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When the earth shakes, and danger prowls the land, all are best safe and snug inside. But you can’t curb youth’s curiosity. A innocent trick pulled may look like a game, but this is not child’s play!

A mini-scenario set in Deltrees for APL 2-8. 

Most suitable for halflings, members of the Iron Band Contraband Cartel, and those favored by Tasali Bregohan (but playable by all).

Introduction

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A five-hour time block has been allocated for each round of this scenario. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario. 


This is a LIVING GREYHAWK Adventure. As a LIVING adventure it is expected that players bring their own characters with them. If players do not have a LIVING GREYHAWK character generated, get a copy of the current LIVING GREYHAWK character generation guidelines, and a character sheet from your convention coordinator or the RPGA Website, and then have any players without a character create on. Once all players have a LIVING GREYHAWK character, play can begin.


Along with the other materials that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the LIVING GREYHAWK Gazetteer.
Preparation

First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well. There is enough room along the inside margin to bind the adventure, if you desire. 


Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure. It may help to highlight particularly important passages. 


When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual. We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packet, and your sense of fun. It is also a good idea to have a way to track movement during combat. This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map and chits, or as elaborate as resin dungeon walls and miniatures.


Instruct the players either to prepare their characters now, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction. 


Keep in mind that you must have at least four players (not counting the DM), for the game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.


Once you are ready to play, it is handy to instruct each player to place a nametag in front of him or her. The tag should have the player’s name at the bottom, and the character’s name, race, and gender at the top. This makes it easier for the players (and the DM) to keep track of who is playing which character.


The players are free to use the game rules to learn about equipment and weapons their characters are carrying. That said, you as the DM can bar the use of even core rulebooks during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster. 


Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in gray boxes. It’s strongly recommended that you paraphrase the player text instead of reading it aloud. Some of this text is general and must be adapted to the specific situation or to actions of the player characters.

Scoring

After the players have completed the scenario or the time allotted to run the scenario has run out, the players and DM score the game. Complete the RPGA scoring grid with names and RPGA numbers only, and the event information at the top. RPGA no longer uses voting for any reported results. Give the Scoring Packet to your event coordinator along with any event tickets. 

Living Greyhawk 

Levels of Play

Because players bring their own characters to LIVING GREYHAWK games, this adventure’s challenges are proportioned to the average character level of the PCs participating in the adventure. To determine the Average Party Level (APL):

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 being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc) use the sidebar chart to determine the number of levels you add to the sum above. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately.

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

4. If you are running a table of six PCs, add one to that average.
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By following these four steps, you will have determined the APL. Throughout this adventure, APLs categorize the level of challenge the PCs will 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 you may gain at the end of the adventure. If your character is three character levels or more either higher or lower than the APL this adventure is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face that either your character was not as challenged as normal, or relied on help by higher-level characters to reach the objectives. If your character is three character levels or more lower than the APL this adventure is being played at, that character will also receive only half of the gold awarded for the adventure.


Note: LIVING GREYHAWK adventures are designed for APL 2 and higher. Four, or sometimes even five 1st-level characters may find difficulty with the challenges in a LIVING GREYHAWK adventure. If your group is APL 1 there are two things that you can do to help even the score.

1. Attempt to create a table of six 1st-level characters, or try to enlist higher-level characters to play at that table.

2. Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a DC 10 Handle Animal or Charisma check. Failure indicates that the animal will not attack that round. This is a move-equivalent action (spoken command) that may be attempted each round. If an animal loses half or more hp in a single round it flees, unless another check is successful.

Time Units and Upkeep

This is a standard one-round Regional adventure, set in Sunndi. Characters native to Sunndi pay one Time Unit per round, all others pay two Time Units per round. Adventurer’s Standard Upkeep costs 12 gp per Time Unit. Rich Upkeep costs 50 gp per Time Unit. Luxury Upkeep costs 100 gp per Time Unit.

Adventure Background

Pixies are a carefree type of fey that are not  generally known for their grand master plans. Most of these tiny sprites never see the outside of the forest where they live, content as they are with playing harmless pranks with innocent passers by.


There are of course, exceptions. When a small group of pixies encountered a number of heroes on their – no doubt highly dangerous – quest in the Menowood, the fey got captivated by the tales spun by those heroes - in an attempt to amuse the fey - of the sea. Long voyages, massive ship, dangerous sea monsters and wicked captains enthralled the tiny sprites and convinced them that, aye matey, true adventure happens out there, on open sea.


 Long after the heroes left, the tales lingered. And a strange longing crept in the hearts of one of the sprites, called Ispalian, to actually see, to go out and experience, this sea. He gathered a few of his friends (Birkita, Edana, Gallagh, Irvin, Teague, and Treasa), managed to get them as crazy on the idea as himself, and together they set off, out of the Menowood, into the wide world to go and look for adventure.


Well, there was a problem. Ships, the pixies learned, were not exactly for the have. They cost money, and pixie gold doesn’t last long outside fey  country. But Ispalian had a plan. Knowing that the mortal races had a love for adventure and, above all, gold, he developed a scam. The pixies knew of an old mine, several miles out of the Menowood. It was an old mine, long abandoned, and there was little of interest there, except some vague tales of how the old dwarf that mined there still haunted the place after his death.


Using this background, the pixies created a treasure map as only fey can forge. It was a masterpiece, ancient looking with just the right obscurity to convince someone that it would indeed be a genuine map. Then, the pixies sought out a gullible person, with the right amount of greed, and tried to sell the map. A few attempts were made until they finally managed to sell it to Bromar Bandywick, a halfling from the Pawluck Caravan. Bromar bought the map for 15 gp, thinking to have made a bargain. He didn’t dare tell his wife he blew his entire fortune on this map, and hid it in the drawer of a cabinet in his wagon. Over the past days, he occasionally took it out to study and copy it when his wife was out, not realizing that his kid son Ruben had spied the map.

The Meeting at Deltrees


Several years ago, groups of bandits started raiding on the trade route from Newkeep to Pitchfield, in the county of Pelsand. Over the months, these raids increased in frequency, bend on targeting the grain transports, the primary export product from Pelsand. There is much speculation on why bandits would attack grain transports – political motives are among the many rumors – but none have helped to rid the county of this plague. A number of particularly dangerous groups were finally defeated, but splinter cells still exist and roam the lands.


The danger of losing their fare during transport prompted many farmers to sell their grain for a low price to  a trading organization in New Keep,  known as the ‘United Traders of New Keep for the Benefit of the People of Pelsand’, also known as The Benefit’.


A few farmers in Paw’s Luck, a village in the barony of Dunshore, started their own organization,  the Federation of Free Trade. Unfortunately, the bandits seemed especially eager to target farmers that associate with the Federation, possibly due to the lack of experienced guards, and this decreased the number of farmers willing to join.


Over the years, the Federation has made many attempts to  transport its own goods, but nowadays the roads are taxed, to pay for the increased guard patrols, and the farmers see their money disappear in the same pockets that sponsor their competition (see SND2-01 United We Stand, and SND4-01 Arrows From the Sun, for more information).


A new route had to be tried, and Boddy Weshlink, the halfling leader of the Federation, finally found a way when he opened negotiations with the Caravan, a troop of halflings that travel the lands in Pawluck valley. He found them willing to aid in transporting the Federation’s goods, provided the Federation would manage to get the goods to Pawluck valley, as the Caravan was not eager to cross borders and be faced with paying taxes. 


For once, Boddy already had a solution. A Rhenee outcast named Reghardt had devised a barge that would allow goods to be moved along the Pawluck River to the south – at least far enough to cross the county border.


With the conditions for a agreement set up, a meeting was arranged, at the border of Pawluck and Deltrees, which was considered a sufficiently pleasant and neutral location - far enough removed from the current trouble with the south, yet not on Pelsand soil. In attendance will be Lady Tasali Bregohan, the Caravan halflings, the people of the Federation, and a small number of guests. And, in the wake of their parents, a number of very curious children.

Treasure Seeking


The map points to an location in the vicinity of the meeting place, conveniently recognizable due to a distinguished tree formation that can be seen from a fair distance.


