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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 rule 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 Appendix 1. For your convenience, that appendix is split by APL


Along with this adventure you’ll find a RPGA Session 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. 

	Mundane Animals Effect on APL
	# of Animals

	
	1
	2
	3
	4

	CR of Animal
	1/4 & 1/6
	0
	0
	0
	1

	
	1/3 & 1/2
	0
	0
	1
	1

	
	1
	1
	1
	2
	3

	
	2
	2
	3
	4
	5

	
	3
	3
	4
	5
	6

	
	4
	4
	6
	7
	8

	
	5
	5
	7
	8
	9

	
	6
	6
	8
	9
	10

	
	7
	7
	9
	10
	11


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


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 special adventure, set in the Gran March. Regional characters pay 1 Time Units per round. Other characters pay 2 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 that 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 DC 20 Survival check, 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

Since it’s rediscovery in the spring of 595, the area around the lost Flan city of Haradaragh has become associated with ill omen. It was the site of a githyanki incursion against Gran March and plagues and other unsavory events have manifested at irregular intervals. Since the breakup of the glacier and the revelation of the city, for the government of Gran March has been seeking an explanation of these strange events and understanding of the city itself.


The original plague was the result of the work of a foe of the Gran March known solely as Maibua, but his work drew the attention of those who note such things. Since the fall of CY 595, the plagues and happenings have a new source. During that time portions of the depths of Haradaragh, a series of catacombs, caverns, and long-abandoned underground fortresses, have been inhabited and ruled over by Envira, cancer mage, Mistress of Pox. Envira is an avid follower of Incabulos. She has devoted her life and body to the discovery and dissemination of new and unusual plagues. She has used the services of the local snow goblin population as well as undead minions uncovered in the ancient city’s crypts.


Envira spent much of her time alone in various ancient tunnels beneath the Lortmills until an unusual visitor appeared, literally, at her doorstep: a grossly obese Suel man who called himself Kelkal (Senior Sorcerer in Ancient Suloise) Nool. Nool was initially quite disoriented and Envira’s first impulse was to use him as a test subject, but something about him caught her eye and her heart. Long had she yearned for a companion – perhaps this man, a fellow Suloise, would be a match.


Kelkal Nool, once over his disorientation, had a remarkable story to tell. He had previously administrating the sewers of a cloud giant citadel over the lands of Geoff. Driven from there in CY 594, he fled and found himself a position within the Scarlet Brotherhood at Obelstone Keep in the country of Onnwal. There he caused to be brought forth what he thought was an avatar of Juiblex or the very least his servitor, Darkness Given Hunger, but was instead an alien entity, a creature from the Far Realm. The root of Kelkal Nool’s belief that the creature was an avatar of Juiblex came from insanity. The initial summoning, which brought forth the entity, drove Nool mad and he still has auditory hallucinations, which he believes are the voice of the entity.


A strange property of Obelstone Keep is that it is subject to a different flow of time than the outside world. A group of adventurers managed to loose the alien entity in CY 595. Kelkal Nool, having just finished the ceremony to enthrall himself to Juiblex, was swept up, cascaded backward in time, and displaced in space to CY 585 on Envira’s doorstep.


Envira and Nool quickly grew to love one another, even producing two children: Black Piedra and Physarum. Their individual interests often coincide (diseases for Envira – slimes, molds, and fungus for Nool) generating synergy. Nool also has a talent as a fleshwarper and this has led to the creation of numerous vile pets and undead. Together, their work has had a detrimental effect on a variety of the denizens beneath the Lormills for the past 10 years and in the last year those beneath Haradaragh.

Adventure Summary

Introduction

The PCs are given leave to explore the depths below the surface ruins of the purported ancient Flan city of Haradaragh by Knight Colonel Thero’kay of the 28th Battle.


Reports from other adventuring parties indicate the depths (an area below the city’s catacombs) may be where Envira, the Mistress of Pox is located.

