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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.

For this portion of the Delve, the PCs are asked to explore the temple and determine, from markings and any other artifacts left behind, if the temple was dedicated to Pelor. Scholars believe if the temple is dedicated specifically to Pelor then that fact alone strongly points to the city being of Flan origin.


A Flan temple may possess catacombs or tombs. One puzzling aspect of the city is no mine entrances have yet to be found and legend says Haradaragh was noted for its gemstone mines. Finding ingress into the catacombs from the temple could provide a way into the lost mines.

Preparation for Play


The following spells and effects do not operate in or near Haradaragh:

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.

Determine if any of the PCs have any 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 1: The Statue of Pelor.
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 2 and 4


“At the end of the broad avenue is a large intact structure, possibly a temple or government building. While you may search any portion of the city you desire, I urge some of you to investigate this building. Determine the building’s use – for example, if the building is a temple, determine what was worshipped there as this may provide a clue to the nature of this city’s inhabitants. Remember, we only suspect this place is the fabled city of Haradaragh.”


“If this city is Haradaragh, there should be mines – mines which legend says produced a near infinite supply of gemstones. We have, as of yet, found no 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 Statue of Pelor
The climb up to the city ruins from the ancient gatehouse is without incident but the way was slow going. The Mountaineers or the 34th Battle have made great progress in clearing what once was a great fortified road leading from the gatehouse to the city above. Evidently, as explained in one of the many preparatory briefings, rapid travel magic does not work near the city – teleportation being the most notable. Flying is ill-advised, not only because of the low temperatures, but there are rumors of aarakocra nearby who take extreme offense at anything flying but themselves and the few birds that live at these altitudes.

You finally reach an entry onto the broad central avenue of the city. Ruins line either side, pierced by alleys and side streets. At the far end of the snow-choked avenue is a large intact stone edifice. The avenue in front of this structure is relatively free of snow and ice, showing it to be paved in large granite flagstones. At the center of this clear area is a twenty-foot-tall statue. From this end of the plaza, the weather-worn features are difficult to discern.

Have the players place their figures at the far end of the plaza, facing the temple. Any area outside the clear zone around the statue is considered rough terrain. The cleared plaza area around the statue is 90-feet-wide by 100-feet-long. While snow and ice patches dot the area, they do not significantly impact movement.

The statue is of an antiquated depiction of Pelor and stands at the exact center of the city. The original features of the statue were crude and although the figure is humanoid in shape, the head is round and surrounded by a many pointed solar disc. A Knowledge (religion) check, DC 15, or a Knowledge (history) check, DC 20, allows a PC to identify the statue as being a representation of the Flan deity Pelor. PCs observing the statue may make a Spot check, DC 12, to notice the eyes of the statue are made of gold and the tips of the solar disc are embedded with diamonds.

Trap: The statue has an integrated trap, part of the city’s ancient defenses. Located in the head of the 20-foot tall statue 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 Flan bearing any of a series of facial tattoos. Any Flan PC who is tattooed in the traditional manner has a 25% chance of bearing a tattoo which marks them as safe to the spell turret.


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 solar disc surrounding the statue’s head emits a flash of colorful light. The turret is the solar disc and is free to spin, utilizing a groove in the neck. Four of the points on the solar disc contain enchanted gemstones which release the various programmed spells. 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 2 (EL 1)

Spell Turret Trap: CR 1; diminutive magical device; visual trigger (true seeing); automatic reset; acid splash, daze, ray of frost, touch of fatigue (as a ray); Save DC 10, Caster Level 1st; AC 7, hardness 8; hp 200; Search DC 25; Disable Device DC 25.
APL 4 (EL 2)

Spell Turret Trap: CR 2; diminutive magical device; visual trigger (true seeing); automatic reset; grease, sleep, magic missile, ray of enfeeblement; Save DC 12, Caster Level 1st; AC 7, hardness 8; hp 200; Search DC 26; Disable Device DC 26.

Development: The entrance to the temple has no doorway. PCs can flee into the temple to avoid the spell turret trap. The turret is programmed to not fire spells into the temple.

A group of snow goblins lies in wait within the 60-foot-wide rubble area west of the statue. Their hope is the PCs will disable the trap within the statue. Should the PCs enter the rubble to seek cover from the spell turret trap, the snow goblins attack. Allow PCs Spot checks versus the goblins’ Hide, modified by distance.

