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How to Use This Product

This adventure is specifically designed to be easily incor-
porated into any existing D&D campaign. Feel free to
alter the names of places and characters and customize the
details of the adventure to fit your own world.

You should be able to run this adventure in a single game
session. You should read it through at least once and study
those sections you will need to know well. In particular,
you should familiarize yourself with the features and
capabilities of any new monsters, spells. and magic items
introduced in the adventure.

You can get the adventure started quickly and easily by
reading the intro on the back cover to your players. You
may also wish to photocopy the map on pages 8 and 9,
both for your own reference and to show to the players, if
appropriate,
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FRODERICK’S
TOMB

By Mark L. Chance

DM BACKGROLUND

Froderick the Uncanny. master thief and archmage, died 150
years ago. In life, he was a consummate rogue and avid game play-
er. As Froderick neared the end of his days, he built an unknown
number of tombs in which his remains and most valued possessions
might be interred. Two so far have been discovered, but tales tell of
as many as a dozen. Froderick’s remains and full wealth have never
been found.

The two false tombs shared many features, Both were trapped
with mechanical devices and magical wards. Each employed sum-
moned and bound guardians. Treasure seekers had to solve puzzles
or answer riddles in order to gain access Lo certain areas or impor-
tant objects, Both claimed the lives of careless adventurers.

Recently, the sage Peck Ardell unearthed another of
Froderick’s tombs. Ardell found excerpts from one of Froderick’s
diaries quoted by an imperial architect in a treatise on magical con-
struction techniques. Ardell is most interested in learning the
secrets of the tomb and is willing to pay in order to sate his curios-

ity.

ADVENTURE SUMMARY

Froderick’s Tomb is a d20 System adventure suitable for 4-6
characters of levels 4-6. A party without at least one competent
rogue is best advised to avoid the tomb, By adjusting the numbers
and abilities of the monsters and the DCs of the various traps, the
scenario can be customized to any experience level. Froderick's
Tomb can be played as a stand-alone adventure or incorporated into
an existing campaign.

Ardell offers the characters 500 gp for a map of the tomb. He
further promises to pay 50 gp to each character who grants him an
interview about the details of the adventure. Ardell wants nothing
from the tomb. Characters keep all treasure they manage to
relrieve.

COMMON FEATURES IN THE TOMB

Areas within the tomb have several common features. Walls
are superior masonry (1 ft. thick, Hardness 8, 90 hp, Break DC 335,
Climb DC 20). Ceilings are flat and 20 feet high unless otherwise
noted. Floors are smooth stone and are covered with tiles that form
a mosaic pattern of interlocking squares. Normal doors are made of
strong wood: holes have been drilled in the wood and filled with
iron (2 in. thick. Hardness 5, 30 hp, Break DC 28). The entire inte-
rior is unlit. Furthermore, all doors are locked (Open Lock DC 25).




Secret doors (Search DC 25) are made of stone (4 in. thick,
Hardness 8, 60 hp, Break DC 28) and are also locked (Open Lock
DC 25). In the tomb are three colored doors. These can only be
opened with the matching colored key.

Spells that affect rock or stone do not function against the
walls, floors, ceilings, or secret doors within the tomb. It is also
very difficult for spellcasters to gain information from divination
spells about areas they cannot directly observe. This effect dupli-
cates nondetection (DC 30 to overcome). Finally, one-way doors in
the tomb cannot be affected by knock, but none of them are locked
and they can be easily opened from the correct side.

Access to the tomb is through a narrow cave that leads to a
descending rough-hewn tunnel.

TIMED CHALLENGES

Areas 3, 11, and 18 present timed puzzles for the characters to
solve. Do not reveal that these challenges are timed. It is recom-
mended that after every five minutes of real time, the DM roll 1d6.
On a |, the time expires and the trap activates,

FRODERICK’S TOMB

1. WARNING CHAMBER

en doors: one il:] the center o thﬁuorthem
the middle of the eastern wall.

Both doors have identical permanent programmed images that
trigger when any character approaches within five feet. When
either illusion is activated, a disembodied face appears before the
door and says: “Choose another path! This way leads only to
death!”