On the day of the meeting, Ruben has taken the map of his father, and gathered a few  friends about to go treasure seeking. 


The kids consist of Ruben, Retalda, Estrian, Gophar, and Everard, who are all halfling children, and Celéna, the human 10-year old daughter from countess Tasali Bregohan. They waited until the old and frail nanny, as was her habit, had fallen asleep, to sneak away and out of the caravan to go looking for the treasure from the map.


As the scenario starts, they are about to enter the cave where the riches supposedly await. Unfortunately, the mine is unstable, and they soon find themselves in trouble when all except Celéna become trapped in the cave. The girls tries her desperate best to save them, but finally has to give up, and can only resort to seeing help, in an environment that, by night, is a lot less hospitable.


By then, hopefully, the heroes are already looking for them.

Adventure Summary 

Introduction: The PCs arrive at the meeting, and mingle with the people there, getting acquainted with the area and experiencing the first of a series of mysterious tremors. 

The meeting is disrupted when an old nanny announces that she lost the children, and people spread out to search.

Encounter 1 Child’s Play: A young girl knows where the children are – out treasure hunting! But where? Bromar realizes where they are going, and reluctantly parts with the copy of the map.

Encounter 2 A Sticky Situation: Following the children, the PCs run into Celéna, who is being accosted by ettercaps. They may also find other prisoners of the ettercaps – wrapped in their webs are a number of pixies – the creators of the map, who fell victim to their own curiosity. Another tremor occurs, prompting the PCs to make haste.

Encounter 3 X Marks the Spot: To save the children, the PCs have to enter the mine, locate the children and get them out of a deep pit.

Encounter 4 Safe Exit: Having saved the children, the PCs have to run to get out of the mine before it collapses, as a vicious tremor threatens to cause a cave in.

Conclusion: The PCs return the children to the caravan. 

Introduction

The scenario starts out at the hills in the north west of the county of Deltrees, near the border with the county of Pelsand. A large caravan of halflings – nicknamed simply ‘the Caravan’ has set up its moving homes, awaiting visitors from the villages of Paw’s Luck and Dunn, representatives of the Federation of Free Trade.

Over a dozen families of halflings have set up their camp in the hills in the north of Deltrees county. These hills are, on their own, not a particular attractive site. Close to the hollow highlands, they are not much more than rocks and  grass, and even the admittedly splendid view of the Menowood to the south, and the distinctive hills to the west doesn’t make this a first choice place to live.


Still, with the many colorful wagons, the many small market stalls and occasional bits of entertainment such as Wendal and his Dancing Bear, the Caravan makes up for the lack of luster in the natural environment.


You are aware that behind the surface of games and foods, trade agreements are being forged. Farmers of Pelsand and representatives of what is known as the Federation of Free Trade, mingle with the Caravan halflings, working on goodwill while revealing their conditions for future agreements. The mere presence of countess Tasali Bregohan of Pawluck Valley shows the significance of what goes on, even though she does not participate much in the talks herself.


A young halfling woman goes around with a plate of glazed cakes, inviting the human visitors to sample. Wendal makes his animal companion dance as he plays on a recorder, and while a dour dwarf seems to get into an animated conversation with a group of halflings over – what else – gold, people clap to the music of a young Suel woman singings the halflings and their guests a song of friendship.


The PCs may be here for various reasons. PCs that participated in SND2-01 United We Stand or SND4-01 Arrows From the Sun are familiar with the local troubles of bandits. They likely met several people from the Federation, and as such drew attention. Both for their prowess and protection, as well as to impress the Caravan with the heroes, they have been invited to accompany the people from the Federation to the trade meeting. Those PCs that show an interest are assumed to have arrived with Boddy Weshlink, the Federation chairman. The Federation doesn’t pay the PCs - but PCs are considered guests and meals and places to sleep are provided. 


PCs who are a member of the Iron Band meta-organization have been ordered, quite bluntly, by their contacts to attend the meeting. The Iron band has close ties with the cartels, and would like things to run smoothly. These PCs are expected, and, like other guests, cared for.


PCs who are a member of the Pitchfield Merchants Guild, or who have favor with Tasali Bregohan, may be here on her invitation. PCs with the favor have a +2 circumstance bonus to Charisma based skill checks with the members of the Caravan. 


Halfling PCs may be visiting relatives, and are automatically invited to join meals by their kin.



All other PCs are not guests and need to pay for their food, but the Caravan trading is not an uncommon sight, and the goods and wares of performers and craftsmen alike draw many people – there are many excuses for a PC to visit the caravan, which does not often travel in these parts.


Let PCs decide on whether they wander the caravan or join in the talks, which commences in amiable atmosphere, in groups of halflings and humans. People may desire to catch up with acquaintances, or meet new people. NPCs present which people may have learned of are:


Boddy Weshlink, Chairman of the Federation of Free trade. Boddy was original the baker of Paw’s Luck, but he has recently started up a brewery as well. Their business is small, delivering only to the local taverns, but since the Federation provides the grain for a reasonable price, the business has so far been reasonable successful.


Boddy hopes that with agreements through the Caravan, it will be easier to transport the grain. While roads are taxed, he has found a way through which they can transport the grain through rafts over the shallow Pawluck river. If the cargo can be unloaded across county borders, it can then be transported, free form road tax, through Pawluck Valley and towards Pitchfield and beyond.


While not himself related to the halflings on the Caravan, Boddy has good hopes that they will be interested in an agreement – especially if he can also throw in a few barrels of beer.


Boddy Weshlink, Male halfling Com1.

Babras Shouten, Mayor of Paw’s Luck. Mayor Babras Shouten is the richest farmer in the area, an older widower, who still runs his own farm despite his arthritis, to the dismay of his oldest son, who feels he could run the farm much better on his own.


Babras is a conservative man, who doesn’t like change, and feels that a government should keep their nose out of other people’s business. He openly criticizes the Benefit and the nobility of Pelsand for their interference in ‘his’ business (the running of Paw’s Luck).  It is hard to earn his trust. He generally doesn’t like to talk to ‘deviants’ (i.e. anyone who doesn’t agree with what he says). 


Boddy would rather have someone more amiable to represent the town, but is stuck with Barbras. Luckily, most halflings find the curmudgeon quite amusing.


Babras Shouten, Male human (Oeridian) Com6;


Willen Neowyn. Willen is short and chubby, and has the clothes of a city man, with tight trousers, a faded leather armor and a tattered cloak. He carries a short sword that is not in the best of shapes.


Willen is a brewer. He and Boddy run a brewery in Paw’s Luck. His sister Althea runs a malted barley factory in Pitchfield , and has connections with the Pitchfield Merchant Guild.


Willen fancies himself somewhat of an adventurer, but he is clumsy, and prone to tripping over his own feet. He is here to support Boddy. He is not much of a business man, so he leaves most of the negotiations to his friend.


Willen Neowyn, Male Human Rog1


Yubiyen d’Alasta. Yubiyen is a young Suel woman with a gifted voice and a captivating appearance. She has bright blue eyes and long, high blond hair, braided in seven braids that hang to her waist.

Yubiyen is a bard associated with the Queen’s Halls in New Keep. Yubiyen is wel versed in Oeridian history, and can tell almost any story related to the history of Sunndi, especially the wars that were waged. She is here for the festivities on invitation of Tasali, to bring some additional cheer.


The following information can be obtained by questioning her on local goings on:

· Count Donner is in conflict with Hazendel over the naming of his house for years now. The conflict must have been bad for his health, for the count has reportedly been bedridden for the last months.

· Strange tremors have been felt the last months in these hills. This is not exactly rare, but recently the shocks are felt more clearer, and more often. Some people claim it is the stirring of a gargantuan dragon, which legends say is buried in the hills.

· The dragon is obviously a myth, though it is one mentioned in dwarven tales from centuries past. Likely, it was even then used to explain the odd magic dweomers that run through some of the old tunnels in the highlands. These dweomers mess with magic divination and teleportation.

Yubiyen d’Alasta, female human (Suel) Brd2

Gheddar Thundergast. Gheddar is the owner of the The Watch House, an inn in Paw’s Luck.


