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Long ago, a brilliant gnomish inventor's dreams came crashing down when one of his inventions was used in an attack on Fort Tribulation.  Can his reputation be salvaged, or are his dreams destined to become nightmares?  A Gran March Dungeon Crawl Interactive, APLs 2-10.  Military: Yes.
Note: This adventure is not suitable for centaur PCs.  
RPGA Sanctioned Play

Most likely you ordered this adventure as part of an RPGA even from the RPGA website, or you received it from your senior gamemaster. To play this adventure as part of the Living Greyhawk campaign—a worldwide, ongoing D&D campaign set in the Greyhawk setting—you must sanction it as part of an RPGA event. This event could be as elaborate as a big convention, or as simple as a group of friends meeting at the DM’s house. 


To sanction an RPGA event, you must be at least a Herald-Level gamemaster. The person who sanctions the event is called the senior gamemaster, and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and then reported back to the RPGA in a timely manner. The person who runs the game is called the table Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the table DM. You don’t have to be a Herald-Level GM to run this adventure if you are not the senior GM. 


By sanctioning and reporting this adventure you accomplish a couple of things. First it is an official game, and you can use the AR to advance your Living Greyhawk character. Second player and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth two (2) points. 


This adventure retires from RPGA-sanctioned play on December 31, 2007. 


To learn more about the Living Greyhawk character creation and development, RPGA event sanctioning, and Dungeons & Dragons Rewards, visit the RPGA website at www.rpga.com.

Players Read No Farther

If you are planning on playing this adventure, stop reading now. The rest of the information in this adventure is for the DM only. If you read farther than this section, you’ll know too much about its challenges, which kills the fun. Also, if you’re playing this adventure as part of an RPGA-sanctioned event, reading beyond this point makes you ineligible to do so.
Preparing for Play

To get the most out of this adventure, you need copies of the following D&D books: Player’s Handbook, Dungeon Master’s Guide, and the Monster Manual. 
Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Sidebars contain important information for you, including special instruction on running the adventure. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Full information on NPCs and monsters are given in the Appendices. 

Along with this adventure you’ll find a RPGA Table Tracking sheet. If you’re playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You’ll also find a Living Greyhawk Adventure Record (AR). 

Living Greyhawk Levels of Play

Because players bring their own characters to Living Greyhawk games, this adventure’s challenges are proportionate to the modified average character level of the PCs participating in the adventure. To determine this modified Average Party Level (APL) follow the steps below:

1. Determine the character level for each of the PCs participating in the adventure.

2. If PCs bring animals that have been trained for combat (most likely dogs trained for war), other than those brought by virtue of a class ability (such as animal companions, familiars paladin’s mounts) or the warhorse of a character with the Mounted Combat feat, use the sidebar chart to determine the number of levels you add to the sum of step one. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately. 

3. Sum the results of step 1 and 2, and divide by the number of characters playing in the adventure. Round to the nearest whole number.

4. If you are running a table of six PCs, add one to that average.

Throughout this adventure, APLs categorize the level of challenge the PCs face. APLS are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.

APL also affects the amount of experience and gold a PC can gain at the end of the adventure. If a player character is three character levels or more either higher or lower than the APL at which this adventure is being played, that character receives only one-half of the experience points and gold for the adventure. This simulates the fact that either the PC was not challenged as much as normal or relied on help by higher-level characters to reach the objectives. 

Furthermore, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the adventure.
 SHAPE  \* MERGEFORMAT 




Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find the challenge of an APL 2 adventure difficult. Suggest the following to these groups to help increase their chances of success: 

1. Enlist a sixth player.

2. Advise characters to buy riding dogs to help protect them, and fight for them.

Time Units and Upkeep

This is a standard one-round Regional adventure, set in Gran March.  Characters native to Gran March pay one Time Unit per round, all others pay two Time Units per round.

Adventurer’s Standard Upkeep costs 12 gp per Time Unit.  Rich Upkeep costs 50 gp per Time Unit.  Luxury Upkeep costs 100 gp per Time Unit. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this adventure.

A character who does not pay for at least Standard Upkeep may also avoid the above-described penalties by living off the wild.  If the character possesses four or more ranks in the Survival skill and succeeds at a Survival check (DC 20), the character will heal temporary ability damage as if he or she paid for Standard Upkeep, may refill spell component pouches and healer’s kits, and may restock up to 20 arrows or bolts if the character has at least four ranks in Craft (bowmaking).  The player is allowed to Take 10 on this roll.


More information about Lifestyle and Upkeep can be found in the “Lifestyle and Upkeep” section of Chapter 3 of the Living Greyhawk Campaign Sourcebook.
Adventure Background
After the assassination attempts against the Commandant, the Gran March government (Barons and electors) passed a resolution in the Hall of Electors recommending that the military provide a suitable keep for protecting the government when under extreme attack.  Vrianian thought this was an absurd idea.  With sufficient determination, any defensible structure could be compromised.  Vrianian felt that the best form of protection was good intelligence coupled with appropriate offensive action.  However, the nobility would not be swayed.  Vrianian relented, and initiated a secret bunker project in the northwestern corner of barony Cragmoor near the border of Barony Cavintus.


Vrianian decided to put the project in less-than competent hands in the hopes that it would stall or fail outright.  His hope was that the project would collapse, and the remaining funds could be spent on more worthwhile projects.


Vrianian asked one of the loudest complainers, Elector Gusby Porticulus of Barony Cavintus, to own the project.  Porticulus was a drunkard, lacking sufficient initiative to venture out of bed most days.  Porticulus’s file of soldiers was similarly incompetent, which could be one of the reasons he so greatly desired to have better protection.


Vrianian told Porticulus that while the funds were available for this project, the people were not.  He would have to reactivate veterans and work with civilian organizations to complete the project.  Further, the money would be delivered in installments based on progress.  In truth, Vrianian never intended to deliver more than one installment.

As a final measure, Vrianian strongly suggested that former engineering combat specialist Farbiddle A. Tuppernucker be reactivated for the project.  Tuppernucker was a gnomish inventor known to be an outlandish dreamer whose ideas often ended in disaster. 


In 591 CY, in the interactive “A Day at Fort Endurance”, Tuppernucker designed a tree-cutting machine that was sabotaged by a kobold sorceror.  The tree-cutting machine ran amok, killing a beloved simpleton named Bikko Nilst and seriously injuring Tuppernucker.

Porticulus knew little of Tuppernucker, and the gnome impressed Porticulus with his ideas and vision.  Porticulus, being a particularly lazy individual, put Tuppernucker in charge of the entire project, including recruitment.

Tuppernucker saw the project as a way to restore the dignity to his name, which was largely ruined after the tree-cutter incident.  In the past 5 years, Tuppernucker has grown bitter and paranoid, which are particularly unhealthy traits to add to an egotistical personality already loosely grounded in reality.


Tuppernucker contracted his ideas out to gnomish tinkerers from Mount Munninen, dwarven engineers from the Lortmils, and spellcasters from wherever he could find them.  He also enlisted the help of Reginald Mercurium, an arrogant bard that he had met at Fort Endurance.  Mercurium owned a lyre of building.  Tuppernucker’s hopelessly faithful wife, Bellina, (an actual engineer), was responsible for making sure everything worked as envisioned.


Tuppernucker quickly ran out of funds for his grandiose ideas, however.  When Porticulus told him additional funding would be delayed, Tuppernucker said not to worry.  He would find a way.  Determined not to let bureaucracy interfere with his plans, Tuppernucker had supply requisitions and government contracts forged.  He also began to seek funds from external sources with forged government promissory notes.

The Corporation learned of Tuppernucker’s project when he sought out a forger.  Under the guise of a benevolent Gran March citizen, the Corporation supplied Tuppernucker with additional funding and assistance.  Intimate knowledge of the traps and defenses to a government bunker was highly valuable information.


As most people, the Corporation severely underestimated Tuppernucker.  He was fully aware that he was working with members of the Corporation, and he has deliberately given them false information about the defenses.

Word of forged notes and unpaid debts reached the Commandant even before Elector Porticulus (the value of good intelligence).  Vrianian sent an official summons to Porticulus to appear and explain himself.  A panicked Porticulus, who had done little actual oversight of the project, dispatched his file to bring in Tuppernucker for an accounting.

The paranoid Tuppernucker viewed the attempted detention as an attack and activated the bunker’s defenses.  The elector’s entire file was killed while attempting to apprehend Tuppernucker.  These events occurred 1 week ago.
Adventure Summary
The adventure begins with the party being summoned to Barony Cavintus to meet with Porticulus.  

In Encounter 1, the party meets with workers at the work site.  Here, they can gain tidbits of information that may prove useful later in the adventure.

In Encounter 2, the party must pass a harmless test to enter the front door.


In Encounter 3, the party enters the welcoming hall of the bunker.  They must diffuse a trap on the door out of the room to continue.


In Encounter 4, the party must solve a puzzle related to Gran March geography.  Depending on their level of success, they will proceed to either Encounter 5 or Encounter 6.


In Encounter 5, the party uses information from the elector in the Introduction to decide which path to take.  Assuming they pick the correct path, the party climbs into boats and travels an underground stream to Encounter 8.


In Encounter 6, the party travels down through a hidden shaft to Encounter 7.  Along the way, they meet a guardian left by Tuppernucker.


In Encounter 7, the party investigates an underground lake.  Taking an underwater passage leads them to Encounter 8.


In Encounter 8, the party fights one of Tuppernucker’s constructions.


In Encounter 9, the party reaches the center of the bunker complex.  Here, they battle Farbiddle Tuppernucker and learn the fate of the others involved in the project.

Preparation for Play
Find out if any players are members of the Corporation.  


Players are assumed to be in Barony Cavintus for whatever reasons they choose.  Players are given Players’ Handout #1.
Introduction
Players arrive at Porticulus’s ancestral home in the evening.  The home is stately, but not in good repair.  The PCs are shown into a parlor and offered alcoholic drinks (only) by a servant.  In a few minutes, a clearly intoxicated man stumbles up a set of steps into the room.  He is middle-aged Flan man, with ruddy red skin.  He is wearing a night shirt.  It appears likely that he has been in the night shirt all day.


Well, hello there.  These are the adventurers you found for me, Bartholomew?  Excellent, excellent.  I have heard all about you.  Now, what were your names again?


After waiting for introductions, he will continue.


