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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

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


One of the few wholly intact structures within the ruins of the city is what could be an ancient temple dedicated to Pelor. Earlier in the week a group of adventurers discovered a passage within the temple that led beneath the surface and into the passages below in search of Flan catacombs and lost mines.


For this portion of the Delve, the PCs are asked to explore the passages beneath the temple. Until recently, these passages were the home of a tribe of goblins living beneath the ruins. The arrival of Nool, Envira and their offspring has lead to the subjugation of one part of the tribe who embraced Black Piedra and the remainder of the tribe becoming somewhat trapped in one of their caves. 

Preparation for Play

Prior to beginning play, the GM will want to familiarize themselves with several rules items and information about the PCs as follows:

· Determine if any of the PCs have taken the Haradaragh Exploration Pass from GRM5-08 Up a Winding Stair or GRM5-IN4 The Lich Queen’s Vengeance. 
· 
No Divination school spells will work within 500 yards of the city walls. This includes but is not limited to: arcane eye, arcane sight, augury, clairaudience/clairvoyance, commune, comprehend languages, contact other plane, detect (all), discern lies, discern location, divination, find the path, find traps, foresight, legend lore, locate (all), moment of prescience, prying eyes, read magic, scrying, see invisibility, status, Rary’s lesser telepathic bond, Rary’s telepathic bond, tongues, true seeing, and true strike. These spells simply fail immediately upon being cast, with no indication as to the cause. This includes any spell-like or supernatural abilities that produce similar effects, such as the Paladin’s ability to detect evil. Any PC who makes a Knowledge (arcana) or Spellcraft check DC 20 after casting any divination spell can determine that area is simply “absorbing” the magic, and that further attempts at divination spells would prove fruitless.
· Undying Hatred of the Lich Queen from GRM5-IN4 The Lich Queen’s Vengeance.
· A githyanki silver sword.

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 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 6 and 8

“Recently your fellow explorers investigated a large intact structure, believed to be a temple or government building within the city. They have determined that the location appears to have been a temple devoted to the worship of Pelor. If that is the case, it supports Syrloch’s theory that this may actually be the fabled city of Haradaragh. Within the temple, the explorers located a passage leading to tunnels beneath the city.”


“If this city is Haradaragh, there should be mines – mines which legend says produced a near infinite supply of gemstones and wealth. You mission is to explore the passage and the tunnels as they may lead to one or more mine entrances. An additional reward will be paid to groups who find a way into the mines or catacombs beneath the city.”


“Go now! For Commandant and Country!”

Encounter 1: The entrance Tunnels
You have journeyed for the better part of the day to reach the temple site and then descend within to the passage the Knight Colonel described. Several hours of exploring rough hewn and naturally occurring corridors below the city have led you to unique place. A natural stone bridge ten feet wide spans a thirty foot gorge descending into endless darkness below. Up ahead the shadows of your light dance before you in what appears to be a much larger chamber.

Have the players place their figures at the edge of the map where the bridge enters the cavern opening.

Encounter 2: the parting of the ways

The cavern here is larger than any you have previously encountered stretching over forty feet in each direction. As you enter the cavern proper you notice a tunnel across from you leading east from the cavern and a strange looking barricade blocking the exit at the far end. You have only a moment to examine the barricade before you find yourselves under assault .


Trap: The spell turret trap is located in the center ceiling of the tunnel leading to the Library (Encounter 4). The trap has a visual trigger that utilizes true seeing to a range of 120 feet. The spell turret is keyed to attack any living creature that comes within range not accompanied by an undead creature. Unless the PCs happen to have an undead in their midst, the spell turret unleashes one spell per round for four rounds, 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 360 degree arc of fire. The order in which the turret casts its spells is set.
APL 6 (EL3)

Spell Turret Trap: CR 3; diminutive magical device; visual trigger (true seeing); automatic reset; web, daze monster, scorching ray, blindess; Save DC 13, Caster Level 3rd; AC 7, hardness 8; hp 200; Search DC 27; Disable Device DC 27.