Gheddar is very friendly, but can also be very stern. He is a lifetime friend of Boddy Weshlink (Boddy’s lifetime), and has been entrusted with the task of Treasurer of the Federation of Free trade.


He is rather on the penny, and is the one making the most problems during the negotiations, as he wants as much bang for his buck as he can get.


Gheddar is not comfortable when the tremors start (see below). He knows quakes were quite frequent in the old days, thousands of years go, but they have died down to only an occasional tremor. He doesn’t know that they are cropping up more often now. 


He knows the rumors on their causes, about the myth of the earth dragon, but hates to discuss it, as one rare tremor, over a hundred years ago, caused the death of his brother and a friend when a mine tunnel collapsed.


Gheddar Thundergast, Male dwarf Exp2


Reghardt. Reghardt is a renegade Rhenee, ousted by his people for some breach of their code. It is unknown what his transgressions were, but they must have pretty severe, as Reghardt saw himself forced to move from the Nyr Dyv to the far domain of Sunndi.


Reghardt is a barge man, an expert navigator on the Rhenee’s  shallow boats. His sneers at the local’s inability to navigate the treacherous, shallow Paw Luck river drew Boddy’s attention. 


After a lengthy discussion, he managed to talk Reghardt into accepting a job at the granaries. In exchange for some menial labor, Boddy would give him the means and freedom to prove that the river was navigable. As the negotiations prove – he was successful.


Reghardt’s demeanor is sour and gruff. He feels out of place and it is obvious that he has little love for the people around him. The main motivation to assist Boddy is to prove that he can navigate the river – a proof he needs to show that he is so much better than his fellow men. 


He is at the negotiations to answer technical questions should they come up, but he generally keeps away from the main conversation.


Reghardt, Male human (Rhenee) Rog3


Tasali Bregohan, countess of Pawluck Valley. Tasali is a pretty woman, twenty-some years with dark hair, and a full figure, dressed to be noticed. Her dress accentuates her figure and carefully applied make up gives her a girlish look.


Tasali is the wife of Count Armenis Bregohan. She is also the sole heir of a small family fortune, obtained by her father, rumors say, with illegal dealings during the war. Her fortune is vast, but her family’s reputation poor. A marriage with the bankrupt Bregohan family brought many connections and a high status, but the couple frequently clash on all kinds of issues. Tasali and Armenis have a six year old daughter named Celéna, who is also present at the Caravan, playing with the children while being supervised by an old woman named Nenye [NEN-yah].


Tasali’s is present as the trade will be through her county. She has a keen interest in economics. She realizes that the taxing in Pelsand are bad for the region, and is supportive to the agreements even though her husband doesn’t like it at all.


The halflings love Tasali. She is supportive of them and has in many occasions made decisions in their favor. Most consider Armenis a sourpuss, though, admittedly, one with a good heart.


Tasali Bregohan: Female human (Mixed) Ari1.

Once PCs have mingled, and possibly enquired for the latest gossips continue with the following.

The sky has gone dark, and the air is starting to cool. A fire is set in the middle of a circle of wagons and people gather, apparently having reached the end of their negotiations. Even the dwarf seems pleased with the results: He laughs broadly at a joke made by his halfling companion.


Then, quite suddenly, he falls silent. For a moment it is not clear what is wrong, but then you, and others around you, feel it too: a slight tremor. The water in one of the barrels ripples, but the tremor is not strong. A few people look up, slightly worried, but as the feeling passes, people relax again. The dwarf has stopped laughing though. “I forgot about those. The quakes.” He shakes his head. “I thought they hardly occurred these days…”


His companion scratches his head. “ Really? We actually  had a few of these the last days. I had been told they are being felt frequently in this area. Isn’t it normal?”


The dwarf looks dour. “It didn’t. Used to be in the old days… they even closed a mine for it… cost a few friends of mine… hrm.”


The halfling opens his mouth to ask more, but then, he is interrupted as a older woman, who looks half blind, stumbles onto him.


“Nenye! Look where you are going!” the man complains. “What are you doing here, anyway? Shouldn’t you be looking after the…”


He stops as he sees the fearful look on the old woman’s face.


“Oh dear..” she whispers, looking around as if in search of something. “I hoped they were here.. oh… I fell asleep and… I woke up and … they were gone!”

There is a bit of a commotion when what the woman says trickles through to the rest of the people.


The children missing are Tasali’s daughter Celéna, and six halfling children – four boys (Ruben, Estrian, Gophar, and Everard) and two girls (Retalda and Besselyn).


Give the PCs a moment to take the lead, like suggesting a search. If they do, the people defer to them, and follow their lead.


If the PCs wait, Tasali rises, and suggests a search.  


”They are probably just out playing, they are children, we needn’t worry”– but a DC 13 Sense Motive check reveals that she is not as sure as she pretends.


She starts directing people, who instantly obey and start searching. Once everyone is sent out she joins in herself.

Encounter 1:

Child’s Play

It is expected the PCs help search the camp. Most spells are not of much use – the children are too far away for spells such as locate person (even if the PCs manage to get a helpful description).


For those higher level spells that might yield a result, the DM should keep in mind, when answering questions that at the point of the search, the children have entered the cave some time ago, though they have not yet slid into the pit yet. If the PCs casts these spells at later times, you might adjust the outcome.


Commune can be used to answer simple yes/no questions. If the question asked is “are the children safe?”, then the answer returned is “no’.


Commune with Nature: this spell cannot point out individual groups, so is no use in tracking the children.


Divination: this spell may give a short descriptive message. If the questions asked is “where are the children”, or something similar, the answer is “The earth gives. The earth takes”.


Scrying: If this is cast with one of the children in mind (possibly using a personal possession acquired through their parents), for a few fleeting seconds, the caster gains a vision of a child holding a lantern in what must be a dark, underground place. The next moment though, the candle goes out, and the vision is suddenly lost. Subsequent castings do not give another result. 


If the caster makes a DC 15 Knowledge (arcana) check he learns that something, perhaps  an arcane dweomer, interfered. With a DC 25 Bardic Lore, Knowledge (arcana), or Knowledge (geography) check  a PC recalls that some of the underground tunnels in the Hollow Highlands do indeed have rogue dweomers that interfere with magic – many of them are contributed to an ancient legend that says that the highlands are actually formed from the body of a gargantuan dragon. As noted earlier, the bard Yubiyen can volunteer this information too, if the PCs inquire. For PCs who enquire, this seems similar to effects in part of the Vast Swamp and the Menowood.


It is impossible to exactly pinpoint the place, but the caster can make an accurate enough estimate to teleport within 5 miles of where the children are. This may win them some time, though of course they still need to find the mine, and there is a 25% chance they miss Celéna (meaning they will have to try and find her later).


If PCs aid in the search, let each roll a search check. To the PC with the highest search, read or paraphrase the following:

You are at the edge of the camp, away from the light, when you notice a small scruffy dog, wagging its tail and sniffing at something under one of the wagons.  

If the PCs looks beneath the wagon:


Beneath the wagon lies a small halfling girl, only six years old, peacefully asleep. She has hitched up her legs under her dress, and stuck her thumb in her mouth. She is cuddling a large plush doll, and is unaware of the commotion going on in the camp.

This is Besselyn, and the youngest of the missing children.


If PCs refuse to search, the halflings will eventually find Besselyn themselves. However, this will take much longer – which may cause the PCs to miss the encounter with the ettercaps and Celéna. 


When Besselyn wakes she is a bit confused about the pandemonium on the missing kids. She is angry with them because they wouldn’t let her play with them, as she was too young. Being a stubborn little girl, she acts, well, like a stubborn little girl, initially refusing to say anything. 


PCs may try to talk to her, but care is needed to prevent upsetting her. A DC 20 Diplomacy check is needed to make her talk. Non-halflings have a -2 penalty. Half-orcs and other beings that look particularly strange or threatening (such as dragon disciples, centaurs, etc) have a -4 penalty. Failing the DC with 5 or more throws the girl in a tantrum, screaming and crying as if all hell broke loose. This causes the offending PC angry looks from the gathering crowd. If PCs do not attempt to talk, or all of them fail, eventually the girl’s mother steps forward to calm the girl, who then coughs up what she knows.