Excellent.  Now, as I’m sure you’re aware, we have had some issues with security in the Gran March over the past few years -   attempted assassinations of the commandant, cities disappearing into the Abyss, undead ravaging the streets.  It is enough to drive a man to drink!  Speaking of which – have you all been offered a drink?

In any case, we, the electors and barons, passed a resolution in the Hall of Electors recommending that the commandant create a secret, defensible keep for himself and members of the government.  In this way, we could ensure that the government would always be available to protect Gran March, even when under attack.


The commandant did not initially see the wisdom of this idea, but when he came around, he granted me the honor of overseeing this very important project.

Now, the commandant’s people even suggested a renowned gnomish engineer who could assist in creating the protections for this keep – Farbiddle Tuppernucker.  I met with Tuppernucker, and he immediately made it clear that he knew exactly what to do.  He had very elaborate ideas – truly an extraordinary thinker.


Well, when I see someone with extraordinary abilities, I don’t like to get in their way.  So, I delegated the project to Tuppernucker.  He had the authority over the design, funds, and workers.

It seems my trust was misplaced.  I received word from the commandant that there were certain irregularities being reported to him - forged documents, misappropriation of funds, unpaid debts, and excessive injuries to workers.  Now, I was not aware of any of this – I do not have the same funds as the commandant for intelligence matters.  The commandant has summoned me to appear before him and explain what is going on with the project.


Naturally, I sent my file – you are aware that we electors are granted a file of soldiers?  I sent my file to apprehend Tuppernucker at the work site and bring him back here for an accounting.  Unfortunately, they did not return.  I believe that they may have been overcome by the defenses of the keep.  So, I decided that adventurers might be more appropriate than standard-issue soldiers in this sort of situation. This is a matter of grave importance to me, to the commandant, and to the March.  Can I count on your help?


Porticulus is a failure in life.  He lives off his family funds and his family name.  He takes great pride in his title of Elector, however, and expects respect.  

Through questioning, the elector can reveal the following:

· The PCs are to leave first thing in the morning.  The trip takes most of the day by horse or foot due to the mountainous terrain.  They are to apprehend or kill Tuppernucker and return immediately, not pausing to sleep.  The reason is that Porticulus must leave first thing in the morning the next day to reach the Commandant in time for his meeting.
· The file left about 1 week ago.  

· The elector has the authority to reactivate PCs, and he will do so.  The elector will give the PCs a note confirming that they are working on his behalf.
· The elector will be unable to locate the note from the Commandant and will not permit PCs to search his study for it.
· The project has been going on for about a year.  The keep is actually an underground bunker.  Porticulus has spoken with Tuppernucker once during that time, but the details of the meeting are hazy.  Tuppernucker mentioned that the complex would be protected with traps, but that the members of the government would be able to bypass them.  There was to be some sort of orientation or training before the bunker was opened.

· If asked, Porticulus will try to remember one clue told to him by Tuppernucker – “Left is not right, but right is left.”  He will clearly be a bit unsure of himself (Sense Motive DC 10 if the PCs ask).  In fact, Porticulus is misremembering the phrase, which is “Right is not left, but left is right.”  If PCs suggest the correct phrasing, Porticulus will exclaim “That’s it!”  Tuppernucker did not explain the meaning of the clue.
· The PCs will be rewarded with gold, commensurate with the success of the mission.
· Assuming that the elector’s file has been killed, Tuppernucker should be brought back dead or alive.  The elector will imply that it might be more convenient for him if there were not a lengthy investigation with a living prisoner.
As the PCs are leaving the elector’s house, any Corporation PCs find Players’ Handout #2 stuck in their saddlebags or another inconspicuous place.
Encounter 1: The GATEHOUSE
The muddy trail winds around a hill to reveal a hidden valley nestled between two peaks.  The valley has been cleared of trees.  Several wooden buildings have been erected around a work yard and a single stone building.  The stone building has wooden battlements and two large, reinforced wooden doors.  Two workmen are taking turns hurling handaxes at a target painted on the side of one of the buildings.
The wood buildings are workshops and temporary housing.  There is a mill and a smithy.  The stone building is the “gatehouse” over a shaft carved down into the ground.  Workers refer to the shaft as “the pit”.  


The two men are Jorm Quickcut and Jugar Bagrat.  They are woodcutters.  The last of the other workers left a few days ago when wage-day passed without any pay or word from anyone in charge.  Jorm and Jugar decided to stick around until the supplies ran out, in hopes that they would be rewarded for their loyalty.

Jorm and Jugar are citizens of Gran March, both retired military.  They have the following information:

· The remainder of the elector’s file arrived 1 week ago.  The elector’s file and a foreman went down into “the pit”.  Several hours after the file went into the bunker, an alarm bell in the stone building sounded.  This alarm indicated that the bunker was now “armed” and should not be entered except by the people it was intended to protect.  Some workers came out of the pit, but probably not all of them.  The workers that did come out have left the site.  The foreman and elector’s file did not return.
· With the foreman and soldiers gone, no word from Tuppernucker or the elector, and no pay on wage-day three days ago, most of the other workers left.  Each of the workers is owed 30 SP.
· Billina Tuppernucker frequenty came “up top” with new work assignments, changes to existing assignments, or to check on progress.  She frequently referred to Farbiddle when talking, but none of the workers up top ever met him.
· Workers “up top” were generally laborers. They collected raw materials and did basic assembly.  These materials were then transported into the pit for use by the skilled workers – mostly gnomes and dwarves.

· Lots of people used to come and go into the pit, but Jorm and Jugar didn’t pay them much attention.  Jorm and Jugar are practical, hard workers – not gossip-mongers.

The Gatehouse

The gatehouse was meant to be a lightly guarded building, with 2 soldiers to keep out miscreants.  The doors are not locked.  Inside is an elevator that descends into a 10 ft. by 10 ft. by 100 ft. deep shaft.  The elevator is a pulley system with chains attached to a large steel cage with a wooden top and bottom.  A control box is built around the chain mechanism up top.  The control box can be reached from inside the elevator, but there are no controls either in the elevator or at the bottom, save a cord tied to a bell.

The control box is shown in Player Handout #3.  There are 3 levers:

1) Sets the counterweights for the elevator.  If the counterweight lever is set too light, the elevator will simply not move.  If it is set too high, the elevator will move too fast, doing 1d6 points of damage per APL to anyone on board the elevator when it comes to a stop, as well as half that damage to the boards on the roof or floor of the elevator, depending on which way the elevator is traveling.
2) Controls the distance that the chain lets out.  There are two sets of words – one set in common, the other in goblinoid.  The goblinoid words are incorrect.  #1 says “Too Long” in goblinoid.  #2 says “Too Short” in goblinoid.  #3 says “Just Right” in goblinoid.  The correct setting for the chain length is #2.  If it is set to #1, the elevator will stop 20 ft. above the opening.  PCs must figure out how to get either up or down the rest of the way.  The wooden boards on the bottom and top of the elevator have hardness 5, 20 hp, break DC 23.  If the lever is set to #3, the elevator will go too deep into the shaft and flood with water.  The PCs must break the wood on top to escape drowning.  Once flipped, this lever can not be used again until it resets when the elevator is again brought to the top of the shaft.  Once the chain plays out to the designated length, a brake holds the elevator in place, even if people leave the elevator.
3) Starts the descent/ascent of the elevator.    


Jorm knows how to work the elevator if asked.  If the PCs get stuck because they have the chain length set to short, Jorm will rescue them.  He will poke a bit of fun at them, however, asking if they are the rescuers or the trapped workers.

The bell on top was used by people below to communicate with someone up top to lower the elevator.  The number of rings of the bell indicated the weight setting to use.


As the elevator descends, it passes through a permanent alarm spell (Caster Level 12 for both the alarm and the permanency) centered on the opening into Encounter 2.  This alarm sends a mental ping to Farbiddle Tuppernucker below.
Encounter 2: Checkpoint zero
Unless otherwise noted, all rooms in the dungeon have 10 ft. ceilings.


Outside the elevator is a large (8’ wide) iron door (Hardness 10, hp 60, Break DC 28).  The iron door has a barred window with a slide cover. 


The door is normally barred from the other side and manned by a guard, but none has been assigned yet.  So, the door is currently unbarred.  It is heavy enough to require a DC 12 strength check to open, however.

Embedded in the stone wall to the left of the door is a steel bin.  Above the bin are the words “To Proceed, Place All Weapons Here” written in common, orcish, goblinoid, and giant.  The bin drops weapons into a medium-sized chute that empties into the water filled elevator shaft from encounter 1.  The intent here is simply to weed out people who are dumb enough to give up their weapons when asked.  PCs can retrieve their weapons by going for a swim.
Encounter 3: welcome hall
An ear-splitting shrieking noise emanates from the center of this large chamber.  The walls are adorned with tapestries depicting the 10 baronies of Gran March.  In the center of the room stands a finely carved, larger-than-life statue of a well-dressed male gnome, holding a spherical mechanical device in his hands.  Kneeling by his side is a female gnome, dressed in a work apron with a wrench and hammer in her hands.  She looks up adoringly at the male gnome.  The word “Tuppernucker” is carved in bold letters at the base of the statue.  Several stacks of wood and stone sit near the statue.  Another large steel door can be seen on the far side of the room.

The noise comes from a permanent ghost sound (12th level caster for both spells) centered on the statue.  The noise is meant to foil people attempting to pick the lock or remove the trap on the door out of this room.  A concentration check (DC 15) is required to cast a spell or perform a skill check while in this room (taking 10 not allowed).  Note that failing a concentration check to perform a skill is the same as failing the skill check as far as consequences.  Taking 20 on a check is possible, but it will take longer than normal, proportional to the chance of the PC making the concentration check.

A DC 15 Knowledge (Architecture and Engineering) or Profession (Engineer) check will reveal that the spherical device in the statue’s hand is a gyroscope.  