If the optional encounter conditions have been met, the PCs instead find themselves facing a group of vengeful githyanki while the goblins watch from hiding. See Appendix 4 for statistics and instructions for the optional encounter.

APL 2 (EL 4)


Snow Goblin Apprentice (1): hp 16; Appendix 1.


Snow Goblin Warrior (1): hp 15; Appendix 1.


Fiendish Snow Spider Mount (1): hp 11; Appendix 1.
APL 4 (EL 6)


Snow Goblin Wizard (1): hp 26; Appendix 1.


Snow Goblin Sergeant (1): hp 22; Appendix 1.


Fiendish Snow Spider Mount (1): hp 11; Appendix 1.


Tactics: The goblins all begin with cover in the rubble field. The marital goblin leaps out with his spider mount to confront the PCs, utilizing the movement abilities of his mount. The goblin spellcaster stays in cover and provides support, using his potion of blur in the second round. 

Treasure:


APL 2: Coin – 5 gp each (in gems), Loot – 33 gp, Magic – 195 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)


APL 4: Coin – 5 gp each (in gems), Loot – 77 gp, Magic – 529 gp; 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

The interior of the temple would be glorious, if not for the obvious profane desecration it had undergone. Evil runes have been carved onto once holy surfaces. The floor is littered with bones and other detritus.

At the center of the sanctuary is a raised dais. In the center, piercing a magnificent mosaic of Pelor’s visage is a blackened iron stand holding a pulsating black stone. Standing next to this is a humanoid skeleton, still wearing the tatters of some ceremonial robe and a blackened disc on a chain about its neck. The creature’s bones sparkle in dim light spilling down from a opening above the dais.


The creature raises both arms and clacks its jaws loudly – the clacking is echoed from alcoves either side!

The blackened iron stand on the dais has a receptacle on top holding a large black onyx. The onyx radiates the power of a desecrate spell. All Charisma checks made to turn undead suffer a -3 profane penalty and every undead creature entering the desecrated area (20-foot-radius emanation) gains a +1 profane bonus on attack rolls, damage rolls, and saving throws. An undead creature created within or summoned into the area gains +1 hit points per hit die. See page 218 of the Player’s Handbook for additional detail.

Blackened Iron Stand: 1.5 in. thick; hardness 10; hp 25; AC 5; Break DC 24.

Desecration Onyx: hardness 5; hp 15; AC 9; Break DC 20.
APL 2 (EL 3)


Human Warrior Skeletons (6): hp 6 each; Appendix 1.

Revived Fossil Human Commoner (1): hp 26; Appendix 1.

APL 4 (EL 5)


Human Warrior Skeletons (6): hp 6 each; Appendix 1.

Revived Fossil Human Cleric (1): hp 26; Appendix 1.


Plague Walker (1): hp 42; Appendix 1.

Tactics: The undead attack until destroyed, except for the plague walker. When the plague walker is reduced to sufficient hit points to use its putrid burst ability, it wades into the area containing the most living creatures and explodes.

Destroying the onyx stone ends the desecration aura, but does not restore the sanctity of the altar of Pelor.

Development: In the rear of the temple are stairs down to the catacombs. This area was once partitioned off from the sanctuary by doors. The stone hinges are still visible.

If the desecration onyx is destroyed, the profane aura is eliminated. The altar of Pelor, however, is still desecrated. A consecrate spell, cast by a cleric of Pelor or by a cleric of any Old Faith deity (Alitur, Beory, Ehlonna, Obad-Hai, Nerull) immediately restores the altar and triggers the hidden opening once leading to the deep catacombs. A cleric of a good deity may also cast consecrate upon the altar but may suffer penalties for doing so, depending upon the deity (Pholtus, for example, would not think highly of consecrating an altar to Pelor). The suggested penalty is a -1 circumstance penalty to all skill and ability checks for 1 hour. In this second case or if no consecrate is attempted, the hidden opening must be found with a Search check, DC 20+APL. Once found, the hatch may be opened by pressing a few tiles of the mosaic. In either case, the opening reveals a staircase and the light coming from above intensifies. Those who investigate find the staircase choked with rubble about 10 feet down. A Search check, DC 10, allows PCs to find an alcove containing some ancient Pelorite treasure.

PCs who consecrate the altar of Pelor receive the Cleansing of the Sun AR reward in addition to a story XP reward.

Treasure: This treasure is located within an alcove on a wall adjoining the hidden stairway below the altar dais. The potions are clearly labeled in Flan.