Besselyn knows the following (try to give it in bits and chunks, so the PCs have to interact with her or her mother):

· The other kids were playing Treasure Island. They were going to be treasure seeking pirates and Ruben was the captain.

· Besselyn was not allowed to play as they said she was too small.

· They waited for the nanny to doze off and then they sneaked off. She tried to follow but hey sent her back. She wanted to scream and wake the nanny, but Celéna gave her her doll to play with until they got back. 

· It was Ruben’s idea. Ruben had a treasure map. A real one. She doesn’t know where he got it. 


When this last bit is revealed, have the PCs make a DC 10 spot check. Those who succeed notice one of the halflings (Ruben’s father, Bromar) startle, then suddenly turn around and dart into a wagon. Moments later, a muffled cry comes from the wagon (if PCs didn’t notice the halfling dart off, they notice this on a DC 10 Listen check).


Anyone investigating finds the halfling on his knees at a cupboard, emptying drawers while muttering “Oh nononono… He took it… argh… he took it… I am so going to spank that boy… the little thief… oh no…”


Again, give the PCs the chance to take initiative and question Bromar. If they don’t, his wife, Evelyn, will demand, sternly, what is going on.


Bromar is initially too upset over the blatant theft of his son to realize the consequences, and he is a bit reluctant to tell. Pointing out that his son may be out there, possibly in danger, puts him back to the ground. If nobody thinks of using that, a DC 11 Intimidate or DC 20 Diplomacy check will convince him to tell what was going on. If nobody manages to do either, his wife steps in and demands he talks, and presto, or else!


Bromar can then tell them the following:

· A few days ago, he bought a treasure map from a pixie. It looked genuine, and who wouldn’t trust a pixie? I mean… they’re fey! Would they lie?

· He paid 15 gp for the map, which is quite a fortune (his wife almost faints when she hears this), but if it was a real treasure map, it would be so worth it! 

· He had a glimpse of the map and he had noticed a peak drawn on it that looked really quite a lot like the hill that was only a few miles walk from here.

· The pixies seemed to think they could buy a boat from the money. At least they kept talking about sailing. He hadn’t bothered to point out that the money was not likely enough.

· He didn’t tell his wife because he figured she’d be upset (“Damn right you are too”, adds his wife).

· He figures Ruben must have seen him hiding it in the cupboard.

· If the PCs ask how the map looks, he adds that he made a copy. It’s a bit rough, but it has the basics.

· The treasure is hidden in some kind of mine, several miles from here. It is likely hidden somewhere in a small ridge of forest at the edge of the hollow highlands, near Menowood.

Once this is all told, everyone starts shouting, and whole families seem to be planning to set out to find this mine and their children.


Again, offer PCs the possibility to stop the halflings from going en masse treasure hunting before, finally, Tasali does, commanding in a clear voice that everyone calms down.


“There is no use for all of us to go searching. It’s getting dark, and we don’t know for sure if our children got that far. Trust me, I  want my daughter found as much as you want your children to be found.


I will need volunteers for one search party to search the children, people as capable as we can get. While they investigate this treasure hunt, the rest will search the perimeter of the camp, to be sure.


Now, are there any volunteers?”


She looks around the camp, where several halflings stick up their hands, but her eyes come to rest, expectantly, on you.


Any PCs that volunteer are obviously chosen for the task. If, for some reason, not all PCs accept, Tasali fills the ranks with a maximum of five halflings from the caravan. Treat these as standard Monstrous Manual halflings (pg 149). Besides Bromar himself, these are Stewd, Lodewij, Belany and Morawny.


The PCs are then given the map, and sent on their way.


For PCs that do not take up this obvious plea for help, the adventure is over. If you like, you can have them play the surrogate Halflings, but they will not earn any xp for the remainder of the scenario. 


If no PC takes up the call, the adventure ends here.

Encounter 2:

A Sticky Situation

With the rough map drawn, PCs should be able to locate the woods where the children went to adventure. 


As they approach, read or paraphrase the following:

The forest here is an extension of the Menowood, which is more to the south. It are the more hardened trees that survive in this rocky area. Large rocks are covered with fern and thorny undergrowth. Despite the fact that the trees  are not grouped densely together, the overcast darkened sky makes the woods exhale an eerie, unwelcoming feeling.

The children passed here early in the afternoon. While it should be dark, it is not too hard to spot their passing, as they did little to cover their tracks and, as children do, left little traces of their passing –snapped branches from which Estrian tried to make a wooden bow, and a patch of flattened grass where the kids paused to eat their lunch. 


Finding the tracks is a DC 13 Survival or Search check (tracking five small creatures over soft ground during moonlight) each hour. It is possible to get a general direction from the found tracks, but following the trail is slightly more difficult as the kids enter the wood, and requires the Track feat and a DC 17 Survival check (tracking six small creatures over firm ground during an moonlit night).


Note that a creature with the Track feat and the scent ability can follow tracks by smell, making a Wisdom check to find or follow a track. PCs might use animal companions or dogs to track, using one of the children’s personal items (such as Celéna’s doll) to take a scent sample. The DC for the trail as the party arrives is 16 (DC 18 for a group of children, which passed approximately 5-6 hours ago). It increases by 2 for each hour the creature spends tracking.


The children did not take a direct route to the cave, as children are prone to wandering – hence, PCs who rely on the sketched map will follow a different route. Tracking (or magic) is required to follow the route the children took.


Taking this route is important as it is the same route Tasali’s daughter, Celéna, is taking to run back to get help. On her own, however, she won’t make it home: a group of ettercaps intercept her, intent on capturing her and keeping her to snack on later.


As the PCs move into the forest, at some point the presence of the ettercaps becomes more apparent:

The deeper you get into the forest, the more miserable it becomes. Trees here are gnarled, some of them are bare for the first six feet, and all seem to be infested with spiders – as the branches are all covered in spider webbing. Sounds dim, and the sounds of birds are absent. All that can be heard is the buzzing of insects.

If the party succeeds on 2 consecutive Track checks (or use some form of magic to follow the children), they manage to stay on the same course the children used without delay (taking less than 2 hours to get to the point where Celéna runs towards them). These PCs may manage to intercept Celéna.

PCs who only make one Track check follow the route, but loose valuable time, taking 2 to 3 hours to get to close to the ettercap camp. They can still save Celéna.


However, if the PCs did not help the halflings with their search, they have lost quite some time – unless they used magic to speedily move over here. If they lost this time, Celéna is already captured by the ettercaps. Since the ettercap camp is a bit off the track, behind a rise, the PCs need an additional DC 17 Track check (after approximately 2-3 hours of tracking), or a DC 10 Track check if tracking by scent,  to notice that a fight took place, and that a trail leads over a rise. Otherwise, they miss the encounter.


PCs who fail all Track checks can use the map to get the direct route to the mine, but they miss Celéna as the girl runs back from the mine along the old route to get help. These parties too miss the encounter at this time. It takes them 2 to 3 hours to get to the mine this way.


Intercepting Celéna: If the PCs manage to completely follow the children’s course, move at a standard pace (15-10 ft. movement), and do not choose to rest or otherwise delay progress, they are quick enough to intercept Celéna. 


Some PCs may be able to notice the girl and her pursuers before she reaches them – i.e. if one PC uses flight. In that case, adapt the situation as described below.


Otherwise, read or  paraphrase the following:

Rustling in the undergrowth ahead of you warns you from something approaching you – very fast. Something runs towards you – you can hear its panting, and a little shriek – as if from a young girl. 

See the map “Encounter 2: Forest Trail”, in appendix 2.


Give the players some time to react (i.e. position themselves or cast spells), before continuing on. 

It IS a young girl –human, with long blond hair that is tussled and stricken with mud and dirt. Her dress is torn, she has chafing wounds all over, and her lip bleeds.


She is terrified, and runs right at you, screaming.

Celéna is running not only to find help for the others, but also because she is pursued – she has no ideas who the creatures are that follow her, but her screaming may give the PCs a clue – indeed, a DC 19 Listen check alerts them that something is moving towards them – quite fast - through the woods. One round later, they hear them automatically, and can also see them. The ettercaps in return see any PCs that are not hiding.