For this portion of the Delve, the PCs are tasked with destroying Envira and her cult by any means necessary. There is also interest in finding a route into the city’s fabled gem mines.
Encounter 1: The Fetid Lake

The PCs encounter a stinking lake – not because it is stagnant and slow moving, but due to the evil filth continually entering and exiting the lake. The lake holds several guardian minions and near the shore is evidence of an entrance to the lost gem mines.

Encounter 2: The Dark Tower

This tower is the last bastion of defense for Envira and Nool. The PCs must face the tower’s undead hordes and formidable weaponry to make way safely across the lake.

Encounter 3: The Demesne of Disease
At last the PCs have an opportunity to rid the Lortmills of a hideous evil, Envira Mistress of Pox. She is not alone in her ill mansion. Kelkal Nool waits in the most unlikely of places.


If any of the PCs bear a silver sword or the Undying Hatred of the Lich Queen, a contingent of githyanki await in the manor for the PCs.

Preparation for Play

Determine if any of the PCs have either of the following:

· The Haradaragh Exploration Pass from GRM5-08 Up a Winding Stair or GRM5-IN4 The Lich Queen’s Vengeance.
· Undying Hatred of the Lich Queen from GRM5-IN4 The Lich Queen’s Vengeance.

· A githyanki silver sword.


Should any of the PCs have either of the last two items listed above, this triggers an optional githyanki encounter as outlined in Appendix 4. This optional encounter occurs during Encounter 3: The Demesne of Disease.
Introduction

“The Knight Colonel expects those things returned,” the Quartermaster snaps as he hands each of you a pair of pitons, an ice axe, and a fur cloak. “That there is property of the Gran March. You’ll pay a fine if I don’t see those things again and in good condition! Next!”

The Quartermaster continues to hand out equipment to other erstwhile adventurers hoping to seek their fame and fortune within the mountain city purported to be Haradaragh – the long lost and supposed first, city of the Flan peoples.


Many beings are lined up before an ancient gatehouse, grouped into adventuring parties, to brave the cold and possible dangers of the city. Not long ago, the entire area was covered by a glacier. Whether through natural volcanism or the will of Moradin, this area, long a place known for ill omens, seems to beg to have its secrets exposed.


All the explorers are asked to assemble before a small grand stand erected on the leeward side of the gatehouse. Knight Colonel Thero’kay mounts the stand and addresses the gathered group.


“You few, you lucky few, have been selected for a great service to the Gran March, the exploration of Haradaragh! Glory and loot no doubt await you within its ancient walls,” Thero’kay says the last with a hint of derisiveness.

“Initial explorations show the city to be roughly rectangular in shape, nestled into a half star-shaped mountain cleft. A flat broad avenue transverses the length of the city, while tiered ruins climb up and down on either side.”

APL 10 and 12

“Prior forays into the city have discovered several important things: a passage to leading to an extensive area of catacombs and evidence of a wicked cult of Incabulos!”


“The last group that checked in, bloodied, battered, most of their minds intact, reported a passage in the catacombs leading even deeper into the earth. Perhaps the leader of this cult, the so-called Mistress of Pox, lies below? Who knows what vile consorts such a creature may have!”

“I charge you with a most important task – find this Mistress of Pox and slay her. This area has long been host to horrible plagues and now we know why! Stamp out this evil!”


“Go now! For Commandant and Country!”
Encounter 1: THe Fetid Lake
The trek into the depths of Haradaragh is lengthy, taking well over an hour. Members of the 34th Battle have been stationed along a safe route, previously cleared by other adventurers. During the trip, you occasionally spot the shine of goblin eyes off in the darkness. They quickly scatter away if approached. Slaying them is not your primary mission.

The way down was through a hidden opening which led to a long stair. The stair has an obvious look of antiquity.