2. A DANGEROUS INTERSECTION

Anyone walking into the intersection triggers the pit trap, The
pit shuts and resets one round after being sprung. Anyone caught
within the pit when it shuts and resets is teleported back to area 1.
All of the character’s magical equipment is teleported to area 16.
There is no saving throw against either effect.

3. TOY ROOM

aggedy girls, and so on. Also noteworthy is the cerami
owl containing several multicolored bean-shaped obje

sove the bowl is a handwritten sign that reads “Eat me
n Common,

The toys are not magical, but 10 are worth 50 gp each to a col-
lector, There is one magical bean in the bowl for each character. A
character who eats a bean can opt for a Will save (DC 15) to avoid
being reduced to half-normal size. This duplicates the spell dimin-
ish, except none of the character's equipment is affected and
shrinkage lasts for no more than one hour. Keep in mind the -5
Strength reduction and new size-related restrictions on weapons.

The secret door in the northern wall is three feet high and two
feet wide. When opened, a two-and-a-half-foot-wide, three-foot-
high corridor is discovered.

4. UNSAFE PASSAGE

When any character reaches the first intersection, three clock-
work rats animate and move to attack. The constructs pursue char-
acters that run, and they fight until destroyed. Due to restricted
space in the corridor, characters more than two feet tall suffer a —1
penalty to attack rolls with swung weapons such ag longswords and
maces. Characters more than three feet tall have to crouch while
walking. These characters suffer a —3 penalty to attack rolls with
swung weapons and a —1 penalty to attack rolls with all other
weapons.
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5. ROOM OF THE BLUE KEY

Upon entering this 15 ft. by 15 ft. chamber, magic shrinking
from the beans in room 4 is dispelled. Against the southern wall is
a table bearing a two-foot high model of a gatehouse with three
portcullises. In front of the model stand four one-inch tall models
of ogres. Each ogre is a different color: green, pink, white, and yel-
low.

As soon as a character approaches to within five leet of the
table, the ogres snap to attention. Each takes a step forward, speaks
loudly and clearly, and then steps back into place.

Green Ogre: “Listen carefully. The yellow ogre is not first, you
must know.”

Pink Ogre: “What's more, the green ogre stands between pink
and yellow.”




White Ogre: “Of course, the pink ogre stands between green
and white.”

Yellow Ogre: “Speak our order quick, but do not touch, and
vou'll avoid a fight.”

The correct order is White, Pink, Green, and Yellow. If any
character correctly answers the ogres’ riddle, the roof of the gate-
house model clicks and springs open to reveal a small space hold-
ing a six-inch long key made of some strange bluish metal. This
key opens the blue doors in area 16. If the riddle is answered incor-
rectly, not answered in time, or the ogres are moved, the trap acti-
vates automatically.

Characters may examine the model. A Search check (DC 20)
reveals the presence of a concealed keyhole above the middle
portecullis (Open Lock DC 25). The lock cannot be safely tampered
with unless the trap has been disabled. The model and ogres can be
taken, but the gatehouse weighs 50 pounds and is rather bulky.
Removing the trap from the room dispels its magical properties.
The ogres are valueless. The model could sell for 100 gp to a col-
lector.

The door is indeed protected by a magical trap. If the door’s
lock is picked or any attempt to force the door is made, all charac-
ters within 30 feet of the X indicated on the map teleport to area 7.
Any unsuccessful attempt to disable the trap activates it. The magic

trap cannot function more than once in a 24-hour period.

Characters teleported into the chamber all appear within a 10-
foot radius of the secret door, facing the statue. The secret door
itself can only be opened from within the room. The animated stat-
ue fights until destroyed. It pursues characters from the room,
smashing through the secret door if necessary.
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8. FALSE DOOR

The door here is a trap. Behind it is a blank wall. The trap caus-
es a platform to drop from the ceiling in the shaded area, and three
mounted heavy crossbows fire bolts toward the door, possibly
catching targets flat-footed. The platform returns to the ceiling the
round after the crossbows fire.
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9. ANOTHER DANGEROUS
INTERSECTION

Anyone walking into the intersection triggers the pit trap. The
pit shuts and resets one round after being sprung. Anyone caught
within the pit when it shuts and resets is teleported back to area 1.
All of the character's nonmagical equipment, excluding coins,
gems, and jewelry, is teleported to area 16. There is no saving
throw against either effect.