The iron door (Hardness 10, hp 60, Break DC 28) on the far side of the room is protected by a double lock.  Each member of the government was to be given a key to this door, though the keys haven’t been distributed yet.  The key had two sides, allowing the two separate locks to be opened with one key.  The locks are DC 15+APL.  Each lock is also trapped with a cycling needle trap that fires 1 needle the first time it fires, 2 needles the 2nd time, 3 needles the 3rd, and then resets to 1 needle the 4th time.  The trap has enough needles for 12 firings.  However, only the first 3 rounds of needles are poisoned (the poison is expensive).
APL2 (EL 4)

Poison Needle Trap: CR 3; mechanical; location trigger; automatic reset; Atk +12 ranged (1 plus poison, needle); poison (Large monstrous scorpion venom, DC 14 Fortitude save resists, 1d4 Con/1d4 Con); Search DC 15; Disable Device DC 20.
APL4 (EL 6)

Poison Needle Trap: CR 5; mechanical; location trigger; automatic reset; Atk +18 ranged (1 plus poison, needle); poison (Large monstrous scorpion venom, DC 14 Fortitude save resists, 1d4 Con/1d4 Con); Search DC 19; Disable Device DC 20.
APL6 (EL 7)

Poison Needle Trap: CR 6; mechanical; location trigger; automatic reset; Atk +22 ranged (1 plus poison, needle); poison (Large monstrous scorpion venom, DC 14 Fortitude save resists, 1d4 Con/1d4 Con); Search DC 19; Disable Device DC 25.

APL8 (EL 9)

Poison Needle Trap: CR 8; mechanical; location trigger; automatic reset; Atk +24 ranged (1 plus poison, needle); poison (Purple Worm Poison, DC 24 Fortitude save resists, 1d6 Str/2d6 Str); Search DC 25; Disable Device DC 25.

APL10 (EL 11)

Poison Needle Trap: CR 10; mechanical; location trigger; automatic reset; Atk +24 ranged (1d4 plus poison, needle); poison (Purple Worm Poison, DC 24 Fortitude save resists, 1d6 Str/2d6 Str); Search DC 30; Disable Device DC 30.

Encounter 4: map room
The most striking aspect of this room is the floor.  Engraved into the floor is a motif of Gran March.  Each barony is outlined and adorned with small paintings of the major cities and military establishments.  In the center of each geographic feature is a small hole ringed in brass.  In the front of the room is a bin filled with a dozen short spears.  A plaque is on a post next to the spears. 


The plaque is written in common.  Hand the players Players’ Handout #4.  It reads, “A city and a barony share the same name.  Did you know that you can spell it using Gran March baronies, cities, and a fort?” 


Give the PCs some time to fill out the map themselves.  If they get stuck on something, a DC 10 Knowledge Local (Sheldomar), Knowledge Geography, or Bardic Knowledge will identify any given feature.  If they complain too much, have them make a DC 20 check of any of the above and give them Players’ Handout #5 (completed map).  Note that taking 10 on a Knowledge check is not permitted.

If the players search the bin (DC 10 Search Check), they will find a small scrap of paper that reads, “First Name, Back Door.”  A DC 20 Search check reveals that the spears are loaded into the bin using some sort of mechanism beneath the floor.

The PCs are meant to spell out “Shiboleth” by inserting the spears into the holes in the geographic features on the floor that have first letters appearing in the word.  The correct features are:  Shiboleth (city or barony), Hookhill, Ironwall Keep, Buxton’s Crossing, Orlane, Lortenford, Fort Endurance, Traziada or Fort Tribulation, Harvon.

The scrap paper is a back door for Farbiddle. He meant to get rid of that scrap note, but he didn’t have a chance.  Spelling out his first name will open the back door.  The correct features are Farvale, Ander’s Falls, Rushmoors or Red Arbor, Buxton’s Crossing, Ironwall Keep, Dragus, Dieran, or Dim Forest, Lortenford, Fort Endurance.


As soon as 9 spears are placed into holes, something happens.  If “Shiboleth” is spelled, the floor section under Barony Harvon will lower.  If “Farbiddle” is spelled, the section under Cavintus will lower.  If a spear is in the wrong place, the floor under the Rushmoors will lower.  A DC 20 Search check will reveal that these floors lower, but there is no way to make them lower without using the spears.  (Disable device will not work).  Also, cutting through is not really an option, as the floor is 15 feet thick.


In each case, the floor lowers 15 ft. to a connecting passage.  As the floor lowers, the spears lower into the ground and fall into a common chute.  A lever at the bottom of the passage resets the room, causing the floor to rise up and the spears to rise back up into the bin.

The connecting passage for the Rushmoors winds around 40 ft. to a dead end.  The reset lever for this passage is at the end of the passage, out of sight of the shaft.  Somehow the PCs must reset the trap and get out of the passage.  Allow the PCs some creativity here, and ask for skill checks as appropriate.  The Climb check to climb the walls of the shaft is DC 25.  A PC trapped below ground will suffocate in about 3 days.  

The Shiboleth passage leads to Encounter 5.  The Farbiddle passage leads to a vertical shaft with iron rungs that descends 100 ft. to Enounter 6.
Encounter 5: boat ride
This 20 ft by 40 ft irregularly shaped cave acts as a beach to an underground stream.  The fast moving current streams out of one wall and flows across the room into a larger opening on the far side of the room.  A second channel and tunnel has been carved into the floor but is currently closed off with a sluice gate.  It appears that the sluice gate is designed to block one exit or the other.


Along the shore sit 3 sturdy wooden boats.  Each of the boats has a carved duck on the bow and a large iron ring on the stern.  Next to the boats is a large capstan with a substantial rope attached.  The rope is relatively taut and runs down into stream in the direction of the exit tunnel.

Each boat can hold 3 medium-sized people.  The capstan’s rope has a hook on the end, which is currently attached to a 4th boat at the end of the tunnel.  Winding the capstan will bring the boat back up to this room.  Winding the capstan takes a DC 20 Strength check and up to 4 people at a time can participate (3 assisting 1).  Bringing the boat back up the full 240 ft. takes 6 minutes per attempt.  If an attempt is unsuccessful, PCs must make a DC 5 Constitution check or become fatigued.  The Constitution check increases by 1 for each attempt.  The capstan has a locking mechanism.  If this is used while pulling, grant a +2 circumstance bonus on both the Strength and Constitution checks.  The capstan is well-oiled, but PCs must pull against the current.

When the boat is pulled back up, PCs will find the bottom of the boat spotted with blood.  The blood is from one of the soldiers who went down in the boat, but forgot to duck to avoid the trap, below.

The sluice gate diverts the stream down a left passage or a right passage.  A DC 10 strength check is required to switch the sluice gate from one passage to the other.  It is currently set to allow the stream to run down the left, natural passage.  The right passage is natural as well, but the channel to it had to be dug out.  The left channel is the correct one to take, in spite of the blood in the boat.  The right channel leads to a much nastier surprise.  The clue to this is Tuppernucker’s clue to Porticulus in the first encounter.

The boats travel at about 60 ft. per round.  If the PCs try to lower the boat slower than the current, it will start to take on water.
All APLs (EL APL/4)

Left Passage Trap: CR APL/4; mechanical; location trigger; multiple targets (everyone in boat); DC 14+APL Reflex save resists, 1d6 damage per 2 APLs; Search DC n/a; Disable Device n/a.


About 180 feet down the passage, the tunnel ceiling lowers several feet.  Anyone who is larger than small size must duck or get a nasty headache.  The duck on the front of the boat is a visual reminder to the people in the boat.  If people are ducking when they get in the boat, no reflex save is required.  However, if they do not take this precaution, they will need to make a Reflex save to duck in time.  This assumes the PCs can even see in the darkness; if not, no save is allowed.  The 2nd and 3rd PCs in the boat get a +1 and +2 bonus to their saves, respectively.  A failed save causes the listed damage.
APL 2 (EL 4)

Right Passage Trap: CR 4; mechanical; location trigger; multiple targets (everyone in boat); water; onset delay (4 rounds, see below); Search DC n/a; Disable Device n/a.

APL 4 (EL 6)

Right Passage Trap: CR 6; mechanical; location trigger; multiple targets (everyone in boat); water; onset delay (3 rounds, see below); Search DC n/a; Disable Device n/a.

APL 6 (EL 7)

Right Passage Trap: CR 7; mechanical; location trigger; multiple targets (everyone in boat); water; onset delay (2 rounds, see below); Search DC n/a; Disable Device n/a.

APL 8 (EL 10)

Right Passage Trap: CR 10; mechanical; location trigger; multiple targets (everyone in boat); water; onset delay (1 round); DC 22 Reflex save resists damage, 4d6 damage; Search DC n/a; Disable Device n/a.
APL 10 (EL 10)

Right Passage Trap: CR 10; mechanical; location trigger; multiple targets (everyone in boat); water; onset delay (see below); DC 24 Reflex save resists damage, 5d6 damage; Search DC n/a; Disable Device n/a.

The right passage’s ceiling also lowers, but it doesn’t let out into a bigger room.  Instead, the ceiling continues to lower until the boat becomes submerged.  Once the rope lets fully out, the PCs will be trapped in the boat and in a drowning situation.


The PCs have a number of rounds to react to the situation as they realize that the boat is being pushed underwater.  The amount of time is indicated in the onset delay, above.  At APLs 8 and 10, the ceiling lowers abruptly as in the left passage (requiring a Reflex save) and then gradually lowers for 1 round before submerging the boat.

The PCs have limited options during these rounds.  They can attempt to leave the back of the boat, which requires a Strength Check DC 10+APL.  They can call out to other PCs back up the shaft (Listen Check 20 + APL).  They can cast a spell with a successful Concentration check (DC 15).

Assuming that the PCs were smart enough to attach the rope and hook to the back of their boat, any PCs at the capstan could lock the capstan and stop the boat from going any further, if they hear the cries for help.  Unless the capstan is locked or the rope has played out the full 240 ft., pulling on the rope will not help.


If the PCs did not attach the rope to the back of the boat, assume that it gets lodged in the tunnel after 240 ft.  The PCs will have to be very skilled to get out of the stuck boat.  This will probably involve breaking out the back of the boat (treat as a strong wooden door) and swimming upstream (DC 20 Swim checks per round for 3 successive rounds).  Their best bet would be for someone to swim to them with the rope.  Another option is for someone upstream to close the sluice gate.  The water around the trapped PCs will drain off in 3 rounds.

Once submerged, PCs are assumed to be holding their breath.  See the Swim skill in the PHB for details on holding one’s breath.  The water is very cold and does 1d6 points of non-lethal damage per minute of immersion.

Pulling the rope once the boat is submerged is difficult.  It requires a DC 24 Strength check.  Anyone at the capstan can contribute.  Anyone in the boat can contribute with a -4 circumstance penalty to their roll.  A successful check means the boat has been pulled back above water so the PCs can breathe.  A failed check means the PCs must keep trying until they can no longer hold their breath and drown.  They do not risk becoming fatigued during this time.


