
Go to the free map to continue to the forges and the fantastic inventions room.

Getting inside the inventions room will be difficult. A poisonous dart will spring forth from the shadows and strike the knight. The dart contains a paralyzing poison DC with initial and secondary damage.

From the shadows, a familiar man to the adventuring party will appear. “Goodness me, this place is more astounding than I could have ever imagined. Thank you for clearing the way so that I might see it for myself. I never thought that a Stone of Tamoa could raise the hidden Undercity. Too bad it shattered after it fell to the ground caused your friends to vanish. They could be anywhere.” It’s the explorer from that Imperial Navy Port the original party landed at. His voice begins to change. He no longer sounds like a scruffy retired soldier, instead his voice radiates confidence and a sense of command. “I’m going to assume you want in there. Well I discovered this city first, so I cannot let that happen.” He holds up a red faceted stone that from this distance is hard to make out. “The other Stone of Tamoa is in my hands and is the key to this vault. Now step aside and let me claim what is mine.”

If resisted: 

His appearance seems to melt away, his body reconfiguring into a tall man in red and black robes. Mage fires appear around him, illuminating four more individuals dressed in tattered red and blue vests. All of their hands and feet seem to be wrapped in some sort of black cloth strips and they all appear to be armed with staves, nunchaks and kamas with long rifles on their backs. “We are of the hidden order of the Scarlet Brotherhood. It would be a mistake for you to challenge our rule of the south seas. This city and everything down here belongs to the Brotherhood now.”

Level 11 Monk/sorcerer and Lvl 8 monks.

Inside the inventions room are several dusty displays of armor, weapons, and other curiosities. It appears there has been no activity in here for even longer than there has been no activity outside this room. The air feels stale and dry and most of the wooden architecture here remains in minimal decay. 

nonmagic

+3 Navigation tools 4500GP

Fine golden crown - Looks like this nest-like crown was woven out of fine gold thread. It’s quite sturdy and has numerous colored gems set into the nest. 10000GP

Sack of 30 acid bullets - These small glass bullets appear to has some sort of caustic blue liquid in them. 1d4 acid damage in addition to the standard damage. 2000GP

One brick with dwarves runes - a grenade weapon that produces a 60 foot diameter blast. 6d10+20 damage to all targets. Reflex DC 20 for half. 1500GP

A masterwork suit of stone armor specially made for a dwarf. +10 AC, +0 dex bonus, 15 ft max speed, -7 armor check 5800GP

+1 Mithral Splint Mail - This splint mail is adorned with fine artwork of various battles and points in ancient dwarf history.  Dex bonus +2 , -4 armor check penalty.  AC +7

Magic

Wild Ring of the Magic Fang.  Grants +1 on all natural attacks. (pg 125 aeg)

The mystery room

The stone turns green after being used on the treasure room. 

Ahead is a massive set of green stone doors. There are no designs or inscriptions on this door, nor is there any visible device to open them. All magic is absorbed and sent back out to anything that contacts them.

Inside, the room is dimly lit by a large glowing crystal suspended by chains. The walls are covered in thousands of runes and numerous pictures. They seem to depict some sort of ancient disaster that befell the land. People being swallowed up by the earth, massive tidal waves, continental storms, etc… At the far end of the room there are six pedestals. Each of them except one is empty. There appears to be a corresponding picture on the wall behind them, but it looks like all the pictures were destroyed.

If read, the runes say: “Ten thousand years ago, a great tragedy befell this once peaceful land. A powerful mage who set upon a path to darkness rampaged across the land, leaving nothing but death in his wake. Forging a powerful weapon with the aid of those he imprisoned, he proceded to use this staff of sundering known as “Matreyus” or “Storm” to wipe out all life on our world and reseed it with his own people and foul creations. The Githrazai, the Elves, and the Dwarves forged these six enchanted weapons and the Seeing Stones to both find and destroy the mage and his artifact weapon. While the mage was destroyed, the seeing stones were lost and his weapon was never recovered. It is speculated that it has been taken by the Gods and hidden on the Astral plane. One of the mage’s creations survived in the form of Humans and Halflings. Blessed by the gods, these men have been allowed to make a name for themselves.”

weapon stats: +3 Morningstar “Kiyamar” 1d12 (x3)+1d8 electricity.  Shouting “Kiyamar” unleashes 3d6 chain lightning (hits two additional targets for half damage.) Reflex DC 18

As soon as you touch the weapon, the morningstar seems to peer into your soul, whispering unintelligibly.