The walls of the stairway fall away and the last ten feet open into the beginnings of an enormous cavern. There is faint illumination from patches of phosphorescent fungus lining the walls and a great deal of moisture in the air. Not far from the stair, the sound of lapping water can be heard.
The cavern is completely dark, despite the phosphorescent fungi which merely provides patches of candle-like illumination (5-foot radius shadowy illumination – see page 164-165 of the Player’s Handbook). The fungus’ illumination ceases if it is picked or scraped off the wall. A Knowledge (nature) check, DC 10, or a Survival check, DC 15, provides this knowledge.



The cavern ceiling rapidly rises from the stair opening, from 10 feet to 100 feet. The ceiling is studded with stalactites. Any creature violently forced into the ceiling has a chance of being pieced by the stalactites.

Stalactites: spikes (Atk +10 melee, 1d4 spikes per target for 1d4+4 each).


The same may be said for certain areas of the cavern floor. Any creature bull-rushed or otherwise forced into a square with a stalagmite may be pierced and suffer damage. Squares containing stalagmites must be moved around.

Stalagmites: spikes (Atk +10 melee, 1d4 spikes per target for 1d4+4 each).

There is a large colony of bats living on the cavern ceiling. Normally, these bats do not harm anyone or anything – so long as they are not disturbed. Any PC moving along the ceiling has a chance to stir up the bat swarms. If the bats detect the PC (Listen +11, Spot +11), a swarm erupts from the ceiling and surrounds the PC.
APL 10 (EL 2)


Bat Swarm (1): hp 13; see Monster Manual page 237.

APL 12 (EL 3)


Bat Swarm (2): hp 13 each; see Monster Manual page 237.

Disturbing the bats in this manner alerts Physarum, who then readies the Dark Tower to expect an attack.


The lake, which takes up most of the “floor” of the cavern, is extremely unpleasant. The depth of the lake ranges from 15 feet to 40 feet in places (the two open water tiles). While a current (10 feet per round) does flow through the lake, with water entering on the west side of the cavern and leaving on the east, the foulness of the inhabitants in this region has choked the waters with unimaginable levels of detritus. The pieces and parts within the lake fuel the various undead creation spells used by this cavern’s denizens. Being exposed to the water is not immediately harmful, but should any PC drink of this stuff, they risk contracting a particularly virulent form of blinding sickness. This disease is not ordinary, but a viral ally of Envira (see Appendix 2 for information on the Cancer Mage viral ally ability).

Blinding sickness viral ally: Ingestion; Fortitude DC 20; Incubation 1d3 hours; 1d4 Str and each time the victim takes 2 or more damage from the disease, he must make another Fortitude save or be permanently blinded.


Across from the shore, on the island with the dark tower, is a small raft, capable of supporting up to two Medium or Small creatures. The raft is not moored but has been dragged onto the shore. Mage hand is not sufficient to dislodge and move the raft.

On the western side of the cavern, flanking the opening which leads to an underground river are two waterfalls. The water output of the falls is not great and merely adds a slight susurrus. Below northern fall is a cache of mining equipment, all of it in poor condition but showing signs of recent use. A PC seeing this equipment and looking down the river tunnel may make a Knowledge (architecture & engineering) check, DC 15, to notice the river tunnel was not always a river tunnel but was actually carved out with tools. Stonecunning bonuses apply to this roll.


Living comfortably in the lake are two of Kelkal Nool’s pets, a pair of half-farspawn otyugh. These abominations were nearby when he was catapulted back in time and space from the battle hence to come. For whatever reason, these creatures listen to him, follow his orders, and, on occasion, lumber around behind him like dogs. When in the lake and not engaged in battle, they spend most of their time in their amorphous far-spawn form.

These creatures do not attack the PCs unless the PCs swim in the lake (not just dip their toes in) or are commanded by either Physarum or Kelkal Nool to attack. This command takes the form of a strange cry, “Teekah! Teekah-teekah-lee!”
APL 10 (EL 11)


Half-Farspawn Otyugh (2): hp 147; Appendix 1.

APL 12 (EL 13)


Half-Farspawn Otyugh (2): hp 189; Appendix 1.