Once the PCs succeed on the initial strength check, a DC 20 Strength check is needed to pull the boat the rest of the way back up over 6 minutes (see above).  PCs in the boat get a -2 circumstance penalty on this roll since it’s not as easy to pull from the boat as it is to turn the capstan.

The DM is encouraged to reward creative solutions to this problem, as the unexpected is likely.  The intent is to create a sense of immediate peril, not to frustrate the PCs or kill them outright.
Encounter 6: the short cut
The floor beneath Barony Cavintus slowly lowers 15 ft. to reveal another vertical shaft, with iron rings descending down into the darkness.

The shaft leads down 100 ft. to encounter 7.  At the very bottom of the shaft, Tuppernucker has barred off the shaft with iron bars (Hardness 10, hp 30, Bend/Break DC 24).  The bars are 20 ft. above the floor of the room in encounter 7. 
NPCs

APL 2 (EL 4)

Stone Drake, Dragon: hp 63; see Appendix I, Races of Stone, page 160.
APL 4 (EL 6)

Advanced Stone Drake, Dragon: hp 105; see Appendix II, Races of Stone, page 160.
APL 6 (EL 8)

Advanced Stone Drake, Dragon: hp 188 ; see Appendix III, Races of Stone, page 160.
APL 8 (EL 9)

Advanced Stone Drake, Dragon: hp 246; see Appendix IV, Races of Stone, page 160.
APL 10 (EL 12)

Advanced Fiendish Stone Drake, Dragon: hp 246; See Appendix V, Races of Stone, page 160.

Tactics


A stone drake hangs on the wall of the shaft near the bottom.  Tuppernucker sealed the creature in here to protect the backdoor passage until he has the chance to close it up properly.  The drake waits until a PC is climbing down the rungs before charging up the wall to attack.  

Climbing the rungs normally requires a DC 0 Climb Check.  However, the DM should impose a  -5 circumstance penalty to the roll if the PC is using one hand to fight off the drake with a weapon.  Anytime a climbing PC is damaged by the drake, a climb check is required to keep from falling.
Encounter 7: diver down
(Modify this text as needed depending on how the PCs arrive in this room)
The rapidly moving boat exits the tunnel into a large, lake-filled room with a 20 ft. ceiling.  The boat skims across the surface and is caught by a large net stretched across the room.  A paddle wheel near the entrance of the room slowly turns a drive shaft that runs into the wall.  Sitting on a beach area by the lake is large collection of corked glass bottles, each with a continual flame glowing within it.  There is also a large pile of wood and rope from some machine that has apparently been dismantled.  Finally, a set of iron rungs leads up to a shaft in the ceiling which has been barred off.

The bottles are meant as crude air tanks for surviving the trip 400 ft. through an underwater passage.  Investigating the bottles will reveal that they have a small amount of water inside them.


The wood and rope are from an old hoist system (DC 12 Knowledge (Architecture & Engineering) or Profession (Engineer) to recognize).  The iron rungs lead up a shaft to the room below the Farbiddle/Cavintus choice in Encounter 4.  The iron bars are (Hardness 10, Hit Points 30, Bend/Break DC 24).

The underwater passage is 5 ft. by 5 ft.  It descends 20 feet and then turns horizontal for 380 feet.  It appears to be a vertical shaft, however, due to a mirror placed at an angle in the shaft (see map).


While doing nothing but swimming, PCs can hold their breath for a number of rounds equal to their constitution square and move their movement speed per round (double move, walking underwater = ½ movement).  Using a bottle will allow a medium-sized PC to hold their breath for 5 rounds longer than normal and a small-sized PC to hold their breath for 10 rounds longer.

See DMG p. 304 and PHB p. 84 for information on swimming and drowning.  Note there is a discrepancy between the two books on how long breath can be held.  We used the DMG numbers.  Swim checks are not required of the PCs because they are basically just walking.  The water is very cold and does 1d6 points of non-lethal damage per minute of immersion.

In the table below, the first number is without the air bottle and the second is with the air bottle.  It assumes 20 ft. move is for small PCs and 30 ft. move is for medium PCs.  Medium PCs with 20 ft. movement will have more trouble.
	Movement
	CON
	Max

Distance (ft)
	CON Checks Needed

	20, small
	8
	160/360
	12/2

	
	10
	200/400
	10/0

	
	12
	240/440
	8/0

	
	14
	280/480
	6/0

	30, medium
	10
	300/450
	3/0

	
	12
	360/510
	2/0

	
	14
	420/570
	0/0



Other options for navigating the passage are water breathing spells and items, haste, expeditious retreat, etc.

At the end of the 200 ft. shaft is an open stone door leading to a 10 ft. by 15 ft. room with a wooden lever and another stone door.  Pulling the lever closes the first stone door, drains out the water, and opens up the second stone door.  The paddle wheel in the room above assists in this operation.  Flipping the lever the other direction reverses the process.


The small room is protected by a greater alarm spellSC (caster level 12).  This is a proximity alarm that will go off as soon as someone enters the air chamber.  The alarm sends a mental ping to Tuppernucker to start preparing.
Encounter 8: it’s alive!
The door to the water chamber opens to reveal a 30 ft. by 40 ft. chamber with a 15 foot ceiling.  The room is filled with wood and metal construction debris.  The far wall, which is made of swirling white mist. Most notable, however, is the guardian of the room.  
NPCs

APL 2 (EL 4)

Dire Wolf Effigy, Construct: hp 63; see Appendix I.

APL 4 (EL 6)

Dire Lion Effigy, Construct: hp 74; see Appendix II.

APL 6 (EL 8)

Bulette Effigy, Construct: hp 89; see Appendix III.

APL 8 (EL 9)

Giant Squid Effigy, Construct: hp 106; see Appendix IV.

APL 10 (EL X)

Slaughterstone Eviscerator, Construct: hp 112; see Appendix V and Races of Stone, page 160.


The NPCs will be placed where they can either get a charge or a full attack on the PCs, depending on the type of NPC.

At APLs 4-6, a permanent dispelling screenSC (caster level 7 for dispelling screen and caster level 9 for permanency) is placed in front of the swirling white mist.  .  Anyone passing into the mist will first go through the wall.  Note that the dispelling screen is a visible purple screen.

At APLs 8-10, a permanent wall of dispel magicSC (caster level 12 for both permanency and wall of dispel magic) is placed in front of the swirling white mist.  Anyone passing into the mist will first go through the wall.  Note that the wall cannot be detected except through a detect magic or true seeing.

The swirling white mist is caused by a Mordenkainen’s private sanctum (caster level 12) spell.  

Keep close track of the number of rounds the PCs spend in this room, as Tuppernucker is precasting spells to deal with the PCs.

Farbiddle did not originally intend to put this creature in this room, since it would attack arriving government officials.  However, he isn’t concerned about them anymore.

Encounter 9: the keep
APLs 2-6

Passing through the haze, you step into a well-lit room filled many exits covered by baronial banners and even more construction debris.  A partially finished tower is in the center of the room.

APLs 8-10

Passing through the haze, you step into waist-deep mud.  You find yourself in a well-lit room filled many exits covered by baronial banners and even more construction debris.  A partially finished tower is in the center of the room.  The ceiling is nearly 40 ft. high.

This large room is protected by a number of permanent spells.  First, a Mordenkainen’s private sanctum (caster level 12) spell has been cast to keep people from scrying, hearing, or seeing anything inside.  

At APL 8-10, just inside the room, Tuppernucker has used a transmute rock to mud scroll (caster level 9) to turn the floor into a 10 ft. deep sea of mud, 20 ft. across and as wide as the room.  PCs entering the room will first go through the dispelling screen then fall into the mud.  Note that nobody outside will be able to see or hear this happen.

NPCs

APL 2 (EL 5)

Farbiddle A. Tuppernucker, Male Gnome Wiz4: hp 24/33; see Appendix 1.

APL 4 (EL 7)

Farbiddle A. Tuppernucker, Male Gnome Wiz6: hp 30/41; see Appendix 2.

APL 6 (EL 9)

Farbiddle A. Tuppernucker, Male Gnome Wiz8: hp 40/53; see Appendix 3.
APL 8 (EL 11)

Farbiddle A. Tuppernucker, Male Gnome Wiz10: hp 50/65; see Appendix 4.
APL 10 (EL 13)

Farbiddle A. Tuppernucker, Male Gnome Wiz12: hp 60/75 Appendix 5.
Tactics

Farbiddle should be well aware of the PCs approach.  At APL 4-10, he has a greater alarm spell in the water room that should alert him to start casting spells.  He can see out of the Mordenkainen’s private sanctum, whereas the PCs cannot see or hear in.  During this time, he will cast as many spells as possible.  He will cast spells in the following order, if available at that APL.
Precast
· false life (1 hour/level)

· APL 2:  mage armor (1 hour/level) 

· APL 4-10:  mage armor, greaterSC(1 hour/level) 
· APL 10:  contingency (1 day/level)

· If Tuppernucker is grappled, held, or otherwise immobilized, cast dimension door to location A on the map.

Casting Order
APL 2

· mirror image (1 min/level)
APL 4

· see invisibilty (10 min/level)

· invisibility (wand, 3 minutes), renewing as needed

· fly (1 min/level)

· shield (1 min/level)

· mirror image (1 min/level)

APL 6

· see invisibilty (10 min/level)

· invisibility (wand, 3 minutes), renewing as needed

· fly (1 min/level)

· shield (1 min/level)

· mirror image (1 min/level)

· wall of fire (facing inward,  concentration + 1 round/level)
APL 8-10

· see invisibilty (10 min/level)

· fly (1 min/level)
· shield (1 min/level)

· mirror image (1 min/level)

· globe of invulnerability (1 round/level)

· greater invisibility (wand, 7 rounds), renewing as needed
· wall of fire (facing inward,  concentration + 1 round/level)

Once combat begins, Farbiddle will be placed as the maximum of his close range (25 ft + 5 ft/2 levels) behind cover (+4 AC).  He will be flying if capable.


Farbiddle will attempt to even the fight through mass suggestion or charm person.  A useful tactic is to suggest that people leave the room (back through the dispelling wall).  If capable, he will then place a wall of fire just inside the door with the hot side facing in.  After this he will use whichever spells will cause the most damage or confusion.  Farbiddle will fight to the death, as he has nothing to live for anymore.

