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FROM THE EDITOR.

s the youngest editor at
Paizo, 1 take a fair amount
of flak. Most of the other

editors were gaming before I'was born, and
people are constantly quoting classic sci-fi
and fantasy movies, only to walk away in
disgust when it's pointed out that Ghost-
busters and T were released in the same
year, Yetas aresult, I frequently find myself
designated the office’s Voice of Youth, and
with that in mind T feel there are a few
issues that need to be addressed.

First off, hack-and-slash is dead. As far
as I'm concerned, once Diablo hit, it was
all over, and further videogames have just
nailed that coffin tighter. When it comes
to grinding, looting, and leveling, no DM
in the world can compete with legions of
programmers and graphic artists. Sure, it
can still be fun to sit around a table and
wade through a tide of skeletons with your
friends... but some people enjoy driving
Model Ts and building ham radioes. That
doesn’t make them any less obsalete.

This by no means adds up to the death
of RPGs, however. On the contrary—now
more than ever, people are growing bored
with straightforward number-crunched
statistics and focusing on the roleplaying
side of things. What the gamers of tomor-
row want is story, and if it's hard-and-
fast evidence you're after, you need look
no farther than the pages of DuncEON:
While old-school dungeon crawls like
Maure Castle remain popular, there’s
a new guard of authors—people like
Nick Logue and Rich Pett—who are fast
becoming fan favorites, not because of
their twisted monsters and traps (though
they have plenty), but because they

deliver rich, intricate worlds with dis-
tinct flavors and interesting NPCs. Chris
Wissel's “Diplomacy” in issue #144 is an
extreme example, and one that’s pulled
off admirably. With only two combats and
a handful of skill checks, he manages to
put together one of the most engaging
adventures of the year. Even in the Sayage
Tide Adventure Path, with its demons and
dinosaurs, the character people seem to
talk about the most is the foppish Avner
Meravanchi. The fluff, it seems, is quickly
outweighing the crunch.

This shift toward story isn't the big-
gest example of D&D's generation gap,
either—gaming culture itself is chang-
ing, and I don't think it's going too far to
say that we're seeing the final days of the
gamer geek.

'That's right, I said it: nerddom is dying
out, and I couldn’t be happier.

It sounds crazy, but look around you.
Growing up; 1 was taught by my geek
forebears that the only place to find other
gamers was your local game store, and
maybe play-by-mail or IRC chatrooms.
Gamers were their own breed, with their
own language (some things never change)
and a mutually antagonistic relationship
with the rest of society.

Imagine my surprise, then, when 1
reached college and suddenly found
myself surrounded by a sea of happy,
successful gamers. Nostalgic, campus-
wide Goldeneye tournaments, LARP-
ing on the Quad, and Assassins in the
classrooms—all without shame or
stigma. Sure; there are still plenty of
us who live in exile, but with each year
it seems imcreasingly self-imposed.
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Stereotypes are breaking. My current
gaming group, for instance, consists of
a lawyer, a geneticist, a teacher, a pro-
grammer, an engineer, and the ubiqui-
tous game designer—all socially adept
and (gasp!) romantically successful.
What happened?

In short, society came to us. Halo 2
invaded every frat house in America, Peter
Jackson brought the Lord of the Rings into
every living room. With a larger popula-
tion than the average nation, World of War-
eraft made elves and druids standard water
cooler chatter in the workplace. As each
successive wave of children grows up hav-
ing never knowna world witheut Final Fan-
tasy, the fundamental definition of what it
is to be a geek weakens, Even if many of the
new recruits stick with video games, the
fact remains that “MMO” is meaningless
withoutthe RPG. Heredn Seattle, nerds are
quickly becoming associated with brains,
cash (thanks, dot-com booml), and indie
music. And bit by bit, people are coming
out of the RPG closet.

Of course, many of you may disagree
with my assessments, but hey—that’s
what “Prison Mail” is for. And it’s entirely
possible that T haven't a clue what I'm
talking about.

After all, what do I know? I'm just
akid.

James L, Sutter
Assistant Editor

Jjames.sutter@paizo.com
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Check out the DUNGEON messageboards at
paizo.com{dungeon
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In Defense of John

I would like to respond and support
John Simcoe’s letter that was printed
in DUNGEON #143. First, if I'm not mis-
taken, Mr. Simcoe has been published
in DunNGEoN magazine at least twice,
starting with “Chasing The Snake” back
in DuNGEON #105. Why do T mention
this, you might ask? It's simple—he's
not just some religious crank with an
axe to grind, but a serious role gamer
who understands and loves the game.
DUNGEON magazine does not just print
articles from anyomne, there has to be a
certain something that makes them spe-
cial. John Simcoe has it.

Seeondly, there are other conservatives,
Christians, and those who are both, that
play D&D. This may be hard to believe,
but it is true. We are not a majority, but
I think that we represent enough of the
fan base that if we picked up our dice and
left (which I hope that other conserva-
tives and Christians will not), it would be
noticed, We are not asking that you limit
content, simply redo the covers a little
bit so that we do not have to take more
heat than we already do. It is not easy to
explain to loved ones, especially children
or young; adults, about the complexities
and choices of RPGs when cover artslaps

‘them in the face, makes them uncomfort-

able; or is frightening, Please realize that
not all people that look at this magazine
have the same mindset. I was showing my
mother and my children something in

that issue and they had a hard time get-
ting past the cover.

Third, please do not patronize or
pigeonhole gamers that are conservatives
and Christians. Frankly, the tone of the
editor's response was, “Oh the religious
nutsare atitagain!” No, we're not. Is it too
much to ask though that we be accepted
as members of the gaming community
without checking our values at the door?
The cover would not have been as much
of a concern, I think, ifit wasn't part of the
issue that held the adventure path. This
means that you have to buyit to follow the
adventure path. I could go on further, but
I would leaye the main topic of this letter.
We are not asking gamers to change for
us, just lighten the load we have to bear
by showing a little bit of restraint.

The editor said one more thing that
needs to be responded to, Thatis that D&D
suffered because of the names that demons
and devils were changed to in second edi-
tion AD&D, This flies in the face of what is
written in“30 Years of Adventure."1 loaned
out my copy so I do not have the page ref-
erence, butit said that 1996 was a greatyear
for TSR in terms of game sales, one of the
biggest that they had to date. What sank
TSR was the hardcover book trade and the
fact that they had to buy back all the unsold
hardcovers, Dragon Dice, and what not. So
TSR's demise wasn't because of a lack of
interest in gaming or a choice of names,
it was because they had taken a business

gamble and lost.
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Tn closing, please be aware that your audi-
ence is not monolithic, comprises both
sides of the social/political spectrum, and
does have real lives outside of gaming that
we deal with. Not one to simply address a
problem; I have a solution: T think that the
covers should stick to art from the main
articles or show adventurers doing what
they do. The cover art could tie in to articles
that feature DuncEon's iconic NPCs or new
monsters with game stats and such (what
is that Cleric of Wee Jas's name and stats?).
Thank you for a great magazine, quality
articles, and reading this missive.

. Jim Alpeter
Via Email
The fact that John wrote that (etter played a huge
role in my decision to print it. "Racing the Snake”
is one of my favorite adventures from my first
year of working on DunGEoN, and | have noth-
ing but respect for John (both for his adventures
and for his decision to write to us about #141's
cover). | don't regard John as a “religious nut" at
all, and | don't find it hard to believe that con-
servatives or Christians play DeD. [ know some
of them. Some of them work at Paize. Some of
them have written adveniures for DUNGEON.
My intent in responding to John's letter was not
to ridicule him or Christianity, but to talk about
why we chose what | knew would be a contro-
versial stibject for a cover.

A Love Letter!

I just recieved issue #143 and I'm happy to
be backon the Isle of Dread. It was the first
adventure I faced after defeating the carrion
erawler of my “sample” adventure,

I've only been reading DuNGEON for a
fewyears—3rd edition lured me back to the
game. [ have to say, though, the quality ofthe
issues has slipped since Erik Mona passed
the torch. What's the deal, James? Turn off
the Warcraft game! In the same issue you
speak of losing players to video-games, you
also write that you triple check for errors.

First of all, maybe concentrating on
putting out a superior product would
help hold on to gamers. Secondly, hello!
How hard s it to count rooms? You'd
think that somewhere in your triple-
checking someone would have noticed
the map for the lightning rail is missing
an area #8 (you guys couldn'’t count that
high?). OK, it is pretty easy to figure out
where area 8 is. It's also easy to come up

with stats for Lefty the pirate, should my
players wish to do anything else but a
Diplomacy check (a CR or an Ad-Hoc EL
would have been nice here).

Even the artwork seems to be riddled
with errors. (Not you, Wayne!). I don't have
the Eserron handbook, but unless the
zakya rakshasa is different than the Monster
Maniial rakshasa, it seems that Vikari’s
hands were reversed. And Gendry's spider
defender sure looks like a scorpion: Again,
Ldon't have the EBErrRON handbook, maybe
that is how itis supposed to look, but then
shouldn'tit have a sting attack? And speak-
ing of Gendry, that's a big ol light mace
he's got there. Looks bigger than Jozan's
from the Player’s Handbook, and it doesn't
even come close to the light mace shown
on page 120 of the Player's Handbook.

Clean itup guys, please! Not just because
I love the game and your magazine, but
also because you want $7.99 an issue!

C. Searing

Delano, CA

Good to hear from you, C. Searing! | don't

have much room left to address your concerns,
so | hape the following list does the trick.

1: Missing map tags are frustrating. This one's
a legitimate error, but as you point out, it’s easy
to tell where areq 8 is supposed to be.

2: Lefty does have stats. All the Rat's End
birates do. Their stats are all the same, and
they appear on page 38. (CR 2, by the waqy.)

3: As detailed in the EBERRON campaign
setting, zakya rakshasas do indeed have unre-
versed hands. They're weird that way.

4: As mentioned an page 24, Gendry gave
his spider defenders scorpion tails. They're
purely decorative. Not sure' why he did this.
Maybe he's compensating for something.

5: Foreshortening makes that mace look larger
than it actually is. If you don't buy that, make it a
heavy mace in your game.

Anyway, judging by the letter you wrote to
Erifk in issue #354 of DraGON, perhaps the
quality of DunGeoN hasn't slipped as far as
you might think—James Jacobs

MT. Z0GON
Fans of DuNcEon's favorite evil druid
have no doubt noticed Mt. Zogon’s
absence from this issue. Tony Moseley
has elected to take a much deserved
break for now.
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What you are, we once were.
What we are, you shall become.

eepin the forest, a winery-turned-

prisonhouses criminals the aris-

tocracy would like to forget, held
more by the purses of the wealthy than
by the power of the law. Yet when mind-
twisting horrors break through the cel-
lar floor, the resulting madness offers a
team of seasoned cons the chance of a
lifetime. Now the jailbirds masquerade
as the prison's guards, setting up a lucra-
tive scam, while beneath them the stones

of the prison's foundation quaver with

screams of those still trapped below,

“Escape From'Meenlock: Prison” is
a DUNGEONS & DRAGONS adventure
designed for four 1st-leyel PCs, and fits
easily into any campaign setting,

APVENTURE BACKCROUND

In a remote forest at the center of a
long-abandoned winery, ancient yines
grip an imposing chateau. Six years
ago, an enterprising businessman

named Stanmer
Parks converted the chateau into an
independent prison and instituted

and winemaker

himself as warden. Within a year, the
prison was at maximum occupancy as
various authorities remitted annual
stipends to “disappear” political
troublemakers. With free labor at his
dispesal and the assets of the estate
at hand, Parks resurrected the winery.
“Dissident’s Wine" is now quite popular,
particularly amongst the enemies of
the incarcerated.

One week ago, a prisoner digging an
escape tunnel unwittingly breached
an underground maze of abandoned
ankheg tunnels beneath the vineyards.
Shortly thereafter, meenlocks entered
the cellars through the tumnels and
began wreaking havoe using their rend
mind ability. The guards’ attempt to
repel the evil creatures was a profound
failure, and in the ensuing chaos, a

n

-

small faction of prisoners managed to
wrest control of the prison.

The newly freed prisoners, led by
accomplished confidence man Errol
“Rook” Mir, sealed off the eellars and
committed themselves to an audacious
gambit. Posing as warden and guards,
they have convinced a party of merchants
to purchase the remaining wine inventory
at great discount. When the merchants
return with the gold, the imposters plan
to simply walk out the prison’s front door,
rich and free,

ADVENTURE SYNOFSIS
Rumors of recent escape attempts prompt
the city jailor to hire the PGs to relocate

two prisoners from the chateau-prisonto!

a city-run facility. When the PCs arrive at
the chateau, the imposters, still awaiting
the merchants’ final payment, continue
theircharade. The “warden’ slylyidentifies
two still-imprisonied comrades asthe PCs'

MAY 2007 'DUNGEON
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transferces and directs the party to fetch
= the prisoners themselyes.
" In the dimly lit cellars, the PCs are

accosted by the panicked pleas of

horrified prisoners desperate to escape
their cells, as well as a few madmen
who already have. Hidden meenlocks,
referred to as “dark ones” by the inmates,
sow discord, dissension, and fear by
projecting disturbing phantasms into
the PCs' minds. While collecting the
false transferees, the PQs may discover
E 'ﬁe imposters'identities, either through
A “'_f‘ :tumerous clues or by default when the
: ons lrap them on the cell level, After
- escaping, the PCs must still locate and
‘retrieve the actual transferees, as well as
deal with the masquerading convicts,

~ ADVENTURE HOOKS
The city jailor, a retired military man
named Tarrow Shick, tasks the PCs
~with collecting two prisoners from the
-;. remcte chateau. Tarrow may simply hire
5 "’the PCs outright or offer them the task
s part of a bail bond arrangement or in
exchange for the parole of a friend or
family member.

THE MISSION

The adventure begins at Tarrow Shick's
~ modest cottage late on a crisp autumn
o evening, There, the 7s5-year-old Shick
(EN male human aristocrat 2/fighter 3)

IE DUNGEON MAY 2007
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© ESACPE FROM MEENLOCK PRISON

seats them, uncorks a bottle of wine, and
begins speaking while pouring a glass
for each PC.

“I've never tasted this wine,” he'says. "It
graces tables in social cireles well above my
own. This bottle was a gift passed down to
me along with a task. Both of which | now
share with you."

Tarrow takes a seat at the head of the
table, sips from his glass, and sighssoftly
in appreciation.

“This is Dissident’s Wine, so named
for the prisoners forced to work the
vineyard where it is produced. You sae,
the chateau at the center of that vineyard
is alsoiin the business of incarceration.
It provides cells for hire, and we, like
many authorities, use it for persons
requiring... special

“At present,

consideration.
we are holding two
prisoners there. As far as the public knows,
these men have simply vanished, and that
is how it'is to remain. Unfortunately,
rumors of recent escape attempts have
undermined my superiors’ confiderice
in the chateau's security and they have
demanded the

“I need someone to travel to the chateau

prisoners’ transfer.
and collect our two prisoners in secrecy. |
remind you again that these men's names
and deeds are ot impertant, To the rest
of the world, they den'texist. You'd be wise
to remermber that.”

Tarrow hands the PCs a sealed release
order for the prisoners, along with a
pouch containing 500 gp in payment.
He also gives them a map indicating the
location of the chateau, approximately
a fortnight away, and instructs the PCs
to hood the prisoners on their return
to conceal their identities. He refuses
to answer amy questions about the
prisoners, and as soon as the deal i3
concluded he politely but firmly ushers
the party out the-door, shaking their
hands as he does so.

Development: Tarrow warns the PCs
not to break the seal on the release form,
but anyone who does learns only the
names of the transferees: Lyle Benedict
and “Blessed of Pelor”

BY TIM AND EILEEN CONNORS

THE CHATEAU-PRISON

Two weeks ago the warden, primarily-a
sayvy businessman, and the cheap labor-
ers he hired as guards failed miserably
to repel a meenlock incursion, As the
guards opened cells in search of the elu-
sive creatures, desperate prisoners over-
ran them, beating them with broken
chair legs and the guards’ own weapons.
Four guick-thinking inmates stripped
the guards, piled them in a eell, donned
their uniforms, and ascended from the
cellar ready to catch further guards by
surprise. They found none, and docu-
mentation in the warden's office showed
none due for another five weeks. The four
escapees, suddenly finding themselves in
control of the chateau, locked down the
cellar, trapping any surviving puards and
other would-be escapees below.

Errol “Rook” Mir and two of his team
of con men, Finneus Tack and Del
Blackprize, were among the escapees.
The three were imprisoned for running
numerous highbrow, political confidence
games and are rumered to have thrown
elections, discredited guilds, and toppled
powerful families. ;
* After their escape, the con men
convinced the fourth escapee;astrapping,
callow youth named Lyle Benedict,
to stand with them in an audacious
gambit to become rich as well as free.
Rook dressed as the warden and the
three remaining men as guards. Their
disguise fooled a small party of wine
merchants, whom they convinced to
purchase the remaining wine inventory
at a significant discount. Three of the
four merchants left the chateau to
secure creditors for the large order and
are expected to return any day now with
the gold.

In the meantime they keep the'
remaining merchant, an obese hedonist.
named Rolphus Gage (N male human. [
commoner 3), 50 drunk and happythat
he hasn't questzoneclany er.'cen’mmues- 3

s

THE Con MEen: ERrROL “Rook” Mig,

FiNNEUS-T)\C_K,.DEI;__BLACKPQI?.E AND
SIMMOL REDTURN -
Male human expeit 3 e
NE Medium humanoid
Init +1; Senses Listen fS?'-Spét-:'l-sf velis
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Languages Camman, Elven
ouch 11, flat-footed 12

lee.sh_o rtspear +1 (1d6-1). :

*Base Atk +2; Grp +1

S

o Abllrt:es Str 8 Dex 12, Con 10, [nt 13, Wis

14, Cha 15

- Feats Persuasive, Deceitful, Skill Fcn:us( |uff)

Skills Bluff +13, Diploi
+10, Forgery +9, Gather Information +8,
Intimidate +10, Knowledge (local) +7,
Listen +3, Sense Motive +8

Possessions leather armor, shortspear,

guard uniform, 100 gp

TypicAL PriSONER: LYLE BEnNEDICT CR1
Male hirman expert 2

N Medium humanoid

Init+1; Senses Listen +7, Spot+2

Language Common

“AC 11, touch 11, flat-footed 10
~ hp5(2HD)
~ Fort+0, Ref+0, Will +6

S]:ld 30 ft,

* Melee club+2 (1d6+1) or
unarmed +2 (1d3+1 non-lethal)

Base Atk +1; Grp +2

Abilities Str 12, Dex 13, Con 8, Int 9, Wis 11,
Cha 10

Feats Alertness; Iron Will

Skills Diplomacy +5, Intimidate +5,

Knowledge (local) +5, Listen +7,
Profession +5, Sense Motive +5, Spot +2
Possessions makeshift club

ARRIVAL

Two. six-foot-tall decorative stone pillars
flank a wide dirt avenue that procesds north
for twe hundred yards, On either side; thick
fog coliects in the depressed hollows of
overgrown vineyards. An imposing stone
building stands at the avenue’s far end-

The dirt avenue loops into a wide
circle' before the enormous chateau.
Three stories tall and at least 150 feet
wide, the building is weathered but
maintains an imposing presence.
Ancient vines bite into its face, giving
the overall appearance of a single
stone block rooted to the earth by
erupting veins.

Estate Grounds

Finneus Tack, an escapee impaoster
calling himself Mr. Fine, steps out of
the front door at the party’s approach.
He is a handsome, clean-shaven man
dressed in a gray uniform with epaulets
on the shoulders. He politely but firmly
demands the PCs identify themselves
and their business. If presented with the
official release form, Finneus welcomes
them and brings them to Rook, who
smokes cigars in the Warden's office
with Rolphus the merchant.

MEETING THE WARDEN

Sitting behind a mahogany desk in this
brightly litand richly appointed office is
a handsome dark-haired man. Opposite
him, a well-dressed obese man reclines
in an ornate, leather-padded chair. The

fat man’s laughter coils puffs of cigar
smoke into the already foggy room, The
man behind the desk rises from his seat
and shakes hands with the PCs, then
opens up the release form and reads
over it thoughtfully.

A skilled con man, Rook instantly rec-
ognizes the release order as an oppor-
tunity. In addition to the three prison-
ers who escaped with him, two more
of Rook's eriminal associates remain
locked in the cellars, and could prove
useful in completing the scam. Though
he’s not about to risk his own neck to
save them from the meenlocks, he's more
than happy to let the PCs do it for him.

After what he deems a reasonable pause,

he places the note in a desk drawer and
addresses the party.
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Reok

“SThe documentation for the release of your
_&Ttwo prisoners is in order, Youlve already

met one of my men, Mr. Fine. He'll hand
you affte Mr Dee inth
~glve me when | say you must secure the

e cellars. You'll for=

pristners. yourselves—we are woefully
uriderstaffed at the moment, and my men
aie engaped in other, very important busi-
riess matters.”

Atthisthe fatman nods and inclineshis
~ wine glass toward the-party, The warden
tontinues speaking as he turns and pulls
back a tapestry above a fireplace behind
him. Using a key on a chain around his
neck, he unlocks a wall-mounted safe
and removes two large keys from within,
which he tosses to Finneus,

"Nour priseners are irl the seventh and six
fieenth cells on your rieht. If you require

provisioning for your return to town, merely
let my men know and it shall be awaiting
your departure. And with that; I'm afraid |

must bid you good day.”

While Rook does most
of the talking, both he and
Finneus use their Bluff and

Diplomacy skills to great

effect, attempting to seem
* busybutnoenchalant. Finneus
ushers the PCs out as quickly
as possible, insinuating quietly
g that their presence is keeping
@8 the warden from sealing a
b lucrative wine sale.
The 7th and 16th
b cells are not the cells of
b the PCs transferees—
¥ they are, in fact, the
cells of Rook's still-
imprisoned comrades.
If the PCs survive
A liberating them, Rook
plans to keep the party
locked in the cellars
i where they can't interfere
* with his plan. Should the PCs
see through their attempts at
deception, see “The Showdown” on
page 25.

Treasure: The wall safe contains 300
gp, keys to every lock in the cellar, and
a ledger indicating the name and cell
number of each prisoner, the reason for
each man's incarceration, and the name
and balance of the party funding the
imprisonment. In the right hands, such
political artillery could prove priceless.

Steel Wall Safe: 1 in. thick; Hardness
10; hp 30; Break DC 30; Open Lock 28.

TO THE CELLAR

Finneus escorts the PCs past the
double doors opposite the chateau’s
entrance and inte a hall at the rear
of the building., With the exception
of the few rooms that the PCs pass
through on their way in, nearly all the
chateau's rooms are as meglected and
tumbledown as this one.

Sporadic patches of plaster are all that
remaipon wallsstripped to gray bricks and
wooden slats. At thefar end of the foom

is a fifteen-foot-tall empty cage made of
iron bars, A metal chain rises from its solid
metal'top, threads through eyehooks across
the ceiling:and down the wall, and wraps
around 4 wheel with a erank bar embed-
ded in the floor, Mr. Fine walks over to the
cage and opens its door with a rusty ereak.
“Your ride awaits,” he says, producing the
two keys. “Here are the keys—remember,
they're the seventh and sixteenth cells on
your right. Mr. Dee will meet you outside
the cellblock hall. Onee you have your pris-
oners, return here and give a holler.” Mr.
Fine bends down to the floor and, through
a small hole covered in steel mesh, yells,
“Party to transfer prisoners coming down,
Mr. Dee.” A faint echoing voice replies,
“Right. Send ‘em down."

Del Blackprize (aka Mr. Dee), whose
voice seemingly replies from the cellar,
is actually on the same floor as the PCs,
calling through a similar hole in the
floor at the front of the house. Though
the elevator is only 5 feet squar'e',
Finneus encourages the whole group to
squeeze in, as resetting the mechanism

thatraises and lowers itis both arduous!

and time-consuming,

Ifa PC declines to descend, Finneus:

advises honestly that, “It would be best
if you all went down. The prisoners are
not restrained in their cells, and you
may be surprised how difficult it can
be to subdue a desperateman. Further
conversation is interrupted by Lyle
Benedict, who steps into the hall just
long enough to remind Mr: Fine to hurry
up and return to his post: If the group
still insists on splitting up, Finneus
shrugs and acquiesces, showing those
that remain aboveground to a ‘nearby
sitting room before going to find Rook.

Together, the men agree to wait and
monitor the newcomers, ambushing
them if it appears they've caught on to.

the ruse.

DUNGEON FEATURES

Stanmer Parks hired a team of masons
to) adapt the cellar for incarceration,
They bricked up a hallway to increase
security and divided each eastern room
into six stone cells. Piped fresh water
drops through a fist-sized hole in the

Lol




g tay, stone walls that rise vertically for

. windows made ofiron bars

has a ﬂagstone tloor and

S‘E&(_’.t before a.rchmg upsinto a barrel-
vaulted ceiling 15 feet high at the
_cg;ﬂ__te_r Tron cell doors are rectangular,
with built-in locks and .zrgfpolt—_squaxe
.« All doors are
locked unless othersvise noted. Closing
a cell door automatically relocks it
Continual flames in the ceilings of areas
19 cast inconstant, mottled light due
to hundreds of moths that crowd upon

‘them. Brightillumination is reduced to

the s-foot square on the floor directly
below them, and all else is dimly lit.
All prisoners have the same statistics
as Lyle Benedict (page 17) unless
otherwise noted.
“TIron Cell Door: 2 in. thick; Hardness

 16; hp 60; Break DQ 28; Open Lock 25,

Wooden Double Doors: 3 in. thick;
Ha:dness 5; hp 25; Break DG 25; Open

1. THE ELEVATOR

With an initial jolt and the clanking of
chains moving oyer metal hooks, the cage
wobbles and staggers in slow descent. Inch
by inch, a dimly lit room is revealed, with
two statues of frolicking satyers flanking
a dark doorway and a long hall beyond.
Wide wooden double doors stand to/the
west. Dust puffsout from below as the cage
comes torest on the cellar's flagstone floor,
Overhead, the cage's ceiling seals tightly
with the floor of the hall above.

The efevator cage siis at the northern ahd
of this long, dimly lit room. On the west
wall stands a pair of wide wooden dotibile-
doors.in the center of the south wall,
between stone statues of frolicking satyrs,
the mouth of 2 dark doorway gapes.

Several barrels weighing a grand total
of 1,000 pounds sit on the opposite side
of the double-doors, preventing them

fitom opening easily toward area 10.

2. BOTTLES

A five-foot-wide flagstone path connects
dark doorways to the north and south of
this hall; Twenty-foot-long weaden wine
racks tower ten feet high on either side.
Upon them, thousands of bottles caked in
dried mud rest in rusty wire cradles.

Each of these racks is merely the
innermost of a series of freestanding
shelves spaced three feet apart and
running parallel to the hall on either
side. Near the doorways, a narrow space
permits access to the avenue between
them. A DC i3 Search check reveals
padlocked double doors on the west wall.
Though the doors open into area 11, a
500 pound shelf filled with bottles blocks
access to the padlock.

3. PRISONER PROCESSING

Two chairs sit behind an old desk in front
of a large tapestry gracing the south wall.
Wide, padlocked double doors dominate
the ‘west wall. To the east is a door made
of iron bars. A dark puddle shines in the
center of the floor.

Since the cage’s door is the full
height of the cage, it is impossible
to open while between floors. Once
lowered, iron bars built into the cage's
ceiling snap into sockets in the floor
above, locking the cage down until an
operator above disengages them. A
mechanisin built into the door’s pivot
allows an operator to close the door
from above. A tiny, lockable hatch in
the cage roofallows the guards above to
monitor the loading and unloading of
prisoners below.

The tapestry depicts generals: cel-
ebrating with bottles of dark wine, while
piles of dead soldiers stain the battle-
field behind them. A large cabinet rests
against the wall beneath the tapestry.

The puddle is the blood of a
disemboweled man dragged to area 4.
An arcing smear leads from it through
the slightly ajar eastern deor. PCs
making a DC 15 Listen check hear faint,
stifled sobs from area 4a. Success bys or
more makes out the whispered phrase
“they're coming.”
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Treasure: Amongst clothes and
 prisoners’ personal effects, the cabinet
" holds two sets of manacles, two potions

--qf' cure light wounds, a key controlling
the elevator in area 12, and the artificial
eg of the prisoner in area ya. A DC
5 Search check of the leg reveals a
verly concealed compartment in
e top containing a pouch of dust
' T‘Qf disappearance. A small key effective
= n all manacles in the prison is in a
~desk drawer.
= '-C‘ébiilet' Hard_ness 5; hp 10; Break DC

Aye-foot-wide hall leads sastward into
~ " darkness, Three iron doors with two-foot-
- square harred windows stand at ten-foot
sintervals along both sides:The second door
to the porth is epen. On the hall floor in
front of it, @'shirtless man lies covered in
" blooed, -his stomach tarn apen. He raises
his head momentarily and smiles before
Being pulled violently into the c&ll by his
* pwn intestines.

il

DUNGEON MAY 2007

20

The trail of blood from area 3 leads
to the wounded man being pulled into
area 4a.

4A. THE ANGLERS (EL2)

Stalked by meenlocks ever since escaping
their cells, the three men in this cell have
gone mad with fear and desperation. An
hour ago, another escapee wielding a
stolen puard’s spear disemboweled one of
them. The remaining two men are now
prepared to reel himat the slightest sound,
using the injured man as bait to catch the
“dark ones” when they return.