The ettercaps are at 120 feet, moving closer at 60 feet a round. Their action as they notice the PCs is to either move within 30 feet and use their web ability to entangle one or more PCs (note that they take a -2 range penalty on their attacks for every 10 feet), or to charge into melee if the closest PC seems like an easy target and is not blocked by undergrowth. Refer to the combat section below.


Saving Celéna: If the PCs manage to track, but either failed a Track check or were delayed (i.e. because they have lower than 15 ft. movement, or nobody helped search the halfling camp), they arrive in the area as Celéna is captured. PCs that make a DC 10  (shouting, 100 ft distance) Listen check hear Celéna scream (if nobody makes the listen check, they will miss this encounter, and will have to search for Celéna later). 

Among the noise of the forest, you thought you heard a  shriek! It sounded much like a girl, and came from about a hundred feet to the left of the trail you are following. You can’t hear it now – it was almost instantly cut short.

This was Celéna screaming, as the ettercaps drag her into their camp. They slap her unconscious as she screams. 


The ettercaps have not yet noticed the PCs, so they can sneak closer if they like, and possibly surprise the ettercaps. However, they need be quick -  Celéna drops to -1 as the PCs hear the scream, and she looses more blood as time goes by. She stabilizes of her own at -8 eventually, but do not let the players know this.


If the PCs approach the camp, paraphrase the section below:

The forest here is thick with cobwebs. Webs, in fact, that are so large they could easily entrap a grown man.


Ahead, you see figures moving. They are weird monstrosities, with purple, chitinous skin, faceted eyes, mandibles for a mouth, and long spindly arms and legs ending in wicked claws. 


The small clearing only holds an old, dead hollow tree, and is otherwise covered in gigantic webs. Small forms hang in the webs – entrapped, wrapped in cocoons as if they were small presents – though you have the distinct notion that some of them are moving.


The creatures are bent over a form on the ground. It doesn’t move, but from your vantage point you notice what looks like blond hair, and blue cloth stained with red. 

See the map “Encounter 2: Ettercap Camp”, in appendix 2.


Celéna lies on the ground. She is wounded (possibly dying if she did not yet stabilize), and poisoned – her Dex is at 1. Make sure the PCs realize that the girl is one of the children, and that she is bleeding.


The forms in the webs of the ettercap’s camp are four sprites – the same sprites that sold the map. The fey, after selling their map, decided to take a peek at the mine themselves – you never know, what if there WAS a treasure? Unfortunately, they fell afoul of a group of ettercaps (a lot more than the few encountered here). They fought bravely, but finally went down. The ettercaps strung them up, intent to eat them later.


The sprites are each at 3 hp, and each has his Dex reduced to 1 due to poison. They cannot escape the bonds of the web without help.


If the PCs don’t manage (or care) to sneak closer, the ettercaps spot them when they get within 60 feet, and immediately attack.


Don’t forget that in the forest, Listen checks are at -2 per 10 feet distance. The PCs can use undergrowth to hide, but this also gives a -2 penalty to move silently. Due to the forest, PCs and ettercaps may spot each other once they get within 60 feet of each other.


Celéna captured:  If Celéna is already captured, use the encounter as in saving Celéna. However, Celéna is now, like the pixies, tied up in the web. She is in a bad state: at -8 (originally 3) hp, and 1 (originally 10) Dex.


Missing the encounter: See the end of encounter 4 for more information for dealing with that situation.


Creatures: The ettercaps that engage the PCs are not the only ones of this troop – most others are out foraging. 


Note APL 2: At this APL, the ettercaps are wounded from fighting the sprites earlier (hence their lower hp). In addition, each has only one use left of his web ability.

APL 2 (EL 3)

Ettercaps (2): hp 18 each; see Monster Manual page 106 and Appendix I.

APL 4 (EL 5)

Ettercaps (3): hp 27 each; see Monster Manual page 106 and Appendix I.

APL 6 (EL 7)

Ettercaps (3): hp 27 each; see Monster Manual page 106 and Appendix I.

Advanced Ettercap: hp 77; see Monster Manual page 106 and Appendix I.

APL 8 (EL 9)

Ettercaps (4): hp 27 each; see Monster Manual page 106 and Appendix I.

Advanced Ettercaps (3): hp 77 each; see Monster Manual page 106 and Appendix I.

Tactics: The ettercaps try to use their web ability, where possible, to entangle creatures (taking range penalties if it allows them to stay out of melee). They dislike melee unless their opponents looks like an easy target (wearing light or no armor and wielding simple weapons), and try to use the terrain as much as possible when forced into it. They rely on their webs and poison to disable an opponent.


Terrain:  the terrain is sparse forest. 50% of the terrain is covered in trees, and 50% has light undergrowth. Undergrowth and trees aren’t mutually exclusive; it’s common for a 5-foot square to have both a tree and undergrowth.


The ettercap camp/webs: 
If the PCs attack the ettercaps at their camp, the terrain is different.


The clearing is approximately 40 by 30 feet. There are no trees in the open clearing except the dead hollow tree. There is also no undergrowth. However, the entire space is filled with webbing, which supplies the same type of terrain as dense undergrowth.


A space covered with webbing costs 4 squares of movement to move into, and it provides concealment with a 30% mischance. Undergrowth increases the DC of Tumble and Move Silently checks by 5, but is easy to hide in, granting a +5 circumstance bonus on Hide checks. Running and charging are impossible. None of these effects hamper the ettercaps.


At APLs 2-4, the webs merely stick to a PC and hamper movement as noted above.


At APLs 6-8, the webbing can trap prey on the ground. Approaching creatures (anyone entering the clearing) must succeed on a DC 20 Spot check to notice a web, or they stumble into it and become entangled. The webs go up 10 feet, so flying creatures may be trapped if they fly low enough.


The webs are effective against targets of up to Medium size. The web anchors the target in place, allowing no movement. 


An entangled creature can escape with a DC 13 Escape Artist check or burst the web with a DC 17 Strength check. The web has 6 hit points, hardness 0, and takes double damage from fire.


Attempts to escape or burst the webbing receive a +5 bonus if the trapped creature has something to walk on or grab while pulling free. Each 5-foot-square section has 6 hit points, hardness 0, and takes double damage from fire.


An ettercap can move across its own sheet web at its climb speed and can determine the exact location of any creature touching the web.


Trees: A creature standing in the same square as a tree gains a +2 bonus to Armor Class and a +1 bonus on Reflex saves (these bonuses don’t stack with cover bonuses from other sources). The presence of a tree doesn’t otherwise affect a creature’s fighting space, because it’s assumed that the creature is using the tree to its advantage when it can. The trunk of a typical tree has AC 4, hardness 5, and 150 hp. A DC 15 Climb check is sufficient to climb a tree. 


Light Undergrowth: A space covered with light undergrowth costs 2 squares of movement to move into, and it provides concealment with a 20% mischance. Undergrowth increases the DC of Tumble and Move Silently checks by 2. Running and charging are impossible. Squares with undergrowth are often clustered together.


Treasure: The ettercaps do not carry much gold or items with them. One of them carries a bracelet, which looks odd – examination shows it is really a tiny necklace (the creature took it from one of the pixies). Another carries a spool of endless rope (see appendix). At APL 6 and higher, one of the advanced ettercaps carries a rope of climbing.


A stash of more stuff the ettercaps have stolen from other creatures is hidden in the hollow tree in the center of the webs of their camp. Since the ettercaps only recently moved here, it isn’t well hidden nor guarded – the tree crawls with spiders but these are all harmless. The stash has some old weapons that are close to valueless, but there is some gold and gems (all thickly covered with cobwebs).


If the PCs fought the ettercaps outside their camp while tracking,  they may first need to find the camp (see below).


APL 2: Loot (0 gp); Coin: (39 gp); Magic: spool of endless rope- (166 gp).


APL 4: Loot (0 gp); Coin: (139 gp); Magic: spool of endless rope- (166 gp).


APL 6: Loot (0 gp); Coin: (39 gp); Magic: spool of endless rope- (166 gp), rope of climbing- (250 gp).