APL 8 (EL4)

Spell Turret Trap: CR 4; diminutive magical device; visual trigger (true seeing); automatic reset; stinking cloud, deep slumber, fireball, ray of exhaustion; Save DC 14, Caster Level 5th; AC 7, hardness 8; hp 200; Search DC 28; Disable Device DC 28.

Development: Should the PCs flee from the spell turret trap towards the barricade, allow a Spot check as modified for distance and opposed by the goblin’s Hide checks, to reveal the presence of the goblin guards behind their makeshift barricade. Read or paraphrase the following:

Hurrying toward the barricade in an effort to avoid the spells descending upon you, you note that it is makeshift contraption of rocks piled together, several ancient looking wooden mining carts, and piles of fouling refuse. You also see that it is crawling with creatures just as they unleash a barrage of arrows at you.

APL 6 (EL8)


Goblin Warriors (8): hp 21; see Appendix 1.
APL 8 (EL10)

Goblin Warriors (8): hp 21; see Appendix 1.

Elder Guk, male goblin Ftr3/Clr3: hp 55; see Appendix 1.

Crabdic, male goblin Brd6: hp 32; see Appendix 1.

Tactics: The barricade is not in the spell turret trap’s line of sight. The goblins there attack furiously with ranged weapons in an attempt to drive the PCs off. Should the PCs reach the barricade proper, the goblins fight until half of their number are slain and then retreat to the Survivor’s Lair (Encounter Six). 


At both APLs, the goblins possess a bravery inspired by their captivity and desperation. However, should two or fewer of them remain their morale will break and they will flee to the Survivor’s Lair (Encounter Six) below.

Development: If the goblins are captured, fed, and treated well, goblins will be cooperative and tell the PCs the following:

· There is a “death woman” at the “pain disk,” which are their names for Black Piedra and the Shrine (Encounter Seven) respectively. 

· They will relate to the PCs that several months ago the death woman and her companions appeared from the lower caverns and proceeded straight to the Library (Encounter Four). 

· The goblins have shunned the library because the books kept attacking them.

· Once the death woman arrived, much of the tribe agreed to serve her. Unfortunately they did not understand the nature of her service and she killed and reanimated them. They now dwell beyond the library and sometimes attack the barricade at her command.

· Shortly after the reanimation of the tribe one of the stalactites in the hall leading to the library began acting strangely and shooting spells at the goblins.

· The pain disk is a room filled with riches, but a large metal disk in the floor heats the room to an unbearable temperature whenever the goblins went inside. Several of them have been burned to death through the years the tribe has lived in the caverns.

· There is a big hole in the hallway that leads to the pain disk. It sometimes gets windy there and people fall in and die.

· The goblins will ask the PCs to spare them and what remains of their tribe and go kill the death woman instead.
Encounter 3: A mighty wind

Proceeding past the Library, the tunnel continues for a few more yards before being interrupted by a gaping hole in the middle of the floor. The crevasse spans the entire corridor right where it makes a “T” intersection. 


If the PCs make a DC 25 Spot check, or actively look up to the ceiling 20 feet above, they see:


A dozen or so holes, a hand’s width in diameter, riddle the ceiling of the tunnel directly over the shaft.


Every 10 rounds, four gust of wind spells go off just inside four of the ceiling holes and blow wind down the shaft. This action alternates with four gust of wind spells that activate every 10 rounds from a space in the middle of the hole, and blow air upwards into the ceiling holes. The net effect being that every 5 rounds there is a mighty wind blowing either up or down the area over the shaft hole. See the Player’s Handbook for the effects of a gust of wind spell.


The gaping hole in the floor is the remains of an ancient ventilation system, but it is also a trap. 

Trap: Should anyone pass over the hole in the floor or into the shaft without uttering the password, four gust of wind spells immediately activate emanating from the ceiling, affecting a 10 foot square area in the middle of the hole, and 60 feet down the shaft from the ceiling.


This trap can be difficult to disarm because a rogue must reach the location of the spell emanation, which is just inside the holes in the ceiling over the shaft. If he is affected by the spell, he cannot reach the trap for one round while he is being blown down. The trap resets 2 rounds after it is activated.