Sitting cross-legged atopa cotiin this cell,
a dirty-faced man sobs. Coils of Intestines
sit in his lap. He'weeps uncentrollably as
he continues to reel in the disembowel&d
man by his got.

Creatures: The feral-eyed second man
leaps from his-hiding plaee in the corner
ofthe cell and attacks as soon as the party
enters. Theweeping man follows his lead,
still erying. Unless eoerced back tosanity
by magical means, both men fight until

dead or unconscious—in their diseased
minds, the PCs are monsters. 2

A menlock hides in the cell acrossthe
hall. If it's spotted, it dimensien doors
away before the PCs confront it

Typical Prisoner (2): hp o; see page 17.

Tactics: The men attemp_t to seize the
PCs! weapons to use against them. After N
two rounds, a meenlock hiding in the B
opposite cell uses its rend mind ability
against a random PG, then flees to area 6
via dimension door. It creates a phantasm
of a young girl skipping rope with the
dying man'’s intestines,

5. BLOCKED vﬁ_l’@ﬂ

Three cells line etther side of this ﬁve—faot«
wide prison, block hall: The iron doors of
the easternmosticelis lieopen, blockmg‘rhe*

view beyond.: 3‘_’_':

sA. THE PRETENDER (ELo)

An unmoving prisoner lies face dawn inan
awkward position tipen h:s-cotr




: d; Brom autSniethe cell,aDC20 Spot
ck mtxces his shaﬂowbreathmg The

b elgn death wntil’ the P enter area 7.
He then breaks inte the cabinet in area
3, steals the artificial leg to use as as a
club, and hides in area 2 to attack the
- PCs the next time they pass. If Werten
~ hits a target with the leg, the dust of
disappearance hidden within bursts out
and makes both him and the target
invisible for 2d6 rounds.

- 5B, DEATH ROW

‘A siakly odor issues from a man lying in
“a fetal position on his cell floop. Dried
" bloody rags cap the stumps where his legs
" have been severed atthe knees. As ifin the
midst of a nightmare, his eyes dart behind
closed lids and his sweaty hair flicks from
side fo side.

Creature: While awarting a public
execution for a savage killing spree,
Drallen Kale purposecly encouraged
gangrene in his feet in hopes the warden
would transfer him to a hospital where
it would be easier to escape. Instead,
a surgeon (prisomer Nis Whitedress,
commandeered from area 6a) and four
large men arrived with two quarts of
whiskey and a saw. Amputation, the
warden explained, would ensure Drallen
lived long enough for his execution.

Drallen Kale: hp 5; Wis o; see page 17

6. MEENLOCK MEETING (EL =)

This five-foot-wide hall passes two cells on
the horth and three on the south before
turning north. An old desk and a broken
chair sitat the turn.

Creature; PCs who make a DC 17 Spot
check glimpse a poorly hidden meenlock
lurking to the northeast.

MEENLOCK CR3
LE Tiny aberration:

Monster Manual |1 146

Init +1; Senses darkvision 60 ft.; Listen +5,

Spot =4

Aura fear

Language telepathy (300 ft.)

AC 13, touch 13, flat-focted 12
hp 18 (4 HD)
Fort +1, Ref 42, Will +5

Spd 20 ft.

Melee 2 claws +3 (1d2-2 plus paralysis)

Space 2 1/2 ft.; Reach 0 ft.

Base Atk +3; Grp -7

Special Actions meenlock transformation,
rend mind

‘pause, jumps with supernatural spee

Abilities Str 6, Dex 13, Con 10, Int 11, Wis
12, Cha 15

SQ dimension door

Feats Alertness, Track:

Skills Hide +12, Listen +5, Move Silently+5,
Spot +4, Survival +5

Fear Aura (Su) As a free action, a meenlock
can produce a fear effect: Any creature
within a 30-foot radius of the meenlock
that fails 2 DC 14 Will save becomes
catatonic from fear for 1d4+4 rounds.
During this time, it rolls into a ball,
hugs its knees, or simply stands in place;
shivering and staring: A creature that
successfully saves cannot be affected by
that meenlock’s fear aura for 24 hours.

Meenlock Transformation (Su) After three
or more meenlocks touch a helpless
humanoid or monstrous humanoid
for 1dé hours, all of the victim'’s ability
scores drop to 1 (no saving throw). A
heal or greater restoration spell at this
point restores the creature to normal. In
another 1d6 haurs, the transformation
is complete and the subject becomes a
meenlock forever, losing all of its previous
classes and abilities. At this point; only
wish or miracle can restore the victim. The
subject of an incomplete transformation
slowly returns to normal as his ability
damage heals,

Paralysis (Ex) Any creature hit by a meenlock’s
claw who fails a DC 14 Fortitude save js
paralyzed for 3dé rounds.

Rend Mind (Su) Once every 1d4 rounds,

a meenlock can project thoughts and
suggestions into the mind of a single
creature (range 300 feet), The target
must make a DC 14 Will save or take 1d4

Wisdom damage and experience a mind-
affecting phantasm:

Rimension Door (Su) ©nce every two
rounds, a meenlock can produce an effect
like that of a dimension door spell (60-foot
range) carrying no addi tie_n'al' weight.
Tactics'- Using its i'eﬁd rm.nd -att'atk

phantasm of 2 bald than with a thicd ege 4

(Blessed of Pelor from area 7) interacting

with a second PG, preferably one whose

name it has overheard. The bald man say!

“We have the same initials and after

into the second PC's body,

While undiscovered, the meenlocl
continues to issue rend mind attacks
with phantasms designed to sow -
discord and convince the PQs that
one of their number is possessed 'q__ e
changing, If discovered, it uses i
fear aura, then dashes under the cot
of open cells in areas 4 and s, hﬂpmg_ E
to draw the PCs in, dimension door out,
and lock them inside. The meenlock
uses its paralyzing claw attack apainst
a single separated PC.

When the battle ends, the meenlocksin
area ga whisper a telepathic message to all

Cs: “What you are, we once were, What

we are, you shall become.” The message
quietly repeats in the PCs’ heads for as
long as they remain in the cellar and any
meenlocks live.

6A. THE SURGEON
Creature: Though loyal surgeon Nis
Whitedress saved the life of his liege's son,
he left the boy crippled. The boy's mother
incarcerated the surgeon to spare his life
from the wrath of her hushand,

Nis Whitedress: hp 5; LG; see page 17.

Tactics: With a bloodynose and arms
stretched through his cell's window,
Nis begs the PCs to free him before
more “dark ones” come. If they free
him, he is friendly and coopeérative.
Whenever Nis is within 20 feet of a
live meenlock, his nose inexplicably
trickles blood.

6B. TORTURE SURVIVOR

Creature; Ferinetty Sternic is a torture
survivor, as evidenced by the seared stub
where his left hand should be. Seeking
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- amnesty from a troubled land, his new
3 home’s politicians are holding him
; here while they decide whether they
want the foreign policy trouble that
accompanies him.

Ferinetty Sternic: hp 5; see page 17.

Tactics: Ferinetty pleads and weeps
for the PCs to free him. If the PCs free
Simmol (area 6c), Ferinetty vehemently
denounces him as evil.

6C. THE INSTICATOR

A man with a streak of white through his
thinning brown hair sits atop his cot with
his face in his hands.

Creature: This is the home of the PCs'
first false transferee, Simmeol Redturn,
an infamous instigator for violent
extremist groups. Rook once overheard
him speak of an abandoned gristmill
nearby, and hopes he will lead them to
this prospective hideout.

Simmol Redturn: hp 5; CN; see page
17.

‘Tactics: If the PCs free him, Simmol
cooperates with the PCs fully until they
reach the surface, keeping an eye out for
any potential weapons. Once it becomes
clear that the PCs cannot exit the cellar
_ from area1, Simmol suggests the winery

. clevator in arvea 2.

‘Though Simmol doesn’t know
nything beyond the fact that a few
risoners escaped, he's smart enongh fo
p his mouth shut and not question
“his good forfune. At the same time, he
- resents the fact that Rook left him to
tot, and will not fight to protect him—
at the first sign of trouble, he bolts for
3 ﬁhf; woods, only attacking those who
attempt to stop him.

HICH SECURITY

~Three cells on the north side of this hall
~ face two on the south. Unlike the others,
" the front and side of the southeastern-
most eell are builtcompletely of iron bars,
not storie. Insids; a thin,‘ane-legged man
with a fel strandsof long White hair stands
* facing the stone corner of his cell, his face
hidden. Through the windows of the other
ie=lls; dark shapes shuffle and sob. Beyond

LF
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this hall, through a dark open doorway,
light flickers.

7A. JATLBREARER
Creature: Teriam Trust, lifetime
servant of a man named Aris Wellborn,
clandestinely paid for his own
incarceration in order to get into
the prison and break his master out.
Unfortunately, the guards foiled his
plans when they confiscated his fake leg
containing dust of disappearance.

Teriam Trust: hp 5; LN; see page 17.

Tactics: Teriam promises he can help
them all escape if the PCs first free him
and Aris. Unfortunately, Aris is already
dead, starved to death in the cell east of
area 4a.

7B. PALADIIY'S CHARGE

A bloody, vertical streak stains the front of
this cell door. Inside, a tall, well-manictred
man with black hair holdsa ring of keys in
his manacied hands.

Creature: Verin Syllk was sentenced
to death for feeding his violent, amoral
appetites. However, a well-respected pal-
adin convinced the authorities to allow
him the opportunity to redeem the man.
The paladin presently pays for Syllk’s
incarceration and frequently visits to
council and talk, Syllk feigns penitence,

Verin Syllk: hp s5; see page 17.

Tacties: Just before he was shiyved to
death, a puard dropped a key ring into
Verin's cell in a desperate attempt fo
prevent escaped prisoners from freeing
others. Verin asks the PCs to promise
to free him from his manacles and cell
in exchange for the key ring If freed,
Verin seizes every opportunity to claim
a weapon and ensure his escape at the
expense of all others.

Manacles: Hardness 1o0; hp 10; Break
DC 26; Open Lock 25.

Development: The ring contains a key
for every door in the cellar, though not
for the elevator.

7C. FANITLY DIATTERS
Creature: A week before the meenlock
incursion, the real Warden Parks locked:

are muffled by the wb:lspars

up his son-in-law, Oban Relks. It was to
be a temporary lesson prompted by his
daughter’s accusations of an extramari-
tal affair, but what started as a lesson
has quickly turned into a nightmare for
young Oban.

Oban Relks: hp 5; CG; see page 17.

Tactics: A thin and gawky man, Oban
visibly fights off his fear as he divulges
his simple story to convince the PCs that
he doesn’t belong here,

7D, BLESSED OF PELOR

Creature: Whether thie man known as
“Blessed of Pelor”is a prophet or heretic
is the subject of fiery debate. High-rank-
ing civil authorities avoided certain vio-
lence by secretly kidnapping and incar-
cerating him far from the conflict.

A palpable aura of ealm surrounds
Blessed of Pelor (NG male human cleric
5)- A tattoo of'a spiky sun sits above his
nose like a third eye. Repeated rend mind
attacks have reduced his Wisdom to §,
making it impossible for him to prepare
or cast spells. PCs who succeed ona DC
15 bardic knowledge or DC 18 Knowledpe
(religion or local) check recognize him.

Tactics: When the PCs arrive, Blessed
of Pelor stands lost in fruitless medita-

tion, attempting to regain his spells, His
wavering faith is steadied upon sight of

the PCs, whom he takes to be Pelor-sent

~ ESACPE FROM MEENLOCK PRISON [l BY TIM AND EILEEN CONNORS

saviors; He asks the PCs to either free

everyone or reinstitute the prison's stan-
dard safety and provisioning, refusing to
leave his cell if they do not: He has taken
vows of poverty and non-violence, and as
such will not engage in combat.

Iron Bar Cell: 2 in. thick; Hardness 10}
hp 6o; Break DC 28; Open Lock 30.

8. RATS

Creature: Three (
on either side
door of the southwestern cell partially
blocks a dark doorway at the end. On

Il face each other

the floor in the center of the hall, ﬁlrry ;

f the hall. The open.

shapes squ:.rm, crawl, and cz:owd atop ae‘:j:'_:'_f‘

prisoners in the easternmo
Gripping the bars of their.

they chant the phrase ’b].g‘b-diré don’t ::ry’

in whispered unison.




The mtsdlsperse whm the PCsapproach.
The badly r:]mwed bocly of a dead guard in

hlsmedﬂng catchphrase
“T}rplca] Prisoner (4): hp g each; see
2% Pagf 17.

. Tacties: Treat thesemsane prisoners as
e _p;nnananﬂy.conﬁ_me__d;(gs:the spell)if they
are released. :

 SA.GUARDS

Four men |ie stripped af otiter garments on
the floor of'this cell. Although covered with
hundreds of rat bites, they appear to have
been 'bludgeoned to death by the broken
ehair legs lying pext to them.

These are the dead guards whose uni-
- forms the imposters stole.

9. MEENLOCK TRANSFORMATION

This hall'dead-ends to the west after pass-
W Ing three cells on either side. The doors of
the far two northern cells are ajar.

9A, THE WARDEN (EL s5)

Stanmer Parks, the real warden,
suryiyes as a helpless, drooling wreck
of aman in the final stages of meenlock
transformation. The PCs' presence in
the cellar has interrupted the grisly
transformation that began in: this cell,
and the meenlocks are pulling him
through the prisoner-dug escape tunnel
to area 13 to complete the process.

A low moan punctuated by clicks arid
grunts comes from behind the cot at the
rear wall of this open cell.

The PCs must move the cot aside to
see the source of the sound.

Almisshapen humanoid head and pair of
claws extend fromia hole hear the floor of
the back wall. The head faces the floor and
lolls from side to side. The claws impotently
seek purchase on the sides of the hole:

A DC 15 Spot check notices that the
pincer claws appear to be fused human-
oid fingers. A DC 15 Sense Motive check

pives the PC the impression that the piti-

ful creature is weakly trying to emerge
from the hole. If the PCs interact with
the creature, it lifts his head.

Slowly and feebly, the ulcerated head leans
back and a twisted face rises, The brow is
thick; raised, and futrawsd. The eyes are
sunken, pupilless pogls of gray. Below an
absent nose, 2 short muzzle of tall, mis-
matched teeth silently mouths words.

Creature: If present, Oban Relks
(area yc) recognizes his father=in-law,
the warden. It requires only a DC 10
Spoticheck to read the ecreature’s lips
and understand that it is mouthing
along in time with the ongoing
telepathic mantra.

Meenlock

Creatures: If the PCs do not inter-
fere for 2 rounds, two meenlocks pull =
Parks into the tunnel at'a rate of 5 feet
per round. The tunnel proceeds for 25

feet before dropping 5 feet into area 13,

It is just large enough to accommodate

a crawling Medium creature;

Ifthe PCs save the warden, he returns =
to normal with the healing ofhis abﬂlty o
damage. Ifthe PCs leaye the warden with'
the meenlocks for 1 hour and thearea 6 =
meenlock is dead, they slay the warden. =

and decorate area 13 with his innards: e

Otherwise, the three meenlocks com-— = =0
plete the warden's transformation. He =
emerges a tiny, misshapen creature with'
pupilless eyes and ulcerated skin. Thick _
hairs spike from his stooped backand =
his long arms end in pincer claws that e
drag upon the ground.

Warden Parks: hp 5; see page 17.

Meenlock (2): hp 18 each, see page 21.
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Tactics: If the PCs kill the warden
or pull him free, the telepathically
connected meenlocks attack: One uses
its fear aura. Both use dimension door to
achieve distant, line-of-effect positions
to issue rend mind attacks in an effort
to separate and weaken unaffected
PCs for the second meenlock’s fear
aura. Lone PCs become the subject of
paralyzing hit-and-run clawattacks. The
meenlocks do mot pursue fleeing PCs.
Theyentermelee onlyifall ranged lines
of effect to the PCs are blocked.

If a catatonic or paralyzed PC is left
alone with the meenlocks, they bind
him with rope. If three meenlocks still
live, the meenlocks begin transforming
| the PC as soon as they are done with

' the warden. Either wajr, bound PCs are
 fargeted with a rend mind phantasm

_of a dark shape hovering inches over
he PC's prone body, whispering the
word “g'wéi"

'_ Lyle dcesnt arrive untll combat
eoncluded. After the party was
red into the cellar, Lyle discovered
it the PCs' release form contained

horities have finally found evidence
- to exonerate him of the high-profile
wurder for which he was fmprisoned,
e went to Rook to explain that their
 gambit isn't worth his freedom. Lyle
: woke moments later in area 1 with a
nasty bump on the back of his head, and
sought the PCs'to beg their mercy and
Totection. He explains how he became
imposter and tells the PCs honestly
t he and Blessed of Pelor are the
e transferees.

oB. THE FENCE

BY TIM AND EILEEN CONNORS

11, DISSIDENT’S WINE

A thin'man tosses and turns in fitful sleep
upon his cot, muttering.

Creature: This is the 16th cell on the
right—the abode of the PCs’ second
false transferee. His name is Sethyr
Wisk, and he's a longtime member of
Rook's team with a knack for fencing
stolen goods. Until Sethyr's Wisdom
is raised from o© to 1, no rousing can
wake him.

Sethyr Wisk: hp 5; Wis o; see page
17

Development: If the PCs take the
two false transferees to area 1, Finneus
appears above and attempts to conyince
the PCs to put the prisoners in the
elevator alone “for security reasons.” If
the PCs do, Finneus hauls the prisoners
up, then locks the elevator in place at
the top of the shaft and leayes, trapping
the party in the cellar. If they refuse, he
explains that he'll need to get special
permission from the warden, then leaves
and returns with the other fake guards.
At this point, roll a Sense Motive check
for Finneus. If he believes the party has
caught on to the ruse; the crooks leaye
the party (and the “transferees”) to rot.
If the oroup doesn't appear suspicious,
the guards bring them up as requested,
only to attack them by surprise while
they're trapped in the cage, stabbing
their spears through the bars.

Elevator Cage: Hardness 5, hp 20;
Break DC 15; Open Lock DCas.

10, RESERVES

The smell of rancid meat and sweet, rotting
fruit fills the air of this pitch-dark room.
Flies buzz in the southeast corner.

This room contains the bulk of the
prison’s neglected food supply. A long
loading ramp leading dewn from area 1
is blocked by a number of heavy barrels.
Shelves of filled wine bottles dominate
the northwest corner. In the southeast

cornet, burlap bags of grain and bushels

of moldy fruit sit on the floor. The rot-
ting carcasses of four cows swing from
metal hooks in the ceiling.

check reveals 48 gp' a :bent sﬂver h01Y _"':'.‘_"

The anly light in this fwenty-five-foot-tall
room comes from a doorway on the south
wall. A five-foot-wide path snakes around
hundreds of oak barrels stacked five high.

Along ramp on the east side descends
10 feet from area 2 into this dark room
where Dissident’s Wine ages.

1. LOADING BAY (EL 2)

Four twelve-foot-tall fermentation vats,
each one ten feet in diameter, stand in
the corners of this well-lit room, A few
feet above each vat, a three-foot-square
wooden platform is suspended from the
ceiling by long steel pins. A twe-foot-wide
wooden walkway connects the platforms,
forming a catwalk around the perimeter of
the roorn. @n the west side of this catwalk,
a fifth platform extends beyond the room
into a metal cage.

From a door on the east wall, a long
ramp leads down 10 feet into this
sunken room. There is a door in the
center of the north wall, and a metal jf"
ladderaffixed to the south wall provides: o
access to the catwalk

el

13, NIEENLOCK LAIR,

After twenty-five feet, the thin tunnel 94
drops into a five-foot-tall cavern. Ripped %
clething, short lengths of rope, and other '
refuse litter the floor A similar tupnel -
exits to the pottheast,

Treasure: Possessions of ttansfprm:e:,d:
victimsoften fall away at the site of their = =
transformation. Here a DG 13 Search

(5 c_harges) and a Spﬂmd gaunﬂet

14 THE CHIMINEY '
The nnrtheast tunnel cenneé’ts tc t"h .

face 30 feet ﬁ:am area 13 1t 18 ji
Enough fora Mgdmm er



: hlr $-foot-tall wooden pales, the sheet'
 droop within 2 feet of the ground around
the perimeter.
Originally, lynchpins anchored each
- plant to a buried grid of steel rods,
piercing the vines' lengths at 2-foot
* intervals and forcing the vines to grow
.along the ground, making it easy for
workers to harvest the berries. Since the
- chaos of the breakout, however, proper
“maintenance has gone by the wayside,
‘and one of the plants near the tunnel
“entrance has torn free, eagerly attacking
ything foolish enough to approach. If
W the party engages it, the sound of dlinking
_mietal fills the air as the othervines thrash
uselessly against their steel anchors.
Assassin Vine: hp 30; Monster Manual zo.

THE SHOWDOWN

Regardless of how the PCs escape the
cellar, if they return to the chateau, they
find the con men in the final stages of their
plan. Unable to access the underground
stores of wine, Rook has convinced the

THE PORTENT

GAX! YOU'VE BEEN
EATING FOOU WHILE
FLAYING My Wil [T's
STICKY AND SMELLS

, OF TORTILLAS! HOW CAN T

¥ ENJOY ZELDA WHEN

| MY cHOWE OF INPLUT i

DEVICE SMELLS OF

MEXICAN FOOD!

wine merchants and their laborers to
load the meager abavegrcmnd stores
first. It's his hope that while they're busy
transferring goods, he and his associates
ean ambush them in smiall groups, lalling
them quickly and escaping into'the woods
with the loot.

Tensions run high in the layishly
appointed front hall where the three
remaining crooks sit with Rolphus the
wine merchant and four small chests. All
three are surprised to see the PCs,and any
sort of accusation immediately begins a
brawl.

Rook, Del, and Finneus, Conmen: hpiz
each; see page 17.

Tactics: Del and Finneus fight until
one of their group is slain, at which point
they break and run for the door, each
attempting to scoop up a chest on his
way out. If any two members are dropped
or escape, the third one grabs Rolphus
and puts his spearpoint beneath the
merchant’s chin, demanding one of the
chests and safe passage to the woods. If
granted if, he carries his hostage for halfa
milebefore abandoning him and running
for freedom:

Treasure: Each of the four chests con-
tains 1,000 gp, though this money is
technically the rightful property of the
wine merchants.

CONCLUDING THE
ADVENTURE

The PCs’ given mission is a success if
they return Lyle Benedict and Blessed

ZELDA IS LIKE A4
FINE WINE, IT NEZEDS
T0 BE ENJOYED
WITH THE RIGHT
KIND OF CUISINE!

of Pelor as per Tarrow Shick's orders. If
the PCs do notreturn with these menor,

N
worse yet, return with the wrong men, £
Tarrow's superiors insulate themselves 3

Z: A=t

from the debacle by asking Tarrow and
the PCs to leave the community. =

The chateau and its prisoners
have many possible fates. If no
meenlocks die, the surviving prisone
are' eventually transformed in .m:_"
meenlocks, who then use dimension
door to abandon their cells and leave ;
the prison empty. Unless the PCs kill
all three meenlocks, each prisoner
systematically reduced to Wisdom
over the next few days, assuming thﬂy‘
don't starve to death first, '

If the PCs take more tham 24 hours
to escape and return to the chatcau-,"ﬁ:lé
imposters murder the merchants an
escape with their gold.

If Warden Parks or Lyle Benedi
survives, he is a credible witness to
the true story, Parks sells off all the
wine and gives the PGs 1060 gp each
for saving his life. Shortly t]zereafcer,
he releases all prisoners to their
respective authorities and abandons
the chateau forever, 2

Tim and Eileen Connors swear that this .
adventure’s chateau-prison bears absolutely

nio resemblanee to Stanmer House in Sussex,

England, nearby where the two met, fell in

love, and recently renewed their wedding

vows. But then, they also swear that there's

no such thing as meentocks.

by Peter Bergting

BY THE WAY,
o I BORROWED
YOUR FSP. KINDA
- NEAT.

W W, THEPORTENT, COM
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eep within an ancient necropolis,
a pool of alien slime discoyvered
byan eccentric explorer warps the
minds and bodies of the people of Exag
with wispy tendrils of madness. Thoge
transformed by its power invariably seek
the crypt within the wilderness, drawn
there by a strange lure and a sense of
belenging. To what end do they gather?
What fell power attracts them? The
answers to’ these mysteries lie buried
depthy of the necropolis
T Pahor'an.

1d installment in the 3-part
[ Sehan campaign arc, “Spawn of
intended for a group of four
gth-level characters. Although it assumes
the characters have already played
through “Vile Addiction,” it can also be

- usediasa Staﬂd'-'aij()ﬂ&. a_dventux_t.

The Stoty fo Far...

In “Vile Addiction,” the PCs discovered
a villainous gang of spriggans operating
a drug mng in Exag from a secrét lair
beneath the city sewers. During their
investigation, they made the acquain-
tance of a fortuneteller named Pan'phar
Thrissek. Unbeknownst to the locals, a
yak folk slave collector named Arghakot
Annapuma inhabits the body of Thrissek
and uses this facade to ensure that his
people in the nearby Yatil Mountaing
receive a steady supply of laborers.

To thwart the spriggan gang's plans
to expose all of the citizens of Exag
to a chemically reproduced version
of Sehan called Green Welcome, the
characters descended into the city
sewer system and found the entrance
to the spriggan hideout. After fichting

past their guardians and traps, the
characters defeated the spriggans and
destroyed their drug lab. Clues left by
the spriggans indicate that the source of
their powerful drug is 2 mysterious cult
hidden somewhere in the Mounds of
Dawn. Cultists there worship something
called Sehan, and Green Welcome was

alchemically derived from the excretions

of thein god.

When the PCs return from the hideout
they learn that many of Exag's citizens
haye undergone herrid ttansforma-
tions into slimy plant monsters called
children of Sehan. These creatures have
all migrated to the hills cutside the city
and disappeared. Pan’phar Thrissek has
also vanished with the destruction of the
drug trade, and was last seen following a.

«child of Sehan into the hills.
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" SPAWN OF SEHAN

Though the spriggan gang no longer
poses a threat to Exag, Thrissek’s inter-
est on'behalfofhis yak folk does. Butan
even more pressing danger is the source
of the mysterious substance, for deep
within the desolate hills, Sehan stirs,

Adventure E».abl:ﬂfanml

Although the necropolis of Cair Pahor'an
has been looted repeatedly, adventurers
and archeologists: investigating the
mysteries of Exag often return to
this burial site. Here, away from the
interference of superstitious locals,
they hope to find some insight into the
marvels of the city among the remains of
the original settlers.

Several months agp, a greedy self
serving Flan shaman and part-time
guide named Kanuut escorted a group of
archeologists into the neeropolis. Unlike
most of Exags citizens, Kanuut knew the
location of 4 secret passage leading to
chambers deeper within the necropolis
and had no gualms about selling this
knowledge to outsiders.

When they descended to the deepest
level of the necropolis, they found that
it had suffered major structural damage
from a recent earthquake: In a deep
cayern, they found a large gaping fissure
in the floor where none had existed
before. From it wafted a sickly sweet odor,

- af once disturbing and pleasant.
— They elected Kanuut to investigate,
~ but during his descent he slipped and
Rl into the deep shaft, plunging into a
“glowing pool of fetid alien slime. As he
yainly attemipted to swim to the sirfice, a
strange feeling of euphoria washed over
him and ceased struggling. As he floated
- in the slimy depths of the pool, his body
~ andmind underwenta drastic change:
3 Hours later he was lying on the rocks
ﬂﬁe‘éi‘dc the pool of slime, Aware of 4
- sense of joined consciousness with the
~ slime pool, he discovered that he had
: grown:a pairof long, slimy tentacles
from his torso. Realizing he clutched
small wet objects in his hands, he
opened them to reveal a pair of human
eyes, He dropped them hastily and
serambled to his feet.

As he looked around the cave he

realized that his senses had changed.
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With only the dim light emitted from
the slimy pool, he could see clearly.
Textures, shapes, and depths seemed
much sharper. He raised a hand to his
face and felt only empty sockets where
his eyes had been. Some part of him
thought he should feel revulsion and
horror, butin its place was contentment
and a feeling of completion,

When Kanuut chimbed from the fis-
sure the archeologists shrieked and tried
to kill him, but they proved no match for
his newfound strength. Soon they rested
with the dead.

During the following weeks, Kanuut
secretly entered Exag to share his
new enlightenment with friends and
relatives, preaching of'a new god called
Sehan, a word in the Flan tongue that
means ‘heavenly nectar” Soon he had
built up a cult that believed that all
of the secrets of life could be found
through “oneness” with Sehan. The
cult took up residence in one of the
tombs in the necropolis, and eventually
Kanuut and many of the cultists lost all
desire to leave, basking in the feeling
that came from consuming small
quantities of Sehan that Kanuut had
started to secrete. Taking the secretions
as a sign of divine blessing, the cultists
named Kanuut the chosen prophet
of Sehan.

In addition to the secretions, an
insatiable hunger began gnawing at
Kanuut's stomach, and the cullists
brought him a steady stream of food
as Kanuut strived to satisfy it. His body
grew large and bloated, a change he
welcomed. Now calling himself Sehan,
Kanuut barely remembers that he once
had another mame. Regarded by the
cultists as the embodiment of Sehan, his
body has grown to the size of an ogre,
obese beyond belief, He can feel himself
still evalving into Something divine.

Adventure I'gnopﬁf

Following the recently transformed chil-—

dren of Sehan and Pan'phar Thrissek, the
PCs leave Exag to investigate the myste-
rious activities in the ancient necropolis
of Cair Pahor’an, On the way there they

encounter a pair of chaos beasts that
resulted from a battle between were-

T R e

wolves and children of Sehan, The PCs
must locate the secret staircase on the
first level of the necropolis to access the
lower levels.