Tactics: The otyughs attempt to grapple and pull PCs under water, possibly drowning them (see Dungeon Master’s Guide page 304). The otyughs are intelligent enough to know the water provides them cover and other benefits (see Dungeon Master’s Guide pages 92-93). If the PCs are playing down to APL 12, the otyughs use their summon monster IX ability to bring in assistance. See Appendix 3 for statistics for these summoned creatures.

Development: The PCs are likely able to trigger the next encounter, be it by disturbing the bats, coming within 60 feet of the dark tower, or otherwise making enough commotion to alert the ever watchful denizens of the tower.

Treasure:


None.
Encounter 2: The Dark Tower
Standing over forty feet tall is a grey stone square tower, rising up on an island in the middle of the fetid lake.

The entrance to the tower is on the western side, secured by heavy portcullises.

Read or paraphrase the following when the PCs trigger the dark tower into awareness of their existence and combat is imminent.


There is activity at the top of the dark tower. Heavy ratcheting sounds echo through the cavern mixed with the clattering of bones. Something is speaking loudly, albeit in a hoarse, whispering tone. The language is an ancient harsh tongue.


Suddenly the northern portcullis of the tower raises and out pours a horde of undead! From overhead there is a cry, a human cry of savagery and a great flapping of wings.


The denizens of the dark tower have been disturbed and they seek blood!

Herceptus the Undying, the hoarse whispering tone, is issuing orders to his undead horde in Flan. The human cry is Physarum mounting Puffball and taking flight.


The dark tower has the following physical statistics:

Reinforced Stone Walls: 3 ft. thick; hardness 8; hp 540 per 10-foot-by-10-foot section; Break DC 50; Climb DC 22.


Portcullis, Iron: 2 in. thick bars; hardness 10; hp 60; Lift DC 25; Break DC 28.


Iron Door: 2 in. thick; hardness 10; hp 60; Break DC 28.

The tower consists of four stories, with the roof of the top storey holding a siege engine and crew, surrounded by a wall with arrow slits, making the overall structure 50 feet tall. The siege engine has a 120 degree arc of fire and is located on the northwest corner of the tower. 

Bone creature warriors serve as a dedicated crew (four at APL 12) for the ballista. These warriors do nothing but operate the ballista. They do defend themselves if attacked. The ballista can fire every other round. The light ballista requires two full round actions to fire (two crew can load in a single round) and the heavy ballista requires four full round actions (four crew can load in a single round). Upon firing, each crew member beyond the crew chief (who actually fires the weapon) may make a Profession (siege engineer) check, DC 10, to add a +2 bonus to the attack roll. Therefore, at APL 10, the maximum attack bonus is +8, at APL 12, the maximum attack bonus is +12.
APL 10 (EL 7)

Ballista, Light: +6 ranged (base); range increment 100 ft.; damage 3d8/19-20x2; hardness 5; hp 25.

APL 12 (EL 8)

Ballista, Heavy: +6 ranged (base); range increment 120 ft.; damage 5d8/19-20x2; hardness 5; 675 hp.

APL 10 (EL 14)

Advanced (12 HD) necrosis carnex (1): hp 89; Appendix 1.

Bone Creature Warriors (12): hp 8 each; Appendix 1.

Physarum: hp 84; Appendix 1.

Herceptus the Undying: hp 68; Appendix 1.

APL 12 (EL 16)


Advanced (12 HD) necrosis carnex (2): hp 89; Appendix 1.

Bone Creature Warriors (15): hp 8 each; Appendix 1.

Physarum: hp 84; Appendix 1.


Herceptus the Undying: hp 68; Appendix 1.

Tactics: The undead attack until destroyed, except for Herceptus the Undying who, if the battle is going poorly, tries to flee to the Demesne of Disease to warn the Mistress of Pox.

The bone creature warriors initially form ranks and fire arrows into the PCs, engaging in melee when the PCs are in range.