Also, should a PC fail the save against the spell, and is crossing the crevasse, they get a Reflex save at the same DC as the trap Fortitude save, to avoid being blown down the shaft. Add circumstance modifiers for holding onto a rope, or any other precautions they may have taken. If the PC fails the Reflex save, they fall down the shaft. PCs get one last Reflex save (at the same DC) towards the end of the shaft 150 feet down. If they make this save, they have managed to grab onto a chunk of rock in the shaft wall. If they fail this save, they fall into the lake surrounding Envira’s Tower in the Depths and must be rescued.

APL 6 (EL 5)


Heightened Gust of Wind Trap:  CR 5; magical; proximity trigger; automatic reset; DC 19 Fortitude save negates; Search DC 15; Disable Device 15.

APL 8 (EL 7)


Heightened Gust of Wind Trap:  CR 7; magical; proximity trigger; automatic reset; DC 22 Fortitude save negates; Search DC 15, Disable Device 15.

Encounter 4: A battle of words

Disabling the spell spewing stalactite in the corridor, you proceed deeper into the caverns in search of the evil denizens you were warned about and the riches they may have harvested. A mere twenty feet beyond the passage splits in four directions and a strange sight looms in the shadows to the south. 


Two fifteen foot high doors stand cut into the stone at the edge of our light. The walls to either side are carved with horrific scenes of the defiling of corpses and their rising from the dead. The bodies are riddled with worms called out in the darkness by the sparkling green gem stones set in the wall. In circular alcoves to either side of the entrance fountains in the shape of cupped skeletal hands filled with worms bubble with a thick foul smelling black liquid. The doors themselves are etched with the unmistakable symbol of a skull with a worm entwined in its eyes and jaw.

PCs can make a Knowledge (religion) check to determine the following:

· DC 10 – The symbol is associated with one of the evil Flan gods. 

· DC 15 – The skull is the holy symbol of Kyuss, the Flan god of Creation and Mastery of the Undead.

· DC 20 – Kyuss was a Flan priest in the ancient Empire of Sulm that now lies beneath the Bright Desert.

· DC 30 – The tenets of Kyuss’ worship include the following: Life is a temporary obscenity, and death is an eternity of sedentary non-existence. Only undeath is the blessed state. Grant others its wonderful gift, even infedels, so they may see Kyuss’ truth. Create undead whenever you are able, abandoning them when you leave. Control undead as you need them, but free them to their own will when you no longer need them. Destroy enemy undead only when you face destruction yourself. Powerful clerics attempt to create new kinds of undead, and most seek lichdom rather than face true death.

As the PCs approach, they will cross a trapped square in the floor of the cavern.

APL 6 (EL3)

Spiked Pit Trap: CR 3; mechanical; location trigger; manual reset; DC 20 Reflex save avoids; 20 ft. deep (2d6, fall); multiple targets (first target in each of two adjacent 5-ft. squares); pit spikes (Atk +10 melee, 1d4 spikes per target for 1d4+2 each); Search DC 21; Disable Device DC 20.
APL 8 (EL4)

Spiked Pit Trap: CR 4; mechanical; location trigger; automatic reset; DC 20 Reflex save avoids; 60 ft. deep (6d6, fall); pit spikes (Atk +10 melee, 1d4 spikes per target for 1d4+5 each); Search DC 20; Disable Device DC 20.

Reaching the doors, the PCs will find that they are unlocked and easy to open.

The slightest push opens the doors to what must be some kind of necromantic library. The walls are covered in books bound in the hides of sentient creatures. Several tomes lie open on tables before you including one that still has the desiccated limbs of the donor of its materials attached. Scrolls in every shape, size and color stand on end in racks surrounding the room. The floor is scattered with limbs of innumerable dead creatures and one of humanoid heads runs the length of the far wall. The entire structure has the musty reek of stale air and death, but appears unoccupied.  