Searching the room will reveal a number of gnomish workers, barred up in the back of one of the rooms.  They will be very grateful for being rescued.


Searching the room also reveals the remains of the elector’s file.  Their bodies were drug here after being killed throughout the complex.  

A fresh grave (1 week old) with a marker will also be found.  The marker says, “Billina Tuppernucker, My Beloved.  Slain by Soldiers of Gran March, 596”.  She was killed by the elector’s file in a tragic miscommunication caused by her stuttering and the dangerous environment.
Conclusion
PCs return to the elector and are rewarded with 25 gp x APL from the elector, assuming success.  The PCs will also be rewarded by the gnomes they rescued.

Please fill out the critical event summary at the end of the module.  
The End

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished. Then assign the experience award.  Award the total value (objectives plus roleplaying) to each character.  Note that adding up the values can exceed the maximum.  You may not reward more than the total possible experience, listed below.
Encounter 3
Bypassing or Surviving the Trap.


APL 2: 70 xp.


APL 4: 100 xp.


APL 6: 100 xp.


APL 8: 140 xp.


APL 10: 150 xp.
Encounter 5
Surviving the Boat Trip.


APL 2: 70 xp.


APL 4: 100 xp.


APL 6: 100 xp.


APL 8: 175 xp.


APL 10: 150 xp.

Encounter 6
Defeating the Stone Drake.


APL 2: 70 xp.


APL 4: 100 xp.


APL 6: 125 xp.


APL 8: 175 xp.


APL 10: 200 xp.

Encounter 8
Defeating the Guardian.


APL 2: 70 xp.


APL 4: 100 xp.


APL 6: 125 xp.


APL 8: 175 xp.


APL 10: 200 xp.

Encounter 9
Capturing or Killing Farbiddle Tuppernucker.


APL 2: 70 xp.


APL 4: 100 xp.


APL 6: 125 xp.


APL 8: 175 xp.


APL 10: 200 xp.

Discretionary Roleplaying Award


APL 2: 25 xp.


APL 4: 35 xp.


APL 6: 45 xp.


APL 8: 50 xp.


APL 10: 75 xp.
Total possible experience

APL 2: 225 xp.


APL 4: 337 xp.


APL 6: 450 xp.


APL 8: 562 xp.


APL 10: 675 xp.

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes.  Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins, and magic items that make up the encounter’s treasure.


The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions.  Looting the bodies takes at least 10 minutes per every 5 enemies, and if the characters cannot take the time to loot the bodies, they do not gain this gold.  If you feel it is reasonable that characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot.  If the characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below.


The coin total is the number of gold pieces each character gains if they take the coin available.  A normal adventuring party can usually gather this wealth in a round or so.  If for some reason, they pass up this treasure, the coin total is subtracted from the encounter totals given below.


Next, the magic items are listed.  Magic item treasure is the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure.  Many times characters must cast identify, analyze dweomer or similar spell to determine what the item does and how to activate it.  Other times they may attempt to use the item blindly.  If the magic item is consumable (a potion, scroll, magic bolts, etc.) and the item is used before the end of the adventure, its total is subtracted from the adventure totals below.


Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate.  Because this is a Regional adventure, characters may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.


L = Looted gear from enemy; C = Coin, Gems, Jewelry, and other valuables; M = Magic Items.

Encounter 9:
APL 2: L: Spellbooks I-II (725 gp), Cloak of Resistance +2 (2,000 gp).
APL 4: L: Spellbooks I-III (1,175 gp), Ring of Protection +2 (4,000 gp), Cloak of Resistance +2 (2,000 gp).
APL 6: M:  Spellbooks I-IV (1,775 gp), Wand of Invisibility, 25 charges (1,125 gp), Ring of Protection +2 (4,000 gp), Cloak of Resistance +2 (2,000 gp).
APL 8: M: Spellbooks I-V (2,650 gp), Wand of Invisibility, 25 charges (1,125 gp), Ring of Protection +2 (4,000 gp), Cloak of Resistance +3 (4,500 gp).

APL 10: M: Spellbooks I-VI (3,250 gp), Headband of Intellect +2 (2,000 gp), Wand of Greater Invisibility, 25 charges (5,750 gp), Ring of Protection +3 (9,000 gp), Cloak of Resistance +3 (4,500 gp)
Encounter Conclusion:
APL 2: C: 50 gp.
APL 4: C: 100 gp.
APL 6: C: 150 gp.
APL 8: C: 200 gp.
APL 10: C: 250 gp.
Total Possible Treasure (Maximum Reward Allowed)
APL 2: C: 50 gp, M: 2,725 gp – Total: 2,775 gp (225 gp).

APL 4: C: 100 gp, M: 7,175 gp – Total: 7,275 gp (325 gp).

APL 6: C: 150 gp, M: 8,900 gp – Total: 9,050 gp (450 gp).

APL 8: C: 200 gp, M: 12,275 gp – Total: 12,475 gp (650 gp).

APL 10: C: 250 gp, M: 24,500 gp – Total: 24,750 gp (1,150 gp).

Items for the Adventure Record

Special
Military Commendation:  This commendation is given to active duty Gran March military and veteran PCs.

Influence Point with Elector Gusby Porticulus.  You have gained influence with the elector.
Farbiddle Tuppernucker’s Spellbooks:  You have found some of Farbiddle Tuppernucker’s spellbooks.  The spellbooks contains the following spells (SC Spell Compendium):

APL 2:  Spellbook I:  0 – amanuensis SC , caltropsSC, detect magic, mending, read magic, stick SC ; 1 – color spray, charm person, dispel ward SC ,ironguts SC , mage hand, greater SC , magic missile, ray of enfeeblement, shield; Cost:  650 gp; Weight 3 lbs.

Spellbook II:  2 – alarm, greater SC , false life, glitterdust, levitate, magic mouth, mirror image, repair moderate damage SC , see invisibility; Cost:  800 gp; Weight 3 lbs.

APL 4:  Spellbook III:   3 – anticipate teleport SC, fireball, fly, mage armor, greater SC , slow, suspended silence SC ; Cost:  900 gp; Weight 3 lbs.

APL 6:  Spellbook IV:  4 – defenestrating sphere SC, dimension door, dispelling screen SC , invisibility, greater, stone shape, wall of fire; Cost:  1200 gp; Weight 3 lbs. 

APL 8:  Spellbook V:  5 – cone of cold, dominate person, Mordenkainen’s private sanctum, permanency, reciprocal gyre SC, teleport, wall of dispel magicSC;  Cost:  1750 gp; Weight 3 lbs.

APL 10:  Spellbook VI:  6 – chain lightning, contingency, globe of invulnerability, suggestion, mass. Cost:  1200 gp; Weight 3 lbs.
Favor of Lorridge Gnomes:  You have gained the favor of the Lorridge Gnomes of Barony Cavintus.  This favor can be used to gain frequency: regional access to any two of the following from Races of Stone:  gnome quickrazor, gnome swordcatcher, gnome tortoise blade, gnome battlecloak, gnome twist cloth, burrower’s saddle.  List the two items you wish access to here:  _______________, ________________

Dire Badger Mount:  Elector Porticulus and the Lorridge gnomes can also arrange the purchase of a single young dire badger mount trained for combat riding (frequency: regional).  Only small-sized PCs may ride a dire badger.  A burrower’s saddle is optional.  Cost:  150 gp.

Note:  Riding a raging dire badger:  A dire badger can be more difficult to control when it is raging.  The DC of all Ride checks related to a raging dire badger is increased by 2, and the DC of Handle Animal checks is increased by 5.
ITEMS FOUND DURING THE ADVENTURE

Cross off all items NOT found
APL 2:

- Farbiddle Tuppernucker’s Spellbook I and II (Adventure; see above)
- Cloak of Resistance +2 (Adventure; DMG)
APL 4:  APL 2 plus the below:

- Farbiddle Tuppernucker’s Spellbook III (Adventure; see above)

- Ring of Protection +2 (Adventure; DMG)
APL 6:  APL 2, 4 plus the below:

- Farbiddle Tuppernucker’s Spellbook IV (Adventure; see above)

- Wand of Invisibility (CL 3rd; 25 charges; Adventure; DMG; Cost:  2250 gp)

APL 8:  APL 2, 4, 6 plus the below:

- Farbiddle Tuppernucker’s Spellbook V (Adventure; see above)

- Cloak of Resistance +3 (Adventure; DMG)

APL 10:  APL 2, 4, 6, 8 plus the below:

- Farbiddle Tuppernucker’s Spellbook VI (Adventure; see above)

- Wand of Greater Invisibility (CL 7th; 25 charges; Adventure; DMG; Cost:  11,500 gp)

- Ring of Protection +3 (Adventure; DMG)

- Headband of Intellect +2 (Adventure, DMG)

Appendix 1 – APL 2
Encounter 6




Stone Drake: Medium Dragon (Earth); CR 4; HD 6d12+24; hp 63; Init +6; Spd 40 ft. (8 squares), climb 40 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +8 natural); Base Atk/Grp: +6/+9; Atk +9 melee (1d8+3 plus 1d6 acid, bite); Full Atk +9 melee (1d8+3 plus 1d6 acid, bite) and +7 melee (1d6+1, 2 claws); Space/Reach: 5 ft./5 ft.; SA Acid bite, ambush; SQ Darkvision 120 ft., immunity to sleep and paralysis, light sensitivity, low-light vision, perfect climbing; AL NE; SV Fort +9, Ref +7, Will +6; Str 17, Dex 15, Con 19, Int 14, Wis 12, Cha 14.  Races of Stone, page 189.

Skills & Feats: Climb +11, Hide +15, Intimidate +11, Jump +16, Listen +12, Move Silently +15, Search +11, Spot +12, Survival +10; Alertness, Improved Initiative, Multiattack, TrackB.

Acid Bite (Ex): A stone drake deals and extra 1d6 points of acid damage with a successful bite attack.


Ambush (Ex): Any time a stone drake makes a successful charge attack against a flat-footed opponent, it deals double damage with its bite.

Light Sensitivity (Ex): Stone drakes are dazzled in bright sunlight or within the radius of a daylight spell.