A permanent silence spell affects the entire room. The spin-
ning wall cannot be safely jammed. An object shoved into the arch-
way suffers 10d6 points of damage. If this damage does not break
the impediment, it becomes stuck fast. A Strength check (DC 30)
pulls the impediment free. If the spinning wall is jammed, the arch-
ways are at least partially closed.

It is possible to jump through the archway while it is open.
Characters attempting the leap must make a Dexterity check (DC
20). Tumbling skill can be used instead of raw Dexterity. The inte-
rior of the chamber is quite safe. Dodging through the second
archway requires a second Dexterity or Tumbling check (DC 20).
Failure is quite painful. The aforementioned lever causes the wall
to slow down and stop so that both archways are open.

11. ROOM OF THE RED KEY

When the coins are touched, a voice speaks from the red crys-
tal sphere: “Ten and eight, eight and ten. Arrange the coins or face
death again.”

This is a timed challenge. The characters have to arrange all 11
coins, one per circle, so that each line of three coins totals 18 (see
diagram). If the puzzle is not solved or a character unsuccessfully
tampers with the sphere, the trap activates automatically. If the puz-
zle is solved, the sphere shatters harmlessly into bits of worthless

glass and a key made of some strange reddish metal falls onto the
table. This key opens the door to the altar room (area 14).
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12. A DEADLY DEAD END

As the lead character rounds the bend toward the easterly sec-
tion of the corridor, a pressure plate in the floor is triggered. The
trigger causes a section of the ceiling to fall, forming a ramp (see
shaded area of hallway). A very hungry gelatinous cube slides
down the ramp and oozes down the hall. Once the cube is off of the
ramp, & counterweight pulls the ramp back into the ceiling. The
cube fights to the death. Its treasure floats inside its jellylike body.

Trap: CR 1
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Floating within the cube are 25 gp, a piece of star rose quartz
(50 gp), and a masterwork dagger. The leather wrapping has dis-
solved from the dagger's hilt.

13. THREE DOORS
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All the doors are locked, but none of them are trapped.

14. CHAOS SHRINE

Anyone who places at least 10 gp worth of material in any
bowl activates a magical effect, as summarized on the table below.
Any items, regardless of value, placed in any of the bowls vanish
forever. No character can benefit from or suffer more than one of
the altar’s spell effects per week.

Idol Alignment Effect

Strength Any good Bull's strength tor 1d4 hours
Strength Any non-good  Loss of 1d4+1 Str for 1d4
hours (Will save DC 17 avoid)
Freedom of movement for 1d4
hours

Thieves Any good or evil Slowed for 1d4 hours (Will
save DC 18 avoids)

Magic vestment for 1d4 hours
as if from 3rd-level caster
Doom for 1d4 hours (Will save
DC 16 avoids)

Thieves LN, CN, N

Slaughter  Any evil

Slaughter  Any non-evil

Anyone attempting to destroy, damage, or otherwise affect the
altar becomes subject to bestow curse (Will save DC 18 negates),
inflicting a—4 penalty on attack rolls, saving throws, ability checks,
and skill checks.

14. INDOOR POOL

Lurking in the pool is a watery lasher that is bound to slay any
who enter the water without holding the yellow key in plain sight.
It will use its merge with water ability to attack by surprise, and it
fights to the death, making full use of its abilities.

Characters fighting in the water are hampered. Those five or
more feet tall are considered wading, and suffer a —2 penalty to
Dexterity and can move only half as far as normal in a single round.
Characters less than five feet tall are considered swimmers in calm
water. They lose all dodge bonuses to AC and must make Swim
checks to move.

16. TREASURE ROOM

The blue door is actually another trapped false door. Opening
the false door, with or without the blue key from area 5, activates
the trap.

The real door is the secret one to the right of the trapped por-
tal. When opened, it reveals a 10 ft. by 10 ft. empty chamber. In the
northern wall is another bright blue door. This one is not trapped
and can be opened easily using the blue key. Unfortunately, the
room is home to a permanently invisible ochre jelly that creeps
forward to attack anyone who enters the room. The ochre jelly can-
not ooze under any of the secret or colored doors.

Behind the blue door is a larger room. Piled along the northern
wall are weapons, armor, vials of liquid, and various other items,
including any characters’ belongings teleported here from areas 2
or 9.