On the second level, a succubus
attempts to prevent the adventurers from
exploring any deeper by using trickery
and magic. Traps, spectres, and 4 web
golem await the PCs in the next rooms,
and braving a seissoring blades trap may
be necessary to open the hidden stone
door that blocksaccess to the lower areas
of the necropolis. In the depths below
the Cult of Sehan gathérs nedar the alien
pool of shime from which all of the cur-
rent problems Sprang—the True Source.
The PCs must deal with the Cult of Sehan
and their vile leader if they wish to rid
this region of their growing influence.
After defeating the cult, the PCs climb
down into the deep fissure in order to
destroy the True Source; but when the
PCs explore the cavern at the bottom,
clues reveal that'someone made off with
a sample of the popl’s slime.

Adventure Hosks :
If you are running this adventure as
the second installment in the Seeds of
Sehan campaign are, recent events m
Exagdemand investigation and lead the
PCs to an exploration of the ancientFlan
necropolis in the hills outside of the
city. Otherwise, consider the alternate
adventure hooks previded below,
« Ibis not widely known yet that a
new drug on the market in Exag
has been fransforming ifs users
into monstrous plant creatures.
Peaple have gone missing at the
same time that monsters have been
appearing in the city. The locals
adamantly believe that destroying
the monsters lurking in'and around
Cair Pahoranwill lead te thereturn
of their missing friends. o
+ Voorman Hugelrote has learned
of increasing acts of banditry and
lawlessness around Exag, Hoping
_ to ayoid further embarrassment =~
by his son, Bertram (the current: - Ak
ambassador to the city) he sends '
a group of adventurers fo |
observe current events and rep
bacl o him, When the adventurers




ey

) - am Hugelrote hires
; '_'thcm to m‘mshgate Tecent events
-~ leading to the necropolis. The
':m.IgTatmns of children of Sehan
~ to Cair Pahor'an haye halted {he
- activities of his gang, which uses
_'the caves and valleys in that ared
as 4 staping ground for raids and

to stash stolen goods.

s c}mprea QNE: TRACES OF
- MADNESS

All of the clues and strange occurrences
surrounding the rash of drug addietions
and ghastly transformations in Exag
point to fthe moldering crypts well
outside the city walls. A hard-packed dirt
path winds its way through the hills from

~ Exag for appreximately 36 miles until

it reaches the rocky hill that contains
the necropolis.

The following encounter takes
place during the trek from Exag to the
necropolis.

The Hawle and Gurgles of the
Spawned (EL10)

Pained grunts arid growls came from around
a bendiinthe dirt path. An ear-piercing howl

quickly degerierates |nto gurgling.

Creatures: Three writhing shapes,
masses of tentacles with wolf muzzles
covered in patches of scragely fur and
slick green slime; guard the pathway.
These chaos beasts formed when three
werewolves traveling to Exag in human
form ran afoul of a group of childrén
of Sehan journeying to Cair Pahor'an.
The effect of massive exposure to Sehan
when the children of Sehan poisoned
the shapeshifters wreaked havoc on
their bodies; which chactically shift
from one nightmarish form to the
other, driving them mad with pain
and confision.

Chaos Beasts (3): hp 44 each; Monster
Manual 33

Tactics: The chaos beasts lurch toward
the PGs, pleading for help with mouths
incapable of forming coherent speech
while atithe same time clawing at them out
ofinsane frustration. They pursue the PCs
as far as they can, and fight until slain.

Development: A successfitl DC 20 Spot
check in this area allows a PC to notice
drying patches of slime left by the chil-
dren of Sehan during the combat with
the lycanthropes. The muddy puddles
that lead from this combat site confirm
that the children of Sehan are heading to
Cair Pahoran,

Cair Pahior'an Featurer

The residents of Exag have seen adven-
turers set off to explore this mecropolis
for decades, At first, the Crafter cultists
resisted the explorer’s attempts to loot
these ancient crypts, but it soon became
obyious that this task was hopeless. Ocea-
sionally groups of explorers return from
the tombs with reports of mensters, but
locals comsider it a fool’s errand to go

there these days. They believe that any-
thing that could yield even a copper was
looted long ago, and the anecient burial
crypts are hopelessly desecrated.

With the exception of areas 12—15, the
walls, ceilings, and floors of the nieeropo-
lis are of hewn stone, Unless stated oth-
erwise, the ceilings are uniformly o feet
high. Areas 5-10 have specially designed
stone doors that require the characters
to repeatedly pull on a lever in the wall,

which operates alifting mechanism. Lift- :

ing the doors requires/y consecutive DC

15 Strength chiecks. With each pull, gears

can be heard turning within the stone

walls causing the door to lift into'a recess
above it. Each time a Strf:ng'fh check is;
failed, the stone door slowly lowers: to:

the point it was at before, eventually low-
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~ exing all the way to the floor if enough

 checks are failed. However, once the door

~ is allithe way up, it locks in place until

~ the lever is used again, at which time it
slowly lowers until closed.

Areas 12-15 have been built with
superior masonry walls and tightly fitted

' flagstones. Iron doors prevent entry into
theserooms.

Thereis no light in the necropolis aside
fromwhat the characters bring with them
unless specified in a room’s description.

Hewn Stone Wall: 3 feet thick; hp s40;
Hardness 8; Break DC 5o0; Climb DC 22.

Superior Masonry Wall: 1 foot thick;
hp go; Hardness §; Break DC 35; Climb
DC ze.

Stone Door: 4 in. thick; hp 60; Hard-

_ness 8 Break DC 28; 4 consecutive DC 15
Strength checlks to lift using lever.
Tron Door: 2 in. thick; hp 60; Hard-
ness 10; Break DG 28 (locked); Open
Lock DC 30.

1. Neerapalis Entranee

Weeds ahd a wild tangle of rosebushesand

briars cover 2 large earthen mound. A bowl-

shapedidepression on one side descends

to/a dark hole. Loose: bricks lie scattered

about the depréssion and some still cling

tg the edges of the entrance. Roughly
- Eaived stone steps descend sharply ifito
the darkness.

The depression slopes down
-a_t]_:ip‘:oximately 8 feet. The opening is
_narrow and low enough that Medium
! eatures have to stoop to enter and

_pass through single-file. Beyond the
: :ﬁi:gshold a ‘staircase of hewn stone
‘descends 20 feet to area 2.

- PC succeeding on a DC 15 Search
of the enlrance notices a clear greenish
esidue around the entrance and that
few bricks have been knocked loose
recently. The residue and loose bricks
- vesulted from children of Seéhan
squeezing through this entrance into
the ner:mpolls One still lurks below in

= areaa,

As the PCs start down the steps
they notice flickering hght from an
‘everburning torch lying on the floor in
 the chamber below.

DUNGEON MAY 2007
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2. The Fate of Aaman A'tir (El_ q)

The stairs enter a round conical ‘charmber
rising 16 appreximately twenty-five feet af
its_highest point Two: hewn tunnels exit
the chamberito the north and west. At the
centerof the .chamber, a badly damaged
stone statue of 2 warrior holding a spear
stands silent vigjl over the dead ipterred
tiere. A i torchilles near its feet, Humi-
nating the room. Puddles of slime dot the
upeven stone floerand the ehamber reeks
of‘a noxious sour odor,

pulled down o operate a mes:hamsm»
Doing so causes the short, 10-foot=
eter plalforﬁn it stanids on t

~ long enough for him to operate the
A DC 25 Search of the statue reveals
that the arm holding the spear may be

upward 10 feet revealing an archway with
a set of stairs _d_éscénd.i-ng to'area 5. The
top 1o feet of the stairs are actually part
of the stone colimn the statue stands
upon. The column lowers again after 1
minute, but may be opened from below
by pulling down ona lever at the bottom
the stairs; The puddles on the floor are -
Sehan slime. e
Pan'phar  Thrissek dropped the e
everburning torch on the floor when he
entered the secret stairs invisibly as
means of evading the guardian creature

mechamsnl and. enter ‘I'_he 5ecret jgassagq I



| untll he overdosed

longer Aamon A'tir, but a
creature filled with the oneness of

him out. Snapping his bonds, he escaped
~ from Arghakot Annapum.as testing-area
i1 a remole corner of Exag and made his
. Wway lo the ancient necropolis. Arghakot
Annapurma followed him and during the
ﬁght between the child of Sehan and the
other ereature here {see below), he darted
down the secret staircase, Aamon A'tir

between areas 2, 3, and 4. Kanuut (area
15)/is content to allow him to guard the
UDPEr passageways,

- Alarge and eunning choker also lurks
Here. It entered the necropolis a few
days ago to set up a permanent lair here
in hopes of plentiful prey. However,
the thrashing arms of a child of Sehan

~ kept it from its first potential meal. Its
aftempts to leave the neecropolis have
met with more frenzied attacks by
‘the slimy ereature, leaving the choker
wounded and bungry. It crawled up into
the deep shadows of the high ceiling
and has stayed hidden, waiting for an
opportune moment to elamber down
and eseape,

CHILD OF SEHAN CR 8

CE Medium plant

Dunceon #145

Init +1; Senses darkvision 60 ft., low-light
vision; Listen +11, Spot+11

Lapguages Cammon (cannot speak)

Aura calming gaze (DC 21)

AC 26, tolch 15, flat-footed 24

hp 82 (11 HDB)

JImmune acid, plant traits

Fort +10, Ref +4, Will +8

Spd 30 f.

‘ Melee 2 claws +14 (1d8+5 plus poison of Sehan)

8 - Base Atk 8; Grp +13

Atk Options rend 2d6+7

\ Abilities Str 20, Dex 12, Con 17, Int 6, Wis
18, Cha 6
| SQ hive mind, sympathetic defense
Feats Ability Focusi(poison), Ability Focus
(calming gaze), Power Attack; Weapon
Focus (claw)
Skills Listen +8, Spot+8

tegained consciousness

‘has lurked here since then, wandering:

Calming Gaze (Su)'A child of Sehan is.
_totally in tune with Tt'ﬁ;'isl.i'rfrb!mai'n'-gs',
and emits a supernatural aura of peace
and tranquility, even as it rips apart its

fﬂes and transforms them into terrifying
an and driven by the desire to seek

monsters, Any creature that meets its
~paze must make a DC 21 Will save or be

affected as though by 2 calm émotions

spell (CL equals the Child of Sehan's HD).

I the child of Sehan attacks; it ends this

effect for the target of the attack only. This

is'@ mind-affecting compulsmn effect,

and the save DC is Wisdom-based.

Poison of Sehan (Ex) Injury, Fortitude
DC 20. Initial damage 1 Intelligence
drain; secondary damage 3d6 Charisma.
Any humanoid creature reduced to 0
Charisma by this effect immediately
undergoes a monstrous transformation
inta a child of Sehan over the course
of the next 3 rounds as its sense of
self is: washed away by the unifying
consciousness of Sehan. For the first
4 hours after its transformation, the
creature is ripped by intense agony as
the master consciousness of Sehan
eliminates all trace of individuality from
the creature. During this time, the new
child of Sekan behaves as if under the
effect of an ongoing confusion spell, and
loses all of its supernatuiral abilities,
During this time, the transformation can
be halted by remouve disease, restoration,
neutralize poison, heal, or dispel evil,
but once it is complete only miracle
or wish can reverse it. The save DC is
Constitution-based.

Hive Mind (Su) The children of Sehan
share a unified consciousrness with
their master Sehan and his other
children. This conscioushess extends
out toa 25-mile radius from Sehan
itself, Within that range, if one isiaware
of a paticular danger, they all'are: If
one in a group is not flat-footed, none
of themn are. No child of Sehan ina
grolp is considered flanked unless
they all are. Beyond the range of the
hive mind, individual Children of
Sehan can still sense the direction of
their master, and are compelled to
reach him as soon as possible,

Sympathetic Defense (Su) A child of Sekan
gains an insight bonus to fts AC eguial to
its Wisdom bonus.

ADVANCED CHOKER

CE Medium aberration

Init +5; Senses darkvision 60 ft; Listen +2,
Spot +2

Languages Undercommion

AC 15, touch 171, flat-footed 14

hp 90 (currently 61)(12 HD)

Fort +7, Ref 47, Will +9

Spd 20 ft., climb 10 fi. :

Melee 2 tentacles +16 (1d4+6)

Space 5 fti; Reach 10 f.

Base Atk +9; Grp-+19

Atk Options Power Attack, quickness

Special Actions constrict 1d4-+6, improved grab

Abilities Str 22, Dex 12, Con 16, Int 4, Wis
13, Cha?

Feats Improved Initiative, Lightning
Reflexes, Power Attack, Skill Focus {H'id'e}',;
Stealthy, Weapon Focus (tentacle)

Skills Climb +18, Hide +11, Move Silertly BN
Taetics: The child of Sehan makes
good use ofiits gaze attack, then pmgzeggﬁ
to rip'apart the PCs oneat a time, leaving
those that fail their saves against ils paze
attack for last. In the chaos of battle
the choker scurries down and tries fo
escape, attacking any creatures in its
way. Driven by hunger, it won't think
twice about grabbing a PC on its way

out to be carried off and eaten later.

CR7

—

3. Trapped Urn (EL16)

Burial niches line the walls of this chamber.
Scattered bones are all that remain of the
dead interred herelong ago. Puddlesafslime
lie in depressions of the hewt stone floor.

In the south and north walls, smaller
niches hold broken pietes of ancient urns.
Buried under the dust of ages, one tirn stil

remains intact in the southern niche.

Nothing of value remains here. The pud-
dles are drippings from Aamon A'tir, left
in his initial meandering. The broken urns
onece held bear hearts, eagle feathers, and
other tokens believed to protect and gnide
thesouls of'the dead in the afterlife.

Trap: The single intact urnis a deadly
trap for looters. The urn is sealed with
a tight-fitting 1id. If detect magicis used
here, the urn radiates a strong aura of
conjuration magie,

Removing the lid or breaking the urn
summons a bloodfiend locust swarm that
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shatters the urn as it spills out toattack any
creatures in its path for g minutes.
Bloodfiend Locust Swarm Trap: CR 10;

spell; touch tripper; no resel; summons 4

bloodfiend locust swarm; Search DC 30;

Disable Device DC 30.

BLOODFIEND LocusT SWARM CR8

CE Fine vermin (extraplanar, swarm)
Fiend Folio 170
Init +4: Senses darkvision 60 ft;; Listen +1,
Spot +1
AC 19, touch 14, flat-footed 15
hp 91 (14 HD)
Immune swarm traits, vermin traits
- Fort £11, Ref+8, Will +5
- Spd 20 ft., fly 20 ft. (perfect)

"'@ﬂelae swarm!(3d6 plus energy drair)

~_ Space 10 ft,; Reach 0 ft.

;__Basé'l\_t_k_ +10; Grp —

* Atk Options distraction (DC 19), energy

~ drain, reanimate

Abilities Str 1, Dex 18,(Con 14, Int —, Wis

13,Cha 11
Energy Drain (Su) Living creatures damaged

n ‘by-a bloodfiend locust swarm gain one

ative |evel. It takes a DC 19 Fortitude

. Ve to remove these negative levels,

_ Reanimate (Su) A humanaid or monstrous
humanoid killed by the energy drain attack
of a bloodfiend Iocust swarm rises 2d6
‘hours later as a fiendish vampire spawn.

4 P&&J'\f fcérat.;;.nf(:et_}t)_

Burial niches line the north and south walls
af-this chambelr and smaller niches to the

eastand/west contain pieces of broken clay
urns. Scattered bones are all that remain of
the dead interred here long ago. A plddie of
grayish-green slime lies in the uneven stone
floor at the bottom of the stairs. Smaller
puddles can be seen here and there.

Creatures: Unlike the small puddles
left here by Aamon Altir, the larger
puddle is green slime, It occtipies the
western 5-foot square near the bottem
of the stairs just inside area 4. A secand

green slime clings to the ceiling over

the empty adjacent 5-foot square to the

east (Spot DC 20 to notice), and drops

on any creature besides Aamon A’tir ﬂ‘la’t
walks under it,
The cunst;mtly cozing flesh of

The Great Bloated One (sce_”:__pux_:l;lg)

stone sarcophagi, thelr lids. Iying nextito 5

spawned these preen slime patches
during his endless hours of wallowing
in his own secretions, Each possessesa
rudimentary intelligence independent
of Kanunut. Scooped up in stone
containers, the cultists brought them
here to deal with unwanted visitors. ;

See page 76 of the Dungeon Master’s
Guide for more information omn
green slinme.

5. Thc.i?amdmi?rrtrcr: (EL&) WO~ o

descend twenty-live feet to 4
rotighly hewr chamber ocrup;ed by \_‘gla

:The stairs

them. The ancient powuery b{‘rnCS r:tf!:ht



: npports the ce:hng and a stanedogrwith -
: latch. or keyhole-ocey pies the seniter u*F
the;‘rsortircm Waﬂ Astout iron lever pro:

stairs operates the hidden stair entrance
- in area 2. This room has been looted of
X -a:nythznq of value,
. Creature: Kanuut (toom 15) recently
i c:z]lf.d the succubus Beldien fo this room
to guard against possible intrusions.
- Her services have been paid for with the
' willing sacrifice of one of the cultists. She
remains here for only 1 more day before
returning to the Abyss. She appears as a
‘comely Flan girl from Exag,

Beldien, Succubus: hp 35 Monsier
Manual 47

Tactics: Beldien lies in an open
sarcophagus moaning and pleading for

‘help when the PCs enter. She claims
cultists captured her and covered her
‘with a powdered drug that made her
‘oo weak to'even sit up. She attempts
o get one of the PCs to help her out of
\the sarcophagus and carry her, using

~ a'charm monster spell if necessary. She
“feebly” puts her arms around this PG
and attempts to kiss the character as a
thank you, If the PC resists, she bestows
a negative level while embracing the
character, claiming that the poison
powder must still be on her when the
character reacts.

When her ruse is blown, Beldien casts
suggestion spells meant to divide the party.
She then grapples a weak PC and bestows
as many negative levels as possible, before
defending herself physically: If reduced to
below halfher total hit points or otherwise

mcapacitated, she considers her' duties
fulfilled and escapes using greater teleport.

|
\
|_. 6. Warded Chapber (EL6)

Thislarge T-shaped chamber appears empty:
wa five-fuot-thiek, roughly ewn icolimns
stipport the ceiling. Stone doors witheouit
latches or keyholes bar passage through

openings in the gast and west walls,

An iflusory wall spell (DC 18 Will save
* Riito 'dishelie_xfe ifinteracted with) conceals
. thetunnel in the north wall.

fthe wallaf the hottom of the

i

~Traps: Using scmlls Kanuut has

placed two giyph of wardmg (sonic blast)

traps here.

~ Glyphof Warding Trap (2): CR g; spell;

spell trigger; no reset; spell effect (glyph of
warding [blast], 11th-level cleric, 5d8 sonic,
DC 14 reflex save half damage); multiple
targets (all targets withins ft.); Search DC
28; Disable Device DC 28.

7. Upmber Hulk Tunnels
Years apo, 4 tunneling umber hulle broke
through into area 10. It then investigated
area 6, which was guarded by a power-
ful undead creature. The umber hulk
destroyed the creature, but the battle gre-
viously wounded it It retreated back the
way it came and never returned. Over the
years, other creatures have found their
way ini through the tunnel it left behind.
The tunnel from area 10 remains open
and/leads deeperinto the carth, though
the cultists have made-a feeble attempt
at blocking it with rubble. Tt leads to
unmapped areas beyond the scope of
this adventure.

The cultists use the tunnel between
areas 10-and 6 if they need to enter the
southern portion of this level.

£. Crypt of the Warlards (EL 10)

The air in this large erypt is heavy and cold.
Ninie'stone sarcophagi rest along the walls,
their lids knocked loose, removed, or bro-
ken to pieces. The intact lids bear depictions
af ancient warriors holding scimitars.

This crypt was devoted to great Flan
warTiors ‘of antiquity whose deeds are
still remmembered and celebrated in local
folklore and legends.

Creature: The restless spirits of three
of the interred warlords haunt this
chamber, Teady to attack any intruders
that would further desecrate it. They
appear as glowing warriors coyered in
ritual scarification and war paint.

Spectres(3): hp 45 each; Monster Man-
ual 232,

Treasure: An ancient +2 adamantine
scimitar once wielded by one of the Flan
warriors has eluded the many loot-
ers.and is hidden under a loose stone
beneath a sarcophagus (Seazch DC 30).

Why go lo the trouble using miniatures only
ta push them around an empty table? Paizo's

GameMastery Map Packs coritain full-color gridded
maps for use with RPGs and mimiatures games.
ry Map Packs provide everything
y a step ahead of your |1|1y|_r-.
uct to build encounters that perfectly
fit your campaign.

Each Map Pack containg 18 full-color 8" % 5" map

cards suitable for use with GameMastery Compleat
Encounters or any standard gaming miniatures,

(€ 2005 Palzo Publishing, LLC.



SPAWN OF SEHAN

. Glyphs etched into the blade in the
A . ancient Flan tongie translate to “kiss
- of'the crescent moon.”

9. Crypt of the Wire Ones (EL )

The stone door between this room and
area 6 is:more difficult to open (DC 17
Strength check) from the torth due to
the webs choking the room.

Sheets of webbing shroud this crypt as
if thousands of spiders have taken up
residence here. Sarcophagi with missing
or broken lids and-ancient bones seattered
about the floor and In the webbing are
visible through the thick veil of webs.

This crypt was dedicated to wise
leaders, scholars, and sages of the
ancient: Flan, Two sarcophagus lids
are still intact, Each depicts robed men
holding staves in one hand and scrolls
in the other.

Layers of sheet webs fill this room.
Each/s-foot square is filled with webs
(2 hip, hardness 5, DC 14 Strength check
to break through). If a character fails
to break through the webbing, he
becomes entangled, but can break free
with a DC 14 Strength check oraDC 10
Escape Avtist check, The sheer volume

. of webs makes them clearly visible.

'_'. . Creatures: A necromancer that
' ‘onee lived in Cair Pahor'an built a
eb golem to guard this room from
respassers. It appears as a large,
umanoid creature made of webs, with
- ig,]_]t _'S‘pi‘dér«'].-ike eyes and a fanged

: iffifrﬁders, and has- attracted swarms of
paﬁ-e- su‘btenanean_spid&rs. The cultists

; _'ﬂ eterrent against frespa assers, ﬁ:tey have
lef the creature alun.e

 Wes Gotem CR7
N Large construct
; Monster Manua{ m 74 =
Init +3; Senses darkvision 601, lovi-light

\ision; Listen +0, Spot +0
 touch 12, flat-footed 17

oy
k=
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hp 90/(11 HD); DR 10/adamantine; fast
healing'5

Immune construet traits; magic, webs

Fort +3; Ref +6, Will +3

Weaknesses grease spell, vulnerable to fire

Spd 30fi.

Melee 2 slarms +12/(2d10+7) and bite +7
(1d6+2 plus poison)

Space 10 ft.; Reach 15 ft.

Base Atk +8; Grp +17

Atk Options poison (1d6 Str/1d6 Str, Fort
DC 15 negates)

Spell-Like Abilites (CL 10th)
3/day—web (DC 13)

Abilities Str 20, Dex 17, Con —, Int —, Wis
11,Chal

SQ adhesive, spider climb

Skills Hide 1. (or +14 in webs)

Immunity to Magic (Ex) A web golem is

immune to any spell or spell-like ability

thatallows spell resistanice. In addition,

certain spells function differently against
the creature, as noted below:

A grease spell slows it{as the slow spell)

for 2dé roundsywith no saving throw.

Aweb polem's movement is not inhibited

by a webspell.

Adhesive (Ex) A web golem is extremely
sticky. Anyone who makes an
unsuceessful melee attack against a web
golem must succeed on a DE 20 Reflex
save, or the attacker’s weapon sticks to
the web golem and is yanked out of the
wielder's grasp. Creatures using natural
weapons are automatically grappled if
they fail their save. Pulling a stuck weapon
or limb logse from a web golem requires
a D 20 Strength check:

Spider Climb (Su) A web golem has a
contintious spider climb ability, as the spell.
Spider Swarms (4): hp g each; Monster

Manual 239.

Tactics:When the PCs enter; the spider
swarms scuttle out of the webbing and
attack the medrest targets, Unlike the
web golem, the spider swarms can and
will leave the crypt to pursue prey. As
the spider swarms attack; the web golem

crawls along the ceiling, flattening itself

against the stones above the donrway
until the PCs have entered orit!
spotted (DC 24 to Spot, 9 if the have
been destroyed). It then deops from.
the ceiling, blocking the exit to area
It prefers fo gmpple a smgle foe ;md

been

==y |

imject it with multiple doses of poison
until it stops struggling, or simply tear
it to ribbons before grabbing the next
closest enemy.

Treasure: Among the husks of the
golem’s victims are a total of 1,500 g_nl&_
coins of mostly ancient mint, a cloak of
resistance 41, 2 pations of cure moderate
wounds, a masterwork greataxe, and 2
silver holy symbol of Olidammara.

10. Crypt of the Praﬂan-'l'cucﬁm:] (EL)

Nine massive stane sarcophagi line the
walls of this chamber Bones and ancient
rags are strewn everywhere. The few intact
lids bearthe likenesses of men and womien
wearing robes adorned with: moons, stars,
and dragons. Cracks and even narrow fis-

sures cover the floor andwalls, In the east
wall a funmeal is partially blocked somewhat
by large stones. Another narroW tinnel
exits the room fn the seuth wall.

This erypt contained the arcane
practitioners of the ancient Elan people
They called them Dragon Touched, .
aseribing their abilities to the blood of
dragons in their yeins. The secret doorin
the west wall may be located with a DG 25
Search check, and it'opens like the stone
doors in areas 5, 6, 8, and 9. The lever is
hidden inside the sarcophagus in the
southeast corner. : ;

Anintactsarcophagusnear the east wall ;
contains the body of one of the members -
ofthe Cultof Sehan. Arghakot Annapuma
learned how ta reach the cult'slair from
the cultist before killing the man and -
stuffing him in the sarcophagus, He then
used a disquise self spell to assume the
dead cultist’s appearance and descended
further below to get to the True Source
(see area 16). s

Trap: Removing the lid of th
sarcophagus in the southeast corner
reveals an iron lever protruding from.
the bottom, 3 cp, and blood splatter 1
The lever lifts the secret door. Hewever,_. ]
domg S0 tnggers a mahanv—s ensitive t:a]}




o

aut

~eracksinithe eelling.

elopment: Keep track of how

kes the PCs to get the secret
or open with the lever, as the trap
be tripgered a second time if they

' t&ke ‘o0 much time, The cultists use

e coins to trigger the trap before

: operating the lever. Any object other

than an appendage used to trigger the
frap'is subject to a Sunder attack by
the falchions, which are quite capable
of shearing through maost items.

1. Trail of Prippings

A long tunnel slopes downward to the
southwest, ending In stairs descend-
ing evenideeperinto the earth, Ragged
fissures and cracks fiddle the floor
and walls.

The PCs may make DC 15 Spot checks
to notice partially dried puddles of
greenish-grey slime (Sehan) similar to
the ones they saw in areas 2—3, fhcmgh
not as recent. Characters with the Track
feat may make a DCas Survival check to
determine that these tracks are about 4
days old.

CHAPTER TWOQ: ASCENSTON
OF SLIME

12, Fw“nﬂ the “Onenesr® (EL 10)

This huge chamber is dressed in stone
masoriry blocks, and its ceiling is capped
by 3 forty-foot-high dome. A pair of
thick{fresstanding columns sculpted to
resemble giant warriors holding spears
flanks aleoves in the north and south
walls: To each'side of these stand slender
stane columns covered with ancient
engravings. A third alcove in the west
wall contains an open iron door. Fioma
large fissure in the floon near the center
of thetoom, tendrils of leafless creeping
yines covered in slime crisscross the

“roam, climbing pillars, snaking theit

wayip the walls, and even growing into
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Ancient script covers the slender
columns deseribing the heroic deeds
of three preat chieflains interred in the
adjacent crypts. A PC may make a DC
30 Decipher Seript check to interpret
its meaning,

A'DQ 15 Search of the southeast wall
reyeals a wooden panel painted to look
like the rest of the wall. It covers a fissure
in the wall that leads to a network of
underground caves and tunnels that
stretches formiles beneath the Moundsof
Dawn. Eventually, this network connects
to the sewer system below Exag. The
fissure resulted from an earthquake that
damaped many parts of the necropolis,
and the cultists use the fissure, tunnels,
and sewer system to move back and forth
between the necropolis and Exag,

The vegetable matter prowing here is
an extension of Sehan. The large fissure
in the floor is where the ambilious Flan
cleric Kanuut {ell and became The Great
Bloated One. The main deposit of Sehan
lies deep beneath this room and has been
spreading its tendrils slowly upward,
growing ever larger.

Creatures: Two of the children
of Sehan that recently arrived here
have found a niche in the Sehan cult
as guardians of this fissure leading
down to the True Source. They have
fully adapted to their new forms and
roles, and attack any creatures entering
that they don't recognize as cultists or
Sehan-infused creatures.

Children of Sehan (2): hp 82 each; see

page 3l
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~ Tactics: The children of Sehan attack

Y the nearest foes immediately, but will not

- leave thisroom. They fight to the death to

~ protectthe entrance to the True Source.

Development: Thanks to their

- hivemind ability, Kanuut and the cultists

in room 15 are immediately aware of any

fighting in this room, They prepare as
detailed below (see area 15).

