not sure you have ever seen.  This is clearly a temple to a dark deity (Knowledge religion DC 18 to recognize Nerull).  Globes of purple flames illuminate the vaulted ceiling and the floor below.  Pews are slanted into face a horrid statue of a skeleton holding a scythe.  Scenes of bloodshed and death adorn the walls in some sort of horrid fresco.

The statue is an iron golem that uses its scythe of wounding against anyone not wielding a holy symbol of Nerull.

Golem, Iron CR 13;Large Construct ; HD 18d10 (Construct); hp 175; Init -1; Spd 20; AC 30 (flat 22, touch 8); Atk +23 base melee; +25 with huge keen scythe +2 of wounding (2d6+13, x4 crit 19-20 and wound or +23/+23 2d10+11 slam); SA: Breath weapon (Su); SQ: Immunity: Magic (Ex), Construct, Damage reduction (Su), Vulnerability: rust (Ex); AL N; SV Fort +6, Ref +5, Will +6; STR 33, DEX 9, CON --, INT --, WIS 11, CHA 1.

Treasure: scythe

If the party is having a very easy time of this encounter, bring in Weronta, otherwise have him cast his buffing spells the round after combat starts.

10.  Vestry – This room is full of unholy vestments (knowledge religion check DC 18 to recognize Nerull).  Additional platter, chalices, and other assorted religious paraphernalia are also carefully positioned about the room.

Treasure: unholy religious paraphernalia.

11. Orc and pie

This room is a 30x30 room with an orc sitting at a table, next to a pie.  Roll for initiative.

The pie is the foe in this room, and the orc is the treasure.  The orc has knowledge that is vital to the war effort in the Lortmils…however, he is mute, so it will take time to get the knowledge from him – also saving me from having to make up what that knowledge is…or preventing me from revealing it to anyone who reads this module (thus preserving a triad secret)

The pie is an advanced calzone golem that appeared on the WOTC website.  A permanent illusion has been cast on the calzone golem to make it appear like a small pie and a table.  This is a figment, so unless the party casts detect magic, they don’t get a save until they physically interact with the golem.

Calzone Golem (large size construct, HD 18d10; HP 170; Init -1; Spd 30’; AC 13 (-2 dex, -1 size, +6 natural, flat 14, touch 8); 2 slams (+13 BAB, +7 Str) +20/+20 1d10+7 plus 1d6 fire/1d10+7 plus 1d6 fire; 5x5/10; breath weapon, heat, berserk, construct, magic immunity, spurt, Fort +6, Ref +4, Will +6, str 25, dex 7, con -, int -, wis 11, cha 1

Breath weapon – once every 5 rounds, the calzone golem can exhale a cloud of nauseating gas as a free action.  This is identical to a stinking cloud spell.  The fort save is DC 15

Heat: The calzone golem generates so much heat that its mere touch deal additional fire damage

Berserk: When a calzone golem is struck by a slashing or piercing weapon, it must make a will save dc 12 or its elemental spirit breaks free and goes berserk.  The uncontrolled golem begins rampaging, attacking the nearest living creature or smashing some object smaller than itself if no creature is within its reach, then moving on to spread more destruction.  Once it goes berserk, there is no known method of reestablishing control.

Construct: immune to mind-influencing effects, poisons, disease, and similar effects, immune to criticals, subdual, ability damage, energy drain, or death from massive damage

Magic immunity: immune to all spells, spell-like abilities, and supernatural effects.  Cold based spells slow them (as slow spell for 2d6 rounds)  Fire based effects harden the golem increasing its natural armor by +1 for every 3 points of damage it would otherwise have taken (fades after 1d4 hours)

Spurt:  If the golem is struck for damage by a slashing or piercing weapon, it spurts out a small splash of extremely hot juices from the wound.  This inflicts 1 point of fire damage to all within 5 feet of the golem.

The orc is a normal orc and has is scheduled for Weronta’s next meal.

12. Slave pit

A portcullis blocks off a cavern in which a bunch of orcs and norkers are imprisoned.  (40 orcs, 30 norkers).  They are much like the orcs and norkers described elsewhere in the module.  Use it as a roleplaying opportunity.  They just want out of the dungeon.  They don’t have any treasure, or weapons.  They do know that a vampire is nearby and is eating them.

13. Weronta’s lair  A rather nicely furnished room.  A table, chairs, and a coffin sit in this room.  A man in black robes is sitting in one of the chairs, a dead orc at his feet – apparently drained of his life force.

Weronta level 12 human cleric of Nerull vampire

Weronta: Male Human Clr12; Medium Humanoid ; HD 12d12 (Cleric); hp 71; Init +4; Spd 20; AC 29 (full plate +9, large steel shield +3, +6 natural armor, +1 ring pro.??); Atk +13 base melee, +9 base ranged; +15 (2d4+7, +1 scythe) or +13 slam 1d6+4 and drain; +9 (1d8, Crossbow, light); AL NE; SV Fort +9, Ref +7, Will +15; STR 18/12, DEX 11/7, CON -, INT 13/11, WIS 23/21, CHA 17/13.

Possessions:

Weapons: Crossbow, light; +1 scythe.

Armor: +1 Full plate.

Shields: +1 Shield, large, steel.

Goods: Bolts, crossbow (10).

Magic: Wondrous: Wondrous: Cloak of resistance (+1); Potion: Fly (5); Scroll: Ethereal Jaunt (9); Wondrous: Periapt of Wisdom (+2); Potion: Heroism; Ring: Protection +1; Wand: Hold Person (3) (Charges: 25); Scroll: Wind Walk (11); Wand: Searing Light (5) (Charges: 25).

Skills: 

Concentration+16, Spellcraft+15. 

Feats: 

Combat casting, enlarge spell, extend spell, martial weapon scythe, weapon focus scythe

Vampire feats: alertness, combat reflexes, improved init, lightning reflexes (would get dodge but for crappy dex)

Spells Prepared (Clr 6/7/5/5/4/4/2): DC 16+ spell level

0 - Detect Magic, Guidance, Light, Mending, Resistance, Virtue; 

1st - Bane, Bless, Command, Doom, Entropic Shield, Magic Weapon, protection from evil*; 

2nd - Aid, Hold Person, Remove Paralysis, desecrate*; 

3rd – Dispel Magic, Extended bull strength, Contagion, Water Walk, Wind Wall, magic circle against good*; 

4th - Lesser Planar Ally, Spell Immunity, Unholy Blight*

5th – extended greater magic weapon, slay living*

6th - Blade Barrier, Planar Ally, create undead*.

Fast healing: a vampire heals 5 points of damage each round so long as it has at least 1 hit point.  If reduced to 0 hit points or lower, vampire assumes gaseous form and attempts to escape.  It must reach its coffin within 2 hours or be utterly destroyed.  Once in its coffin, it rise to 1 hp after an hour, then resumed healing of 5 hp/rnd

Alternate form: can assume the shape of a bat, dire bat, wolf or dire wolf as a standard action.

Spider climb – a vampire can climb sheer surfaces as though with a spider climb spell

Resistance; vampire has cold and electricity resistance 20

Vampires have +4 turn resistance

Damage Reduction: 15/+1

Domination: as a standard action, an opponent must make a will save DC 19 or fall under vampire’s influence as if under a dominate person case by 12th level sorc.  Range 30’

Energy drain – living creatures struck by slam attack suffer 2 negative levels

Blood drain – can suck blood from a victim with a successful grapple check.  If it pins foe, it drains blood, inflicting 1d4 points of permanent con damage each round pin is maintained
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