Physarum’s first act is to cast corrupt weapon on his spiked chain then, using his mounted combat feats, swoops down upon the PCs, targeting any opponent who has ranged attacks first. Physarum can also attempt to command the undead troops if they need repositioning and Herceptus is unable to issue commands.

Herceptus’ first act is to douse himself with the aroma of curdled death. His next act is to generate a spectral hand, then hassle the PCs with spells, making judicious use of his metamagic feats. Herceptus can also pelt the PCs with cold-substituted fireballs from his necklace. These have no effect on his skeletal undead troops. In addition, Herceptus uses summon undead to bolster his fighting force.

Development: Once all resistance is crushed, the PCs may desire to loot. Any time spent looting increases the time for Envira and Nool to ready themselves for the inevitable attack. Keep track of how much time the PCs use and buff Envira and Nool accordingly.

Treasure: Some items in Herceptus’ possession may have been used during the combat. The unguent of timelessness was previously applied to Herceptus’ body and is never available as loot.

APL 10: Loot – 1,196 gp; Magic – 7,489 gp; +2 full plate (1,413 gp), +1 curespewing adamantine spiked chain (944 gp), belt of giant strength +4 (1,333 gp), vest of resistance +1 (83 gp), cloak of charisma +4 (1,333 gp), arcane scroll of resist energy (CL11) (46 gp), arcane scroll of death armor (CL11) (50 gp), aroma of curdled death (375 gp), bracers of armor +2 (333 gp), cloak of turn resistance (917 gp), elixir of hiding (21 gp), necklace of fireball (cold substituted) (IV) (450 gp), robe of bones (200 gp).

APL 12: Loot – 1,489 gp; Magic – 8,762 gp; +2 full plate (1,413 gp), +1 curespewing adamantine spiked chain (944 gp), belt of giant strength +4 (1,333 gp), vest of resistance +1 (83 gp), cloak of charisma +4 (1,333 gp), arcane scroll of resist energy (CL11) (46 gp), arcane scroll of death armor (CL11) (50 gp), aroma of curdled death (375 gp), bracers of armor +2 (333 gp), cloak of turn resistance (917 gp), elixir of hiding (21 gp), necklace of fireball (cold substituted) (IV) (450 gp), robe of bones (200 gp), substitution (cold) metamagic rod (875 gp).

Encounter 3: The Demesne of Disease
On the far side of the fetid lake, built into the very living rock, are two ornate stone doors. Neither is open.

Stone Door: 4 in. thick; hardness 8; hp 60; Break DC 28; Open Lock DC 28.
Once the door is opened, read or paraphrase the following. The text assumes the PCs have a light source or can see via darkvision, as the interior of the demesne is unlit.


Beyond the doors is no mere dungeon chamber but a home, albeit a home of stinking, twisted evil.


In the center of the demesne is a stinking brackish pool, perhaps the base of a fountain, however no water jets forth. Unlit torches ring columns On the walls on either side are basins ensconced in horrific friezes, also filled with brackish water. 


Across from the doors is a raised platform bearing two thrones. One throne is slight, but appears to be made out of scabby flesh. The second throne is much larger and covered in mold and wet stinking fungus. A large pile of bones lies next to this throne.


Behind the thrones is a hideous frieze of a demonic face, its mouth wide open. Within the opening is a great yellow eye. The red eyes of the demon face sparkle.

Trap: The eyes of the demon face are part of an integrated trap. Located in the head of the frieze is a deadly spell turret trap. When inactive, the spell turret is cloaked by a nondetection spell to hide its magical auras. The spell turret is programmed to recognize Envira, Kelkal Nool, their children, and undead. Calomyxa, as an extension of Kelkal Nool, is also ignored. The spell turret trap fires on anything else when activated.

The spell turret has a visual trigger that utilizes true seeing to a range of 120 feet. If the turret detects an unrecognized target, it immediately activates. When it does, the eyes of the demonic frieze emit a flash of colorful light. The turret is inside the demon and is free to spin, utilizing a series of lenses to fire the spells out through the eyes. The spell turret unleashes one spell per round for four round, pausing every fifth round to cool down and magically repair 4d8+20 points of damage to itself. The turret targets the closest unrecognized creature and has a 180 degree arc of fire. The order in which the turret casts its spells is set.