); HD 610+27; hp 60; Init -5
4 (-1 size, -5 Dex); Atk +5
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The following normal items are found in the treasure room: a
masterwork greataxe, a mighty composite longbow (Str 16), 20
masterwork arrows in a quiver. a masterwork breastplate, a
climber’s kit, a silver dagger and its sheath, three flasks of
alchemist’s fire, a suit of masterwork studded leather, a masterwork
longsword and its scabbard, a masterwork light crossbow, 10 nor-
mal bolts in a case, and various pouches, belts, and articles of cloth-
ing of no exceptional value.

There are also several magic items: two 3rd-level divine magic




scrolls (comprehend languages and detect undead: and endure ele-
ments, barkskin, flaming sphere, and warp wood), potion of blur,
wand of mage armor (5 charges), a Quaal’s feather token (tree), a
+1 kama, a potion of cure light wounds, and a potion of cat’s grace,
All of the potions are labeled.

17. GOING UP!

The five-foot by five-foot section of floor at the end of the cor-
ridor is affected by a permanent reverse gravify spell. Anyone
entering the area “falls” 30 feet to the ceiling above.

YELLOW KEY

The door leading into this room is trapped. I activated, the trap
dispels the reverse gravity effect for 1d4 rounds.

‘When the door is opened, a 20 ft. by 20 ft. chamber is revealed.
Into the wall opposite the door are carved the outlines of five rows
of five boxes each. Within each box is a single letter in the
Common tongue. The room is otherwise unremarkable. When any
character approaches within 10 feet of the lettered wall, a disem-
bodied voice says: “Speak the hidden sentence or against doom
there’s no defense.”

This is a timed challenge. The characters must find and read
aloud tne sentence hidden in the pattern. Starting with the Y in the
top row, following a continuous line from letter to letter, are these
words: “You found the hidden sentence.” Failure to speak the sen-
tence correctly before time expires or a failed attempt to circum-

vent the trap

altogether acti-
vates the trap. If
the puzzle is
solved, the Y's
square swings
open to reveal a
key made of
some  strange
yellowish metal.
This key opens
the door to area
13.
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19 FRODERICK S FALSE TOMB

Extending 25 feet north to south and only 15 feet east to weslt,
this room is obviously a crypt. The ceiling rises to an impressive
25-foot-high arch. A stone sarcophagus, the lid carved to resemble
a human nobleman, rests lengthwise along the southern wall.
Affixed in niches in the wall above the sarcophagus are two large
rubies and two large diamonds.

Bound within each ruby is a fire mephit and within each dia-
mond is an ice mephit. The monsters are released from captivity
when any two characters come within 15 feet of the sarcophagus.
The binding magic compels the mephits to fight intruders. The sar-
cophagus itself is locked (Open Lock DC 20). It is not trapped.
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The gems can be removed from their niches. They are worth
1,000 gp each. In the sarcophagus is a scroll on which are inscribed
these words in Common: “*Congratulations! You found one of the
Uncanny Froderick’s false tombs!™

NEW MONSTER

WATERY LASHER

Medium-size Elemental (Water)

Hit Dice: 4d8+12 (34 hp)

Initiative: +9 (+5 Dex, +4 Improved Initiative)
Speed: 20 ft., swim 90 ft.

AC: 23 (+5 Dex, +8 natural)

Attacks: Slam +8 melee

Damage: 1d8+1




Face/Reach: 5 ft. by 5 ft./10 ft.

Special Attacks: Water mastery

Special Qualities: Elemental, fast healing 2, merge with water
Saves: Fort +7, Ref +6, Will +I

Abilities: Str 13, Dex 20, Con 17, Int 8, Wis 11, Cha 11

Skills: Listen +8, Spot +8

Feats: Combat Reflexes. Improved Initiative, Weapon Finesse (slam)
Climate/Terrain: Any land or underground

Organization: Solitary

Challenge Rating: 5

Treasure: None

Alignment: Usually neutral

Advancement Range: 5-7 HD (Medium): 9-15 HD (Large)

The watery
lasher is an ele-
mental creature
of exceptional
speed and feroc-
ity. It appears to
be a roiling col-
umn of water
with snakelike,
liquid tentacles.
It has no dis-
cernible back or
front and visible
eyes. A watery
lasher cannot
stray more than
180 feet from
the water from
which it was
conjured. It
speaks Aquan
but seldom has
any reason to do
$0.