13. Mutated Girallan (EL10)

This crypt dedicated to 2 great Flan chief
of antiguity has been looted. Even: the
sarcophagus is gone. Steps descend fo a
depression in the south half of the crypt
with a granite slababutting the north wall.
A large fron cage squats twisted and broken
im the sastern side of the room, covered In
thick greenish-grey slime.

The door is locked (Open Lock DC 30)
and damaged (currently 32 hp). Kanuut
has the key (area 15).

Creatures: The cultists secretly
purchased a mated pair of girallons from
a dealer in exotic beasts and brought
them here in hopes of creating a pair of
extremely tough Sehan-infused creatures

. fto provide extra muscle for the cult’s
" future plans. They exposed them to large
_amounts of Sehan and soon began to see
Its; thou.gh'nnt what they anticipated.
he creatures underwent a pamnful
arphesis, they broke free of their
ges. The cultists fled and locked the
vy iron door behind them. As the
girallons clung to each other afterward,
' ey fused info one ereature, though they
: mgg(fd to resist the mental “joining” of
han. The resultant creature has a single
‘consciousness, two heads, eight arms
* sticking out of its slime-covered green
“and white fitr, and four legs upon which
awkwardly stumbles about in a state of’
ible pain and rage.
The cultists keep the door locked,
content to wait until the creature dies
from lack of food and water or succumbs

~ MUTATED GIRALLON CR 10
N Large aberration (augmented magical beast)
e Irlit+6 Senses darkvision 60 ft;, fow-light

_ vision, scent; Listen 43, Spot +10
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AC 16, touch 11, flat-footed 15

hp 85 (9 HD)

Fort +9, Ref +8, Will +6

Spd 20 ft., climb 20 ft.

Melee 8 claws +16 (1d4+8) and
2 bites +11 (1d8+4)

Space 10 ft;; Reach 10 ft.

Base Atk +9; Grp +21

Atk Options rend 2d4+12

Abilities Str 26, Dex 15, Con 16, Int 2, Wis
12,Cha7

SQ multiheaded

Feats Combat Reflexes; Improved [nitiative,
lron Will, Toughness (3)

Skills Climb +16, Move Silently +7, Search
=2, Spot 410

Rend (Ex) If the mutated girallon hits with
two or more claw attacks it latches onito
the apponent’s body and tears the flesh.

This automatically deals an extra 2d4+12

points of damage.

Multiheaded (Ex) The mutated girallon’s
multiple heads provide it with darkvision
to a range of 60 feet and a +2 bonus to
Listen, Search, and Spot checks. |t .cannot
be flanked.

Tactics: [Fsomeone unlocks the door,
the mutated girallon quickly lunges
out of the room, savagely attacking
everything it sees. It then tries to
escape from the crypt. It focuses its
initial attacks on a single enemy until
the foe dies, then carries the body with
it to feed on later:

14. Grub-Weakencd Flaar (El 9)

A heavy irondoor decorated with bas-reliefs
of an ancieat six-armed warrior holding
scimitars in each of its hands opens’into a
lareetomb. Steps lead down to a U-shaped
depression surrounding a slab of marblg,
upon which rests a starie sarmghagu:» Its
lid-is missing, ;

This was the tomb ofa gréat:.ﬁg__rri&r'

chief known for fighting with a
scimitar in both hands. His ferocity

and prowess made it seem as if he had

gix arms and six swords.

The sarcophagus lid was inlaid Wlﬁl :

gold, silver, and preciou ;
robbers found it easier to snnply can-y
the entire lid away rather than take it
apa.rt o 'site.

Trap: Tiny stone-eating vermin
called stone grubs plague this part
of the Mounds of Dawn. They deyour
stone as termites destroy wood. The
shaded area of the map indicates an
area of the crypt floor that has been
weakened by their activities, PCs with
the stonecunning racial ability may
make a DC 15 Spot checlto notice signs
of weakened stomework. Othervﬁ's:,
characters may make DC 20 Knowledge
(architecture and engineering)or Craft
(stonemasonry) checks to notice the
possible danger.

Any weight of 50 pounds or more
brought onto the shaded area causes the
entire area to collapse into a 100-foot-
deep chasm, Sharp, thin stalagmites
jutting from the rocks below compound
the danger of falling in.

1po ft. Deep Chasm with Sharp
Stalagmites: GR ¢; mechanical;
location trigger; no reset; DC 20 Reflex
save avoids; 100 ft. deep (10d6, fall);
multiple targets (all targets in shaded
area); sharp stalagmites (Atk +15 melee,
1d3 stalagmites per target for 1d6+5
damage each); Search DC 15; Disable
Device DC 25.

Development: Several small
tunnels branch off from the bottom
of'this chasm. One is:large enough for
Medium-sized creatures to squeeze
through to an adjacent cave from
which a sickly green glow can be seen
(ared 16). e

-nn...d‘-.:. & B ]

15, The Cult of Schan (EL 12)
The iron door, similar to the other 3 ~
from room 12, bears bas-relief warriors '
supplicating angels. A DC 10 Search of
the doorreveals that someone has car\n:d'
tentdcles and other alien aspécts on the
graven angels. It is unlocked.

Mold and sickly grayish-grean lichen coat

the walls and floor of this chamber, which:
clearly served asa huge-crypt.An Uripleas:
ant green glow emanates from a pool o
filthy slime and muck at the centsrof th
erypt; from which a stone slabrises.




d s:.rm—dmne bemg Kanut,

“ment of'Sehan and the Great Bloated One.
A suit of leather armor stretches tightly
across his enormous girth, threatening to
‘burstat the seams, Long, slime-coated ten-
™ tacles ‘protrude from his'torso. Where his
- should have eyes, empty sockets leer across
‘the room. Despite his bulk and appear-
ance, preat strength fortifies Kanuut’s
bady, allowing him to move nermally.
The slimy pool relaxes him and
hydrates his sensitive skin: Kanuut

can see for short distances, despite his

 lack of ocular organs. He acts as the
spiritual leader of the adoring members
‘ol the Cult of Sehan, Kanuut draws his
spiritual powers from alien beings
beyond mortal comprehension, which
‘be believes are super-evolved entities
‘whose origins lie in the True Source
below this room (area 16),

A group of humans in dark robes
with hoods drawn surround
him in poses of fawning
subservience, strings of
green drool hanging fiom
their mouths. These
cultists are mainly simple
folk from Exag. Their
addiction to the sense of
belonging resulting from the
sehan drug has driven them
to religious zealotry, They have
Jjust ingested sehan before the PCs
enter; and bits of it hang froz
their, mouths like strings
of drool.

CuLTisTs (9)

CR1

NE Medium male and female
human warrior 2

Init +2; Senses Listen 40,
Spot +0

Languages Common, Flan

AC 14 touch 12, flat-footed
12

hp 13 (2 HD)

Immune fear
" Fort 44, Ref+2, Will +0

- Melee club+6(1d6+6)

Ranged dagger +4 (1d4+4/19-20)
Base Atk +2; Grp +6

; _::Atk Qptions Powe rAttack

-dlthoughhe nowcallshimselfThe Embodi-

Abilities Str 15 (currently 19), Dex 14, Con

13, Int 10 (currently 8}_, Wis 12/(currently
_ 10),Cha 8
Feats Power Attack, Toughness

Skills Climb +6, Craft (any) +2, Intimidate +2,

JUmp +6, Swim =&
Possessions |eather armor, club, dagger,
black robes, 1d10/sp

Mutated Ginallon

KANUUT, THE GREAT BLOATED ONE, THE
EMBODIMENT OF SEHAN CR9 |
Male half-farspawn human cleric 7.
CE Medium outsider (zugmented

humanoid; native)
Lords of Madness 151
Init +:0; Senses blindsight A0 ft.; Listen +7,

Spot+7
Languages Comrmor, Flan
AC 19, touch 12, flat-footed 19
hp 84 (7 HD); DR 5/magic
Immune peison




asist acid 10, electricity 10; SR 17

" Fort +12, Ref 2, Will +10

Spd 30,

Melee mwk dagger +12 (1d6+6/19-20) and

3 tentacles +6 (1d6+3) or

* 4 tentacles +11 (1d6+6)

“Ranged mwk da gger +5/(1d6+6/19-20)

Base Atk +5: Grp +15

: Options triie strike.

~ Special Actions change shape, clarity of

$:  madness, rebuke tindead Alday/(+1, 2d648)

© Cleric Spells Prepared (€L 7th [CL 8th for evil
speﬂs]) 11 meFe t uch +5 ranged touch)

3rd—bhndnﬁsfdeaﬁiess(DC 19} create food
*and water, cre serious wounds, rage®
“2nd—cure moderate wounds, darkness, (D
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18), desecrate”, enthrall (DC 18), hold

person (DE 18); resist energy

1st—bless, bane (DC 17), clire light Wounds
(2, detect goed, protection from good®,
shield of faith

o—create water, cure:minor wounds (2},
detect mag:c{z) \guidance i

P Domain spell; Domains Evil, Madness

Spell-Like Abilities (CL 7th; +10 melee t_!;_u.!:h):

3/day—blink, blur
1fday—stinking cloud (DC 14); fouch af
idiocy (BC13)

skills Concentration +11, Intimidate +5,

Possessions leather armor +2;ring of

Knowledge (arcana) +1, Knowledge -
(religion) +3, Knowledge (the planes) +4,
Listen +7, Spellcraft +3, Spot +7

protection+2; large masterwork dagger,
periapt of Wisdom +2, glove of storing,
silver unhaly symbel (a mass of wavy
tentacles splayed like a sunburst with

a 10-pointed star at its center), spell
component pouch; keyto room 13

Change Shape (Su) As a standard action,

Abilities Str 22, Dex 10, Con 25 Int 8, Wis
22, Cha 12

SQ secretion, spontarieous casting (infl

Feats Alertness, Willing Deformi
Con +2 [ntimiidate, —2 Dex), Tougtin
Wllling Daﬁ::rm!ty {2 Intlmidat&}

BRI o ety targets. theP-C_g with

-pqol _smd_ clcig;es_. f(;)x et
~ poison and touch of madne:

Kanuut can take the form of a grotesque,
tentacled mass, This ability functions as
described for the change shape ability (see
page 306 of the Monster Mantiaf). While
in:this form his movement modes do not
change. He gains two extra tentacle attacks
when making a full attack, is amorphous,
cannot be flanked, and is not subject to
extra damage from eritical hits. Creatures
pative to'the Material Plane take a—1
morale penalty on attack rolls against
Kanuut while in his amorphous form,
Clarity of Madness (Ex) Kanuut has a—1
penalty on Will saves and Wisdom-based
skill checks. Once per day, he can gain
a +3 bonus on asingle Will save or

Wisdam-based check. He must choose to

use this ability before the roll is made.

True Strike (Su) Once per day, Kanuut can
make a normal attack with a +20 insight
benus on a single attack roll. He is not
affected by the miss chance thatapplies.
to attacks against a concealed target while
making this attack.

Secretion (Ex) Sehan constantly secretes a
slimy, greenjsh-gray substarice from his
pores. This chemical is an addictive drug:

if ingested, though he is immne to its

effects. See the Exposute to Sehan sidebar
fordetails:

Tactics: If the PCs attack the
children of Sehan in area 12, Kanuut
prepares for combat by casting ﬁeedum-.. ,
of movement and resist enegry. He casts. i
blink on the first round of combat.
The cu]nstt draw their wcapo _’s as

confusion and then uses blindness on
Whatever fbe he deems thﬁ blggest_




Jumbled thoughts
Os that can uuderstand the

iy dreams s

- monaliths...”
“I'remember things...

~_come to me. Sehan! No. Something before
'tﬁat...”
L have seen those that walk in the bodies
of athers. They are all over the city. It's in the
eyes. You must watch their eyes, I 'see you...
Do you see me?”"
“Maparrisi is missing. The body stealers
have him. T know it! They would steal the
Sehan from me! Ha! They will not have 11"
‘Most of this is just insane musings,
though the body stealers reference
- hints at the yak folk. In recent weeks,
~ Kanuut sent agents to the city in hopes
of finding the drug dealers selling the
cult’s sacred sacrament. They never
~ located the spriggan gang, but the

- "e]mn'.'th" ﬁs‘e‘ci ﬂi'owed th‘em to sense

.'nn

: 'i‘ﬂfﬁeﬂ;}s_wem Sehan sings to me. [t ﬁ'lls
h faraway images. I long to
walk in the shadows of those great cyclopean -

= gs... My name is... Lam.
~ called—I cannot remember. Perhaps it will

16, The Truc Sonree (EL 1)

A sickly glowing pool of semi-solidislime
fills a deep chasm in the cavern floor.
Root-like tendrils of glistening vegeta-
ble matter spread from the pool, climb-
jrig the'walls:up to an opening far above.
The glow seems to pulsate as if alive

A botly dressedin dark robes lies face
down on the cavern floor among the plant
tendrils; a dagger in his back. A large
woeden spoon covered in the strange
slirtie lies near his'body and several large
glass bottles with corks in them rest along
a nearby wall.

This is the True Source of 'Seh_an,
The plantlike roots growing out of it

and propagate.

provide it with a rudimentary sense of
its surroundings. Deposited here eons
ago by alien beings beyond the scope
of mankind's comprehension, the
slimy substance has an unfathomable

intelligence, buit it cannot affeet other

creatures umless they are exposed
to it directly, Thereafter, it exerts a
strange empathic urge to join, grow,

The body is that of a dead h
cultist that accompanied the dis 3
Arghakot Annapuma down here to carry: o
more Sehan from the pool back upto.
room 15. Once Arghakot had a bottle of
the alien slime, he murdered the cqusL_- :
and absconded with his pn:tt '
nearby funnel.




SPAWN OF SEHAN

With a sueeessful DC 15 Search of
" tHe area the PCs motice three impor-
ant clies. First, an empty spot among
he bottles indicates one was recently
emoved. Second, an impression in
* the thick, jelly-like slime of the pool
shows where the yak folk body snatcher
sn_:eop‘e& some out, Third, tracks in the
~ eayern floor and among the Sehan ten-
Jdrils lead into the tinnelin the west wall
and then inte the tunnel in the south
wall of the adjacent cavern. The tracks
de fhst once they enter the southern

“tunnel,which soon branches into many
tunnels that lead to unmapped ateas of
the Underdark. Arghakot used these tun-
nels to mcle around to area 7 above and
exit the necropolis with the sample.

Thé True Source of Sehan is a pool
approximately 40 feet across and
nea_rly 50 feet deep,: which the PCs can
' destrav by dealing 150 points.of fire,
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cold, or sonic damage to it. See the
“Destroying the True Source” sidebar
for more information.

Any PCs entering the Sehan pool must
succeed on:a DC 18 Fortitude save every
round they stay in. Failure results in
1d6 Charisma damage as the character
15 filled with a feeling of “oneness” that
slowly seeps into them, They must also
make a DC 18 Will save or succamb to
a suggestion spell that compels them
to encourage their friends to enter
the pool. Any creature reduced to ©
Charisma by this effect is transformed
into a.child of Sehan ifit was humanoid,
or a similar plant monsterif not (see the
stat block on page 31 for details),

Creatures: Ancient creatures called

wystes have lurked bene'aﬂl the sur-

face.of this pool for as long as it has

existed—huge leech-like worms with
tentacles surrounding their maws. They

BY GANZ, CONKLIN, HAPP, GREER, AND DOYON

exist solely to defend the True Source
from attaclk. They lazily swim beneath
the surface of the alien slime, ready to.
attack anyene that harms the pool.

Apvancep WysTEs (2) CR6

NE Huge aberration

Manster Manptal [1200 ]
Init +5; Senses blindsight 120 ft., Listen 48,

Spot +6
AC 18, touch 9, flat-footed 17
hp 85 (9 HD)
Immune acid
Fort +8, Ref +4, Will +8-
Spd 10 f., swim 40 ft.
Melee 7 tentacle rakes +11 (Ldé+6) or T
bite +14 (1d6+0 against a grappled foe Drﬂy}
Space 15ft; Reach 10 ..
Base Atk +6: Grp +20 ~ 2
Special Actions bite, improved'.gréb' I
Abilities Str 22, Dex 13, Con 2 i
11, Cha & 3




nd after the. Wyste grabs, it makes:
:egular attack with its bite (in lieu of
: tentacle rakes) gamlng a +4 bonus

who' fails prene T frant of the ereature.

he bite attack is successful, the
Wyste can then deal bite damage
automatically every round thereafter,

: and the wyste is not considered

i grappled '__(;:It hough it cannot bite

:éﬂﬁ'nt'h'er'-i:_r_e_a:t_u're}'. The victim can:

& by winning an opposed grapple

making.a successful Escape

k against the wyste's grapple
;he.ck. result; of by killing the wyste.
lmpro\rad Grab (Ex) If a wyste hitsa
. Large or.smaller opponent with one or
more tentacle attacks, it deal normal
damage and attempts to start a grapple
as a free action without provoking
an attack-of opportunity. The wyste
gets 3 +2 bonus on its grapple check
i for each tentacle that hits beyond the
first, but it can make only one grapple
attack per round, no matter how many
tentacles it devotes to the effort. Each
- successful grapple check it makes
duririg successive rounds automatically
deals damage for all the tentacles tised
to hold the epponent.

Tactics: In a primitive way, the True
Source is aware of any threat to it. When
the wystes sense the PCs, I:he_}r Tise o the
surface of the pooland attack any creatures
that have no Sehan in their system: They
attempt to grapple foes and drag them
down to the bottom of the pool, where

. they feed on them. Even if a foe escapes
. a wyste's grasp, it may still succumb to
[ Sehan or drown. The wystes are too big
to exit thzs cave.

'thf. Cult of Sehan and the strange alien

- products into alcoholic beverages...

slime c:aIled the ‘I!me Source belaw the

Ex:;.g':cu: grouph of them gaﬂ:éﬁng in the
tpper levels of the necropolis until the
spread of Green Welcame has completely

-~ rum its course.

With the writings they find in Kanuut's
lair and the escape of the body melded
yak folk agent Arghakot Annapuma, the
P@s are still not completely finished with
Sehan. Its unpredictable and alien nature
makes it a serious:threat in the wrong
hands. Who can knowwhat dire plans the
inserutable Yak Folk may have for it?

Should the PCs leave the necropolis
without destroying the True Source;
it won't take leng for other curious
creatures to become exposed to it, which
ineyitably leads to more trouble as the
alien slime exerts its need to “join" with
other beings

If you plan to run “The Inscrutable
Ones,” the final installment in The Seeds
of Sehan, the party's exodus from the
necropolis embroils them immediately
i the next adventure as they meet with
attackers intent on removing them as a
threat to the yak folks' plans.zl

Stephen S. Greer is still grinding out a
living in Las Vegas in the legal industry by
day and creating new horrors for his gaming
group by night, He and his wife April recently
became parents o a beautiful baby girl
named Alyssa.

Stefan Happ enjoys converting plant
a time-
tested, if much slower, way to turn people into
shambling mounds.

B, Matthew Conklin IIT: With his bropensity

for civil disobedience, and connections fo

certain unsavory green dragons, this native of
the Metro Detroit grea is surprised any. qf his
fe_How collaborators still talk to him.

Tom Ganz writes: “I'd like to thank my wife
Veronica for giving me the freedom to play my
faverite game as often as I find the time, and
L'hope Il still have time for D&D when ol
baby will be with us in July 2006!”

Ashavan Doyon s a seventh-level secretary
at a liberal arts college in New England, He 3
lives in Massachusetts with his hushand ami
their two pugs.







Serpents of
Scuttlecove

peddlers of vice, and monsters, Here, anyone can find a place to hide, proyided they

can survive the terrors and dangers that infest the city streets. Scuttlecove is also
the home port of the Crimson Fleet, a notorious band of pirates who have long held the
Vohoun Ocean as their private looting grounds. The time has come to take the fight to these
legendary pirates, to confront them in their own depraved lair.

“Serpents of Scuttlecove” is the eighth chapter in the Savage Tide Adventure Path, a comn-
plete campaign consisting of 12 adventures appearing in DUNGEON magazine. For additional
aid in running this campaign, 'cl];le‘.'ck out Dracon magazine's monthly “Savage Tidings”

| articles, a series that helps players and DMs prepare for and expand upon the campaign.
Issue 4355 of DrRAGON magazine feattires several additional locations the PCs might wish
to visit during their stay in the city of Scuttlecove. :

The PCs should be 15th level when they begin “Serpents of Scuttlecove.” They should
gain enough experience to advance to 16th level halfway through the adventure, and 17th

The vile city of Scuttlecove is the home of murderers; thieves, demon worshipers;

b'y the end.
= o,
e e
& BY RICHARD PETT

@ BY BEN WOOTTEN AND WARREN MAHY
® BY ROBERT LAZZARETTI,
ADVENTURE PATH  HIGH LEVEL (13TH-20TH) , URBAN,,
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SERPENTS OF SCUTTLECOVE

e

Adventure Background

Growing up, Vanthus Vanderboren and
his sister Lavinia were quite close. With
their parents rarely around, the pair got
into a fair amount of trouble. After one
particularly complex prank involving
several elixirs of love emptied into the
nearby water tower, both of their child-
hoods came to a sudden end. Layinia was
sent to a prestigious finishing schoel in
an attempt to teach her decorum and
grace, while Vanthus was sent south to
work ona plantation owned by his Uncle
Kallum, a life-long bachelor who sub-
seribed to the netion that strong char-
acter was forged in the crucible of hard
and honest work.

With each day of unrewarding toil
and unfair (from his point of view)
punishment, Vanthus's resentment
toward his uncle grew. He tried several
times to run away, but Kallum's servants
were too quick and always caught him, Tt
was on one of these attempts to escape
that Vanthus discovered a secret door in
the plantation house and blundered into
his uncle's secret study. As it happened,
Kallum was also a retired adventurerand
member of the secret society of treasure
hunters known as the Seekers. Vanthus
spent an hour exploring the large study,
and became particularly obsessed with
a reproduction of a large woodcut
depicting a four-armed demon tearing
apart an old man. The reproduction
was of a page from the Demonomicon of
Iggwilv, and had been framed and hung
on the wall above a small plaque that
read, “General Ghorvash Honors His
Prisoner.” Yet Kallum's greatest treasure
was, without a doubt, a beautifill book
of infinite spells, its white leather cover
festooned with gems and its pages
edged with gold. Vanthus was drawn
to the book as if entranced. He opened
it, and as the knowledge of the spell on
the front page bloomed in his mind,
Vanthus knew true power for the first
time. Heedless ofhis actions, he greedily
began flipping pages through the book,
marveling at spell after spell until he
reached the book's final page and the
gate spell inseribed therein. Amazed by
the spell’s power, he immediately set
about using the hook of infinite spells to
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call upon the powerful monster named
Ghoryash from the pictire on the wall.
The greatest error in Vanthus' life was
his foelish assumption that the spell
would allow him to contrel the demon.
As Vanthus cast the spell, the
page turned on its own. The demon
appeared in a flash of noxious smoke
and immediately realized that the
one who had called him was ignorant.
He menaced the herrified youth for
a moment, then adopted a pose of
subservience and informed the boy that
he would grant him one wish. Vanthus
quickly regained his composure and
wished for wealth, power, and eternal life
in one breath. It was at that point that
Uncle Kallum, drawn by the sound of
the demon’s laughter, entered the study.
Ghorvash stunned the shocked man into
senselessness; then turned to Vanthus
and told him that, in order for his wish
to be granted, blood had to be spilled.
Vanthus didn’t hesitate. With sick glee,
he slit his uncle’s throat and threw the
body to the glabrezu for his enjoyment.
Ghorvash roared in appreciation and
vanished, the seeds of his work sewn.
Yet Vanthus felt betrayed—the demon
had not granted the youth's wish.
Enraged at the demon and horrified that
the murder of hisuncle would be discov-
ered, Vanthus set fire to the plantation
and watched from the nearby fields as
the building burned to the ground.
After the fire, Vanthus returned to live
at the family manor in Sasserine; but he
told no one of his bargain with Ghorvash.
Avyear later, when he suddenly became rich,
he assumed itwas because his plan to carry
out the murder ofhis parents and then rob
the family vault went off without a hitch.
He had no way of knowing that Ghorvash’s
agents lurked in the shadows to ensure that
Vanthus's parents and their erew would fail
in their attempts to put out the fire. When
Vanthus pained great power by becoming
a lemorian captain in the Crimson Fleet,
he told himself it was his glib tongue and
charming personality that won him over.
He never guessed that Ghorvash had already
arranged for his swift ascencion through
the fleet's ranks. It wasn't until after Vanthus
died at the hands of his sister’s guardians
that he realized that Ghorvash had made

good ‘on his wish. He had become rich
after robbing his dead parents’ vault, pow-
erful after becoming a lemorian captain in
the Crimson Fleet, and now, as Ghorvash
dragged Vanthus's squirming soul before
his miaster, the Prince of Dernons, Vanthus
bad eternal life. Ofa sort.

Demogorgon knew of Vanthus, and
more importantly knew of his ties to
his enemnies. He realized that here was a
soul who would certainly stand against
those who were even then disrupting his
aspect's work on the Isle of Dread, And so
Demogorgon consumed Vanthus’s soul,
transforming it and then returning it to
the Material Plane. Vanthus rose from
his grave as a death Imight, and with the
transformation realized how the final
patt of his wish to Ghorvash had been
tulfilled. What's more, as a death knight,
Vanthus finally had the strength and
power to take his sister and bend her to
his unholy desires.

Adyenture Synopsis
After defeating the koprus of Golismerga
and the City of Broken Idols, the PCs dis-
coverthat a disturbing number of shadow
pearlshave alreadybeen shipped to Seuttle-
.céife. Worse, upon returning to Farshore,
they find Lavinia abducted, stolen away
to the same city by her brother Vanthus,
now an undead menace, The PCs travel to
Scuttlecove, and on the way are contacted
by an old acquaintance—Harliss Javell,
whom they last saw in the smuggler's
caves of Kraken's Cove: She asks them to
meet herata place called Red Foam Whal-
ing in Scuttlecove, whereupon she'll do
what she ean to aid them

When the PCs reach Red Foam Whaling,
they are ambushed by yuan-ti. The party
discovers that Harliss has been captured
by the Seventh Coil, and in order to find
out what happened to Lavinia, theyTl need
to first rescue Harliss, Their search takes
them through the streets of the depraved
city, and forces them to make allies to sur-
vive. From their new allies, they learn that
Harliss is being kept in a notorious local
building called the Birdcage. After they
rescue her; the party learns that the head-
quarters of the Crimson Fleet is hidden,
but that the secret to its location may be
keptin a yuan-ti safehouse.




After discovering the location of the
Fleet's base, the PCs travel there and
learn that Lavinia has been transported
to a prison on Gaping Maw, Demogor-
gon's Abyssal realm. They also discover
the true extent of the dozens of shadow
pearls the pirates have already distrib-
uted to the cities of the world, and that
Demogorgon intends to tripger a simul-
taneous detonation of the shadow pearls,
plunging these cities into madness for
unknown reasons. There's no time to
travel to the dozens of cities and remove
the shadow pearls—the only way to stop
this demonic plan is to disrupt the cer-
emony itself on the Abyss.

Adventure Hooks

Ifyou're running “Serpents of Scuttlecove”
as its own adventure, you can simply have
“Lavinia” be any one of the PCs' already-
established allies. In this case, they travel
to the city only totescue their old friend,
who has been abducted by her estranged
brother, Gaptdin Wyther. In this variant,
Lavinia should be hidden somewhere in
the Wreck, perhaps in area I5 under the
Seventh’s watchful eyes.

Alternately, you could begin' this
adventure with the PQs arriving at
Scuttlecove on a mission to cripple or
destroy the Crimson Fleet. Their contact
remains Harliss, who has information
on how to find the Crimson Fleet base.
In this vamant, the PCs must locate the
Wreck and slay Cold Captain Wyther in
order to achieve victory.

PART ONE: A BROTHER’S
REVENGE

Atsome point during the PCs’adventures
in “City of Broken Idols,” something
monstrous occursjust outside ofthe walls
of Farshore. In a lonely grave at the edge
of the Farshore Cemetery, evil wakes in
the decaying flesh of a dead man. When
Demogorgon transforms Vanthus intoia
death knight, his corrupted soul returns
to the Material Plane, a thing of fiendish
hatred that animates his decaying body.
Vanthus claws his way up through the
soggy earth and finally realizes what
has happened. Enraged, horrified, and
intrigued at his new unlife, Vanthus is
unsure of his powers, without his gear,

and nervous that the PCs (who have killed
him once befére)are still nearby. As such,
he wastes no time fleecing Farshore by
calling upon a nightmare mount to carry
him to the nearby abandoned pirate

outpost of Rat's End. He then uses the

nightmare's astral projection ability to
enter the astral plane and emerge back
on the Material Plane at the Crimson
Fleet fortress near Scuttlecove.

Now deadlier than even Cold Captain
Wyther, Vanthus has little problem
commandeering the Crimson Fleet's
resources. The death knight pathers a
group of bar-lgura recruiters (see page
79), gives them 2 reliable description of
the abandoned village, and as they teleport
there he has his nightmare end the astral
projection. It only takes a few hours for the
death knight and his bar-lgura minions
to return to Farshore, storm Lavinia's
manor, abduct her, and teleport back to
Scuttlecove. Once there, Vanthus takes
Cold Captain Wyther's ship, the Crimson
Scar,and sails with it, Lavinia, and a drafled
crew to the Abyssal realm of Gaping Mayw
by using the Crimson Scar’s wakeportal,

'These events occur before the PCs
return to Farshore after defeating Khala
the Two-Headed in the previous advyen-
ture. Without a way to easily contact the
PCs, the people of Farshore are forced
to wait for them to return to relate the
tragic news.