This library was once the secret study of a demented and horrible follower of Kyuss in which he sought the secrets of life beyond death. He was eventually successful and has long since departed this land to enslave the living and dead elsewhere. The current residents of the Library are not nearly as dangerous, but equally twisted in nature. The mimics are pretending to be bookshelves near the door and will wait for the PCs to approach and then attack. This will be Herceptus’ cue to reassemble from his scattered parts (swarm form) and join the battle.  

APL 6 (EL10)


Herceptus the Undying, human Mummy4/Sor4: hp 34; see Appendix 1.

Advanced (8 HD) Necrosis Carnex; 52 hp; see Appendix 1.


Fiendish Mimic: 52 hp; see Appendix 1.
APL 8 (EL12)

Herceptus the Undying, human Mummy5/Sor5: hp 37; see Appendix 1.

Advanced (8 HD) Necrosis Carnex; 52 hp; see Appendix 2.

Fiendish Mimics (3): 52 hp; see Appendix 1.

After defeating the residents of the Library, the PCs can search the room and discover several magical tomes and works of power that will be identified by Syrloch upon their return to the surface. Most of these will be retained due to their profane nature.
Encounter 5: Fallen goblins

Moving past the pit and it’s bizarre winds, you delve deeper into the goblins’ caverns. The tunnel turns east again and then opens into another large cavern. The stench of rotting flesh is plain here and you can make out the sounds and shapes of creatures shambling toward your light.

This conflict is completely avoidable if the PCs do not engage the undead goblins, but if they choose to fight they can.

APL 6 (EL7)


Goblin Zombies (8): 16 hp; see Monster Manual page XX.

Goblin Mummy: 55 hp; see Monster Manual page XX.
APL 8 (EL9)

Goblin Zombies (8): 16 hp; see Monster Manual page XX.

Goblin Morg: 91 hp; see Monster Manual page XX.
Encounter 6: The survivor’s cave

Despite the goblins requests, you easily move aside their makeshift barricade and proceed further into their lair. The twenty foot tunnel quickly gives way to another large cavern, the center of which is walled off by natural shapes. As you move closer, a voice calls out from beyond the barrier, “Leave us in peace or we will fight you to the death. We will never become your thralls.”

The speaker is Grolm the leader of the goblins who have resisted Black Piedra and remained alive. He is weary, but resolute that the remaining women and children in his care must be protected. He is willing to parley if the PCs identify themselves as not being Piedra and her Needles. He can share the same information as his goblin lieutenants in Encounter 2. If the PCs attack or take aggressive action, he whistles sharply to call out the goblin cavalry. At APL 6 he will them withdraw to the safety of the cavern and only emerge to surrender if everyone else is slain. At APL 8 he engages immediately.

APL 6 (EL8)


Goblin Cavalry, male goblins War3 (4): 21 hp; see Appendix 1.

Worgs (4): 30 hp; see Monster Manual page XX.
APL 8 (EL10)

Goblin Cavalry, male goblins War3 (4): 21 hp; see Appendix 1.

Worgs (4): 30 hp; see Monster Manual page XX.

Grolm, male hobgoblin Fgt6/Exotic Weaponmaster2: 76 hp; see Appendix 1.
Encounter 7: The Shrine to the mines

Headed north from the cavern with the winds, you see little but darkness before you as the tunnel twists and turns. Then, to the left, something makes a noise and your light reflects off of something shiny. Entering what is clearly a carved square room, you see the walls are encrusted in gems of all shapes sizes and values. Looking across the room you see an event more valuable find. Veins of mithral and adamantine stand exposed in the wall. Between them in a crevice rests a strange piece of metal. Interrupting your discoveries, a female voice croaks to you in sickly tones. “You come to me empty but I will fill your vessels as my mother taught me.”


Taking full view of the room you see that most of the floor is coated in a thick looking scab. A sickly looking human woman with greasy blonde hair stands flanked by two stunted Suel men. All three show the ravages of disease including ugly black growths and raw weeping sores. A pale human child turns its head from the woman’s bosom and vomits a mouthful of maggots onto the floor in your direction. As though this were some kind of signal the all move to attack.