APL 6: Loot (0 gp); Coin: (239 gp); Magic: spool of endless rope- (166 gp), rope of climbing- (250 gp).


Detect Magic Results: Spool of endless rope (Moderate Conjuration), Rope of climbing (Faint Transmutation); 

Development: The most important part – besides slaying the ettercaps – is keeping Celéna alive. The ettercaps won’t attack the girl once combat starts, but if the PCs fought the ettercaps at their camp the girl will be slowly bleeding to death (don’t forget she stabilizes at -8!). 


Once the ettercaps are slain or driven off, and Celéna is revived, she tells the PCs that her friends – four kids – are trapped in the ‘treasure mine’.

The girls gasps for air, and it takes some time for her to get to her senses, but then she blurts:

“They’re trapped in the mine you gotta save them quick!” She feebly waves her arm to the north.


“We were just looking for the treasure, and Ruben said he knew where, but when we entered the cave, I had to walk in the back cause I’m the biggest and then suddenly they all fell down through a pit and they are down there now!”


Her eyes grow big as she continues “I wanna try to help but I couldn’t, cause its too deep and I then ran back for help and then the monsters came! You gotta help them now!”

If the PCs fought the ettercaps outside the camp, they may either desire to make haste and cut through to the mine – a DC 10 Survival check points out a quicker route than the one the kids took (which shortens the last bit to about half an hour, rather than an hour) – or they might want to track the ettercaps back to their camp. 


In either case,  the road leads them close to the ettercap camp (noticeable by a proliferation of spiders and webs). The camp is currently empty – all other ettercaps are foraging – but muffled voices may draw the PCs’ attention to the pixies, who are trapped in the web.


If the pixies are freed, they express their gratitude. 

As you unwrap the cocoons, six small creatures tumble out of the webbing. They look like tiny elves with wings, three boys and three girls. 


They look around sheepishly.


“Are they gone? Nasty spidermen, capturing us like that,” one of them says, “They caught us unawares. A whole lot of them!”


The other pixies nod in agreement. “Hundreds,” one brags. “Otherwise we would have totally got them,” a girl adds. “I could have taken them all by myself,” a fourth says, despite the overwhelming evidence of the contrary.


“Uhm. Yes… sure,” the first pixies says, “whatever, Irvin.” She smiles up at you.


“I am Ispalian. And these are my friends Birkita, Edana, Gallagh, Teague, Treasa, and uhm… well you just heard Irvin. Thanks for helping us out! Uhm… you are not… uhm… looking for treasure in these parts, no? Uhm… never mind I asked that. Now… does anyone know where I can buy a ship? I have a whole lot of gold. Well, I had before the ettercaps took it.“

The pixies can answer a few questions, In particular, they will admit, a bit embarrassed, that the map is a fake:

“Ah. Yes… well… we made up the map a bit but… it IS a mine… I mean there may be no treasure but… we didn’t go and look and all – well, just because we made it up doesn’t mean there isn’t any…”

The pixies are keen on getting out of there, but PCs who  tell them about the missing children can make a DC 20 Diplomacy check to turn the pixies from friendly to helpful. They have a +5 circumstance bonus due to rescuing the pixies. Note that the pixies are fey, and any bonuses from meta-organizations such as the Cult of Sehanine Moonbow, the Order of the Emerald Oak, the Royal Warders or the Grey Scouts also apply.


If they turn helpful, they join the party. While they are not strong, they may still be of help later on. The PCs do have to put up with their constant chattering.


Once the party decides to set off (or if they take too long chatting to the pixies), another tremor can be felt:

The leaves in the trees flutter and a few moments later you feel another tremor. It lasts several seconds,  and it is stronger than the one back at the Caravan, you can clearly feel it.


Ispalian looks awed. “Oooh… the dragon is angry.” His companions add their consent, and there is a flutter of wings as they quickly group together in fear.

Asking the pixies what they mean, they add:

“Maluk’Dur, the dragon of stone, the dragon that sleeps.” The pixie points in the direction of the highlands. “It is angry. You felt it, no? It’s movements? It’s scream of rage? It is upset. Oooohh.. yes, it’s very angry. Better not make it worse, no?”

The pixies won’t comment much further - Maluk’Dur (which means ‘stone sleeper” in dwur) is not something they like to discuss much, though PCs who have a good status with fey can glean that the fey really think the tremors are caused by some dragon of great power living under – practically being – the hills – one that, as they keep saying – you better not upset too much.


The tremor should likely prompt the party to continue. If they decide – for some reason – to stay in or near the camp for the night, do not hesitate to set more ettercaps on them (returning from foraging), to drive the point home.


If the PCs totally disregard the camp, the pixies – who are now unattended - will eventually free themselves, but the PCs are not able to talk to them (and don’t get their reward in the end). They do, however, feel the second tremor. They also feel this if they entirely missed the encounter:

The lover on the trees flutter, and a few moments later you feel another tremor. It lasts several seconds,  and it is stronger than the one in the Caravan, you can clearly feel it. Maybe you are closer to its source…


Troubleshooting: It is not the intention of the scenario that Celéna dies, but that option is possible if PCs are particularly negligent (i.e. cast area effect damage spells). In that case, the girl will likely not be able to tell the PCs what went wrong. However, the map, and possibly the pixies (if they are alive and rescued), can still lead them in the right direction.

Encounter 3:

X Marks the Spot

The mine that is marked as the treasure spot opens up in a side of a low cliff. Vegetation has grown in front of the entrance. It is difficult to see, and would actually be hard to find without a map. Once knowing where to look, it is less hard to find. The remains of an old shed and the rusted iron heads of picks draw attention to the area. Part of the shrubs that obscure the entrance are broken away, and a DC 10 Search or Survival check finds the trail of the children entering. 


Celéna is not so eager to go inside, but she bravely follows. If the PCs suggest she stays outside, she meekly objects that she can’t leave her friends behind. She tells them she wants to be like her father, and she knows he would never leave his friends behind. Still, a little more nudging (after all, the PCs are the big heroes) convinces her to wait outside. Play this out, but no Diplomacy is needed, really – Celéna would actually rather not go. If she goes with them, she sticks to the back.


For a cross view of the mine, see map “Encounter 4: The Mine” in appendix 2.

 
The mine starts out with a lightly slanting corridor, ten feet wide and approximately thirty feet long, opening up in a forty – by forty foot space. 


The walks and ceiling here are studded with wooden beams – old, but thick and still holding up. From the room, three shafts –about 5 feet wide and 7 feet high -  have been dug – two not more than twenty feet, but the other leads further and, after about thirty feet, narrows considerably until it is only 3 feet wide, and 5 to 6 feet high,  and gets a lot steeper.


Halflings, gnomes, and children can still move fine here, but anyone else needs to squeeze to move down. 


Also, movement is difficult and only safe if the party moves slow (half movement). To move quicker than half speed, a PC needs to make a DC 12 Balance check. Those who fail by 5 or more fall and slide down five feet, taking 1d3 points of non-lethal damage from the rubble and uneven floor. There are too many corners to run.


The tunnel is rough and only at irregular places reinforced with timber. Small stones and dust keep dropping from the cracked ceiling as the PCs pass.


Trap: After about sixty feet, the shaft splits in two. Both sides look similar. A DC 10 (or 15 without enough light) Search or Track check shows the kids took the left tunnel. Obviously, Celéna can also point this out if she is with the party (or if the PCs are smart enough to go back and ask).


This part of the tunnel is rather unstable – if more than two medium, or three small, people enter either tunnel (left or right), it collapses, showering the people who entered in rocks and soil. Note that this counts as a natural stone trap, so dwarves can automatically detect it’s presence, and stonecunning bonuses apply.

APL 2 (EL 1)

Rock Fall Trap: CR 1; mechanical; touch trigger; repair reset; Atk +10 melee (2d6, rocks); multiple targets (all targets in two adjacent 5 feet squares); Search (DC 20); Disable Device (DC 15).

APL 4 (EL 2)

Rock Fall Trap: CR 2; mechanical; touch trigger; repair reset; Atk +12 melee (2d6, rocks); multiple targets (all targets in two adjacent 5 feet squares); Search (DC 20); Disable Device (DC 20).