APL 2: Magic – 45 gp; 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 – 95 gp; 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
A horrid, foul stench drives upward from the staircases.

Below, this once magnificent crypt is so befouled, one wonders if even the purifying light of Pelor could make this place holy once more. The initial impression is the space is being used as some sort of necromantic laboratory.

Portions of the floor seem to move and shift. As your eyes adjust to this phenomenon, you realize it is not the floor, but mats of black hair attached to gray, greasy pieces of scalp.


At the far end of the crypt, beyond the horrific detritus of the necromantic laboratory, is a large sarcophagus set into the stone floor.


You hear squelchy scuttling on the ceiling. Looking up, you see a horrid amalgam of rotting flesh bound to twisted limbs, climbing on all four of its awkward appendages amongst a swath of corpses plastered on the crypt ceiling. Great bands of black iron seem to hold the various pieces of the creature’s putrid tissue together. The thing drops to the floor and you can feel its malign influence as they close to attack!
APL 2 (EL 6)


Necrosis Carnex (1): hp 26; Appendix 1.

Herceptus the Undying: hp 25; Appendix 1.

APL 4 (EL 8)


Necrosis Carnex (2): hp 26; Appendix 1.

Herceptus the Undying: hp 28; Appendix 1.


Tactics: Depending upon the noise made upstairs during the previous combat, Herceptus begins this combat with resist energy (fire) and death armor already cast from scrolls. He then reverts to his swarm form to gain an element of surprise. When revealing itself for the first time, read or paraphrase the following:


The various flopping, flying, squelching body parts rapidly come together, forming a humanoid creature in tattered wrappings. A chain hangs round its neck bearing a diamond-shaped pendant containing a sickly green and yellow eye within.


The creature croaks forth something in a nearly forgotten language and rejoins the melee.
Herceptus routinely speaks in Flan. His short vocalization was a grateful prayer to Incabulos for sending him fresh test subjects. Herceptus the Undying uses spells combined with his metamagic feat to his greatest advantage. When not threatened, Herceptus uses his robe of bones (see Dungeon Master’s Guide page 265) to add additional undead to the battle, beginning with the human commoner skeletons. Should PCs engage him directly, Herceptus transforms back into a swarm of parts. Should the battle desperately go against him, he flings himself into the sarcophagus, closing the lid, then opening the hidden panel out of sight of the PCs. Herceptus is willing to sacrifice himself rather than provide the PCs with a way into the catacombs. The necrosis carnex attack and seek to keep Herceptus healed. The necrosis carnex shy away from any PC who makes a successful attack with a good-aligned weapon.

Development: Defeating the undead allows PCs a chance to properly search the fetid crypt. This entire area has been converted into a repulsive necromancer’s laboratory. There is nothing useful in the laboratory for anyone of sane mind. A Search check, DC 15, does turn up a piece of parchment with writing in Ancient Suloise. The parchment is a progress report written by Herceptus the Undying to someone or something called Envira. Elsewhere in the progress report, Herceptus refers to “My Mistress of Pox”. A Knowledge (religion) check, DC 15, identifies that as an honorific for a well-respected follower of Incabulos.

Trap: Opening the sarcophagus does not activate a trap. A Search check, DC 20+APL of the sarcophagus reveals a hidden panel in the bottom. The panel is trapped.
APL 2 (EL 1)

Basic Arrow Trap: CR 1; mechanical; touch trigger; manual reset; Atk +10 ranged (1d6/x3, arrow); Search DC 18; Disable Device DC 18.
APL 4 (EL 2)

Javelin Trap: CR 2; mechanical; touch trigger; manual reset; Atk +15 ranged (1d6+4, javelin); Search DC 20; Disable Device DC 20.

The hidden panel reveals a stair leading deep into the mountain. PCs who find this stair gain a story XP reward.


Also within the sarcophagus are some chunks of shiny rock. Retrieving these grants PCs access to Star Metal Find and Raw Ores rewards on the AR.


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 2: Magic – 330 gp; 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 – 484 gp; 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).

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. 


In exchange for some of the unsavory and evil items brought forth from Haradaragh, Syrloch provides Adventure access to the following item: ghoul gauntlets (APL 4) (Libris Mortis), 

PCs also gain access to the Arcane Papers AR reward.

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

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

Consecrate the ancient Temple of Pelor:

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 2: 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 4: 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).
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