APL 10

Spell Turret Trap: CR 5; diminutive magical device; visual trigger (true seeing); automatic reset; Evard’s black tentacles, confusion, ice storm, enervation; Save DC 16, Caster Level 7th; AC 7, hardness 8; hp 200; Search DC 29; Disable Device DC 29.
APL 12

Spell Turret Trap: CR 6; diminutive magical device; visual trigger (true seeing); automatic reset; summon monster V (bearded devil), feeblemind, prismatic ray*, baleful polymorph; Save DC 17, Caster Level 9th; AC 7, hardness 8; hp 200; Search DC 30; Disable Device DC 30.
Once the spell turret trap finishes its first round of spells, Envira and Nool move to defend their home.


If any of the PCs had the item(s) triggering the optional encounter, that encounter occurs here. A group of githyanki stands, waiting in ambush, at location 5 on the map. Arriving earlier, they were welcomed by Envira and Nool. The githyanki are not ignored by the spell turret trap (something Envira and Nool failed to mention). See Appendix 4 for their statistics and information on this optional encounter. 

APL 10 (EL 13)


Envira Mistress of Pox: hp 81; Appendix 1.

Kelkal Nool: hp 111; Appendix 1.

APL 12 (EL 15)


Envira Mistress of Pox: hp 93; Appendix 1.

Kelkal Nool: hp 127; Appendix 1.

Tactics: Depending upon the noise made fighting the forces of the dark tower and how long the PCs took to loot and heal, Envira and Nool may have had plenty of time to prepare.

At the very least, at APL 10 Envira is hiding at location 6 on the map and has cast nightshield. AT APL 12 she has covered herself in dust of disappearance and is hiding at location 6. Kelkal Nool has consumed a potion of water breathing and is hiding within the pool.


During combat, Envira positions herself to sneak attack unsuspecting PCs, using the concealment provided by the dust of disappearance. Envira tries to affect a martial PC with sap strength. When appropriate, she uses her profane lifeleech power. As the power is a burst, it does not reach into the pool. This is not the case with the dance of ruin. Envira only uses this spell if Kelkal Nool is not in the area or has been killed. Recall her cancerous companion is able to use Envira’s spells and spell-like abilities.


During combat, Kelkal Nool stays in the pool as long as possible, casting spells while submerged and using his aberrant quasit familiar, Calomyxa to deliver his touch of Juiblex. Calomyxa alternates between being invisible and delivering touch spells and trying to poison PCs. At APL 12, Nool summons patches of green slime (see Dungeon Master’s Guide page 76) onto the ceiling above a PC. He then summons a an ochre jelly (see Monster Manual page 202), causing it to erupt out of one of the wall basins. After this he stands up in the pool and bedevils the PCs with spells.

Development: Defeating Envira and Nool, the PCs may loot their stinking corpses. Kelkal Nool’s corpse rapidly decays and after several minutes the remainder is sucked through a rift, leaving behind his clothing and items. Envira’s corpse is crawling with insects and after a few minutes that is all that is left. The insect scurry off to every corner of the room and disappear.

Treasure: Envira’s dust of disappearance was likely used during the combat and not available as treasure.

APL 10: Loot – 26 gp; Magic – 4,276 gp; +1 adamantine rapier of wounding (1,777 gp), gloves of dexterity +2 (333 gp), periapt of wisdom +2 (333 gp), dust of disappearance (292 gp), periapt of wisdom +4 (1,333 gp), lesser silent metamagic rod (250 gp), ring of protection +1 (167 gp), cloak of resistance +1 (83 gp).