COMBAT

A watery lasher prefers to fight in the water where it is at its
most deadly. It attacks with a powerful slam from a tentacle.

Fast Healing (Ex): As long as it is in contact with water, a
waltery lasher has fast healing.

Merge with Water (Ex): As a standard action, a watery lash-
er can merge with a sufficiently large body of water, becoming
effectively invisible. It cannot remain merged with water and
attack.

Water Mastery (Ex): A watery lasher gains a +1 attack and
damage bonus if both it and its foe touch water. If either the foe or
the lasher is landbound, the lasher suffers a —4 penalty to attack and
damage. These modifiers are not included in the statistic block.

Elemental: Immune to sleep, poison, paralysis, and stunning.
Not subject to critical hits or flanking. Possesses darkvision with a
range of 60 feet.

FANTASY FLIGHT GAMES

Fantasy Flight Games, Inc. (FFG) is a leading publisher of
roleplaying games, card games, and boardgames, and creator of the
innovative customizable disk game category. FFG’s bestselling and
award-winning game products include the Diskwars and
Doomiown: Range Wars CDGs, the Twilight Imperium boardgame,
and the Blue Planet v2 RPG. For more information about Fantasy
Flight Games and its exciting products, visit the company's website
al www.lantasyflightgames.com.
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The Open Game License

The fallowing texi is the propery of Wizards of
the Coast, Inc. and Is Copyright 2000 Wizards
of the Coast, Inc ("Wizards”). All Rights
Reserved.

1. Definitions: (a)"Contributors” means the copy-
right and/or trademark owners who have con-
tributed Open Game Content; (b)'Derivative
Material” means copyrighted matenal including
derivative works and translations (including inta
oiher computer languages), potation, modifica-
tion, correction, addition, extension, upgrade,
Improvement, compillation, abridgment ar other
form in which an existing work may be recast,
transformed or adapted; (c) "Distribute” means
to reproduce, license, rent, leasa, sall, broad-
cast, publicly display, transmit or otherwise dis-
tribute; (d)"Open Game Content” means the
game mechanic and includes the methods, pro-
cedures, processes and routines to the extent
such content does not embody the Product
Identity and is an enhancement ovar the prior
art and any additional content clearly identified
as Open Game Content by the Contributor, and
means any work covered by this License,
including translations and derivative works
under copynight law, but specifically excludes
Product |deritity, () "Product |dentity” means
preduct and product line names. loges and iden-
tifying marks Including trade dress; arifacts;
crealures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, lan-
guage, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes
and graphic, photographic and other visual or
audlo representations; names-and descriptions
of characters, spells, enchantments, persanali-
ties, ieams, personas, likenesses and special
abilities; places, locations, environments, crea-
tures, equipment, magical or supernatural abill-
ties or effects, logos, symbols, or graphic
dasigns; and any other trademark or registered
trademark clearly identified as Product identity
by the owner of the Product Identity, and which
specifically excludes the Open Game Content;
(f) “Tracdemark” means the logos, names, mark,
sign, motto, designs that are used by a
Contributar o identify itself or Its products or the
associated products contributed te the Open
Game License by the Contributor (g) "Use”,
“Used" or "Using” means ta use, Distribute,
copy, edit, format, madify, translate and other-
wise create Derivative Matenal of Open Game
Cantent, (h) "You" or “Your” means the licensee
In terms of this agreemeant

2. The License: Thie License applies to any
Open Game Cantent that confains a notice indi-
cating that the Open Game Content may only
be Used under and in terms of this License: You
must affix such a notice to any Open Game
Coentent that you Use. No terms may be added
to or subtracted from this License except as
described by the License itself. No other terms
or conditions may be applied to any Open
Game Content distributed using this License

3. Offer and Acceptance: By Using the Open
Game Conteni You indicate Yaur acceplance of
the terms of this License

4, Grant and Consideration: In consideration for
agreeing lo use this License, the Contributors
grant You a perpetual, worldwide: royalty-free
non-exclusive license with the exact terms of
this License to Use, the Open Game Content