APL 6 (EL 3)

Rock Fall Trap: CR 3; mechanical; touch trigger; repair reset; Atk +12 melee (4d6, rocks); multiple targets (all targets in two adjacent 5 feet squares); Search (DC 23); Disable Device (DC 20).

APL 8 (EL 4)

Rock Fall Trap: CR 4; mechanical; touch trigger; repair reset; Atk +15 melee (6d6, rocks); multiple targets (all targets in two adjacent 5 feet squares); Search (DC 26); Disable Device (DC 20).

The tunnel does not fully collapse, and it is possible to advance with some care.


The left tunnel leads 120 feet down until it runs into a dead end. 


The right corridor leads further. After 80 feet, lukewarm water from an underground stream starts seeping through cracks into the tunnel, making it slippery, and increasing Balance check DCs by 2 (to a DC of 14 for moving at full speed).


After 120 more feet (200 feet from the intersection), the tunnel suddenly drops, into a incredibly steep decline. This is easily noticeable if the PCs have someone with a light or someone with darkvision in front. Otherwise, a DC 15 Spot check is needed to notice the decline.


Anyone stepping onto the decline, which is extremely slippery and running with water, must immediately make a DC 16 Balance check or fall and slide with dazzling speed downwards, twenty feet, before plunging into a 12 feet deep pit. The pit is filled two feet with water. Those who fall take 1d6 points of non-lethal damage from the drop, and are stunned for one round due to the force of the impact. A successful DC 15 Tumble check negates the damage and stun.


With rope and climbing gear, it should be possible to safely descent without the need of balance checks.


The four children are down in the pit, which is pitch dark. They immediately start shouting once they learn someone is there, but sound travels oddly here, and they won’t learn until the PCs make sufficient noise (i.e. call down), or a PC falls into the pit. 


They are wounded, but still – barely – alive. The water is not cold, but they suffered from bruises, and are dead tired. Retalda, who is unconscious, has been propped up at a high rock at the edge of the pit, and the only one who is mostly out of the water.


As the PCs learn that the children are down there, read or paraphrase the following:

There is a soft rumbling sound, coming deep form the earth. Below in the pit, the children shriek in fear. For a moment, you felt the earth tremble under your feet. This is obviously not the safest of all places.

Getting the children out may be easy or difficult, depending on the party resources. Good preparation and magic may make all the difference. 


Unprepared parties may have a problem: the children cannot climb – they are not strong enough and too tired. PCs may also feel pressed for time.


The easiest way to get the children out if the PCs lack magic is to use rope. In that case, one PCs needs to enter the pit, and tie the children at the end of the rope, so they can be hauled up one by one. 


If the PCs have the pixies with them, this may of course be a lot easier, as the pixies can easily provide light in the pit, and, being fliers themselves, able to tie the rope, so no PC has to enter the pit. The pixies are not so strong that they can lift the children from the pit – four together they might, but there is not enough space for that - it would be too risky in the narrow space. It is not inconceivable though that PCs may think of a plan in which this problem can be overcome.


This is likely a time where you have to let the PCs use their creativity (and encourage it). Give them room to use plans – if they take considerable time, you can use a minor tremor (which causes some loose rocks and dust to fall from the ceiling) to hammer home that it isn’t particularly safe, and that time is of the essence.


Be fair in judging, but don’t make it too difficult unless the PCs come with truly ridiculous plans – most ideas (the simplest the better) should have a fair chance of succeeding. And be sure that if you need to wound anyone due to a dumb plan, it’ll be the PCs and not the children!


Once the PCs have freed all the children, move to the last encounter.

Encounter 4:

Safe Exit

Something falls on your head from above. For a moment you only see a fine cloud of dust. Then, the ground trembles. Not a small tremor this time – you can hardly stand. The children scream, as you can hear the ceiling cracking, and dust and rocks start to fall.

With this final tremor, the collapse of the mine seems evident. The PCs have to get out as fast as possible. Ask each PC how he moves, and what they do with the children (who are dead tired and are slow – they likely need to be carried).


Assuming the PCs do get a move on, they should get out alive:

As, with a last effort, you propel yourself and the children outside, an enormous roar erupts behind you. Dust and stones bellow up in a  cloud that washes over you, covering you in grit, as the tunnel in which you just stood collapses, burying everything beneath it under tons of rock.


Troubleshooting: 
If the PCs are stupid enough to wait (dumber things have been done), the mine collapses on them, and they are buried alive.


The roof collapse, dealing 8d6 points of bludgeoning damage to any creature caught under the cave-in (Reflex DC 15 half) and pinning that creature beneath the rubble (see below).


A PC who makes his Reflex save is still pinned (unless the PC has evasion, in which case he or she could jump clear). The PC is also locked in a small air pocket, and risks slow suffocation (see below). A PC who failed the Reflex save is completely buried and has no air to breathe. 


Pinned beneath Rubble: Any creature pinned beneath rubble takes 1d6 points of nonlethal damage per minute while pinned. If a pinned character falls unconscious, he or she must make a DC 15 Constitution check or take 1d6 points of lethal damage each minute thereafter until freed or dead.


No Air: A character who has no air to breathe can hold her breath for 2 rounds per point of Constitution. After this period of time, the character must make a DC 10 Constitution check in order to continue holding her breath. The save must be repeated each round, with the DC increasing by +1 for each previous success.


Slow Suffocation: A Medium character can breathe easily for 6 hours in a sealed chamber measuring 10 feet on a side. After that time, the character takes 1d6 points of nonlethal damage every 15 minutes. Each additional Medium character or significant fire source (a torch, for example) proportionally reduces the time the air will last. When a character falls unconscious from this nonlethal damage, she drops to -1 hit points and is dying. In the next round, she suffocates.


Small characters consume half as much air as Medium characters. A larger volume of air, of course, lasts for a longer time.


When the character fails one of these Constitution checks, she begins to suffocate. In the first round, she falls unconscious (0 hit points). In the following round, she drops to -1 hit points and is dying. In the third round, she suffocates.


Another problem may be that the PCs missed Celéna. The other children ask for her, and explain that she went to look for help.  The children can lead the PCs back the way they came – which allows them to find the ettercap encampment. If the PCs actively search, they will eventually find the camp, though depending on their effectiveness it may by then be deep in the night.  Assume a DC 20 combined Search or Survival check to find the camp within the hour. For each point in which the DC is not made searching takes another hour.


When they find the camp, run encounter 2 as if Celéna has already been captured.

Conclusion

Returning all the children alive to the Caravan makes the halfling and the countess overjoyed. The PCs are showered with thanks, hugs, kisses, food, drinks, and pats on the back.


If not all of the children were returned, there will be gratitude for work done, but the atmosphere will be more subdued, as people worry and mourn their losses. 


If the PCs saved the halfling children, they gain the favor of the Caravan. If they saved Celéna, they gain the gratitude of Tasali and Armenis Bregohan.


Finally, if the PCs saved the pixies, they also gain the pixie’s favor: each PC is gifted a small pouch of pixie dust. PCs that bother can also convince the pixies to return the money for which they sold the false map.


All around you, halflings close their children in their arms, while young Ruben gets a good talking-to from his mother.


A young woman bard tunes the strings on her lute, but before she can play the first tune of a song, you feel another, light tremor, rattling the windows in the Caravan’s wagons.


The children crawl deeper into their mothers’ arms, and many heads turn, in apprehension, towards the east, towards the Hollow Highlands, where the hills rumble, the way a dragon roars.

Campaign 

Consequences

Send the answers to the following questions to gomez@gryphonhill.com.

· Did the PCs save the children?

· Did the PCs save Celéna?

· Did the PCs save the pixies?

The End

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished. Then assign the experience award. Award the total value (objectives plus roleplaying) to each character.