APL 12: Loot – 26 gp; Magic – 7,548 gp; +1 adamantine rapier of wounding (1,777 gp), gloves of dexterity +2 (333 gp), periapt of wisdom +4 (1,333 gp), dust of disappearance (292 gp), periapt of wisdom +6 (3,000 gp), lesser silent metamagic rod (250 gp), ring of protection +1 (167 gp), cloak of resistance +1 (83 gp), wand of magic missiles (5th) (313 gp).

Conclusion

Returning to Knight Colonel Thero’kay’s base camp at the gatehouse what loot was liberated is carefully examined by Syrloch. Some items are confiscated but a fair price in gold and gems is paid in return.

Hopefully your explorations have proven useful and other parties of adventurers can carry forward, perhaps solving additional mysteries surrounding this ancient city.

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.

Encounter 1

Defeating the otyughs.
APL 10 
330 XP

APL 12 
390 XP

Defeating the bat swarm
APL 10 
60 XP

APL 12 
90 XP

Encounter 2

Defeating the denizens of the dark tower.
APL 10 
420 XP
APL 12 
480 XP
Encounter 3

Defeating Envira Mistress of Pox and Kelkal Nool.
APL 10 
390 XP
APL 12 
450 XP
Encountering the spell turret trap trap.

APL 10 
150 XP
APL 12 
180 XP
Story Award

Discovering the access way to the mines:

APL 10 
90 XP

APL 12 
90 XP

Maximum possible experience:

APL 2 
675 XP

APL 4 
788 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. 

Loot = Looted gear from enemy; Coin = Coin, Gems, Jewelry, and other valuables; Magic = Magic Items.
Encounter 2: The Dark Tower

APL 10: Loot – 1,196 gp; Magic – 7,489 gp; +2 full plate (1,413 gp), +1 curespewing adamantine spiked chain (944 gp), belt of giant strength +4 (1,333 gp), vest of resistance +1 (83 gp), cloak of charisma +4 (1,333 gp), arcane scroll of resist energy (CL11) (46 gp), arcane scroll of death armor (CL11) (50 gp), aroma of curdled death (375 gp), bracers of armor +2 (333 gp), cloak of turn resistance (917 gp), elixir of hiding (21 gp), necklace of fireball (cold substituted) (IV) (450 gp), robe of bones (200 gp).


APL 12: Loot – 1,489 gp; Magic – 8,762 gp; +2 full plate (1,413 gp), +1 curespewing adamantine spiked chain (944 gp), belt of giant strength +4 (1,333 gp), vest of resistance +1 (83 gp), cloak of charisma +4 (1,333 gp), arcane scroll of resist energy (CL11) (46 gp), arcane scroll of death armor (CL11) (50 gp), aroma of curdled death (375 gp), bracers of armor +2 (333 gp), cloak of turn resistance (917 gp), elixir of hiding (21 gp), necklace of fireball (cold substituted) (IV) (450 gp), robe of bones (200 gp), substitution (cold) metamagic rod (875 gp).

Encounter 3: The Crypt


APL 10: Loot – 26 gp; Magic – 4,276 gp; +1 adamantine rapier of wounding (1,777 gp), gloves of dexterity +2 (333 gp), periapt of wisdom +2 (333 gp), dust of disappearance (292 gp), periapt of wisdom +4 (1,333 gp), lesser silent metamagic rod (250 gp), ring of protection +1 (167 gp), cloak of resistance +1 (83 gp).


APL 12: Loot – 26 gp; Magic – 7,548 gp; +1 adamantine rapier of wounding (1,777 gp), gloves of dexterity +2 (333 gp), periapt of wisdom +4 (1,333 gp), dust of disappearance (292 gp), periapt of wisdom +6 (3,000 gp), lesser silent metamagic rod (250 gp), ring of protection +1 (167 gp), cloak of resistance +1 (83 gp), wand of magic missiles (5th) (313 gp).

Total Possible Treasure


APL 10: Loot: 1,196 gp; Magic: 11,774 gp; Total: 12,970 gp (1,150 gp max).

APL 12: Loot: 1,489 gp; Magic: 16,310 gp; Total: 17,779 gp (1,650 gp max).
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