5. Representalion of Authority to Contribute: If
You are contributing original material as Open
Game Contenl, You represent that Your
Contributions are Your original creation and/or
You have sufficient rights to grant the rights con-
veyed by lhis License,

6. Notice of License Copyright: You mus! update
the COPYRIGHT NOTICE portion of this
License 1o include the exact text of the COPY-
RIGHT NOTICE of any Open Game Content
You are copying, madifying or distributing, and
You must add the title, the cepyright date, and
the copyright holder's name to the COPYRIGHT
NOTICE of any onginal Open Game Cantent

SCIENCE FICTION ROLEPLAYING

ON THE NEW FRONTIER

you Distribute

7. Use of Product Identity: You agree not to Use
any Product Identity, including as an Indicatian
as ta compatibility, excepl as expressly licensed
in another. independent Agreement with the
owner of each element of that Product Identity.
You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered
Trademark in conjunction with a work containing
Open Game Content excepl as expressly
licensed in another, independent Agreement
wilh the owner of such Trademark or Registered
Trademark. The use of any Produet Identity in
Open Game Content does not constitute a chal-
lenge to the ewnership of thal Product Identity.
The owner of any Product Identity used |n Open
Game Gontent shall retain all rights, title and
Interest in and to that Product Identity

8, dentification: Il you distribute Open Game
Content You musgt clearly indicate which par-
tions of the wark that you are distributing are
Open Game Content.

9, Updating the License: Wizards or its desig-

nated Agents may publish updated versions of
this License. You may use any authorized ver-
sion of this License to copy, modify and distrib-
ute any Open Game Content ariginally distrib-

uted under any version of this License.

10. Copy of this License: You MUST include a
copy of this License with every copy of the
Open Game Content You Distribute

11. Use of Contributor Credits: You may not
market or advertise the Open Game Content
using the name of any Contributor unless You
have written permission from the Contributor 1o
do so.

12. Inability to Comply: If it is Impassible for You
to comply with any of the terms of this License
with respect to some or all of the Open Game
Content due to statute, judicial order, or govern-
mental regulation then You may not Use any
Open Game Material so affected

13. Termination: This License will terminate
automatically if You fall to comply with all terms
herein and fail to cure such breach wiihin 30
days.of becoming aware ol tha breach. All subli-
censes shall survive the termination of this
License

14. Reformation: If any provision of this License
is held to be unenforceable, such provision shall
be reformed only to the extent necessary to
make it enforceable

15. COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2600,
Wizards of the Coast, Inc.

System Reference Document Copyright 2000,
Wizards of the Coast, Inc.; Authers Jonathan
Tweel, Monte Cook, Skip Williams, based on
original material by E. Gary Gygax and Dave
Ameson

Legends & Lairs Instant Adventures, Copyright
2001, Fantasy Flight, Inc

Download the FREE Blue ‘ ;"
Planet Preview at BPV2.COM 7 ~.



S =id ”l‘ desk of his cluttered study.

Pp il

‘—\\‘., by an imperial architect on magical
i construction techniques. Based on |
- these fragments, I have been able to | ;,’:J

Frooerick’s
Tomb

' The wizened sage shuffles through
.. some yellowed papers on the

“As you probably know, Froderick
the Uncanny, master thief and arch-
mage, died 150 years ago. In life, he
was a consummate rogue and avid’
game player. As Froderick neared the end
of his days, he built an unknown number of tombs in
which his remains and most valued possessions might be
interred. Tweso far have been discovered, but tales tell of
as many as a dozen. Froderick’s remains and full wealth | -
ha\:e’l}ever been found. 0]

)
"

“Recently, I discovered excerpts from ﬁ'
Froderick’s diaries in a treatise written '

y discern the location of another of
o, Froderick’s tombs. A{

oy

“As you can well imagine, I am \%
extremely interested in learning the secrets |
of this lost tomb. I am willing to pay you 500 gp
for a map of the tomb. In addition, I am offer-
ing 50 gp to each of you who agrees to grant me
an interview after your exploration of the com-
plex. You, of course, can keep any treasure you
find in the tomb.

| *“Now, I must warn you, this excursion is likely
. to be perilous. Froderick was a master architect
| who favored both magical and mechanical
traps, as well as summoned and bound
guardians. You must be alert, cautious, and
skillful if you are to succeed.”
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