Encounter 2: A Sticky Situation

Saving Celéna:


APL2 
90 XP 

APL4 
150 XP 

APL6 
210 XP 

APL8 
270 XP

Saving the pixies:


ALL APLS 
30 XP 

Encounter 3: X Marks the Spot

Encountering the tunnel trap:

APL2 
30 XP 

APL4 
60 XP 

APL6 
90 XP 

APL8 
120 XP

Saving the halfling children:

APL2 
60 XP 

APL4 
75 XP 

APL6 
90 XP 

APL8 
105 XP

Discretionary Role-playing Award

APL2 
15 XP 

APL4 
23 XP 

APL6 
30 XP 

APL8 
38 XP

Total Possible Experience: 


APL2 
225 XP 

APL4 
338 XP 

APL6 
450 XP 

APL8 
563 XP

Treasure Summary

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


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


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


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


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


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

Encounter 2: A Sticky Situation


APL 2: Loot: 0 gp; Coin: 39 gp; Magic: 166 gp


APL 4: Loot: 0 gp; Coin: 139 gp; Magic: 166 gp


APL 6: Loot: 0 gp; Coin: 39 gp; Magic: 391 gp


APL 8: Loot: 0 gp; Coin: 239 gp; Magic: 391 gp

Total Possible Treasure


APL 2: Loot: 0 gp; Coin: 39 gp; Magic: 166 gp - Total: 205 gp


APL 4: Loot: 0 gp; Coin: 139 gp; Magic: 166 gp - Total: 305 gp


APL 6: Loot: 0 gp; Coin: 39 gp; Magic: 391 gp - Total: 430 gp


APL 8: Loot: 0 gp; Coin: 239 gp; Magic: 391 gp - Total: 630 gp

Items for the Adventure Record


[image: image1]
Item Access

APL 2 and 4:

· Spool of Endless Rope* (Adventure; Complete Adventurer; 2000gp)

APL 6 and 8 (all of APLs 2-4 plus the following):

· Rope of Climbing* (Adventure; DMG; 3000 gp)
Members of the Iron Band Smugglers Cartel gain regional access to these items as long as they have the favour with the Caravan.

Appendix 1:
APL 2-8 

Encounter 2

Ettercaps: CR 3; Medium Abberation; HD 5d8+5; hp 27 (or 18 at APL 2); Init +3; Spd 30 ft., climb 30 ft.; AC 14 (touch 13, flat-footed 11) [[+3 Dex, +1 natural]]; Base Atk +3; Grp +5; Atk +5 melee (1d8+2+poison, bite); Full Atk +5 melee (1d8+2+poison, bite) and 2 x +3 melee (1d3+1, claws); SA Poison, web; SQ Low-light vision; AL NE; SV Fort +4, Ref +4, Will +6; Str 14, Dex 17, Con 13, Int 6, Wis 15, Cha 8.



Skills and Feats: Climb +10, Craft (trapmaking) +4, Hide +9, Listen +4, Spot +8; Great Fortitude, Multiattack.


Poison (Ex): Injury, Fortitude DC 15, initial damage 1d6 Dex, secondary damage 2d6 Dex. The save DC is Constitution based and includes a +2 racial bonus.


Web (Ex): An ettercap can throw a web eight times per day. This is similar to an attack with a net but has a maximum range of 50 feet, with a range increment of 10 feet, and is effective against targets of up to Medium size. The web anchors the target in place, allowing no movement.


An entangled creature can escape with a DC 13 Escape Artist check or burst the web with a DC 17 Strength check. The check DCs are Constitution-based, and the Strength check DC includes a +4 racial bonus. The web has 6 hit points, hardness 0, and takes double damage from fire.


Ettercaps can also create sheets of sticky webbing from 5 to 60 feet square. They usually position these to snare flying creatures but can also try to trap prey on the ground. Approaching creatures must succeed on a DC 20 Spot check to notice a web, or they stumble into it and become trapped as though by a successful web attack. Attempts to escape or burst the webbing receive a +5 bonus if the trapped creature has something to walk on or grab while pulling free. Each 5-foot-square section has 6 hit points, hardness 0, and takes double damage from fire.


An ettercap can move across its own sheet web at its climb speed and can determine the exact location of any creature touching the web.


Skills: Ettercaps have a +4 racial bonus on Craft (trapmaking), Hide, and Spot checks. They have a +8 racial bonus on Climb checks and can always choose to take 10 on Climb checks, even if rushed or threatened.

Ettercap, advanced: CR 5; Medium Abberation; HD 10d8+30; hp 77; Init +2; Spd 30 ft., climb 30 ft.; AC 15 (touch 12, flat-footed 13) [[+2 Dex, +3 natural]]; Base Atk +7; Grp +12; Atk +12 melee (3d6+6+poison, bite); Full Atk +12 melee (3d6+6+poison, bite) and 2 x +10 melee (1d6+3, claws); SA Poison, web; SQ Low-light vision; AL NE; SV Fort +8, Ref +5, Will +9; Str 22, Dex 15, Con 17, Int 6, Wis 15, Cha 8.


Skills and Feats: Climb +14, Craft (trapmaking) +4, Hide +10, Listen +5, Spot +10; Great Fortitude, Improved Natural Attack (bite), Improved Natural Attack (claw), Multiattack.


Poison (Ex): Injury, Fortitude DC 20, initial damage 1d6 Dex, secondary damage 2d6 Dex. The save DC is Constitution based and includes a +2 racial bonus.


Web (Ex):
An entangled creature can escape with a DC 18 Escape Artist check or burst the web with a DC 22 Strength check. The check DCs are Constitution-based, and the Strength check DC includes a +4 racial bonus. The web has 6 hit points, hardness 0, and takes double damage from fire.

Appendix 2: 

Maps

Introduction: The Counties of Pelsand and Deltrees

[image: image2.emf]


Encounter 2: Forest Trail
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One square = 5ft x 5ft.

C: Celéna; E: Average start point Etercaps; P: Average start point Party

Encounter 2: Ettercap Camp
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One square = 5ft x 5ft.

X: Captured Pixies

Encounter 4: The Mine
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1: Mine Entrance

2: Mining Room and two side tunnels

3: Trap and side tunnel

4: Dripping Water

5: Slide

6: Pit

Appendix 3:

New Rules Items

New Magic Items

Spool of Endless Rope

A spool of endless rope contains an unlimited supply of the finest silk rope, yet the whole spool weighs only a single pound. The spool comes with a belt loop so it can be hung conveniently at the adventurer’s side.


To use a spool of endless rope, the owner feeds out as little or as much rope as desired, up to a maximum of 500 feet at any one time. When finished with the rope, the owner can simply wind it back onto the spool. (feeding out or rewinding requires 1 round per 50 feet of rope).


The rope can’t be entirely separated from the spool, though it can be cut or broken as a normal silk rope can be. Any portion of rope cut away from the spool disappears instantly, but the spool immediately replenishes the missing rope.


The rope from a spool of endless rope can be spliced or knotted together with another rope (including a rope from a second spool of endless rope), but the rope can’t be wound back into the spool while so attached.


Moderate conjuration; CL 9th; Craft Wondrous Item, Leomund’s secret chest; price 2,000 gp; Weight 1lb.


Source: Complete Adventurer, pg 135

Player’s Handout I:

Treasure Map
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Favor of the Caravan 


This favor counts as a favor with the Iron Band Contraband Cartel. 


As long as the PC has this favor, the PC has a +2 bonus on Charisma based skill checks with the Pawluck Valley halflings. 


Normally a PC who wants to buy an item during a scenario not only needs access, but the item must also be available according to the gp limits of the town the PCs are in at the time. As long as the PCs have this favor, there is a sizeable halfling population in the area and the PC has the time to contact them (both determined by the DM), the gp limit of the community can be ignored.








Gratitude of Tasali and Armenis Bregohan


This counts as a favor with the count of Pawluck Valley or the Pitchfield Merchants.


A member of the Pitchfield Merchant Guild may expend this favor to use Tasali's influence to gain a free trade contact in either Newkeep or Pitchfield. 


�Pixey Dust 


This small gift of the pixies is a fine powder. When sprinkled on an item, it affects that item as if supported by a Tenser's floating disk, cast by a 1st level caster - meaning it floats approximately three feet from the ground, and follows you around. It can not be used on a living being.


Faint evocation; CL 1; Craft Wondrous Item, Tenser's floating disk, crafter must be fey; Price 20gp
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