Perfect Climbing (Ex): A stone drake moves with perfect ease while climbing.  It can move at full speed across ceilings, overhangs, and other slanted or vertical surfaces without making Climb checks, and it does not have to make a Climb check to avoid losing its grip when it takes damage.

Skills (Ex): A stone drake has a +4 racial bonus on Hide and Move Silently checks.  It never needs to make a Climb check due to its perfect climbing ability.

Languages: Draconic, Undercommon.


Description: This human-sized reptile moves with a speed and grace that belie its obvious strength. Easily 6 feet long, the gray-scaled dragon has long, razor-sharp claws and a powerful, crushing jaw.

Encounter 8




Dire Wolf Effigy: Large Construct; CR 4; HD 6d10+30; hp 63; Init +1; Spd 50 ft.; AC 15, touch 10, flat-footed 14 (+5 natural, +1 Dex, -1 size); Base Atk/Grp: +4/+17; Atk +13 melee (1d8+13, Bite); Full Atk +13 melee (1d8+13, Bite); Space/Reach 10 ft./5 ft.; SA Trip; SQ DR 3/adamantine, construct traits, darkvision 60 ft., low-light vision; AL N; SV Fort +2, Ref +3, Will +2; Str 29, Dex 13, Con 0, Int 0, Wis 11, Cha 1.  Effigy template Complete Arcane, page 151.

Skills & Feats: Weapon Focus(bite).  

Trip (Ex):  A dire wolf that hits with a bite attack can attempt to trip its opponent (+13 check modifier) as a free action without making a touch attack or provoking an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the dire wolf.

Languages:  None.

Description:  Some effigies are quite lifelike, revealing their true nature only after taking serious damage.  An observer must succeed on a DC 20 Spot check to notice that the effigy is an automaton, not a living creature of its type.
Encounter 9




Farbiddle Tuppernucker, Male Gnome Wiz 4: Small Humanoid; CR 4; HD 4d4+12; hp 24 (33 with false life); Init +6; Spd 20 ft.; AC 13, touch 13, flat-footed 11 (+2 Dex, +1 size); Base Atk/Grp: +2/-2; Atk +3 melee (1d3 [19-20], dagger) or +3 ranged (1d3, dart); Full Atk +3 melee (1d4 [19-20], dagger) or +5 ranged (1d3, dart); SA none; SQ gnomish racial traits; AL CE; SV Fort +5, Ref +5, Will +7; Str 10, Dex 14, Con 14, Int 16, Wis 8, Cha 12.

Skills & Feats: Bluff+4, Concentration+9, Craft(Traps)+10, Craft(Sculpting)+4, Craft(Metalworking)+5, Knowledge(Architecture and Engineering)+9, Knowledge(Arcana)+5, Profession(Siege Engineer)+2, Profession(Soldier)+1, Spellcraft+6; Craft Wondrous Item,  Improved Initiative, Iron Mind, Scribe Scroll, Summon Familiar


Languages:  Common, Gnome, Giant, Goblinoid, Dwarven


Wizard Spells Known/Prepared (4/4/3 save DC = 13 + spell level): 0 – caltropsSC , detect magic, read magic, stick SC; 1st – charm person, magic missile, color spray, mage armor; 2nd – false life, mirror image, glitterdust 
Spellbook: 0 – amanuensis SC , caltropsSC, detect magic, mending, read magic, stick SC ; 1st – color spray, charm person, dispel ward SC ,ironguts SC , mage hand, greater SC , magic missile, ray of enfeeblement, shield; 2nd – alarm, greater SC , false life, glitterdust, levitate, magic mouth, mirror image, repair moderate damage SC , see invisibility 

Possessions: Cloak of Resistance +2


Description: Farbiddle is a harried-looking gnome.  His white mustache, beard, and hair are wild and seem to be trying to escape his face.  The knuckles on his right fist are rubbed raw from chewing.  He wears fine clothes, but they are covered in dirt and grease.

Appendix 2 – APL 4
Encounter 6




Advanced Stone Drake: Medium Dragon (Earth); CR 6; HD 10d12+40; hp 105; Init +6; Spd 40 ft. (8 squares), climb 40 ft.; AC 21, touch 13, flat-footed 18 (+3 Dex, +8 natural); Base Atk/Grp: +10/+13; Atk +13 melee (1d8+3 plus 1d6 acid, bite); Full Atk +13 melee (1d8+3 plus 1d6 acid, bite) and +11 melee (1d6+1, 2 claws); Space/Reach: 5 ft./5 ft.;  SA Acid bite, ambush; SQ Darkvision 120 ft., immunity to sleep and paralysis, light sensitivity, low-light vision, perfect climbing; AL NE; SV Fort +11, Ref +10, Will +8; Str 17, Dex 16, Con 19, Int 14, Wis 12, Cha 14.  Races of Stone, page 189.

Skills & Feats: Climb +11, Hide +22, Intimidate +15, Jump +20, Listen +16, Move Silently +22, Search +15, Spot +16, Survival +14; Alertness, Improved Initiative, Multiattack, Stealthy, TrackB.

Acid Bite (Ex): A stone drake deals and extra 1d6 points of acid damage with a successful bite attack.


Ambush (Ex): Any time a stone drake makes a successful charge attack against a flat-footed opponent, it deals double damage with its bite.

Light Sensitivity (Ex): Stone drakes are dazzled in bright sunlight or within the radius of a daylight spell.

Perfect Climbing (Ex): A stone drake moves with perfect ease while climbing.  It can move at full speed across ceilings, overhangs, and other slanted or vertical surfaces without making Climb checks, and it does not have to make a Climb check to avoid losing its grip when it takes damage.

Skills (Ex): A stone drake has a +4 racial bonus on Hide and Move Silently checks.  It never needs to make a Climb check due to its perfect climbing ability.

Languages: Draconic, Undercommon.


Description: This human-sized reptile moves with a speed and grace that belie its obvious strength. Easily 6 feet long, the gray-scaled dragon has long, razor-sharp claws and a powerful, crushing jaw.

Encounter 8




Dire Lion Effigy: Large Construct; CR 6; HD 8d10+30; hp 74; Init +1; Spd 40 ft.; AC 16, touch 10, flat-footed 15 (-1 size, +1 Dex, +6 natural); Base Atk/Grp: +6/+19; Atk +15 melee (1d6+9, claw); Full Atk +15/+15 melee (1d6+9, 2 claws) and +10 melee (1d8+4, bite); Space/Reach 10 ft./5 ft.; SA Improved grab, pounce, rake 1d6+4; SQ DR 5/adamantine, construct traits, darkvision 60 ft., low-light vision; AL N; SV Fort +2, Ref +3, Will +2; Str 29, Dex 13, Con 0, Int 0, Wis 11, Cha 1.  Effigy template Complete Arcane, page 151.

Skills & Feats: Weapon Focus(claw).  

Improved Grab (Ex):  To use this ability, an effigy dire lion must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking attacks of opportunity.  If it wins the grapple check, it has established a hold and can rake.


Pounce (Ex):  If a dire lion effigy charges, it can make a full attack, including two rake attacks.


Rake (Ex):  Attack bonus+15 melee, damage 1d6+9.

Languages:  None.


Description:  Some effigies are quite lifelike, revealing their true nature only after taking serious damage.  An observer must succeed on a DC 20 Spot check to notice that the effigy is an automaton, not a living creature of its type.

Encounter 9




Farbiddle Tuppernucker, Male Gnome Wiz 6: Small Humanoid; CR 6; HD 6d4+12; hp 30 (41 with false life); Init +6; Spd 20 ft.; AC 21, touch 15, flat-footed 19 (+2 Dex, +2 ring of protection, +1 size, +6 greater mage armor); Base Atk/Grp: +3/-1; Atk +4 melee (1d3 [19-20], dagger) or +6 ranged (1d3, dart); Full Atk +4 melee (1d4 [19-20], dagger) or +6 ranged (1d3, dart); SA none; SQ gnomish racial traits; AL CE; SV Fort +6, Ref +6, Will +7; Str 10, Dex 14, Con 14, Int 16, Wis 8, Cha 12.

Skills & Feats: Bluff+4, Concentration+11, Craft(Traps)+12, Craft(Sculpting)+6, Craft(Metalworking)+6, Knowledge(Architecture and Engineering)+9, Knowledge(Arcana)+6, Profession(Siege Engineer)+3, Profession(Soldier)+1, Spellcraft+6; Craft construct, Craft Magic Arms and Armor, Craft Wondrous Item,  Improved Initiative, Scribe Scroll, Summon Familiar


Languages:  Common, Gnome, Giant, Goblinoid, Dwarven


Wizard Spells Known/Prepared (4/4/4/3 save DC = 13 + spell level): 0 – caltropsSC , detect magic, read magic, stick SC; 1st – charm person, magic missile, ray of enfeeblement, shield; 2nd – alarm, greater SC , false life, glitterdust, mirror image; 3rd – fireball (x2), fly, mage armor, greater SC  

Spellbook: 0 – amanuensis SC , caltropsSC, detect magic, mending, read magic, stick SC ; 1st – color spray, charm person, dispel ward SC ,ironguts SC , mage hand, greater SC , magic missile, ray of enfeeblement, shield; 2nd – alarm, greater SC , false life, glitterdust, levitate, magic mouth, mirror image, repair moderate damage SC , see invisibility; 3rd – anticipate teleport SC ,fireball, fly, mage armor, greater SC , slow, suspended silence SC 

Possessions: Ring of Protection +2, Cloak of Resistance +2


Description: Farbiddle is a harried-looking gnome.  His white mustache, beard, and hair are wild and seem to be trying to escape his face.  The knuckles on his right fist are rubbed raw from chewing.  He wears fine clothes, but they are covered in dirt and grease.

Appendix 3 – APL 6
Encounter 6




Advanced Stone Drake: Large Dragon (Earth); CR 8; HD 13d12+91+13; hp 188; Init +5; Spd 40 ft. (8 squares), climb 40 ft.; AC 21, touch 11, flat-footed 19 (+2 Dex, +10 natural, -1 size); Base Atk/Grp: +13/+24; Atk +19 melee (2d6+7 plus 1d6 acid, bite); Full Atk +19 melee (2d6+7 plus 1d6 acid, bite) and +17 melee (1d8+3, 2 claws); Space/Reach: 10 ft./5 ft.; SA Acid bite, ambush; SQ Darkvision 120 ft., immunity to sleep and paralysis, light sensitivity, low-light vision, perfect climbing; AL NE; SV Fort +15, Ref +10, Will +9; Str 25, Dex 14, Con 24, Int 14, Wis 12, Cha 14.  Races of Stone, page 189.