Return to Farshore

Upon their return to Farshore, the PCs
immediately notice that Vanderboren
Manor has been damaged by a fire,
The manor still stands, but the roof on
the northern face: (just above Lavinia’s
bedchamber) has burned away, leaving
a large hole that laborers are repairing.
It shouldn't take long for the citizens
of the colony to bombard the PCs with
tales of Vanthus's attack on the manor.
The frightened citizens tell of his burn-
ing steed, his demonic ape minions;and
most ofall ofthe fact that he looked dead
yetwas still horrifically alive. Some of the
colonists even caught a glimpse of the
demon apes carrying Lavinia from her
burning manor, and they claim that the
monsters were branded with the mark
of the Crimson Fleet. Many more heard

Vanthus's greeting to Lavinia just before
he, the demons, and Lavinia vanished
from sight: “Ttis time for you to love me

-again, sister, The Lord of the Crimson

Fleet can awaken it in you when I bring

you before him. Your time here is over.”

The colony is in a state of quiet panic,
unsure if the undead Vanthus plans on
returning to burn more buildings, or if
his appearance heralds the imminent
arrival of more Crimsen Fleet pirates.
Some colonists have taken to board-
ing themselves in their homes; others
talk about moving inte the surround-
ing jungle to hide out, and still others
talk of abandoning the colony entirely.
Lord Manthalay Meravanchi is sponsor-
ing this latest tactic, and has been ral-
lying his supperters to lay claim to the
boats in the Farshore harbor to mount
a return to Sasserine. The amount of
help your PCs wish to provide in calm-
ing the citizens down is up to them, but
if they wish to convince the colonists
to remain in Farshore, perhaps prom-
ising that they'll go rescue Layinia and

-ensuring them that the Crimson Fleet

has no interest in the colony, they'll
need to make 4 DC 30 Diplomacy check
to assuage their worries. If Lord Mera-
vanchi gets involved in arguing against
them, the PCs must also oppose his +10
Diplomacy check with their own check:

Investigation of Vanderboren Manor
turns up no additional clues, although
none of Lavinia's gear (including a suit of
+1 leather armor, a +1 rapier, a ring of protec-
tion +a, gloves of Dexterity +2, and a cloak
of resistance +1, in addition to any other
items the PCs may have given her over
the past fewradventures) was taken when
she was. An investigation of Vanthus’s
grave Teveals a hole in the earth, left
empty from when Vanthus clawed his
way out. The grave radiates lingering evil,
but there are no real clues here. If the
PCs wish to learn more of Lavinia's fate,
they'll either need to resort to divination
magie or seek out the Crimson Fleet, It's
no secret that the Crimson Fleet is based
in Scuttlecove, and if the PCs captured
Throgiff the tiefling in the last adven-
ture, he can not only confirm this fact,
but can even be made to serve as a guide
if properly intimidated, bribed (with at
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least 1,000 gp), or convinced (with a DC
30 Diplomacy check).

Finding Out Morg
By interrogating Throgiff or any Crim-
son Fleet pirates captured at the end of
“Tides of Dread,” the PCs can learn a bit
more about what the Crimson Fleetisup
toin Scuttlecove. Throgiffs ledger (found
in area 24 in “City of Broken Idols”) also
reveals thatthe Crimson Fleet has already
stockpiled 35 shadow pearls at their base
of operations near Scuttlecove, but where
that base is located and what theyintend
to do with the shadow pearls is unclear.
Diyination magic can reyeal more, As
a general rule, you should use the results
of any such magic employed by the PCs
to guide them toward the next section
of the adventure, depending on when
they utilize the spells. At the start, results
should lead them to Scuttlecove. Once
they've survived the ambush at Red Foam
Whaling and start looking for Harliss,
results should lead them to the Birdcage,
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and so on. There are certain things to

keep in mind, though, when revealing

information to the PCs via divination
spells.

Discern Location: The PCs might use
this spell to determine Vanthus's or
Lavinia's location. The result depends on
when during the adventure the spell is
cast. Abthe start, Lavinia and Vanthus are
in the Crimson Fleet's stronghold on the
island of Sekorvia in the Vohoun Ocean
on the Material Plane, A DC 30 Knoweldge
(geography) check reveals Sekorvia to be
the largest island in the Pirate Isles; if the
PCs have interrogated Throgiff or looked
though his ledger, this becomes a DC 10
Knowledge (geography) check. By the

‘time the PCs actually reach Scuttlecove,
‘though, Vanthus has commandeered the

Crimson Scar and traveled to Gaping Maw

on the Abyss, and not long thereafter
-reaches the prison isle of Di\_dded’s Tre, a
‘place where Demogorgon himself blocks

discern location spells.

Scrying: Scrying attempts oﬁ_ Vanthus

or Lavinia at the start of the adventure
fail automatically, as the €rimson Fleet

stonghold is warded by a permanent
Mordenkainen's private sanctum. Once the

Vanderborens relocate to Gaping Maw,

they gain a +5 bonus on their Will save.

toesist scrying (smce they're on another
plane), butif successful, serying reveals a
rag-draped and badly beaten Lavinia ini
an iron cage dangling over a bubbling

pool of lava, If Vanthus is scried upon,

heis revealed to be brooding in an iron-
walled room and surrounded by several
disembodied demonic shadows. Further
information on their fates is revealed in
“Into the Maw" in DUNGEON #147.

Getting to Scuttlecove

Scuttlecoveliesabouit1 200milesnortheast
of the Isle of Dread, a 16-day journey by
sea if the PCs take the Sea Wyvern. The
voyage to Scuttlecove should be relatively
uneventfil —most of the encounteérs with
sea monsters, bad weather, and other
perils should be relatively minor to a
party of 15th-level PCs.

Of'course, a party ofisth-level characters
has a lot more options available to them
for travel. Spells like wind walk, shadow
walk, greater teleport, and transport via plant

‘cove,’

can all serve to greatly spéed the journey.
Yet the remainder of this adventure (as
wellas the final four adventures in the
Savage Tide Adventure Path) assume that
the PCs do not abandon the Sea Wyvern.

So, how do you eonvince your players to
'take the: kmg way to Scuttlecoye?

As the PCs prepare to travel to Scuttle-
sh;mld determine their method
of approaching the city. As detailed in
Part Two of this adventure and in the
accompanying backdrop, Scuttlecove
is a dangerous place, especially for visi-
tors. Although the PCs are high-level,
they can't simply walk into a place like
Scutﬂecave-——t_}my need a cover or stealth,
Disguising the Sea Wyvern as a Crimson
Fleet shipis cerfainly an option. By bring-
ing the Sea Wyvern, they also gain an entire
ship's cargo to store gear, equipment, and
treasure. They should think about where
they'll be staying in Scuttlecove; the city’s
hardly a safe place to sleep, even if you
pay for a room at an inn. The-Sea Wyvern
can easily serve as a portable stronghold

for the PCs to retreat to, especially if they

moor herina secluded cove elsewhere on
Sekorvia or a nearby island. Finally, you
can stress the fact that if the PCs elect to
leave the Sea Wyvern-at Farshore, someone
like Lord Manthalay Meravanchiis likely
to steal the ship to flee back to Sasserine.

If the PCs use divination magic, you
should take the opportunity to attempt to
convey to them that, while Lavinia's abduc-
tion is tragic, there’s not a particularly

~ pressing need to rescue her immediately.

Harliss Javell’s Message

In' “The Bullywug Gambit,” the PCs
encountered a foul-mouthed pirate cap-
tain named Harliss Jayell. At the end of
that encounter, the PCs should have made
a Diplomacy check to determine how she
reacted to them. If the PCs made a favor-
able impression on her by adjusting her
attitude to friendly or helpful, they'll have
one additional resource to draw upon in
this adventure, “Serpents of Scuttlecove”
assurmes that the PCs left her with such a
favorable impression.

After leaving Kraken's Cove, Harliss
was filled with rage at the Crimson Fleet.
They had not fully divulged to her the
dangers of transporting shadow pearls,




and she blamed them for the death of her
crew and her friends at Kraken's Cove. As
she traveled on foot along the Amedio
Coast away from Sasserine, the need for
revenge against the Crimson Fleet grew
into an obsession. Eventually, she canie
to the secluded beach that Vanthus had
used to stage his arrival in the region. He
left behind several skiffs (he'd lost some
of his men in the chaos at Kraken's Cove
and didn’t have enongh left to return
all of the skiffs to his ship after he fled
the area), one of which Harliss ¢laimed.
She eventually made her way to.a Scarlet
Brotherhood fort and managed to fast
talk her way onto a larger ship bound for
civilization. Yet her true goal remained
Scuttlecove—after witnessing what one
shadow pearl was capable of, and know-
ing that the Crimson Fleet had more of
them, she was curious to find out what
they were up to.

[t took several months, but eventu-
ally Harliss arrived in the depraved city.
She began investigating the Crimson
Fleet, and after several close calls with
Dire Hunger monks and bar-lgura press
gangs, she attracted the attention of a
group of rebels who ealled themselves
the Protectorate.

With the Protectorate’s support,
Harliss learned much about the fleet,
and came close to discovering the
location of their secret hideout. While
spying on a band of Crimson Fleet
pirates on a ship visiting Scuttlecove,
she overheard the news that Vanthus
Vanderboren had returned from the
dead and brought his captured sister
to the base. The news shocked Harliss;
who had thought she'd seen the last of
the Vanderborens, and also made her
recall the adventurers she'd met back
in Kraken's Cove. If they were still allied
with Lavinia, perhaps they would assist
in realizing her revenge.

Harliss’ decision to contact the PCs
sent her in search of someone capable
of such magic. Her contacts at the
Protectorate couldn't help her directly,
but they did point her to one of their
more sinister allies, a half~fiend nymph
named Tyralandi. With her aid and the
use of a scroll of dream, Harliss seeks to
contact the PCs..

Harliss Javell

This dream message can arrive at any
time you wish, and should be sent to
one of the PCs who was present when
they encountered Harliss back in “The
Bullywug Gambit.” Harliss' dream
initially manifests in the mind of the
sleeping PC as a memory of the events
in Kraken's Cove. As the PC and hisallies
hew their way through throngs of savage
pirates, they suddenly encounter Harliss
again. Yet this time, she is not holding
out against her own siege. Instead, she
greets the PCs with a smile and an offer
of allegiarice. She explains that she has
come to Scuttlecove forrealize vengeance
against the Crimson Fleet, and that
she recently discovered that a mutual

acquaintance has returned to them, Her

reports of Vanthus as an undead monster
with Lavinia asa prisoner should provide
the PCs with the last bit of urging they
need to journey to Scuttlecove. In

any event, Harliss promises them her

aid and the aid of the Protectorate in
rescuing Lavinia, as long asshe's able to
help lay the Crimson Fleet low as part
of the process. If they have a ship, she

recommends leaving it in any one of
several secluded harbors on a nearby
island so thatit can serve as a safe place
to stage their infiltration. Alternately,
if they're feeling deceptive, they can
pose as Crimson Fleet pirates come to
the city to unload cargo. She bids them
meet herat a place in Scuttlecove called
“Red Foam Whaling.”

After the dream ends, the PCs can
certainly attempt to contact Harliss
with their own magic to gain further
information, but as they near Scuttlecove,

attempts to contact her fail as she is

captured by agents of the Crimson Fleet
and imprisoned in the Birdcage. By the
time the PCs reach Red Foam Whaling, it
isno longera Protectorate safe house—it
has become a deadly yuan-ti ambush,

Bailing to Scuttlecove

If the PCs sail the Sea Wyvern to
Scuttlecove, there are countless small
coves on the tiny islands that fill the
region that can serve as excellent places
to hide their ship. They can then use
skiffs, magic, or other means to come
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and go from Scuttlecove with relative
safety. The city's landward gates are
imposing but unmanned—no one
opposes (or even notices) a small group
entering the city by these routes.

If the PCs wish to pose as a Crimson
Fleet mercenary ship come to thecity to
unload a cargo of loot, they need only

fly a erimson flag as they approach the

harbor. Navigating the maze of sunken
ships is a difficult task without accurate
charts (see apge 82). If the PCs think
ahead, they can secure such charts from
any Crimson Fleet ships they captured
at the end of “Tides of Dread.”

Once a ship reaches a pier and
docks, its crew is expected to handle
unloading and bartering stolen goods
on their own—there's no organized port
authority or harbormaster to aid in this
matter. It's unlikely that anyone notices
if a ship with a crimson flag docks ata

‘pier and never bothers to unload cargo,
but if the PCs don't leave guards behind
ondeck, there's a cumulative 109 chance

per hour that the Sea Wyvern is stolen by
a band of 1d6+6 Scuttlecove thugs.

PART TWO: CITY OF CHAOS

War. No one mentions the word, but
everyone who lives in Scuttlecove knows.
The city is locked in civil war.

Details on the city of Scuttlecove and
the six factions currently involved in
the war can be found in the backdrop
article that begins on page 76 of this
issue. High-level characters have a
wealth of options available to them, so
rather than having a pre-seripted set
of encounters to walk them through
the adventure, you should be prepared
to allow them to explore the city as

they will. “Serpents of Scuttlecove”

assumes the PCs have three goals
in the city: rescue Lavinia, discover
the plans for the shadow pearls, and
destroy the Crimson Fleet. The route
they take to accomplishing these tasks
is left to each particular party. This
section provides specific guidelines
on what the PCs have to do to get by in
Scuttlecove, and the best ways to realize
these goals, but you should be ready to
think on your feet if the PCs come up
with something unpredictable.
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A Fish Out'of Water

Scuttlecove ismiot a place for kindnessor
weakness. As detailed in the Scuttlecove
backdrop, visitors to the city can expect
to be assaulted by thugs, bar-lgura press
gangs, monks of Dire Hunger, and other
menaces if they don't carry themselves
with confidence, Characters who apenly
walk the streets of Scuttlecove can use
Intimidate or Disguise checks to prevent
these attacks. Magic can be an incredible
boon for the stealthy infiltration of the
city—invisible parties, for example, are
unlikely to attract much attention.

It's quite likely that the PCs ean gain
the favor of one or more of the factions
during the course of this adventure. As
detailed, they are most likely to gain the

support of Porphyry House, although

they could also-ally with the Dealer’s Con-

sortium or even the Monastery of Dire

Hunger once the factions hear rumors of

‘the PCs’ opposition of the Seventh Coil

or the Crimson Fleet (automatic 1d4 days

after they defeat the yuan-ti at Red Foam

Whaling or resciie Harliss from the Bird-
cage). Once the party has allied with one
of these three factions, they no longer
need to worry about the idle dangers of
Scuttlecove, as word spreads quickly.

Asking Around

As soon as the PCs begin asking about
Lavinia, the Crimson Fleet, or the Sey-
enth Coil, agents of the latter two take
notice. Unless the PCs beata DCby1o or
more when they use Gather Information
i the city, it’s only a matter of 3d6 hours:
before the Crimson Fleet or the Seventh
Coil finds out. Once this occurs, these
two factions use divination magic and
their own contacts to quickly determine
who's been asking questions. Unless the
BCs have taken extraordinary means to
conceal their presence, their activities
become the object of serutiny. Groups
of1dg+2 Scuttlecove thugs (page 78) paid
off by the Crimson Fleet trail the PCs at
times, A Sister of Lamentation (page 56)
might follow their travels through the
city along the rooftops. Cold Captain
Wyther is certain to attempt to scry on
the PCs; their cohorts, or even their ani-
mal companions using the crystal ball in
area Hq. Allow the PCs standard chances
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to notice this unwanted attention, but
even if they confront their stalkers and
defeat them, there's always another
group of thugs or a harpy ready to take
up the slack.

Open Warfare

‘A asth-level group wields incredible

power, 8o it’s not unlikely that some
parties might approach Secuttlecove with
aless-than-subtle attitude. Certainly the
rank-and-file thugs and criminals who
populate the city can’twithstand a group
capable of teleporting, raising the dead,
creating earthquakes, and summoning
armies of elementals and outsiders.
Yet while the PCs may have power,
an open assault on Scuttlecove will
actually make their task in town more
difficult, since the leaders of the various
factions rise up to defend their city. At
the very least, soon after the PCs attack
Scuttlecove, they’ll find themselves
facing Tyralandi and six stone golems
made of porphyry, Kedward Bone and
his four barbed devil guardians, a flock
of'six Sisters of Lamentation, the Leech,
and several waves of Crimson recruiters,
Dire Hunger monks, and yuan-ti

‘assassins and slavers. At minimum,

this is an EL 22 encounter, and likely
one that the' PCs can't hope to win.
Furthermore, once they adopt such an
aggressive tactic, they find Seuttlecove
uﬁcha_r-acteristic-a;l]y focused in their
defense—eventually the Seventh and
Cold Captain Wyther become involved
in the defense of the city as well. It's
possible thatthe PCs could stage several
assaults on Scuttlecove and eventually
whittle down the city’s defenses, at
which point they maybe able to find out
enough information to progress, but
further details on such an inefficient
and unnecessary attack are beyond the
scope of this adventure.

Safe Places to Rest

Scuttlecove’s a dangerous place to visit,
and an even more dangerous place to
relax. If the PCs brought the Sea Wywvern,
it represents their best choice asa place
to retreat to when they need to rest
and recover. If they hide their ship in
a nearby cove, the only thing they have



to worry about is assassination attempts
(see below). If their ship is moored in
the Scuttlecove harbor; they'll also have
to deal with curious thugs and perhaps
opportunistic bar-lgura press gangs.

Once the PCs rescue Harliss, she’ll
be able to lead them to one of two
Protectorate safe houses (one in
Eralakni's Emporium and another at
the Rusty Shunt); these locations are
safe from all forms of interruption save
assassination attempts.

If the characters decide to sleep in-an
abandoned building or risk paying for a
room in one of Scuttlecove’s flophouses
or “inns,” you should check three times
a night to determine if someone or
something interrupts their rest. There’s
a 15% chance of an encounter with a
group of 1d6+6 Scuttlecove thugs, a
band of 2d4 Crimson recruiters; 1d6+4
Dire Hunger monks, or one of the
many monstrous predators that dwell in
Scuttlecove’s shadows (such as vampires,

rakshasas, evil outsiders, night hags;

and doppelgangers).

Assassination Attempts

As the PCs attract the attention of the
Crimson Fleet and the Seventh Coil,
they become increasingly concerned
with the party's actions. It won't take
long for the groups to send out assassins
in an attempt to quiet the PCs once
and for all. Listed below are two brief
encounters you can use against the PCs
whenever the action seems to be lagging
or you feel that they're taking too long
to progress.

Minting House Murderers (EL 13):
Underestimating the PCs' strength, two'
yuan-ti asssassins from the Minting
House attempt to impress the Seventh
by killing them. The yuan-ti assassins
attack at night, in an uncrowded place
where they can observe the PCs for
three rounds before opening combat
with death attacks. Ideally, they seek to
catch the PCs as they sleep. If this is not
possible, they stalk the PCs through the
streets and attack soon after they stop to
shop orinterrogate a local. These yuan-ti
are not here to get killed, and in the face
of strong opposition flee via the rooftops
back to the Minting House

SEVENTH ColL AssAssins (2)
Yuan-ti halfblood rogue 2/assassin 7
CE Medium monstrous humanoid
Monster Manual 264
Init +5; Senses darkvision 60 ft., detect
poison, scent; Listen +18, Spot+18
Languages Abyssal, Common, Draconic, Yuan-ti
AC 24, touch 15, flat-footed 19; improved
uncanny dodge
hp 95 (107 with false life, 16 HD)
SR 16
Fort +7 (+10 against poison), Ref +16, Will
+10;:evasion
Spd 30 ft.
Melee +1 keen dagger +19/+14/+9
(1d4+5/17-20) and
bite +13 (1d6+2 plus poison)
Ranged +2 composite longbow +20{+15/+10
(1d8+6/%3) or
spit venom +18 touch (DC 15, 1d6
Con/1d6 Con)
Base Atk +13; Grp +17
Atk Options Combat Expertise, Improved
Feint, sneak attack +5d6
Special Actions death attack (DC 22)
Combat Gear bead of force, potion of cure
serious wounds, potion of fly
Spells Known (CL 7th)
4th (1fd_ay}_,—.d:’m's_nsiﬂn' door, modify
memory (DC 19).
3rd (3/day)—deeper darkness, false life,
misdirection
2nd (4fday)}—cat’s grace, invisibility; pass
without trace, spider climb
15t (5/day)}—feather fall, jump, obscuring
mfsi‘, true-strike
Spell-Like Abilities (CL 8th)
At will—alternate form, ‘chameleon power,
detect poison, produce acid
3fday—animal trance (DC 14), cause fear
(D€ 13), entangle (DT 13)
1/day—deeper darkness, neutralize poison
(DC 16), suggestion (DC 15)
Abilities Str 18, Dex 20, Con 14, Int 21, Wis
18, Cha 14
SQ poison use, trapfinding
Feats Alertness, Blind-Fight, Combat
Expertise, Dodge, Improved Feint,
Mobility, Spit Venom, Weapon Finesse
Skills Bluff +21, Concentration +12, Craft

(poisonmaking) +15, Disguise +19, Hide

+24 (434 when using chameleon power,

CR 11

+42 when also in Tiny viper
form), Knowledge (local) +17,
Knowledge (nobility and royalty) +15,

Listen +18, Move Silently +24, Spot +15,
Tumble +24

Possessions combat gear, +1 mithral shirt,
+1 keen dagger, +2 composite longbow (+4
‘Str)with 20 arrows, cloak of resistance +3

Poison (Ex) Injury and contact, Fortitude DC
15, 1d6 Con/1d6 Con.

Spit Venom This feat (Serpent Kingdoms 147)
allows the Seventh Coil assassin to spit
fits venom up to 30 feet as a ranged touch

attack. The poison functions as a contact

poison in addition to its usual delivery

metheod, This requires a standard action.

The Gloves Come Off (EL 16): The
second time the yuan-ti attempt to
assassinate the PCs, they come prepared,
recruiting the aid of an intimidated
local cutpurse called Borwill. Borwill’s
task is to approach the heroes and keep
them occupied with his effers of cheap
magical ftrinkets for sale (rings and
wands with Nystul's magic aura) while
the yuan-ti move silently into position
around them and ready the attack. The
assassins have organized a group of 6
bar-lgura recruiters for additional aid—
these demons use disguise self to appear
humanoid and constitute the six closest
“pedestrians’ when the assault begins.
Borwill has +8 Bluff and may attempt to
secretly deliver a warning if he feels the
party can take the yuan-ti. If two yuan-ti
assassins are slain, the others flee into
the city in different directions.

Seventh Coil Assassins (4): hp 107 each;
see page 49,

Crimson Recruiters (6): hp 88 each; see
Page79.

Exploring the City

As the PCs wander through Scuttlecove,
consultthe backdrop article as needed.
Certain locations in Scuttlecove
contain additional information and
encounters pertinent to this adventure,
as detailed below.

The Waterfront: Anyone who spends
much time here soon hears tales of the
numerous horrible fish that have been
found washed up on shore or caught by
fishermen lately. The locals have taken to
calling these fish “sackfish.” The sackfish
are bloated bags ofyaguely luminescent
flesh, studded here and there with fins
and featuring horrific double fish heads.
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Sackfish have a disturbing penchant for
bursting if handled roughly, poisoning
anyone nearby (treat as yellow mold—
Dungeon Master's Guide 76). Securing
a sackfish for study is a relatively easy
task. A DC 30 Knowledge (the planes)
made while studying a sackfish teveals
that these fish are fiendish creatures
common on the 88th layer of the Abyss, a
place known as Gaping Maw. These fish
have become common in these waters
due to the frequent voyages Crimson
Fleet ships make to Gaping Maw
using wakeportals.

Plaza of Hanging Ruin: If you're using
the Jade Ravens subplot, a DC 25 Spot
check made by any PC who visits the Plaza
of Hanging Ruin is enough to notice a
familiar face—poor Kaskus Kiel (LN
male dwarf druid ¢) hangs rotting from
the plaza'’s hooks, his flesh alive with flies
and maggots. He has obviously been dead
for some time. If he's resurrected, he tells
how he and his fellow Ravens came to
Scuttlecove with ideas of rescuing Lavinia,

Tyralandi

only to run afoul 'of a band of ynan-
ti assassing' not long after they started
asking questions. Kaskus was with Zan
Oldavin when he was jumped by assassins;
To]ﬁn and Liamae were following up on
a different lead at the time and he has
no idea what happened to them. Zan,
he fears; is dead; he was taken away to
someplace called “The Minting House”
for “recruitment.” The yuan-ti didn't seem
to havean interest in Kaskus, and left him
here to die.

Porphyry House: If the PCs visit
Scuttlecove's most infamous brothel,
they are greeted by an overly pleasant and
attractive staffeager to please. Attempts to
arrange meetingswith the house’s owner
Tyralandi require a DC 40 Diplomacy
check (or a bribe of at least 5,000 gp in

Jewelry or 10,000 gp in magic). Tyralandi

has no love for the Crimson Fleet, and
provided the PCs can present themselves

din a properly deferential manner

(requiring a second DC 4o Diplomacy
check or a DC 40 Perform [any| check to
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entertain her), she may be willing to aid
themin theiractions against the Crimson
Fleet if they promise to stand aside when
she moves to fill the vacuum left by the
Fleet’s defeat. If the PCs present Harliss'
note (vecovered from the Leech's lair in
Part Three), they gain a +20 bonus on
their checks to secure Tyralandi’s aid, If
they askabout Harliss, she admits that the
Woman camie to her several days ago with
arequest to have a dream spell cast upon
her. The money was good, and Tyralandi
admits to having a soft spot in her heart
for female swashbucklers. She used
one of Porphyry Houses' many scrolls
of dream (used often to grant unusual
requests by paying customers) on Harliss,
but doesn't know what message she sent
with the spell. As an aside, Tyralandi
adds that she knows where Harliss is
now. For payment for this information,
she asks only for a lock of hair from the
PC with the highest Charisma (Tyralandi
intends to use a scroll of simulacrum to
create a minion based on the character
for her own personal amusement—this
deyelopment could come back later in
the adventure to cause all manner of
amusing plot developments). If paid,
she admits that she's heard through
her extensive network of contacts
that Harliss has recently been
taken to the Birdcage, nio doubt by
enemies eager to learn something

she knows. Tyralandi’s fondness
for female swashbucklers isn't
enough for her to risk upsetting
the tenuous allegiance Porphyry
House shares with the Birdcage,
but if the PCs indicate that
they infend a rescue, she
opens a nedrby drawer and
gives the PCs a leather pouch

containing three oils of silence.

If the PCs ask what they're for,

she smiles coyly and feigns

ignorance that she gave them

the oils at all, musing only

that some of the denizens of

the Birdcage have particularly

enthralling singing voices.

Tyralandi wouldn't mind

seeing the harpies of the

Birdcage dealt a blow that
would allow her to step in and




help repair in return for further debt to
Porphyry House.

Ifthe PCs secure Tyralandi's aid, award
them experience as if they had defeated a
CR 1y creature in combat.

The Rusty Shunt: If the PCs learn
about the Protectorate, a DC 4o Gather
Information check is enough to send
them to the Rusty Shunt to contact Lars
Landicaster about the Protectorate. Lars
denies knowing anything about the
group, but if the PCs can make a DQ
30 Diplomacy check to set him at ease,
he mysteriously and quietly invites the
PCs to follow him downstairs into the
building’s basement. After the Seventh
Coil slaughtered half their number
at Red Foam Whaling and captured
Harliss, the remaining members of the
Protectorate went into hiding here; their
numbers are few, and they can't help the
PCs much aside from giving them a safe
place to hide and rest. If you're using
the Jade Ravens subplot, a new member
is among the Protectorate here—Tolin'
Kientai (LN male human ranger 3/ ﬁghte:-
6) hides here with the others, wracked
with guilt about the unknown fates of
his companions.

PART THREE: RED FOAM
WHALING

Assuming the PCs received Harliss Javel's
dregm message, Red Foam Whaling is
likely to be one of their first stops in
Scuttlecove, It's a simple matter of 3 DC
10 Gather Information check to deter-
mine the location’s address (“The run-
down building at the far west end of the
boardwalk."), although most of the locals
are quick to warn them that the place
is haunted. If the PCs aren't looking to
meet Harliss, they could be directed to
Red Foam Whaling as the result of a
DC 35 Gather Information check made
to find out if there are any “rebels” or
non-evil folk operating in the city. In
this case, the informant knows that Red
Foam's a Protectorate safehouse, but not
that it's recently been compromised by
the Leech and his assassins.

During Scuttlecove’s formative years, an
enterprising (but foolish) band of pirates
noted that their competitors were sack-
ing merchant ships but not whaling ships.

Knowing that whale oil and ambergris ate
“big business;” these pirates took the name
ofthe Red Foam Boys, They converted these
buildings into a whaling factory, then set
out to murder the crews of whaling vessels,
steal their catches, then return to Scuttle-
cove with the stolen whales to process them
and sell the harvest. What the Red Foam

.Boys didn't account for was the fact that it's

muchharder to process whales than to steal
gold. The pirate band lasted for only three
forays before internal strife tore them apart.
Today; all that remains of their foolish plan
is this slowly rotting whaling factory at the
city’s edge. The building has served as the
home for numerous creattires and organi-
zations over the years, most recentlyas a safe

_house for members ofthe Protectorate who

used magic and trickery to give the house
a reputation for being haunted. They used
the building as a place to smuggle people
into (and out of ) the city.