This is Black Piedra and her henchmen, the Needles. She was brought here by her mother Envira, but has found a place in the catacombs more to her liking that that chosen by her mother and Nool, her father. Her initial interest was in the necromancer’s library, but she has recently moved to the shrine as its power was more intriguing and required corruption that the library had long since achieved. Beneath the scab on the floor is the pain disk the goblins mentioned. It is actually a seal commemorating the holy union of Ulaa and Bleredd. The two veins of metal, ingot of star metal, and the gems encrusting the walls are of secondary concern to Piedra, after finding a way defile and harness the power of the seal set in the floor. She has thus far been unsuccessful.

APL 6 (EL10)


Black Piedra, female human Clr3/Sor4/True Necromancer1: 42 hp; see Appendix 1.

Needles, human (Suel) male Clr2/Rog4 (2): 34 hp; see Appendix 1.

Slaymate (1): 26 hp; see Appendix 1.
APL 8 (EL12)

Black Piedra, female human Clr3/Sor4/True Necormancer3: 52 hp; see Appendix 1.

Needles, human (suel) male Clr3/Rog5 (2): 45 hp; see Appendix 1.

Slaymate (1): 26 hp; see Appendix 1.
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 2
Disable, destroy, or escape the spell turret trap.
APL 2 
30 XP

APL 4 
60 XP

Encountering and defeating the snow goblin ambush.

APL 2 
120 XP

APL 4 
180 XP

Encounter 2

Defeating the undead in the temple sanctuary.
APL 2 
90 XP
APL 4 
150 XP
Encounter 3

Defeating the Herceptus the Unliving and minion(s).
APL 2 
180 XP
APL 4 
240 XP
Encountering the sarcophagus trap.

APL 2 
30 XP
APL 4 
60 XP
Story Award

Cleanse the Shrine to Ulaa and Bleredd:

APL 2 
60 XP

APL 4 
90 XP

Identifying the temple’s original patron deity:

APL 2 
15 XP

APL 4 
15 XP
Discovering the access way to the catacombs:

APL 2 
15 XP

APL 4 
30 XP

Maximum possible experience:

APL 2 
225 XP

APL 4 
338 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 1: The Statue of Pelor

APL 6: Coin – 5 gp each (in gems), Loot – 33 gp, Magic – bracers of armor +1 (83 gp), cloak of resistance +1 (83 gp), potion of blur (25 gp), potion of cure light wounds (4 gp)


APL 8: Coin – 5 gp each (in gems), Loot – 77 gp, Magic – amulet of natural armor +1 (167 gp), bracers of armor +1 (83 gp), cloak of resistance +1 (83 gp), potion of blur (25 gp), potion of cure light wounds (4 gp), ring of protection +1 (167 gp).

Encounter 2: The Ancient Temple of Pelor

APL 2: Magic – oil of bless weapon (8 gp), potion of aid (25 gp), potion of cure light wounds (4 gp), potion of cure light wounds (4 gp), potion of shield of faith (+2) (4 gp).


APL 4: Magic – oil of bless weapon (8 gp), potion of aid (25 gp), potion of bear’s endurance (25 gp), potion of cure light wounds (4 gp), potion of cure light wounds (4 gp), potion of cure moderate wounds (25 gp), potion of shield of faith (+2) (4 gp).

Encounter 3: The Crypt


APL 2: Magic – arcane scroll of death armor (13 gp), arcane scroll of resist energy (13 gp), bracers of armor +1 (83 gp), elixir of hiding (21 gp), robe of bones (200 gp).


APL 4: Magic – arcane scroll of death armor (CL5) (21 gp), arcane scroll of resist energy (CL5) (21 gp), bracers of armor +1 (83 gp), elixir of hiding (21 gp), robe of bones (200 gp), necklace of fireballs (type I) (138 gp).

Total Possible Treasure


APL 2: Coin: 5 gp; Loot: 33 gp; Magic: 570 gp; Total: 608 gp (225 gp max).

APL 4: Coin: 5 gp; Loot: 77 gp; Magic: 180 gp; Total: 1087 gp (325 gp max).
Special

Items for the Adventure Record

Item Access

APL 6:

APL 8 (all of APL 2 plus the following):
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