Skills & Feats: Climb +15, Hide +16, Intimidate +18, Jump +27, Listen +19, Move Silently +20, Search +18, Spot +19, Survival +17; Alertness, Improved Initiative, Improved Toughness, Multiattack, Stealthy, TrackB.

Acid Bite (Ex): A stone drake deals and extra 1d6 points of acid damage with a successful bite attack.


Ambush (Ex): Any time a stone drake makes a successful charge attack against a flat-footed opponent, it deals double damage with its bite.

Light Sensitivity (Ex): Stone drakes are dazzled in bright sunlight or within the radius of a daylight spell.

Perfect Climbing (Ex): A stone drake moves with perfect ease while climbing.  It can move at full speed across ceilings, overhangs, and other slanted or vertical surfaces without making Climb checks, and it does not have to make a Climb check to avoid losing its grip when it takes damage.

Skills (Ex): A stone drake has a +4 racial bonus on Hide and Move Silently checks.  It never needs to make a Climb check due to its perfect climbing ability.

Languages: Draconic, Undercommon.


Description: This human-sized reptile moves with a speed and grace that belie its obvious strength. Easily 6 feet long, the gray-scaled dragon has long, razor-sharp claws and a powerful, crushing jaw.

Encounter 8




Bulette Effigy: Huge Construct; CR 6; HD 9d10+40; hp 89; Init +1; Spd 40 ft., burrow 10 ft.; AC 23, touch 9, flat-footed 22 (-2 size, +1 Dex, +14 natural); Base Atk/Grp: +9/+27; Atk +18 melee (2d8+10, bite); Full Atk +18 melee (2d8+10, bite) and +12 melee (2d6+5, claws); Space/Reach 15 ft./10 ft.; SA leap; SQ DR 5/adamantine, construct traits, darkvision 60 ft., low-light vision; AL N; SV Fort +3, Ref +4, Will +3; Str 31, Dex 13, Con 0, Int 0, Wis 11, Cha 1.  Effigy template Complete Arcane, page 152.

Skills & Feats: Weapon Focus(bite).  

Leap (Ex):  A bulette can jump into the air during combat.  This allows it to make four claw attacks instead of two, each with a +17 attack bonus, but it cannot bite.

Languages:  None.


Description:  Some effigies are quite lifelike, revealing their true nature only after taking serious damage.  An observer must succeed on a DC 20 Spot check to notice that the effigy is an automaton, not a living creature of its type.

Encounter 9




Farbiddle Tuppernucker, Male Gnome Wiz 8: Small Humanoid; CR 8; HD 8d4+16; hp 40 (53 with false life); Init +6; Spd 20 ft.; AC 21, touch 15, flat-footed 19 (+2 Dex, +2 ring of protection, +1 size, +6 greater mage armor); Base Atk/Grp: +4/+0; Atk +5 melee (1d3 [19-20], dagger) or +7 ranged (1d3, dart); Full Atk +5 melee (1d4 [19-20], dagger) or +7 ranged (1d3, dart); SA none; SQ gnomish racial traits; AL CE; SV Fort +7, Ref +7, Will +8; Str 10, Dex 14, Con 14, Int 17, Wis 8, Cha 12.

Skills & Feats: Bluff+5, Concentration+13, Craft(Traps)+14, Craft(Sculpting)+6, Craft(Metalworking)+6, Knowledge(Architecture and Engineering)+10, Knowledge(Arcana)+7, Profession(Siege Engineer)+4, Profession(Soldier)+1, Spellcraft+8; Craft construct, Craft Magic Arms and Armor, Craft Wondrous Item,  Improved Initiative, Scribe Scroll, Summon Familiar


Languages:  Common, Gnome, Giant, Goblinoid, Dwarven


Wizard Spells Known/Prepared (4/5/4/4/2 save DC = 13 + spell level): 0 – caltropsSC , detect magic, read magic, stick SC; 1st – charm person, magic missile (x2), ray of enfeeblement, shield; 2nd – alarm, greater SC , false life, mirror image, see invisibility; 3rd – fireball, fly, mage armor, greater SC , slow; 4th – dimension door, wall of fire 


Spellbook: 0 – amanuensis SC , caltropsSC, detect magic, mending, read magic, stick SC ; 1st – color spray, charm person, dispel ward SC ,ironguts SC , mage hand, greater SC , magic missile, ray of enfeeblement, shield; 2nd – alarm, greater SC , false life, glitterdust, levitate, magic mouth, mirror image, repair moderate damage SC , see invisibility; 3rd – anticipate teleport SC ,fireball, fly, mage armor, greater SC , slow, suspended silence SC ; 4th – defenestrating sphere SC, dimension door, dispelling screen SC , invisibility, greater, stone shape, wall of fire

Possessions: Wand of Invisibility (CL 3rd; 25 charges), Ring of Protection +2, Cloak of Resistance +2

Description: Farbiddle is a harried-looking gnome.  His white mustache, beard, and hair are wild and seem to be trying to escape his face.  The knuckles on his right fist are rubbed raw from chewing.  He wears fine clothes, but they are covered in dirt and grease.

Appendix 4 – APL 8
Encounter 6




Advanced Stone Drake: Large Dragon (Earth); CR 10; HD 17d12+119+17; hp 246; Init +5; Spd 40 ft. (8 squares), climb 40 ft.; AC 21, touch 11, flat-footed 19 (+2 Dex, +10 natural, -1 size); Base Atk/Grp: +17/+29; Atk +24 melee (2d6+8 plus 1d6 acid, bite); Full Atk +24 melee (2d6+8 plus 1d6 acid, bite) and +22 melee (1d8+4, 2 claws); Space/Reach: 10 ft./5 ft.; SA Acid bite, ambush; SQ Darkvision 120 ft., immunity to sleep and paralysis, light sensitivity, low-light vision, perfect climbing; AL NE; SV Fort +17, Ref +12, Will +11, Str 26, Dex 14, Con 24, Int 14, Wis 12, Cha 14.  Races of Stone, page 189.

Skills & Feats: Climb +15, Hide +20, Intimidate +22, Jump +31, Listen +23, Move Silently +24, Search +22, Spot +23, Survival +21; Alertness, Combat Expertise, Improved Initiative, Improved Toughness, Multiattack, Stealthy, TrackB.

Acid Bite (Ex): A stone drake deals and extra 1d6 points of acid damage with a successful bite attack.


Ambush (Ex): Any time a stone drake makes a successful charge attack against a flat-footed opponent, it deals double damage with its bite.

Light Sensitivity (Ex): Stone drakes are dazzled in bright sunlight or within the radius of a daylight spell.

Perfect Climbing (Ex): A stone drake moves with perfect ease while climbing.  It can move at full speed across ceilings, overhangs, and other slanted or vertical surfaces without making Climb checks, and it does not have to make a Climb check to avoid losing its grip when it takes damage.

Skills (Ex): A stone drake has a +4 racial bonus on Hide and Move Silently checks.  It never needs to make a Climb check due to its perfect climbing ability.

Languages: Draconic, Undercommon.


Description: This human-sized reptile moves with a speed and grace that belie its obvious strength. Easily 6 feet long, the gray-scaled dragon has long, razor-sharp claws and a powerful, crushing jaw.

Encounter 8




Giant Squid Effigy: Huge Construct; CR 10; HD 12d10+40; hp 106; Init +2; Spd 0 ft.; AC 14, touch 6, flat-footed 14 (-2 size, +0 Dex, +8 natural, -2 off-balance); Base Atk/Grp: +9/+31; Atk +17 melee (1d6+10, tentacle); Full Atk +17(x10) melee (1d6+10, tentacle) and +12 melee (2d8+5, bite); Space/Reach 15 ft./15 ft. (30 ft. with tentacle); SA constrict 1d6+10, improved grab; SQ DR 7/adamantine, construct traits, darkvision 60 ft., low-light vision; AL N; SV Fort +4, Ref +6, Will +4; Str 30, Dex 15, Con 0, Int 0, Wis 11, Cha 1.  Effigy template Complete Arcane, page 152.

Skills & Feats: None.  

Constrict (Ex):  A giant squid effigy deals 1d6+10 points of damage with a successful grapple check.

Improved Grab (Ex):  To use this ability, a giant squid must hit an opponent of any size with a tentacle attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, it establishes a hold and can constrict.

Languages:  None.


Description:  Some effigies are quite lifelike, revealing their true nature only after taking serious damage.  This effigy is not one of them.  It turns out that a squid is a very difficult thing to construct, even for Farbiddle.  He’s lucky this one works at all, let alone looks good.


Note:  Farbiddle originally intended to put this construct in the water, but he didn’t have time to move it.  So, it sits in this room.  It cannot move, but it can attack everything in the room with its reach.  It is also considered off-balance (loses its dex bonus to AC, and opponents gain +2 bonus on attacks against it.  These adjustments are already figured into the armor class above).
Encounter 9




Farbiddle Tuppernucker, Male Gnome Wiz 10: Small Humanoid; CR 10; HD 10d4+20; hp 50 (65 with false life); Init +6; Spd 20 ft.; AC 21, touch 15, flat-footed 19 (+2 Dex, +2 ring of protection, +1 size, +6 greater mage armor); Base Atk/Grp: +5/+1; Atk +6 melee (1d3 [19-20], dagger) or +8 ranged (1d3, dart); Full Atk +6 melee (1d4 [19-20], dagger) or +8 ranged (1d3, dart); SA none; SQ gnomish racial traits; AL CE; SV Fort +8, Ref +8, Will +11; Str 10, Dex 14, Con 14, Int 17, Wis 8, Cha 12.