Only a few days before the PCs arrive
in Scuttlecove, Seventh Coil spies tracked
Harliss Javel to this building. Tn a brutal
raid, they murdered 4ll ten Protectorate

~members who were staying here and

captured Harliss. A dangerous member
of the Seventh Coil known as the Leech
has claimed the buﬂ&mgas his own, and
thanks to the information provided him by
the Sisters of Lamentation at the Birdcage,
he knows that Harliss called for help with
Tyralandi’s dream spell. He expecis the
help to arrive any day, and has turned the
building inte a devious ambush.

Red Foam Whaling is an unassuming
structure cobbled together from two
buildings connected by a rickety
extension. The piers are partially enclosed
by sagging wooden walls and protected
from the eléments by a long sloping
roof, although one chamber (area AS8)
no longer has a ceiling, Unless the PCs
take care to hide their approach, they are
spotted by the yuan-ti assassins hidden
atop the building well before they reach
the structure.

Although Red Foam Whaling consists
of several areas, the entire building is
effectively one encounterwith the Leech
and his yuan-ti minions, since even if
they aren’t ready to ambush the PCs, the
monsters respond quickly fo anyattack.
The sidebar on page 5z gives a brief

description of most of the rooms in the
building: The yuan-ti don't attack until
the time is right, as detailed below.

The Ambush (EL 17)

Massive iron hooks attached to ropes as

thick as arms hang from beams above,
which in turn are attached to huge rust-
covered pulleys that once enabled workers
to maneuyver whales into one of the narrow
bays between the rickety-looking wallaways.
Rotting tools—rusting iron-spiked boots;
wicked curved knives on long poles, and
heavy saws lean against walls to the north
and east, while to the west and south there
are no walls at all blocking the depressing
view of the city’s harbor.

Although the butchery has been exposed
to the elements for years, a DC 15 Knowl-
edge (architecture and engineering) check
Teveals that the piers have been recently
repaired and serviced in a cunning way that
makes them stable without looking safe.

Some of the piers were never used
by the Protectorate, including the one
south of area A8 and the upraised walk-
way. These piers are unstable, and if a
Medium or larger creature walks on
them, the pier collapses. A DC 20 Reflex
save allows the creature to leap to safety,
with failure indicating a fall into the
sloshing 10-foot-deep water below.

Creatures: The Leech and three yuan-
t1 assassins have prepared an ambush
in this area, The Leech himself spends
histime in area A3, relaxing and waiting
for the assassins to raise the alarm when
they see the PCs approach, The assassins
fear the Leech enough that they've been
watching in shifls for several days, using
otions of lesser restoration to fight back
fatigue: Each of them has 1 potion left
when the PCs arrive.

The yuan-ti assassins spend their time
in the form of Tiny vipers on the building
T00fs, one above area AG, one above area
A1, and one above area A3. From these
positions they can keep an eye on creatures
approaching from all directions. They've
been given basic descriptions of the PCs,
but raise the alarm if they notice anyone
approaching the building with the apparent
intent of entering. The snake above A3
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slithers through a crackin the roof'to warn
the Leech, then all three move into area
A7 to take up positions. One lurks under
the upraised walkway on the central pier,
one in the rafters up above the door just
south of area A6, and one in the rafters just
south of the southern door to area A3. The
Leech takes upa hidden position under the
walkway and stairs just to the southwest of
area A8 and summons one of his fayorite
playthings; a succubus named Alersia, to
take up pesition at the area marked A7 on
the map. Alersia assumes Harliss' form and
pretends to be unconscious, waiting for the
PCs to enter the area and rush to her side.
The mname “abomination” is well
suited to the grotesque yuan-ti knowym
to his kin as the Leech. His flesh is a
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One square/ = 3 feet

sickened yellow-green hue, with a face.

pulled back in-a ghastly rictus grin, as if’
horrifically secarred by acid. The Leech
is an uncontrolled menace even within
the Seventh Coil; he views himself as the

chosen of Demogorgen.

THE LEECH CR 16

Male yuan-ti abomination blackguard 3/
thrall of Demogorgon 6

CE Large monstrous humanoid

Monster Manual 264, Book of Vile Darkness 67

Init +2; Senses darkvision 60 ft., scent;
Listen +7, Spot +25

Aura despair (-2 on enemy’s saves, 10 fi.)

Languages Abyssal, Common, Draconic, Yuan-i

AC 33, touch 13, flat-footed 31

hp 192 (18 HD)

A7

SR18

Fort +22, Ref+16, Will +19

Spd 2 mb 20 ft., swim 20 ft.

Melee mwk scimitar +26/+21/16/+11
(1d8+8/18-20) and
bite +20 (2d6+4 plus poison, DC 20)

Ranged +3 composite longbow
+24(+19/+14/+9 (2d6+12x3)

Space 10 ft.; Reach 10 ft.

Base Atk +18; Grp +30

Atk Options Cleave, Improved Sunder, Poirit
Blank Shot, Power Attack, Precise Shot,
constrict 1d6+8, improved grab (bite), smite
good 1/day (+5 on attack roll, +3 damage)

. Special Actions hypnosis, rebuke undead

(+7, 2dé+6), rotting touch, summon
demon, touch of fear

Comibat Gear potion of fly




Blackguard Spells Prepared (CL 3rd)
2nd—eagle’s splendor

1st—corrupt weapon, cure light wounds (2)

Spell-Like Abilities (CL 10th)

At will—atternate form (CL 1gth), animal
trance (DCay), aversion (DC 23, CL 16th),
chameleon power, detect good (CL 3rd),
detect poison (CL 6), entangle (DC 16),
produce acid

3/day—deeper darkness, neutralize pojson
(D€ 1g), suggestion (DC 18)

1/day—baleful polymorph (D€ 20, into
snake form only), fear (DC 19)

Abilities Str 27, Dex 15, Con 22, Int 18, Wis
20, Cha 20

SQ dark blessing, poison use, reaching
touch, scaly flesh +2

Feats Abyss-Bound Soul (Demogorgon),
Alertness, Blind-Fight, Cleave, Evil Brand,
Improved Sunder, Point Blank Shot,
Power Attack, Precise Shot, Thrall to
Deman (Demogorgon), Willing Deformity

Skills Concentrate +27, Hide +20 (+30 when
using chameleon power), Intimidate +25
(+27 againstevil), Knowledge (arcana)
+22, Knowledge (local) +22, Knowledge
(religion) +25, Move Silently +17, Swim
+16, Spot +25

Possessions combat gear, +3 breasip!ate, +3
composite longbow (+8 Str) with 20 cold
iron-arrows and 20 arrows, masterwork
scimitar, greater bracers of archery, ring of
protection +2, belt of giant strength +4

Dual Actions (Su) Twice per day, the Leech
can take two full rounds’ worth of actions
in the same round.

Hypnosis (Su) Once per day, the Leech can
produce an effect identical to that of the
hypnotism spell, except it functions as a
gaze attack with a range of 30 feet. A DC
16 Will save negates this effect; the save
DC is Charisma-based.

Reaching Touch'(Su) Three times a day, as a
free action, the Leech can cause his arms
to stretch unnaturally, increasing his
reach by 5 feet for 1 round.

Rotting Touch (Su) Three times per day, the
Leech can deal 1d6 points of Constitution’
damage as a touch attack.

Scaly Flesh (Ex) The Leech’s natural armor
bonus gains a +2 bonus,

Summon Demon (Sp) The Leech can summon
ademon of 5 HD or less once a day,
as if using a summon monster spell (CL
15th). He can‘also summon any single

tanar'ri with a CR of 8 or lower once a

day; a demon summoned in'this manner

remains at his side for up to 1 hour and

follows his commands.
Touch of Fear (Su) Three times per day, the-

Leech can cause a creature hestrikes with

a touch attack to become frightented for

1d4 rounds, A DC 16 Will save means the

‘creature touched is merely shakenfor 1

round. The save DC is Charisma-based.
Feats Abyss-Bound Soul grants the Leech

a +2 borius on saves made against spells

with the good descriptor, and allows

him to summon a CR 8 demon as

detailed above. Evil Brand grants him a

+2 circumstance borius on Diplomacy

and Intimidate checks made against evil

creatures, Thrall to Demon allows him to

gain a +1 luck bonus on any ene attack
roll, saving htrow, ability check, skill

check; or level check once per day: Willing

Deformity grants:him a +2 deformity

bonus.on Intimidate checks.

Seventh Coil Assassins (3): hp 107 each;
see page 49.

Alersia, succubus: hp 33; Monster Man-
ual 47. 2

Tactics: The ambush setup is unlikely
to trick adventurers for long, but the
yuan-ti merely want to delay the PCs
for a few rounds, long enough for them
to study the PCs and start combat with
death attacks. Alersia, as Harliss, feigns
unconsciousness with her Bluff check,
and as the PCs approach moans as if
in great pain. On the third round, she
opens her eyes and embraces the nearest
PC, using her energy drain as she kisses
that PC in feigned relief, The yuan-H use
this momentio attempt death attacks on
any other PCs in range. The Leech takes
advantage of these three rounds to cast
corrupt weapon on his scimitar, followed
by eagle’s splendor.

When combat begins, the yuan:ti
assassins move in to engage the PCs in
melee while the Leech fires at any obvi-
ous clerics or paladins with his bow.
Alersia continues using her energy drain
as long as she can, but if attacked she
teleports to the Leech's side to continue
the fight using her spell-like abilities.

As long as the Leech lives, the assas-
sins do not retreat—the Leech has no
intention of surrendering his new lair,

and continues to attack until reduced to
40 hit points or less. At this point, he
uses deeper darkness to cover his retreat,
assuming the form of a Tiny viper the
next round as he tries to retreat fo area
A3 to recover and defend his lair. The
Leech ﬁghts to the death if confronted
there,

Omce the Leech is slain, the assassins
attempt to flee as well, scattering separately
into the city. Alersia teleports away as well
at this time, not wishing to continue a
battle against obviously superior foes.

The Leech’s Lair

Ornginally used as a barracks for the Red
Foam Boys and later by the Protectorate,
this large room is now the Leech's lair.
The horrific yuan-ti has transformed the
chamber into a testimony to his bizarre
cruelty and self-obsession. He has col-
lected its own shed skins over the past
several decddes and uses them to deco-
rate the walls of this chamber like tap-
estries. The skins waft in the breeze and
are layered like curtains so that every 5
feet there is a fresh wall of skins—either
the Leech’s owm, or those removed from
his victims.

The Leech has created a horrific
work of “art” in the southwest corner
of the room using parts of animals
and people stitched together by thick
black yarn to create a foully distorted,
double-headed form of great size with
twin tentacles and a double-ended tail.
Anyone viewing the horrible creation
and making a2 DC 20 Knowledge
(religion) check recognizes the creation
as a crude likeness of Demogorgon.

Treasure: Among the stitched flesh
and body parts of the Leech’s statue
of Demogorgon are two gold bracelets
with stylized whales worth 150 gp each
and a single large jet stone worth 200
gp. The Leech was also an admirer of
scrimshaw art, and several works lean
against the walls here. Of the ten, nine
are mundane and worth 10 gp each. The
tenth, though, is carved on an immense
tooth and depicts the rarest of events—
a Hateful Compulsion, the breeding
rituzl of krakens, This scrimshaw is
both beautiful and monstrous, and is
worth 7oo gp.
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The Leech’s nest is in the northeast

corner of the room, a foul-smelling
mound of rags, torn skins, poorly-pre-
served animal pelts, and stained sheets. A
DC 20 Search of the nest reveals a stained
burlap sack near the north wall—this
sack contains Harliss Javell's gear, sto-
len from her by the Leech. The Leech has
not yet had time to have the magic items
identified or pawn the jewelry. A fitll list
of'this gear appears in Harliss' stat block
on page 58.

Characters who met Harliss back
in Kraken’s Cove can recognize the
distinctive: earrings and necklace with
a DC 20 Wisdom check. Also among
her gear is a belt pouch containing
miscellaneous supplies (a comb, some
stale bread, a flask of grog, etc.) and
a folded note on which is written a
brief message (reproduced as Handout

54 DUNGEON MAY 2007

Handount 1

1), This note was Harliss' letter of
introduction to Tyralandi from her
(now dead) Protectorate contact. A
DC 25 Knowledge (local) check reveals
who Tyralandi is and where she can
be found. Alternately, a DC 12 Gather
Information check can do the same.

A DC 30 Knowledge (local) or Gather
Information check reveals that Zimon
Alenveer was recently executed by the
monks of Dire Hunger at the paid
request of the Crimson Fleet. Zimon's
body is gone, but if the PCs exceed the
DC by 10 ormore, they also discover that
he was a member of the Protectorate
and once led that group's operations at
Red Foam Whaling,

PART FOUR: THE BIRDCAGE
Located in the heart of the city, this
small gray tower is decorated with
luridly colored flags and numerous bas-
relief caryings of stylized harpies armed
with whips and daggers. The Birdcage,
also known as the Crooked Spire, is a
stone townhouse topped by a spire
built of cheap timber. It has developed
a singular twist over the years but has
so far avoided total collapse. Inside the
building, the walls and doors are gar-
ishly painted with alarmingly instrue-
tional erotic imagery, whilst lanterns
hang from hooks in the ceiling every
10 feet. Braziers of sandalwood burn all
day long,

After Tyralandi claimed Porphyry
House as her own, she lifted the previ-
ous owner’s ban on competing broth-
els—somewhat, All new brothels had to
be licensed by Porphyry House, and the
licensing fees were steep: A group of har-
ies kriown as the Sisters of Lamentation
had the money, though, and they founded
this relativelynew building as one of Scut-
tlecove's “other” bordellos. They quickly
earned that they couldn’t compete with
Porphyry House, and today their services
have changed to a sort of “information
retrieval” rather than pleasure. For the
right price (minimum 160 gp per day),
the Sisters of Lamentation claim that
they can exiract any secret, no matter how

-~ deeplyhidden or guarded, from any living

creature, If they can't extract it from the
living, they can guarantee answers from
the dead. Not quite torturers for hire, the
harpies of the Birdcage have done brisk
business extracting information from
subjects other torturers have been unable
to break. For ifless invasive methods fail,
the shaved harpies of the Birdcage can
always animate the dead bodies of their
clients and order them to divulge what
their rotting hrains remember,

The Birdeage is run by acabal of several
harpies, all of whom shave their bodies
bald and festoon their flesh with tattoos
and horrific piercings (often little more
than nails driven into hands, feet, and
scalps) to increase their fearsome appear-
ance. At any one time, three of these
harpies are on-site, with the other half-
dozen scouring the city for information
and customers. The harpies are assisted
by six terrified and charmed slaves, all of
whom are forced to wear humiliating and
embarrassing outfits made of leather and
peacock feathers.

The Birdeage's most recent
commission is Harliss Javell, left here by
the Seventh Coil. The harpiesiworked on
her for a few days and managed to extract
a few tantalizing bits of information,
including the fact that she's joined the
Protectorate and recently contacted
“allies” to aid her in some plan she has
involving the Crimson Fleet. Descriptions
of these allies (the PCs) were sent on to
the Leech, but so far the harpies haven't
managed to get much more from the




strong-willed woman. The Seventh Coil
is particularly keen to find out more
details on her plans for the Crimson
Fleet, hoping to use the information to
leverage a stronger position with their
pirate allies. A miscommunication with
funds (the yuan-ti courier was ambushed
and murdered by several desperate drug:
dealers before he could deliver the latest
payment) tesulted in the harpies not
being paid on time, and they've held
off further interrogations until the debt
is settled. For now, Harliss remains in
bad shape in the central eage within the
Crooked Spire.

The most likely way the PCs learn that
Harliss is being kept here is by asking
Tyralandi about the note they found in
the Leech’s lair. Alternately, spells like dis-
cern location and locate creature can lead the
PCs to this building. Even scrying might
work, since scrying on Harliss reveals her

to be unconscious in a large, dang_ling___

birdcage. A DC 30 Gather Information
or Knowledge (local) check suggests that,

logically speaking, the Birdeage is the

most likely place for her location.

B1. Recieving

The walls of this garishly painted chamber
depict scenes that would make even the
most brazen streetwalker blush. A fine oak
cabinet stands to the left of the entrance
door, and a low table with a bottle of port
and several crystal glasses stands next
to a few padded chairs near a door to
the south:

The entrance tothe Birdeage remains
open at all hours of the day or night,
but the southern door is quite sturdy
and kept locked (Open Lock DC 40)
at all times. This room is staffed by a
single charmed human slave (NE war-
rior 1) who takes the names of anyone
who wishes to set up an appointment.
This human slayve doesn't have a key to

the door; he merely records names and.

makes appointments in a large ledger
on the desk, meekly inviting visitors te

have asip of wine before they leave. If

the PGs schedule an appointment, they
can return the next day only to be told
that the sisters have denied the appoint-

ment (unless they made the appoint-
ment in disguise). The slave makes no
attempt to stop anyone who tries fo
bash down the southern door or pick

its lock.

Treasure: The bottle of port is an.
import from the city of Alhaster, and
bearsalabel depictinga drunken nymph.

‘Currently unopened, the bottle is worth

50 gp; each of the four crystal glasses are
worth 20 gp.

B2, The Spectacle and Tantalizing
Audibility (EL 16)

This room is a vast space, a garishly painted
chamber of great height that seems to
consist of the entire central mass of the
building. The walls are decorated to a
height of thirty feet with paintings of an
erotic nature that leave nothing to the
imagination. The interior of the spi}-‘e above
is atangled network of beams and supports.
Four huge oak beams extend upward into
the cathedral-like space, rising around a
huge birdcage made of metal and crystal
that dangles from the rafters by several fron
chains and creaking ropes. The chamber’s
flaor is thickly ca fpétéd; and a balcony runs
around the edge of the room at a height
of fifteen feet, granting access to several
narrow doorways.

A handful of enthralled slaves mill
about this room as they move back and'
forth from the chambers to the east and
west or go about cleaning the carpet and
walls. Listless and quiet, these slaves
scurry for cover if combat breaks out in
the room.

The network of beams far above serve
the harpies as perches and rooststo sleep
upon. Clambering around on them is
possible with a DC€ 10 Climb check ora
'DC 12 Balance check.

Creatures: When the PCs enter this
chamber, 1d3 Sisters of Lamentation are
present, either perched on one of the
rafters above or idly tormenting Harliss
(who's imprisoned in area Bj). The
sisters are named Vivisectia, Chasten,
and Scourge. Sisters not present are in
one of the side rooms attending to other
prisoners (areas B6). The harpies have no
interestin interacting with the PCs, whom
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they likely recognize as Harliss" allies, If)
on the other hand, the PCs are disguised
as customers, the harpies flap down to
interview them and determine what
they need. Payment for interrogations
is required up front, especially after the
Seventh Coil failed to provide payment
for their latest project, The harpies use
detect thoughts as part of their interview
process, and are adept at seeing through
bluffs, but if the PCGs pull off their
deception they can use the opportunity
to scout out the room or spring a
surprise attack.

If combat breaks out in here, a
disturbing sound not unlike a wailing
baby or wounded cat echoes down from
the cage above—this caterwauling is
from the Young Master, the guardian of
the cage (area By).

VIVISECTIA, CHASTEN, AND SCOURGE;

SISTERS OF LAMENTATION (3) CR13

Female harpy bard 7/diresinger 5

CE Medium monstrous humanoid

Monster Manual 151, Libris Mortis 43

Init +2; Senses darkvision 60 ft;; Listen +0,
Spot +0

Languages Common

AC 18, touch 15, flat-footed 16; Dodge, Mobility
hp 108 (19 HD)
Fort +7, Ref +13, Will +14

Spd 20 ft., fly 80 ft. (average)

Melee dagger of venom +16/+11/+6
(1d4+1/19-20) and
2 claws +10 (1d3)

Base Atk +15; Grp +15

Atk Options Flyby Attack

Special Actions bardic music/dirgesong
12/day (countersong, fascinate, inspire
competence, inspire courage +1, song

of awakening, song of bolstering; song
of grief, song of horror, sang of sorrow,
suggestion), éﬁ.p'_tivating song (DC 21)
Spells Known (CL 7th)
3rd (1/day}—lesser geas (DC 1), major
fri;age{DC 19)
2nd (4/day)—detect thoughts (DC 18), enthrall
(DC 18), inisibility, suggestion (DC 18)
ast(g/day}—charm person (D€ 17), cure light
wounds, grease{DC 17), silent image (DC 17)
o (3/day}—dancing lights, ghost
sound (DC 15), mending, message,
prestfdr'gr'tatr’dn, resistance
Abilities Str 10, Dex 15, Con 14, Int 10, Wis
10, Cha 22
$Q bardic knowledge +7
Feats Ability Focus (captivating song),
Dodge, Flyby Attack, Mobility, Persuasive,
Requiem, Willing Deformity
Skills Bluff +20, Concentration+12,
Intimidate +34; Knowledge (religion) +7,

Perform (oratory) +23, Sense Motive +14
Possessions dagger of venom, ring of
protection +3, ring of force shield, keys for
all locks in the Birdcage
Dirgesong (Su) Dirgesong follows the same
rules as bardic music. The five effects a

Sister of Lamentation can create with

dirgesong follow.

Song of Awakening: The sister can
animate a corpse of a creature within
30 feet if she can make a Perfarm
check (DC 10 + target creature’s
HD). The slain creature can have
no more Hit Dice than the harpy's
effective character level (15 HD). The

corpse must have been dead for ne

more than 1 hour. The awakened
creature’s type becames undead,
and it retains any subtypes,
class features, and supernatural
or spell-like abilities; it loses
all extraordinary abilities it
possessed in life. The undead is
loyal to the harpy and obeys any
commands given iti{or attacks her
foes if no commands are given).

The creature remains animated
as long as the harpy continues to
perform. A harpy can have no more
than.one awakened corpse at a time.

Song of Bolstering: All undead within 30 feet
gain a5 bonus to their L resistance.
This lasts for as long asthe harpy
performs and for 1o rounds thereafter,




Sang of Grief: A single creature within
6o feet that can hear the harpy must
make a DC 27 Will save or become
confused as long as the harpy performs

and for 5 rounds thereafter This is an
enchantment (compulsion), mind-
affecting ability.

Song of Horror: Any enemy within 6o fest
of the harpy who can hear her must
make a DC 27 Will save or take 1d6
Strength damage and 1d6 Dexterity
damage. A creature affected by this
song (or a creature that saves against
this effect) cannot be affected by the
same dirgesinger’s song of horror for
24 hours,

Song of Sorraw: All enemies who can
hear the dirgesinger perform take
a—2 penalty on Will saving throws
and a—2 penalty on attack rolls and
weapon damage rolls. A DC 27 Will
save negates the effect and makes the
character immune to that dirgesinger's
song of sorrow for 24 hours. This is a
mind-affecting ability.

Feats Willing Deformity grants a +2
deformity bonus en Intimidate: checks.
Requiem allows mind-affecting bardic
music abilities to influence the undead,
although they have half their normal
duration on undead creatures.

Tactics: If the PCs barge into this
chamber, any harpies in the room
immediately start to shriek and curse,
attracting harpies in nearby rooms in
1d3 rounds. The harpies demand the
PCs leave immediately; if the party
doesn't comply, the harpies attack
at once,

In a fight, one harpy lands on
the birdcage (area By) and uses her
captivating song while the others
work to prevent unaffected PCs from
distupting her. On the first round of
combat, one harpy activates a song
of grief while another uses a song of
horror. On the second round, the first
harpy uses a song of horror while the
second one employs a song of sorrow.
The harpies use flight to stay out of
melee at this point, and on round three
the harpies focus their spells and make
flyby attacks on anyone who's getting
close to the:cage. If they face a bard or
a character with a silence effect, all three

focus their attention on that character
and attempt to bring them down as
soon as possible. If the harpies manage
to kill any PCs, one immediately uses
a song of awakening to recruit a new
ally into the fight. The Sisters: of
Lamentation fight to the death.
Treasure: These three harpies each
wear an item of jewelry—Vivisectia
wears an emerald necklace with silver
butterflies worth goo gp, Chasten a pearl
necklace with a central pearl of great size
worth 500 gp, and Scourge a gold broach
designed like a gliding dove with small
diamonds for eyes worth 8co gp.

B3-B4. The Kept Beyond Gratitude
The harpies only allow their slaves to
sleep a few hours a day, and never more
than four at a time—the slaves use
the bunks here when they're granted
nap time. Papers on the table in area
B3 are agreements with hundreds of
prominent locals. A DG 20 Search of
the stack furns up a past-due bill for
the Seventh Coil for interrogations of “a
feisty and foul-mouthed wench.”
~Treasure: A locked chest (Open
Lock DC 30) under the table in area B3
contains ten bottles of Tipsy Nymph
port; each bottle is worth 50 gp-

BS. Waiting Parlors
Not all of the projects that come to
the Birdcage are multi-day ones like
Harliss; most of them take only a few
hours. Customers are welcome to wait
in either of these parlors while the sis-
ters work; each of these chambers fea-
tures a few chairs and a low table with
glasses for wine.

Treasure: The two glasses on each
table are worth 20 gp each.

B6. Interrogation Rooms

While the exact furnishings of each of
these Tooms varies, they all serye the
same purpose—information extraction.
Some rooms look like classic torture
chambers, complete with racks, iron
maidens, or collections ‘of brands
and whips. Two look more like the
bedchambers of mobility, where the
horrific harpies use other, more sinister
methods to torture prisoners.

B7. The Cage of Ecstatic and Infinitely
Joyful Lamentation (EL 8)

This hanging birdeage is huge, some thirty
feet high and fifteen in girth. The iron bars
are covered with dozens of ragged barbs,
and manacles hang from several places.
Whips, hoaked chains, knives, leather cords,
and other devices for torture sit on metal
shelves here and there. The cage floor is
a filthy tangle of reeking rags and bones.
Near the top of the cage sits a smaller cage,
anly five feet across and just as tall. In this
smaller cage is a pile of rags arranged in
what looks to be a nest.

The door to this cage can be reached
by a3-foot-wide walkway that attaches to
a baleony 30 feet above the floor below.
The door itselfis keptlocked (Open Lock
DC 4o). This cage is where the Sisters of
Lamentation keep their highest profile
“guests,” which gives them the satisfac-
tion of performing their craft before an
audience in the chamber below.

If the sounds of combat haven't riled
up the occupant of the smaller cage
above, a DC 20 Listen check is enough
to hear the Young Master’s phlegmatic
gurgles as he giggles at his latest cre-
ations.

Creatures; The cage's current occu-
pant is a near-death Harliss Javell. Sta-
ble at-8 hit points, the harpies take care
ta check on her hourly to make sure she
doesn'’t die.

The smaller cage near the top is the
home of a freakish little abomination the
harpies keep as a pet and a guardian, a
pitiful creature they call the Little Goule.
The horrible undead creature resembles
a human child with slug-white skin, tiny
claws, black, enipty eyes, and a mouth
filled with needle-sharp teeth. Vivisectia
found the wretched thing washed up on
the eastern shores of Sckorvia many years
ago, and despite months of research she's
been unable to determine more about its
source other than that it's fantastically
old and likely originated in the Abyss.

The Little Goule is a vile thing—a
distended mass of sweaty flesh with a
lolling head fixed with a permanent
leering grin. The Young Master, as
the harpies sometimes refer to him,
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constantly yowls, screeches, and acts
up, desperate for the attention of the
harpies, their servants, or anyone in the
vicinity. The creature enjoys writing
lurid stories that make little sense to
anything but itself. The harpies keep
it well-supplied with sticks of charcoal
and pieces of parchment or paper, and
dozens of fragmentary stories written
in ‘Abyssal lie scattered around the cage
floor: Originally kept as a guardian for
the cage (its small size hides a terrific
and dangerous ferocity), the harpies have
come to adore the thing and regard it as
the most precious; delicate, and talented
wonder in their lives. Little Goule
adores all this attention, and plays on
it constantly.

The Little Goule remains in its cage
as long as no one lries to enter the
larger cage below. As soon as any one
other than one of the harpies attempts

to enter the cage or interact with its.

prisoner, the undead creature shrieks

in rage, tears open the door to its cage,

and flops down to attack the intruders.

THE LiTTLE GOULE CR38

Advanced evolved slaymate

CE Small undead

Libris Mortis 99, 122

Init +1; Senses darkvision 60 ft.; Listen +14,
Spot +14

Aura pale-aura (10 ft.)

Languages Abyssal

AC 21, touch 12, flat-footed 20

hp 60 (8 HD); fast-healing 3

Immune undead traits

Fort +2, Ref +5, Will +7

Spd 20 ft.

Melee bite +11 (1d3+9 plus pale wasting)

Base Atk +4; Grp +1

Spell-Like Abilities (CL 8th)
1/day—confusion (DC 22), greater

invisibility, haste

Abilities Str 22, Dex 12, Con—, Int 11, Wis
13, Cha 26

Feats Alertness, Improved Toughness (+1
hp/HD), Lightning Reflexes

Skills-Hide +16, Listen +14, Mave Silently
+12, Spot +14

Pale Aura (Su) Any creature within 10 feet of
a slaymate that uses a metamagic feat on

a necromancy spell can prepare or use the
spell as if it took up one slot lower than
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what the metamagic necromaney spell
would normally require.

Pale Wasting (Su) Supernatural disase—
bite; Fortitude DC 22; incubation period 1
day; damage 1d6 Con and 1d6 Sir.

Development: Harliss wants nothing

more than to escape the Birdeage and
reach somewhere safe. If revived, she's
grateful for the PCs’ intervention, but
until she puts some distance between
herself and this horrific building, she
remains silent. Even after she reaches
safety, she never speaks of the torments
the harpies put her through.