Skills & Feats: Bluff+6, Concentration+15, Craft(Traps)+14, Craft(Sculpting)+7, Craft(Metalworking)+7, Knowledge(Architecture and Engineering)+11, Knowledge(Arcana)+8, Profession(Siege Engineer)+5, Profession(Soldier)+1, Spellcraft+10; Craft construct, Craft Magic Arms and Armor, Craft Wondrous Item,  Craft Wand, Improved Initiative, Iron Will, Scribe Scroll, Summon Familiar


Languages:  Common, Gnome, Giant, Goblinoid, Dwarven

Wizard Spells Known/Prepared (4/5/5/4/3/2, save DC = 13 + spell level): 0 – caltropsSC , detect magic, read magic, stick SC; 1st – charm person, magic missile (x2), ray of enfeeblement, shield; 2nd – alarm, greater SC , false life, levitate, mirror image, see invisibility; 3rd – fireball, fly, mage armor, greater SC , slow; 4th – defenestrating sphere SC, dimension door, wall of fire; 5th – cone of cold, dominate person 


Spellbook: 0 – amanuensis SC , caltropsSC, detect magic, mending, read magic, stick SC ; 1st – color spray, charm person, dispel ward SC ,ironguts SC , mage hand, greater SC , magic missile, ray of enfeeblement, shield; 2nd – alarm, greater SC , false life, glitterdust, levitate, magic mouth, mirror image, repair moderate damage SC , see invisibility; 3rd – anticipate teleport SC ,fireball, fly, mage armor, greater SC , slow, suspended silence SC ; 4th – defenestrating sphere SC, dimension door, dispelling screen SC , invisibility, greater, stone shape, wall of fire; 5th – cone of cold, dominate person, Mordenkainen’s private sanctum, permanency, reciprocal gyre SC, teleport, wall of dispel magicSC 

Possessions: Wand of Invisibility (CL 3rd; 25 charges), Ring of Protection +2, Cloak of Resistance +3


Description: Farbiddle is a harried-looking gnome.  His white mustache, beard, and hair are wild and seem to be trying to escape his face.  The knuckles on his right fist are rubbed raw from chewing.  He wears fine clothes, but they are covered in dirt and grease.

 Appendix 5 – APL 10
Encounter 6




Advanced Fiendish Stone Drake: Large Dragon (Earth, Extraplanar); CR 12; HD 17d12+119+17; hp 246; Init +5; Spd 40 ft. (8 squares), climb 40 ft.; AC 21, touch 11, flat-footed 19 (+2 Dex, +10 natural, -1 size); Base Atk/Grp: +17/+29; Atk +24 melee (2d6+8 plus 1d6 acid, bite); Full Atk +24 melee (2d6+8 plus 1d6 acid, bite) and +22 melee (1d8+4, 2 claws); Space/Reach: 10 ft./5 ft.; SA Acid bite, ambush; SQ DR 10/magic, SR 22, Resist Cold 10, resistance to cold 10, fire 10, Darkvision 120 ft., immunity to sleep and paralysis, light sensitivity, low-light vision, perfect climbing; AL NE; SV Fort +17, Ref +12, Will +11, Str 26, Dex 14, Con 24, Int 14, Wis 12, Cha 14.  Races of Stone, page 189.

Skills & Feats: Climb +15, Hide +20, Intimidate +22, Jump +31, Listen +23, Move Silently +24, Search +22, Spot +23, Survival +21; Alertness, Combat Expertise, Improved Initiative, Improved Toughness, Multiattack, Stealthy, TrackB.

Acid Bite (Ex): A stone drake deals and extra 1d6 points of acid damage with a successful bite attack.


Ambush (Ex): Any time a stone drake makes a successful charge attack against a flat-footed opponent, it deals double damage with its bite.

Light Sensitivity (Ex): Stone drakes are dazzled in bright sunlight or within the radius of a daylight spell.

Perfect Climbing (Ex): A stone drake moves with perfect ease while climbing.  It can move at full speed across ceilings, overhangs, and other slanted or vertical surfaces without making Climb checks, and it does not have to make a Climb check to avoid losing its grip when it takes damage.

Skills (Ex): A stone drake has a +4 racial bonus on Hide and Move Silently checks.  It never needs to make a Climb check due to its perfect climbing ability.


Smite Good (Su): Once per day the stone drake can make a normal melee attack to deal 17 extra points of damage to a good foe.

Languages: Draconic, Undercommon.


Description: This human-sized reptile moves with a speed and grace that belie its obvious strength. Easily 6 feet long, the gray-scaled dragon has long, razor-sharp claws and a powerful, crushing jaw.

Encounter 8




Slaughterstone Eviscerator: Large Construct (Earth); CR 12; HD 15d10+30; hp 112; Init -1; Spd 30 ft.; AC 29, touch 9, flat-footed 29 (-1 size, +20 natural); Base Atk/Grp: +11/+23; Atk +20 melee (2d8+8 [18-20,x3], +2 adamantine blade); Full Atk +20 melee (x4) (2d8+8 [18-20,x3], +2 adamantine blades); Space/Reach 10 ft./10 ft.; SA augment critical, enhanced mobility; SQ construct traits, DR 10/adamantine, darkvision 60 ft., low-light vision, resistance to acid 10, cold 10, electricity 10, and fire 10, tunnel fighting, spell resistance 20; AL N; SV Fort +5, Ref +5, Will +5; Str 29, Dex 11, Con 0, Int 0, Wis 11, Cha 1.  Slaughterstone Eviscerator, Monster Manual III, page 160.

Skills & Feats: Whirlwind Attack.  

Augment Critical (Ex):  A slaughterstone eviscerator’s adamantine blades are magically hardened and honed to a razor’s edge.  They threaten a critical hit on a natural attack roll of 18-20, dealing triple damage on a successful critical hit.  The blades are not subject to effects such as keen edge that would further improve their threat range.

Enhanced Mobility (Ex):  A slaughterstone eviscerator can move up to 15 feet in a round and still make a full attack.


Tunnel Fighting (Ex):  A slaughterstone eviscerator has limited ability to reshape its form to fit into a tight area.  It does not take a penalty on attack rolls or to Armor Class when squeezing through a tight space.  See page 29 of the DMG for more information on squeezing through tight spaces.

Languages:  None.


Description:  Six squat, powerful legs support this stone automaton’s thick, insectoid body, which is wider and lower to the ground than a horse’s.  The creature’s stable bulk supports four serrated blade-arms that whirl around with vicious speed.


Made for war, a slaughterstone eviscerator has powerful blade-arms capable of tearing through hordes of foes.  A slaughterstone eviscerator’s blades are of a size comparable to greatswords.
Encounter 9




Farbiddle Tuppernucker, Male Gnome Wiz 12: Small Humanoid; CR 12; HD 12d4+24; hp 60 (75 with false life); Init +6; Spd 20 ft.; AC 22, touch 16, flat-footed 20 (+2 Dex, +3 ring of protection, +1 size, +6 greater mage armor); Base Atk/Grp: +6/+2; Atk +7 melee (1d3 [19-20], dagger) or +9 ranged (1d3, dart); Full Atk +7/+2 melee (1d4 [19-20], dagger) or +9/+4 ranged (1d3, dart); SA none; SQ gnomish racial traits; AL CE; SV Fort +9, Ref +9, Will +12; Str 10, Dex 14, Con 14, Int 20, Wis 8, Cha 12.

Skills & Feats: Bluff+11, Concentration+17, Craft(Traps)+20, Craft(Sculpting)+13, Craft(Metalworking)+13, Knowledge(Architecture and Engineering)+20, Knowledge(Arcana)+14, Profession(Siege Engineer)+9, Profession(Soldier)+4, Spellcraft+15; Craft Magic Arms and Armor, Craft Wondrous Item, Craft Construct, Craft Wand, Improved Initiative, Iron Will, Enlarge Spell, Scribe Scroll, Summon Familiar


Languages:  Common, Gnome, Giant, Goblinoid, Dwarven

Wizard Spells Known/Prepared (4/6/5/5/4/4/2, save DC = 15 + spell level): 0 – caltropsSC , detect magic, read magic, stick SC; 1st – charm person, magic missile (x2), ray of enfeeblement (x2), shield; 2nd – alarm, greater SC , false life, levitate, mirror image, see invisibility; 3rd – fireball, fly, mage armor, greater SC , slow, suspended silence SC ; 4th – defenestrating sphere SC(x2), dimension door, wall of fire; 5th – cone of cold (x2), dominate person, reciprocal gyre SC; 6th – globe of invulnerability, suggestion, mass. 


Spellbook: 0 – amanuensis SC , caltropsSC, detect magic, mending, read magic, stick SC ; 1st – color spray, charm person, dispel ward SC ,ironguts SC , mage hand, greater SC , magic missile, ray of enfeeblement, shield; 2nd – alarm, greater SC , false life, glitterdust, levitate, magic mouth, mirror image, repair moderate damage SC , see invisibility; 3rd – anticipate teleport SC ,fireball, fly, mage armor, greater SC , slow, suspended silence SC ; 4th – defenestrating sphere SC, dimension door, dispelling screen SC , invisibility, greater, stone shape, wall of fire; 5th – cone of cold, dominate person, Mordenkainen’s private sanctum, permanency, reciprocal gyre SC, teleport, wall of dispel magicSC; 6th – chain lightning, contingency, globe of invulnerability, suggestion, mass.

Possessions: Wand of Greater Invisibility (CL 7th; 25 charges), Ring of Protection +3, Headband of Intellect +2, Cloak of Resistance +3

Description: Farbiddle is a harried-looking gnome.  His white mustache, beard, and hair are wild and seem to be trying to escape his face.  The knuckles on his right fist are rubbed raw from chewing.  He wears fine clothes, but they are covered in dirt and grease.
DM Aid: Map #1 – underground bunker
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DM Aid: Map #2 – underground bunker (continued)
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Player Handout #1 – Invitation
Dear Sir or Madam,

Your immediate presence is requested at the home of Elector Gusby Porticulus outside of Red Arbor regarding a matter of Gran March security.  Do not tell anyone where you are going or about this note.  You are welcome to spend the night, so please plan accordingly.

Player Handout #2 – handout for corporation members

(Written in Corporate Speak)

Take the tunnel to the right

- a friend

Player Handout #3 – Control box
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Player Handout #4 – blank Gran march map
A city and a barony share the same name.  Did you know that you can spell it using Gran March baronies, cities, and a fort?
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Player Handout #5 – Gran march map 
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Critical Event Summary: GRM6-In2 The notorious F.A.T.
For use only at Trinoc*coN 2006 
1. 
Was Farbiddle Tuppernucker Killed? 

Yes

No

2.
Was Farbiddle Tuppernucker Captured Alive?









Yes

No

Notes: (Add anything that happened that might be considered out of the ordinary – Strange occurrences, results that may not fit the above, etc):[image: image7.png]
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