When she finally feels safe and
ready to talk, she can be a remarkable
source of information about Scuttle-
cove. Further, she's come quite close
to determining where the Crimson
Fleet's hidden base is located; before
she was captured by the Seventh Coil,
she discovered that the yuan-ti oper-
ate a safe house at a place called the
Minting House. She's certain that
they've met with the Crimson Fleet
there and forged an alliance, If any-
where in Scuttlecove holds the secret
of the Crimson Fleet base's location,
it's the Minting House. More to the
point, if the PCs are itching for ven-
geance against the yuan-ti (as Harl-
iss certainly is), a trip to th‘éi\iﬁn'ting_
House might scratch that itch.

The following statistics present
Harliss Javell in her fully healed state
and equipped with her gear; if the
PCs don't heal her or return her gear
(which is hidden in area A3}, adjust
her stats as appropriate: Harliss’ role
in the rest of this adventure is left to
you to determine. She certainly still
seethes with a need to avenge her crew,
and now wants revenge against the
Seventh Coil as well. If the PCs seem
to be struggling with the adventure,
or if you simply want to interject a
colorful NPC into the mix, you can
have her accompany them on their
further adventures in Scuttlecove.
Harliss is a bold beauty with raven-
black hair and deeply tanned skin,
although when the PCs find her, she’s
in bad need of a bath. Her voice has a
hard, crisp edge to it, and her skill at
profanity is legendary.

CAPTAIN HARLISS JAVELL CR15

Female human swashbuickler 3/rogue 3/
scarlet corsair 9

€N Medium humanoid

Stormwrack 65

Init +4; Senses Listen -1, Spot—1

Languages Aguan, Comman, Yuan-ti

AC 22, touch 16, flat-footed 18

hp 87 (15 HD)

Fort +10, Ref +17, Will +8; evasion

Spd 40 ft.

Melee +2 anarchic rapier +20/+15/+10
(1d6+2/15-20) or {
+2 anarchic rapier +18/+13/+8 (1dé+2/15-20)

and

mwk dagger +17 (1d4/19-20)

Ranged mwk dagger +19 (1d4/19-20)

Base Atk +14; Grp +14

Atk Options Combat Expertise, Flick of the
Wrist, Improved Feint, corsair's feint,
frightening lunge, sneak attack +4d6

Abilities Str 10, Dex 18, Con 13, Int 14, Wis
8, Cha 12

5Q saijlor’s step, trapfinding, trap sense 1

Feats Combat Expertise, Flick of the
Wrist, Improved Critical (rapier),
Improved Feint, tron Will, Quick Draw,
Two-Weapon Defense, Two-Weapon
Fighting, Weapon Finesse

Skills Balance +19, Bluff+16, Climb +6,
Diplomacy +14, Gather Information +10,
Intimidate +21, Jump +19, Knowledge
(geography) +5, Knowledge (local) +4,
Profession (sailor) +15, Sense Maotive +6,
Sleight of Hand +12, Swim +14, Tumble
+17, Use Rope +13

Possessions +3 leather armor, +2 anarchic

rapier, 4 masterwork daggers, ring of
protection +2, cloak of resistance +2,
rope of climbing; boots of striding and
springing, a pair of marilith-shaped
earrings worth 1,200 gp for the pair, a
jade necklace with a shark’s tooth at its
center worth 600 gp

Corsair's Feint (Ex) Harliss may make a feint
as a free action once every 1d4 rounds.

Flick of the Wrist (Ex) If Harliss draws a
light weapon and makes a meles attack

with it in the sarme round, shé catches
her opponent flat-footed (for the
purpose of this attack only). She may
use this feat only once per round and
ance per opponent during any single
combat encounter. Thisfeat is from

Complete Warrior.




Frightening Lunge (Ex) Harliss can sacrifice 2d6
points of damage from a successful sneak
attack to render a foe shaken for 1 round.

Grace (Ex) Harliss gains a +1 competence

bonus on Reflex saves as long as she does
not wear medium or heavy armor and is
not carrying a medium or heavy load. .
Insightful Strike (Ex) Harliss applies her
Intelligence bonus to damage rolls with
any light weapon, as well as any other
weapon that can be used with Weapon
Finesse. Targets immune to sneak
attacks or critical hits are immune to
this-additional damage. Harliss loses
this ability if she wears medium or heavy
armar or carries a medium or heavy load.
Sailor’s Step (Ex) When aboard a ship and
wearing nothing more than light armor,
Harliss gains a +4 dodge bonus to her
Armor Class,
Scourge of'the Seas (Ex) When Harliss
uses Intimidate to demoralize foes, the
attempt affects all enemies within 30 feet
who can see and hear her, and the effect
lasts for a number of rounds equal to
her Charisma modifier. This is.a mind-
affecting ability, and multiple uses of the
ability don't stack:
Ad-Hoc Experience Award: If the PCs
rescue Harliss, award them experiernce as
if they'd defeated a CR 16 creature.

PART FIVE: THE MINTING
HOUSE
The Seventh Coil maintains several
hideouts in Scuttlecove; the Minting
House is but one example: The hideout
is presented here in detail as an example
Seventh Coil base; you can use the location
in many ways. If the PCs are captured by
the Seventh Coil, they might end up in
the cells below this building. If they're
struggling to uncover the location of the
Crimson Fleet stronghold, you can guide
thermn here (perhaps at Harliss' suggestion)
to give thern an opportunity to learn more.
Andifyour players are simplylooking fora
fight (or if they need a bit more XP before
they try to take on the Wreck in Part Six),
the encounters here should do nicely.
The Minting House is a narrow brick
building sandwiched between a fortified
warehouse and ablackened alchemy shop.
The place has three stories under a steeply
gabled roof; anda towering chimney of

great size thrusts upward from its peak.
Once used by a gang of thieves to operate
a counterfeiting operation, the yuan-ti
here have idly taken steps to revitalize the
building’s old purpose to augment their
income from the slave market.

The chambers within the Minting
House are detailed only briefly in the
sidebar. Five yuan-ti slavers and eight
charmed Scuttlecove thug “pets” are
inside the Minting House when the PCs
visit; as soon as combat begins with one of’
them, theyall mobilize to fight the PCs. As
aresult, combat in the Minting House can
quickly develop into a multi-floor melee.

If you're using this encounter as 4 way
to give the PCs a chance to discover the
Crimson Fleet's headquarters, the location
can be learned from any yuan-ti slaver
made helpful (likely through the result of
magic); alternately, one of them could be
carrying a map’of Sekorvia that shows the
approximate location ofthe site.
SEVENTH ColL SLAVERS (5) CR11
Male yuan-ti pureblood sorcerer 10
CE Medium monstrous humanoid
Menster Manual 263
Init +7; Senses darkvision 60 fi.; Listen +3,

Spot+10
Languages Abyssal, Common, Yuan-ti
AC 21, touch 14, flat-footed 18
hp 69 (83 with false life, 14 HD)
SR 24
Fort +6; Ref+12, Will +12
Spd 30 ft.

Melee +1 shock dagger +9/+4 (1d4 plus
1dé electrical)

Base Atk +9; Grp +8

Combat Gear scroll of Mordenkainen's private
sanetum (2), seroll of sending, scroll of teleport

Spells Known (CL 10th, +12 ranged touch)

5th (4/day}—dominate person (DC 21)

ath (6/day}—charm monster (DC 20),

enervation
3rd (7/day)—fly, haste, lightning bolt (DC 19)
-and (j/day)—bull's strength, false life
(already cast), mirror image, scorching ray.

15t (7/day}—animate rope, charm person
(DC 17), identify, mage armor (already
cast), shield

o (6/day)—acid splash, arcane mark,

detect magie, mage hand, mending,
prestidigitation, ray of frost, read
magic, resistance

Spell-Like Abilities (CL 4th).

At will—alternate form, detect poison
1/day—animal trance (DC 18), cause fear
' (D.C 17), darkness, entangle (DC 17)

Abilities Str 8, Dex 16, Con 14, Int 12, Wis
12, Cha 22

SQ surnmon farniliar (Tiny viper)

Feats Alertness, Blind-Fight, Craft Magic
‘Arms and Armor, Craft Gonstruct, Craft
Wondrous Item, Improved |nitiative,
Lightning Reflexes

Skills Bluff+17, Coneentration +19,
Knowledge (arcana) +8, Listen +3,
Spellcraft +13; Spot +10

Possessions combat gear, +1 shock dagger,
cloakiof Charisma +4, ring of protection +3
Scuttlecove Thugs (8): hp 7o each; see

page78. ' :

PART SIX: AGAINST THE
CRIMSON FLEET

The headquarters of the Crimson Fleet
is hidden in a secret cove about 11 miles
northwest of Scuttlecove. The Crimson
Fleet's hidden stronghold is a unique and
tangled collection of ships, piers, build-
ings, and a towering strueture perched in
the branches of several massive, twisted
trees built with the aid of engineering
maryels and magic. This is the lair of the
Crimson Fleet's leaders, and is known as
The Wreck.

The Crimson Fleet was a notorious
scourge even before it drew Demogor-
gon's eye. The pirates of the fleet, based
in the city of Scuttlecove; had long plied
the tropics, and sight of their blood-red
sails was enough to send any merchant
or explorer into a panie. Their reach
was vast, extending from the ends of the
world up into the civilized lands of the
north. They had bases in dozens of cit-
des, and contacts in dozens more. They
already paid lip-service to the Prince of
Demons, althotigh to this peint merely
used his image and name as a tool to
strike fear into the hearts of their ene-
mies. And perhaps more to the point,
theywere based in close proximity to the
Isle of Dread.

This combination of facts made
the Crimson Fleet the best choice for
Demogorgon’s agents on the Material
Plane—here was a group that not enly
already had a vast network of resources,
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but one that was based in relatively
close proximity to one of the Prince
of Demons's greatest Material Plane
strongholds, and perhaps the only
place where the shadow pearls could
be created.
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And so Demogorgon sent one of his
minions, an undead demon named
Gromsfed the Drowned, to the Material
Plane to recruit the leader of the Crim-
son Fleet, a man called Cold Captain
Wyther. Taken to the Abyss by Goms-
fed, Cold Captian Wyther was brought
before Demogorgon. Kneeling before
the Prince of Demons, Cold Captain
Wyther knew fear for the first and last
time in his life. Demogogon issued an
ultimatum—serve him on the world of
flesh and be rewarded with great power,
or suffer the agony of eternal death at
the hands of Karizmodus the Carver on
blood-stained Harrowrend. For Wyther,
the choice was simple.

After his return to the Material Plane,
Cold Captain Wyther was a different man.

Spiritually,he now venerated Demogorgon
with all his black heart. Physically, he was
a lemorian, a half-fiend crafted from his
mortal body in the fleshforges of Lemo-
riax, He offered his captains the same
deal that had been offered to him. Those
who quailed were publicly executed, while
those who remained loyal were taken to
Lemoriax on Wyther's ship, which had been
outfitted with an artifact called a wakeportal
thatallowed a ship to sail from the Material
Plane to the Abyss, Once there, these loyal
men were transformed into lemorians as
well, given the gift of dernonic strength and
mnagic so asito better serve their new lord.
The demonic taint thatspread through
the commanders of the Crimson Fleet
not only increased crew loyalty (mostly
out of fear), but greatly incr:ea.se'd their




notorietyas well. Captain Wyther ordered
a change to the fleet’s flag, adding a pair
of horns to the jolly roger's skull, and
today, they have become one of the great
terrors of the sea.

Vanthus’s recent and unexpected
return caught the Crimson Fleet off
guard. Intimidated by his monstrous
new appearance and deadly new pow-
ers, Captain Wyther had no choice but
to cede control of the fleet'to the death
knight when he arrived, demanded sey-
eral bar-lgrua, and then returned with
his captured sister. When Vanthus finally
revealed that he intended to sail'to Gap-
ing Maw on Wyther's ship, the leader off
the Crimson Fleet saw it as a chance to
be done with the menace and gladly gave
him the wheel. Since Vanthus's recent
departure from the Material Plane, Cold.
Captain Wyther has had his hands full
rebuilding his reputation as a fearless
and dangerous leader. A fair amount of
Crimson Fleet captains have mutinied,
and Cold Captain Wyther has sent most
of his remaining loyalists out to chase
the mutineers down and force them to
return to the fleet or die. As a result, the
fleet’s resources are spread thin. Few
pirates remain to protect their base. The
time has never been better to strike a
blow against the most notorious pirates
in the Vohoun Ocean.

Finding the Base

The Crimson Fleet base is well hidden.
Few of Scuttlecove’s citizens know where
it's located, and fewer still care to share
this knowledge. And although high-level
PCs have plenty of magical resources, so
does the Crimson Fleet.

Two magical effects shield the cove from
observation, The first of these is a complex
set of permanent illusions that effectively
duplicates the effects of a single massive
sereen spell. This effect masks the cove,
making it appear to be nothing more than
a desolate and barren stretch of saltmarsh.
A creature that blunders into the area can:
make a DC 22 Will save to disbelieve the
illusion. This effect functions at CL zoth.

The second magical shield is a perma-
nent Mordenkainen’s private sanctum. This
effect functionsat CL 2oth. If an observer

uses frue seeing to penetrate the screen

effect, this spell prevents observation of
the cove from beyond its borders. Fur-
ther, it prevents attempts to scry within
the area, and all creatures in the area are
immune to detect thoughts.

When the PCs manage to get a good
look at the area, read them the folloﬁng__:.

The stronghold of the Crimson Fleet
matches perfectly the pirates’ vile nature, a
sodden mass of boats and piers squatting
over a filthy, reeking saltmarsh. What at first
lookedt like a layer of mist over the water
is in fact a layer of seething insects, gnats
and mosquitoes and flies that choke the air.
The wooden piers dip: perilously in- places,
and the boats moored to them are often
lashed together. Totems and effigies hang
everywhere—carved whalebones depicting
evil, twisting things that surely the gods
walld not let draw breath, moldy corn dalls
representing deformed men, and bundles
of feathers and poorly preserved animal
carcasses and bones. Gibbets hang from
masts by thick haity ropes, and these hold
emaciated figures that move fitfully now and
then. Several wooden shacks perch on thick
stiltsaround the maze of plers and ships, and
a two-story stone tower rises at the center on
a rocky islet, but the most impressive sight
stands at the eastern edge of the complex,

Here, a towering mass ‘fises from the
swamp; dragging itself from the choked
watersin dizzy mockery of healthy architecture,
based around a pair of gigantic trees. A
schizophrenic ships’ graveyard, the melded
corpses of half a dozen boats and caravels
have been lashed and bolted togetfier at
differing heights among the trees, balanced
precariously above the waters below. Ropes,
ladders, and narrowwalkways tangle through
the structure, which towers to 2 height of
a hundred feet. It looks almost as if some
immense spider that spins ropes and rusted
chain as webs has claimed these trees as its
lair, and the six ships are its desiccated and
partially eaten victims. The entire structure

‘ereaks and moans, as if it were ready to

collapse yet sormehow cannot.

Base Features

Although many ofthe specific locations in
the Crimson Fleet base are detailed below,
certain areas share features in common.

Water: The open water in the base is
generallyio feet deep with a layer of mud
and silt that's 2" further 2 feet deep. It's
a DC 1o Swim check to navigate these
placid waters.

Boardwalks: The boardwalks and piers
that allow easy movement through the
area are generally 5 feet above sea level,
While most of the boardwalks are solid,
they creak alarmingly when walked
upon, and Move Silently checks suffer a
—2 penalty.

Ships: Most of the ships moored along
the boardwalks and piers are seaworthy
butabandoned at this time. They serve as
barracks for the pirates who are currently
at sea.

Rotten Wood: In several places, the
boardwalks and ships have grown rot-
ten. The denizens of the base know what
sections are rotten, but to others it takes a
DC 20 Spot check to notice an unsafe sec-
tion, A Small or larger creature that steps
ontoa rotten square has a 30% chance of
crashing through to the water or ground
below (check once per square moved
through). Rotten wood on the map is
indicated by a greenish tinge.

Traps: The pirates have rigged traps in
several locations so that a careless pass-
erby has a 50% chance of stepping on the
rigged plank, Doing so causes a poisoned
spear to Jaunch up from below or out
of a nearby patch of bushes. Traps are
indicated on the map with a red tinge.

Poison Spear Trap: CR 8; mechani-
cal, location trigger; manual reset; Atk
+15 melee (1d8+4/x3 plus poison, spear);
poison (Huge spider venom, DC 16 Forti-
tude save resists, 1d8{1d8 Str); Search DC
25; Disable Device DC 30.

Fen Rot: This hazardous slime grows
in patches throughout the saltmarshes
of Scuttlecove. Resemblinga thick mat of
greenish-brown algae that floats on the
surface of shallow water, fen rotis sirnilar
in some regards to green slime, save that
it can only consume animal matter—it
has no effect on vegetable matter like
wood or cloth. Against flesh and bone,
though, the sludge quickly consumes
and destroys. A character that enters a
square with fen rot must make a DC 15
Reflex save to avoid contacting the stuff
with exposed flesh. Characters wearing
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medium armor gaina +2 bonus on this
save, and those wearing heavy armor gain
a +4 bonus. Characters who fall prone in
the square suffer a—4 penalty to the save.
Fen rot deals 2d4 points of Constitution
damage per round while it devours flesh:
On the first round of contact, it'can be
scraped off, but after that it must be fro-
zen, burned, or cut away. Sunlight has
no effect on the stuff, but anything that
deals cold or fire damage or a remouve dis-
ease spell destroys a paich.

Gibbets: In several places, gibbets hang
from rusting iron posts rising from the
waters, Each is locked with a masterwork
padlock on a 1-inch-thick iron chain.
Within each is a mad, emaciated prisoner,
given only a few rags to wear and a few
bones and moldy strips of cloth to sleep
on. Each prisoner has been told that if they
spot intruders and raise an alarm, they will
be freed. Thus, despite their weariness and
near starvation, they are desperate to spot
something The occupants have +2 Spotand
Listen checks, and are all 1st-level human
warriors. If silenced before they can raise an
alarm,a DE 40 Diplomacy check is required:
to convince them that the PCs are here to
help, at which point a prisoner begs for
freedom. They know little about the base,
but can give the PCs estimates about the
number of enemies theyll be facing,

Inhabitants

The base is under-populated right now, as
most of the Grimson Fleetis at sea, yet there
still remains a large number of enemies
who quicklyrise up to oppose any intrusion.
While the numerous areas of interest are
detailed below, the Crimson Fleet base is a
dynamic location. Onee the alarm is raised
or a fight starts, the denizens quiclkly react
and move to defend the base.

The denizens of the base (areas Di—
D11) react as a separate group from
those who dwell in the Wreck itself
(areas E1-Is); Cold Captain Wyther wants
the guardians of the Wreck to remain
there to defend it if the defenses of the
outlying areas fail.

D1. The Thorngate

Atangled mass of thorny vines, rusting iron
bars, and a wooden framework has been
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erected across a thirty-foot-wide chanpel
leading from the open sea into the boggy
estuary beyond. The barricade rises to a
height of ten feet and extends into the
water below; to either side; soggy wooden
walkways overlook the plants.

‘This barricade was built to bar entry
into'the estuary via boat or skifl. When a
boat or skiff desires passage through this
area, the death slaad posted in area D2
emerges to use animate objects to cause
the Huge barricade to clatter noisily up
onto a bank, allowing passage through
the channel.

Barricade: Hardness s5; Ep 120; Break
DC 34.

D?2. Thorngate Guardpost (EL 13)

The corners of this macabre chamber are
littered with bones and bits of rancid meat.
Several chains ending in hooks dangle frorn
the sagging roof, and the badly mutilated
body of a man hangs from them in a par-
tially dismembered state.

Creature: A death slaad named
Velzigarus dwells in this ignominious
hovel, a bitter and surly creature conjured
into and imprisoned in this shack via a
binding spell cast by 2 man named Zaliax
Carvanxi (CE male lemorian wizard
15, currently at sea commanding the
roundup of the Crimson Fleet mutineers)
at Cold Captain Wyther's request. The
binding has an escape clause bumlt into
it; Velzigarus can go free once he kills 101
good-aligned humanoids. The partially
dismembered corpse hanging in here is
merelyhis 54th vietim—until he tortures
47 more to death; he's stuck performing
the duties of a gate guard for the Crimson
Fleet. Hismain jobis touse animate objects
to open the thorngate at area D1, using
the spell-like ability from his open north
door since he cannot physically leave the
building. In return for his humiliating
service, Wyther periodically sends good-
aligned prisoners to this shack for the
slaad to murder, slowly doling out the
means for Velziagarus' release.

If Velzigarus motices non-members
of the Fleet attempting to bypass the
Thorngate or hears combat erupt nearby,

he does what he can with his ranged spell-
like abilities to attemptto slayany PCs who
look like they might be good-aligned.

Velzigarus, death slaad: hp 142;
Monster Manual 231.

D3, Shrine Entrance

This building seems to be in relatively good
repair compared to the sodden state of the
others that squat upon the estuary shores.
A strange and unpleasant scent, like mud
dredged from the bed of a polluted lake
mixed with the tang of wet fur, fills the air
here. The walls are decorated with mauve
tapestries depicting a horrific two-headed,
tentacled maonster standing atop a rock

protruding from a surging ocean.

A DG 20 Knowledge (religion) check
identifies the creature depicted in the
tapestries as Demogorgon.

D4, Altar of Demons (EL 13)

The ceiling of this square room rises to a
height of twenty feet, yet the top! half of
the room is.a network of crossbeams and
joists, The smell of rancid mud and' wet
fur is nearly.overwhelming here. The entire
southwestern wall is decorated with asingle
thirty-foot-wide and ten-foot-tall tapestry
thatdepicts an ocean’s storm-tossed surface
alive with hundreds of drowning human
bodies. Tentacles and sharklike predators
rise from the waters to feast on these souls
in some locations, while in others reptilian
monsters perched on wave-tossed rocks
fish victims from the sea with long arms. At
the center stands a roaring two-headed and
tentacled monster, poised in a position of
lordship over a court of demons. A wooden
altar, its top and sides stained dark with
crusted blood, squats before the blood-
spattered tapestry.

The pirates of the Crimson Fleet pay
lip service to Demogorgon, and as such
rarely have the time or interestin visiting
this shrine. Ziovayne, the orlath demon
(see area Hi) is perhaps this shrine's
most commeon visitor, yet Cold Captain
Wyther and a few others sometimes pay
their demonic patron their respects here
as well.
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Creature: Five bar-lgura Crimson
Recruiters hunker on the rafters in the
ceiling above, posted here as guardians
by the clérics while they are at sea.
The demons wait a few rounds after
intruders enter Lhis room to drop
down and attack (unless the intruders
begin defacing the shrine, in which case
the demons attack at once), Each'bar-
lgura tries to abduct a single PC to a
distant, dangerous location (such as the:
Wormerawl Fissure, the Underdark, or
even the Isle of Dread), leaving the PC
there before teleporting back here to
aid their kin against any PCs who resist
the abduection.

Crimson Recruiters (5): hp 88 each; see
page 79.

DY, Clerical Quarters

Four beds, their sheets wet with-mildew and
their mattresses stained and |lumpy, sit.on
eitherside of this room. Between them stands
a low table covered with black candles.

This chamberis home to four clerics of

Demogorgon charged with maintaining
this shrine. All four are currently at sea.

Treasure; Two of the black candles
on the table are chaotic evil candles
of invocation.

D6. Guardpost (BL: 12)

This room features a rickety circular table
with four equally rickety chairs placed
around it.

Creatures: Not all of the Crimson
Fleet is at sea, nor have all of Cold
Captain Wyther's men all turned
against him. A fewloyalists remained
behind when the rest set out to hunt
down the mutineers: Four Crimson
Fleet thugs are posted here, although
they've been spending most of their
time playing cards, drinking, and
arguing with each other. Every 30
minutes, one of them takes a brief,
five-minute patrol around the nearby
piers, These thugs are quick to raise
an alarm or join any fights.

Crimson Fleet Thugs (4): hp 7o each;
see page 78 (Scuttlecove thug).
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D7. Storage Shed

This large chamber is filled with barrels,
crates, coils of rope, lumber, and large
sheets of canvas. Narrow aisles wind
aimlessly among the supplies,

The supplies consist of food, drinking
water, repair materials, and other
necessities. Nothing of real value is
kept here.

D8. Guardpost (EL 12)

Apart from a single large sea chest against
the south wall, this room’s enly furnishings
are twelve bunk beds, stacked three high.

Creatures: A total of twelve Crimson
Fleet thugs serve the area as guards. When
they're not taking time off in Seuttlecoye
or on duty, they rest here. When the PCs
arrive, four of them are resting here; they
respond to 4 raised alarm in'ad4 rounds.

Crimson Fleet Thugs (4): hp 70 each;
see page 78 (Scuttlecove thug).

D9. Watchtower (EL 14)

A circular stone tower broods on a steny
islet in the middle of the estuary here. The
tower itselfis thirty feet tall, with a wooden
roof and an open-air guard post atop it

Creatures: With the exception of
the Wreck itself, this tower is the
tallest structure in the area. Normally
staffed by four Crimson Fleet thugs,
a fifth member of the fleet has taken
up duty here, a bitter Crimson Fleet
captain named Longshanks Le'shiv.
Captain Le'shiv's ship was one of those
absconded with by mutineers, and
Cold Captain Wyther ordered him to
remain behind and see to the defense
of the base while the others set to sea.
Captain Le'shiv hates the duty, but is
too much of a coward to stand up to
Cold Captian Wyther.
CAPTAIN LONGSHANKS LE'sHIV ~ CR 12
Male lemorian rogue 8/fighter 2
CE Medlum outsider (native)

Init +9; Senses darkvisian 60 ft.; Listen +1,

Spot +12

Languages Abyssal, Comman

AC 23, touch 17, flai-footed 18; improved
uncanny dodge

hp 83 (10 HD); DR 5/magic

Immuhe poison

Resist acid 10, cold 10, electricity 10, fire 10;
SR 20

Fort +8, Ref +11, Will +3; evasion

Spd 30 ft., fly 30 ft. (average)

Melee +1 rapier +12/+7 (1d6+5/15-20 plus
poison)and
1 a'agger +12/+7 (1d4+3/10-20) and
sting +7 (1d6+2 plus poison)

Ranged mwk light crossbow +14 (1d8/19-20
plus poison)

Base Atk +8; Grp +12

Atk Options sneak attack +4d6

Combat Gear potion of cure serious wounds,
potion of water breathing (2)

Spell-Like Abilities (CL 8th)
3/day—charm monster (DC 16), command

{DC13)
1/day—dominate person (DC 17); fear (DC
16), suggestion (DC 15)

Abilities Str 18, Dex 20, Con 16, Int 10, Wis
12, Cha 14

SQ trapfinding, trap sense +2

Feats Improved Initiative, Improved Critical
(rapier); Improved Toughness (+1 hpfHD),
Improved Two-Weapon Fighting, Two-
Weapon Fighting, Weapon Focus (rapier),
Weapon Focus (dagger)

Skills Balance +18, Bluff +13, Climb +17,
Craft (carpentry) +9, Intimidate +15, jJump
+17, Profession (sailor) +12, Spot +12,
‘Swim 411, Tumble +18

Possessions combat gear, +2 studded leather
armor; +1 rapier, +1 dagger, masterwork
light crossbow with 20 bolts, ring of
protection +2, ring of swimming

Poison (Ex) Injury, Fortitude DC 17, initial
and secondary damage 1d6 Wis. Le'shiv
can poison a weapon/with this venom
as a standard action. The save DC is
Constitution-based. ;

Crimson Fleet Pirates (4): hp 70 each;
see page 78 (Scuttlecove thug).

D10. Guest House (EL 16)

Although the walls of this building remain
soggy and filthy, an attempt has been made
to transferm this large room into some-
thing approaching comfort. Thick canvas
sheets hang from the ceiling rafters to par-




tition the room inte several smaller areas,
each containing a single bed, a nightstand,
and a chair.

Creatures: With the recent alliance
forged with the Seyenth Coil, Cold Captain
Wyther had his men fix up this abandoned

building into a guest house for several

yuan-ti guests. The yuan-ti are amused by
the havoc Vanthus wreaked on their pirate
allies, but haye nonetheless pledged their
support, and if the alarm is raised these
assassins and slavers quickly mobilize.
Seventh Coil Assassins (4): hp 95 each;

see page 49.

Seventh Coil Slavers (2): hp 69 each;

see page 59.

D11 Condemned Shack (EL 175)

The ceiling of this shack has collapsed, leav-
ing the floor strewn with moldy debris and
shattered timber. Clouds of gnats hum in
the air, and slumped against the rubble at
the far end of the room is what appears to
be a dead man wearing a suit of gleaming
red chainmail and elutching:an exotic-look-
ing sword.

The floor of this building is actually
collapsed, leaving a large hole that drops
5 feet into a pool of deep water. The crea-
ture that dwells here created an illusion
ofatubble-choked floor (complete witha
dead body to lure in the curious). Anyone
who steps into the room falls into the
water if they fail a DC 2¢ Reflex save.

A 1-foot-wide ledge remains along
the edge of the building, all that actu-
ally remains of its floor. Moving along
the slippery edge of the remaining floor
near the building's walls is possible with
a DC 15 Balance check. It's only a 5-foot-
fall to the muddy, rubble-choked water
below. The water itself is 5 feet deep in
the western half of the room but drops
into a 15-foot-deep bowl in the eastern
half of the area.

Creature: Cold Captain Wyther's
frequent travels to the Abyss via the
wakeportal have had their affect on the
ecosystem, since every time he crosses
over, a wash of horrific fiendish life floods
into the sea from the Abyss. The sackfish
(see page 50) that have been plaguing the

waters recentlyare merelythe least of these
aquatic inyaders. On one of these return
trips; a strange hatefull menace came back
with him. This was Vzorthys, an aquatic
variant of the dreaded beholder known
asian eye of the deep. It was intrigued by
the strange creatures it found living here
and followed Wyther's ship into the base.
The monster ate several pirates before
Cold Captain Wyther managed to defeat
it. Wyther was, in turn, intrigued by the
monster, and found its alien countenance
so amusing that he spared its life and
extended to it an offer to dwell here.
Vzorthys accepted, and for the last year
has dwelt in the waters below this shed,
The other pirates ayoid this section of the
base now, and the buildings have fallen
into ruin. Only Cold Captain Wyther
visits the eye of the deep regularly, often
simply to share stories of the wonders of
the deep with it,

The eye of the deep is a 15-foot-
diameter sphere of cartilage and leathery
flesh. One large eye glares from its center
above a mouth filled with sharklike
teeth. Above the eye writhe two long
eyestalks, while below the'eye dangle a
pair of long, powerfil arms tipped with
crablike claws. Vzorthys has developed
a strange fondness for the pirates, and
despite the fact that now and then it
catches a drunk one and eats him, it
views them as its pets. It's not quite fond
enough' of them to aid them ina fight,
however, unless Cold Captain Wyther
calls for his aid.
VZORTHYS CR 16
Advanced elite fiendish eye of the deep
CE Huge aberration (aquatic, extraplanar)
Lords of Madness 138, Monster Manugl 108
Init +5; Senses all-around vision, darkvision

60 ft; Listen 431, Spot +31
Languages Abyssal, Aquan, Beholder
AC 20, touch 8, flat-footed 20
hp 348 (24 HDY; DR 10/magic
Resist cold 10, fire 10; SR 25
Fort +19, Ref +7, Will +16
Spd 5 ft., fly 20 ft. (good), swim 30 fi.

Melee 2 claws +25 (3d6+11/19-20) and
bite +25 (3d6+5/19—20)

Ranged eye rays +16 touch

Space 15 ft.; Reach 10 ft.

Base Atk-+18; Grp +37

Atk Options constrict 2d6+5, improved grab
(claw), smite good 1/day (+20 damage)

Special Actions baleful flash

Spell-Like Abilities (CL 12th)

At will—persistent image (DC 18)

Abilities Str 32, Dex 10, Con 30, Int 10, Wis
14, Cha 17

Feats Ability Focus (baleful flash, eye rays),
Alertness, Great Fortitude, Improved Critical
(bite, claw)y Improved Initiative, Improved
Natural Attack (bite, elaw), Multiattack

Skills Listen +31, Spat +31

Baleful Flash (Su) As a free action, Vzorthys
can generate a flash of light from its
central eye once per round. All creatures
ina 60-foot cone are blinded for 2dé
roundsand stunned for half that
duration. A DC 34 Fortitude save negates
the stunning and reduces the blindness
effect to dazzled: Sightless.creatures are
immune to this attack.

Eye Rays (Su) Each of an eye of the deep’s two
eyestalks can produce a magieal ray once
per round as a free action. Each ray has
a range of 150 feet and a save DC of 27
(caster level 12th); The eye effects include:
Hold Monster: Target must make a Will save

or be affected as though by the spell.

Cane of Cold: This works like the spell, but

affects only the creature touched by:the
ray (Reflex save for half).

Treasure: The eye of the deep has gath-
ered a stash of treasure since its arrival
here. Scattered along the poal bottom in
the eastern half of this area are 4,960 gp,
a rotten wooden cask containing 13 pink
pearls worth 100 gp each, a +4 defending
cold iron dagger, a mask of the skull, and a
red crystal staff of evocation (31 charges).

The Wreck
Even a cursory glance at the strange and
imposing structure that looms over the
Crimson Fleet base should be enough to
cause the observer to doubtits structural
integrity. The ropes and chains that fix
the suspended ships in place hardly look
to be sufficient, and in some places the
hulls hang over prodigious empty gulfs:
A DC 20 Knowledge (architecture and
engineering) check is enough to confirm
this observation—the Wreck, by all cal-
culations, is an impossible structure.
What holds it together is a cunning
combination of architectural genius and
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magical support. The placement of the
anchoring Topes, chains, beams, and even
the trees themselves do much of the work,
while the weight of the suspended ships
is alleviated by the application of magical
“anchor points” that function similarly to
immovable rods. These anchor points exist
along the underside of each ship, and help
to fix the structure in space: Bringing the
Wreck down would require the dispelling
of the majority of these anchor points;
since they're effectively magic iterns, a dis-
pel magic only negates one for 1d4 rounds.

The numerous rope bridges that con-
nect the ships are 3 feet wide, and can be
traversed with a DC 12 Balance check:
Ladders are somewhat narrow and have
slippery rungs; but can be climbed with
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4 DC 10 Clithb check. The wood that
comprises the Wreck itselfiis not only
damp, but has been alchemically treated
to resist burning, effectively gaining fire
resistance 5. Each deck is fitted with sev-
eral alarm bells that, when rung, can be:
heard throughout the complex.

Cold Captain Wyther rules the Wreck
with caleulating eruelty, yet his fearsome
reputation was nothing compared to
Vanthiss as a death knight. His leader-
ship took a hit when Vanthus stormed in
and took control of the Fleet's resources
several days ago, and Wyther seethes with
bitter rage as a result.

The following encounter areas assume
the Wreck is not on alert. Where appro-
priate, an encounter’s Development sec-

“tion details what changes ‘occur to the

area when the Wreck is on alert.

EL The Fortitude (EL 9)

The deck of this old merchant caravel is

pitted with deep scratehes and gouges. The
- ship's mainmast remains in place, rising

nearly to the lower hull of the ship above.

* Tattered sails hang limply from the mast.

The deck of this ship is kept: relatwely
clear. The scratehes on its stirface dre from
the monster that dwells up on the foc'sle.

Trap: The door to the southeast just
below the foc's'le is kept locked (Open

Lock DC 30) and warded with a symbol of

insanify inscribed on its surface. All of the
denizens of the Wreck and the surround-
ing base have been attuned to the symbo'L
Symbol of Insanity: CR o; spell; spell trig-
ger; no reset; spell effect (symbol of insan-
ity, 15th-level wizard, DC 25 Will resists);
multiple targets (all creatures within 6o
feet); Search DC 33; Disable Device 33.

E2, Forritude Foc's'le (EL 11)

A ruined ballista lies in a heap against the
bow of the ship.

Creature: An elephantine retriever,
called up from the Abyss by the orlath
demon Ziovayne (area Hi), dwells on this
deck, a tireless guardian that watches
the southern saltmarsh for anything
that attempts to reach the Wreck from

that direction. It roars into life to attack
any creature that comes within 100 feet,
remaining on deck but using its eye rays
to'blast foes.

Retriever; 'hp 135; Monster Manual 46.

B3, Sonthern ‘Bridgeway
This 4-foot-wide, 60-foot tall wooden pil-

ing I aslight angle. A pair of rope
bri snmnects to it, allowing move-

ment from the Fortitude's foc's le (area E2)
up to the Anger’s deck (area Ga).

E4. Prison

Iron-barred doors close off four cells in
this area. Each cell is 2 filthy, damp area
furnished with a single bucket, a heap of
moldy straw and rags,and a wooden trough
near the door to hold food.

If any PCs are captured by Crimson
Recruiters, they may end up in one of
these cells, naked except for a few rags
with' their gear stacked haphazardly in
area Hy.

Creature: One prisonerlanguishes in
one of the cells here, a badly beaten lem-
orian named Ratline Sid. Until recently
a captain in the Crimson Fleet, Ratline
had always felt himself a better choice
as leader for the fleet than Captain
Wyther. When Vanthus left the base in
chaos, Ratline was one of five captians
who rose up in mutiny. The other four
have escaped to sea, but Ratline grossly
_bve_:estimgted his own skills in combat
and Wyther beat him within an inch of
his life. The captain had Ratline thrown
into a cell here, where he's languished
(:ve:f"éhice, The ti)t]:le'r pilates frequently
thg}' take the time to beat him uncon-
scious as a way to prove their loyalty to
Captain Wyther, who's kept Ratline alive
only because he hasn't yet thought up
a cruel and painful enough method of
exectiting him. ;

Ratline is near death by the time the
PCs arrive. He feebly struggles to catch
their attention, but his broken legs and
crushed jaw transform every motion
into agony. If he's healed, he can't
thank the PCs enough and promises
to help them any way he can, if only to




get revenge on Wyther. He can provide
the PCs with a rough estimate of the
Wreck’s defenses, but hasn't been below
decks in the Two-Faced Wretch. He can
confirm that the fleet's just finished
delivering dozens of black pearls, but
he's not sure why they were giving the
things away when they could have sold
them again and stolen them back and
sold them a dozen times over. He knows
that the pearls were stored belowdecks
on the Anger, but points out that they're
all gone now. If asked about Vanthus or
Lavinia, he can relate the story of the
death knight's arrival in detail, adding
that the woman he brought back was
a mighty fine catch but that Vanthus
kept her at his side the whole time,
‘They finally left on Captain Wyther's
ship, the Crimson Scar, several days ago.
Ratline’s not sure where Vanthus went,
but he does know that he activated the
walkeportal on Wyther’s ship to travel
to Gaping Maw. If the PCs express an
interest in following them to Gaping
Maw, he scoffs openly at their stupidity.
Under further threat, he quickly adds
that there is one more wakeportal in the
Wreck treasury, belowdecks on the Two-
Faced Wretch, “if you fools is really set
on suicide.”

You can use Ratline to answer any
other questions the PCs might have.
He's been a member of the fleet for some
time, and has even been to Lemoriax
on Gaping Maw twice since his initial

transformation into a lemorian. If

asked for more details on Gaping Maw,
Lemoriax, Demogergon, or the process
by which he was transformed into a
half-fiend, Ratline grows silent. He may
hate Captain Wyther and think him a
coward, but Demogorgon's a different
matter entirely. He has little to say on
the subject other than that he's started
to think that letting those fancy bat-
winged ladies in Lemoriax put him
in that big pool of sludge that turned
him fiendish may not have been a
great idea.

As helpful as Ratline may be, he's
still a vile, despicable ereature. He's
also a coward. At the first opportunity
he attempts to flee. If the PCs manage
to keep him around until they confront

Captain Wyther; Ratline tries to betray
the PCs by attacking them in hopes of
impressing Wyther, Wyther's had enough
of him, though, and at best his betrayal
buys the PCs a round while the Cold
Captain finishes Ratline off;

Captain Ratline Sid: hp 83 (currently o);
page 64 (Captain Longshanks Leshiv).

ES. Forward Hold

This large area is packed tight with crates,
ropes, lumber, and other supplies. Most of
it looks damaged by the moisture.

There’s nothing of much interest
stored here, although there are plenty of
places to hide.

F1. The Black Sprite (EL 10)

The upper deck of this ship is strewn
with ropes, crates, and stacks of lumber,
but the main deck is free of clutter. The
mainmast remains intact and her tattered
sail, depicting a wicked-looking black devil,
still flutters in the wind.

Once the ship of a half-fey pirate
named Avlash Redlegs, the Black Sprite was
Cold Captain Wyther's first conquest.

Creatures: Two Crimson Fleet pirates
patrol this deck at all times.

Crimson Fleet Pirates (2): hp 70 each;
see page 78 (Scuttlecove thug).

Development: If the Wreck is on alert;
the ten pirates found in the chambers
below take stations here. They do not dis-
embark to attack PCs in the surrounding
estuary, butif they come within range of
their crossbows, the pirates won't hesi-
tate to take a fewshots.

F2. Northern Bridgeway

A tope bridge leads from the deck of
the Black Sprite (area F1) to this piling,
and a so-foot high ladder leads up from
the bridge to the deck of the Two-Faced
Wretch above (area Hx).

F3. Galley (EL 13)

A long table sits in‘the center of this room.
Toithe north, an iron |adder leads up to a
trap door. A rusty stove sits in a nook to

the southwest, and the entire southern wall
consists of the side of the immense tree the
structure hangs from.

Creatures: When the Wreck’s not

on alert, several Crimson Fleet pirates

spend the hours here, gambling, eating,
and drinking in this galley. Despite their
relaxed attitude, they react quickly and
cruelly to intrusions or alarms.

Crimson Fleet Pirates (6): hp 70 each;
see page 78 (Scuttlecove thug).

F4. Barracks (EL 12)

Six cramped bunkbeds line the walls of
this barracks.

Creatures: An additional four pirates
sleep in the bunks here. 1f the alarm is
raised, it'll take them 1ds4+2 rounds to
wake, gather their gear, and move out to
aid their fellows.

Crimson Fleet Pirates (4): hpi7o each;
see page 78 (Scuttlecove thug),

G1. The Anger

The deck of this old keelboat is cluttered
with crates, lumber, barrels of ballista
bolts, coils of rope, and other supplies.
A thick tangle of rigging extends from
the tree's trunk to the ship’s railings and
forward mast.

The Anger serves as living quarters
for any Grimson Fleet captains who, for
whatever reason, don't currently com-
mand a ship.

The deck of the Angeris difficult ter-
rain due'to the clutter.

Development: If the alarm is raised,
the four Crimson Fleet captains from
area G4 quickly clamber up to this
deck. Two go to each of the baliistas
(areas G3A and G3B) to use them
against anyone they can see. If they see
invaders board the Wreck, they move
to intercept.

G2. Anger’s Foc's'le

An iron-and-wood ladder leads 10 feet
up this short mast to a crow's nest. A
tope ladder affixed to this nest leads up
to area Hi.
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G3. Ballista Decks

A ballista sits on a swiveling turret atop
each of these decks, Both ballistas can fire
down onto the deck of the Black Sprife (area
F1). The ballista at area G3A can fire in an
are from ared D6 to Dio, while the one at
G3B can fire in an arc from D8 to E3. A
barrel of 20 ballista bolts sits near to each
weapon. Rules for firing ballistas appear on
page 100 of the Dungeon Master's Guide.

G#4. Guard Room (EL 16)
A tound table surrounded by a half-
dozen chairs sits in the center of
this room; a dented lantern rests
atop it. Hanging from the walls are
six hammocks.

Creatures: This room serves as both
a guard post and barracks for shipless
captains. Currently; there are four such
men here; Two-Stubs Vexir, Casketbreath
Gaven, Gashgape Neften, and Rumbelly
Wade. The four lemorians are particularly
angry that they didn't get to accompany
the others to sea to gather the mutineers;
but unlike Longshanks Le'shiv (area Do)
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they’re resigned to their fate. They view
any alarm as an opportunity for much-
needed mayhem.

Crimson Fleet Captains (4): hp 83; page
64 (Captain Longshanks Le'shivy).

G¥, Wyther's Shrine

A grotesque scrimshawstatue of a towering
two-headed monster dominates the cham-
ber. The statue is composed of numerous
huge whalebones that have been filed and
fitted together like a jigsaw puzzle—the
entire thing has an unsettling quality about
it, almast as if the two skull-like faces could
see. An iron brazier filled with ashes sits
between the statue’s feet, and clutched in
its tentacles is a single curious metal orb.

This statue depicts Demogorgon, but this
chamber is much more than a shrine to the

Prince of Demons. As one of Demogorgon’s .

primary Material Plane agents, this statue
was delivered to Cold Captain Wyther as a
means for the pirate to contact the Prince
of Demons to receive advice.

frier £ Sy

The metal globe clutched by the statue
is.a puzzle orb made up of interlocking
slats and panels. Twisted and folded in
the proper manner, the orb opens like
a metal rose and establishes a link to
Gaping Maw. A DC 25 Intelligence check
or Disable Device check is required to
correctly unlock this puzzle orb. On a
failed check, serrated blades lance out of
the orb to slash at the user’s hands and
wrists, severing tendons with a disturbing
accuracy, inflicting1d6 points of Dexterity
damage (DC 15 Reflex save negates).

If someone successfully opens the
puzzle orb, the device floats into the air
as a mauve haze seeps from the brazier
below. The haze quickly fills the room
with a sickening stink of rotting fish and
seaweed—any creatures in'the room who
are not immune to poison mustmake a
DC 20 Fortitude save to avoid becoming
nauseated for 1d6 rounds. The puzzle
orb can be activated in this manner once

‘per day.

As the foul mist fills the room, the
statue of Demogorgon suddenly seems




to slither to awful life. Its surface fills in

with rancid greens and blues and sickly
yellows as it takes on the fearfil coun-
tenance of the Prince of Demomns. His
two simian heads scowl, writhing above
his serpentine body on long snaky necks
that make an obscene sucking noise. Two
tentacle arms come into view, dripping,
and he moves suddenly in long strides
as though his body is dislocated. The
two heads look around the room, then
settle their gazes upon the one who acti-
vated the statue, watching expectantly.
At this time, the user instantaneously
realizes how he can use the statue—he
may either ask up to ten yes/no questions
(as if he were using commune to contact
Demogorgon), or he may ask a'single
question and receive a short answer.

With each yes/no question answered,
there's a cumulative 10% chance that
Demogorgon notices the fact that the
statue is being used. This chance rises
to 100% if a short answer guestion is
asked. If this occurs, the statue answers
the question but then immediatelyroars
in rage, loudly enough to alert the entire
Wreck. The statue's tentacles crash
against the walls of the room, and then
its gaze turns back down and it speaks
in a horrifically sibilant voice; one head
speaking one sentence while the other
speaks the next. “I know you: You seek
to oppose me. But you are mortal. I
shall be with you soon. You shall know
my wrath!”

With that, the statue howls again, just
before it explodesin a blast of fire and acid.
All creatures in this room immediately
take 10d6 fire damage and 10d6 acid dam-
age—a DC 20 Reflex save halves the dam-
age. The explosion also tears a hole in the
Anger'shull. All creatures in the toom must
make a DC 15 Reflex save or fill through
the hole, plummeting 606 feet to the deck
of the Fortitude below (area Ea),

Ad-Hoc Experience Award: If the PCs
use this shrine to learn something about
Demogorgon's plans, grant thema CR16
experience award.

G6. War Room

A U-shaped table sits in this room, sur-
rounded by wooden chairs. Dozens of scralls,

lie heaped on the table, weighed down by
several gold paperweights that resemble
ships at sea. On the farwall hangs 2 map of
the known seas and civilized lands.

This room is where the Crimson
Fleet worked out its raids, including
shipments of shadow pearls to various
large cities of the northern world. An
investigation of the numerous notes,
logs, and ledgers on the table reveals
the fact that they've sent shadow pearls
to mo less than 35 different cities, but
aside from the fict that each of these
deliveries was accepted by an unnamed
but powerful ally, the exact locations
are nowhere to be found. Further
investigation of the notes here turns up
several references to an event called the
“savage tide,” and while some of these
notes seem to indicate that the savage
tide will be occurring soon; an exact
date is missing,

Treasure: The seven paperweights
are made of solid gold and worth 700
gp apiece.

G7. Ziovayne’s Chambers (EL 15)

This leng room is split into two sections.
To the starboard, near the door, stands
an oak bookease, its shelves heaped with
tomes of all shapes and sizes. A large pad-
ded chair sits nearby. To port, an oversized
bed is flanked by an ivery washtub and an
elegant writing desk.

Creature: Captain Wyther's favored
guardian, an orlath demon bonded to
himias a gift by Demogorgon himself,
prowls this deck when the Wreck is
on alert. Named Ziovayne, the demion
enjoys the physical sensations afforded

by his humanoid form almost as much -

as he enjoys reading about the great wars
of the Material Plane. If the Wreck’s not
on alert, he can be found here, either
reading or frolicking yiolently with
his latest plaything, a heavily tattooed
Crimson Fleet captain named Bilgerut
Norah (50% chance of either). In either
case, Ziovayne orders his lover to.
attack the party first while he watches,
a command the woman takes to with
glee. Once she’s brought below 40 hit

points, Zioyayne sighs heavily and joins
her, assuming his true form once he's
already in melee so he can take a full
attack with all of his seimitars as a
surprise,

Ziovayne, orlath: hp 184; See Appendix.

Captain Bilgerut Norah: hp 83; page 64
(Captain Longshanks Le'shiy).

Treasure: The collection of history
books includes seven rare tomes worth
300 gp apiece.

H1, The Two-Faced Wretch

The deck of this ship'is cluttered with coils
of rope, crates, and other nautical supplies.
A horrendous figurehead of a demonic two-
faced abomination hangs from the ship’s
bow, whieh has been extended into a square
platform that provides an unobstructed
view of the surrounding saltmarsh.

The Twe-Faced Wretch was. Captain
Wyther's first ship, and serves him now
on the Wreck as his home. Treat the
cluttered deck as difficult terrain.

Development: If the alarm is raised,
Ziovayne waits on this deck in the form
of a lemorian pirate. He hopes to lure
the PCs into melee reach so he can
assume his true form and make a full
attack before they realize what they're
up against. Until then, he observes the
battle on the Wreck as best he can, using
his spell-like abilities on any PCs in
range and keeping Wyther appraised of
developments via telepathy.

H?2. Ready Room

This reom contains a single round table
and several chairs.

Cold Captain Wyther uses this room to
meet with his captains in small groups,
or when'he needs to speak privately with
aguest,

H3. Captain’s Quarters (EL. 19)

Ahuge eanopied bed, complete with diaph-
anous silk curtains hanging from its sides,
dominates this sumptuous chamber. To the
stern, a locked cupboardsits in a naok near
the door.
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Creature: Captain Wyther, the legendary
commander ofthe Crimson Fleet, resides
here. He often strolls about the decks
of the Two-Faced Wretch overseeing the
activities of the occupants and barking
out obscenities to his crew. The captain
is a barrel-chested man with mddy's_l{i_n.
Vain to the point of eschewing heavier
armor entirely, his demonic features
accent his handsome appearance with
a cruel edge. Until recently supremely
confident in his abilities, the ease with
which Vanthususurped his control hasleft
him deeply shaken. As a resull, when the
alarm is raised, he does not immediately
Jjoin hismen in battle, instead relying on
telepathic updates from Ziovayne and
offering the excuse that he needs to stay
belowdecks to guard the treasury:

CoLp CAPTAIN WYTHER CR19

Male lemorian rogue 2/fighter 4/scarlet
corsair 4/dread pirate 6

CE Medium outsider (augmented
humanoid, native)

Init +3; Senses darkvision 60 ft.; Listen =1,
Spat—1

Languages Abyssal, Common, Yuan-ti
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(DC 19); mass charm manster (DC 22),
mass suggestion (DC 21), suggestion
(BC 18), unhallow
*3-point Power Attack
Abilities Str 26, Dex 16, Con 22, Int 12, Wis
8, Cha 20 -
5Q fearsome reputation, sailor's stEp_,

seamanship, steady starice, trapfinding
Feats Exotic Weapon Proficiency (bastard
‘sword), Improved Bull Rush, Improved
Critical (bastard sword), Improved Feint,
Melee Weapon Mastery (slashing), Power
Attack; Quick Draw, Telling Blow, Two-
Weapon Fighting, Weapon Finesse,
Weapon Focus (bastard sword), Weapon
Specialization (bastard sword)

Skills Appraise +9, Balance +22, Bluff +24,
Climb +16, Intimidate +30, Knowledgze
(geography)+12, Knowledge (local)+6,
Profession (sailor) +22, Swim +17, Tumble
+22, Use Rope +7

Possessions combat gear, +4 leather armor, +3
icy burst cold iron bastard sword, +1 frost cold
iron dagger, gauntlets of ogre power +_6,..Eracers
of health +6 (as amulet of health +6), amulet of
natural armor +3; cloak of protection +4, boots
of speed, ring of protection +4, gold earrings
worth 2,500 gp, keys to all locks on the Wreck

AC 29, touch 19, flat-footed 24

hp 172 (16 HD); DR 10/magic

Immune poison

Resist acid 10, cold 10, electricity 10, fire 10;
SR 26

Fort +17, Ref +20, Will +7; evasicn

Spd 30 ft., fly 30 f. (average)

Melee* +3 icy burst cold iron bastard sword
+24(+19/+14 (1d10+18/17-20 [+3d6 plus
1d10 cold on erit] plus 1d6 cold plus
poison) and

+1 frost cold iren dagger +21 (1d4+7/19—
20 [+3d6 on crit] plus 1d6 cold plus
poison) and
sting +15 (1d6+4 [+3d6 on crit] plus poison)
Base Atk +15; Grp +23
Atk Options Improved Bull Rush, Improved
Feint, Power Attack, acrobatic charge,
corsair’s feint, smite good 1fday (+16
damage), sneak attack +3d6
Special Actions scourge of the seas
Combat Gear potion of ctre serious wotinds
(2), potion of lesser restoration (2)
Spell-Like Abilities (CL 16th)
3/day—charm monster (DC 19), command
(DC 16), unholy aura (DT 23)
1/day—dominate person (DC 20), fear
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Acrobatic Charge (Ex) Cold Captain Wyther
can charge over difficult terrain.

Corsair’s Feint (Ex) Cold Captain Wyther may
make a feint asa free action once every
2d4 rounds.

Fearsome Reputation (Ex) Cold Captain Wyther
is adishonorable pirate, and gains a+4
circumstance bonus on Intimidate checks.

Poison (Ex) Injury, Fortitude DC 21, initial
and secondary damage 1dé Wis. Cold
Captain Wyther can poison a weapon with
this venom-as a standard action. The save
DC is Gonstitution-based.

Sailor's Step (Ex) When aboard a ship and
wearing nothing more than light armor,
Cold Captain Wyther gains a +2 dodge
bonus to his Armor Class. This bonus is
included in his stats above.

Scourge of the Seas (Ex) When Cold
Captain Wyther uses [ntimidate to
demoralize foes, the attempt affects all
enemies within 30 feet who can see and
hear him; the effect lasts for a number of
rounds equal to:his Charisma modifier (5
rounds).This is a mind-affecting ability:

Seamanship (Ex) Cold Captain Wyther
adds his dread pirate class level to his

Profession (sailor) chiecks; allies within
sight or hearing gain half this number
an their Profession (sailor) checks.
Steady Stance (Ex) Cold Captain Wyther
is not flat-footed while balancing or
climbing, and gains a +6 bonus on
Balance é___nd Climb checks to avoid being
knocked prone when he takes damage.
Feats IMelee Weapan Mastery/(Player’s
Handbook I 81) grantsa +2 bonus on
attackirolls and a +2 bonus on damage
rolls with all slashing melee weapons.
Telling Blow lets Cold Captian Wyther
deal his sneak attack damage whenever
he scores a critical hiton a target, in
addition to damage from his critical hit.
Tactics: Captain Wyther joins combat
once it appears his men have the PCs
on the ropes, emerging onto the deck of
the Two-Faced Wretch to issue challenges
before swooping down'to assault fleeing
PCs. Altematé]y, once the PCs reach the
deck of the Black Sprite, he gathers enough
courage to confront them 1d4 rounds
after they begin fighting Ziovayne.
Once he's in combat, though, Captain
Wyther’s bravado quicklyreturns. In the heat

‘of battle, he barks threats and profanities

and fights with style and grace. He's fond

«of charging over difficult terrain, using Bull

Rush against non-flying opponents and
PowerAttack againstanyone, inereasing his
Power Attack by 2 points each successive
round until he starts missing, Wyther very
much prefers melee combat, and resorts to
his spell-like abilities only against foes he
can't reach with his sword.

Already shamed once by Vanthus,
Wyther views this battle with the PCs as
a chance to redeem his lost honor. As a
result, he doesn't even consider surrender
or escape, and fights to the bitter end.

Treasure: A pair of +1 daggers coated
with lemorian venom are concealed in
a hidden panel of the bed's headboard.
A DC 25 Search check reyeals the panel,
which can be opened with a flick of
the wrist as a free action. Also kept in
here is a neatly folded paper that lists
the following spells, in order: fear, rage,
crushing despair, crushing despair, rage, fear,
and Tasha's hideous laughter. Wyther uses
this list as'a code to help him remember
the combination to the Trop Chest of
Hathruman (see area Hy).




The locked cabinet (Open Locks DC
40) contains several different specimens
offine clothing—seven in all, each worth
200 gp. A shelf'above the clothes contains
Wyther's private collection of rare wines,
ales, mead, and grog, There are a dozen
bottles here, each worth 500 gp.

H#, Treasury (EL 18)

The doorway to this room is both locked
(Open Locks DG 40) and trapped (see
Trap, below).

The walls of this area are plated in what
appears to be lead that shimmers with
sparkling energy. A single long table sits
against the wall immediately to the door's
left. A few chairs sit nearby, and a sphefical
objectthe size of a human head sits atop the
table, covered by a deep purple cloth. The
contents of the rest of this room leave little
douibt as to its purpoese. Sacks of coins, sea
chests too full to be properly closed, heaps
of silks, suits of partially assembled armor,
tapestries, mounds of fine furs and cloth-
ing, jewlery boxes, metal coffers, and racks
of weapons line the port and starboard walls
of the chamber, leaving an open area in the
center were one might stand and admire
the collection. This is, without a doubt, the
treasury of the Crimson Fleet.

This chamber is perhaps the most
well-protected chamber in the Wreck.
The lead-lined walls prevent many divi-
nation spells seeing into the room. Fur-
thermore, the chamber is protected by
a chaotic evil forbiddance spell (CL 16th),
and the lead-lined walls are also lined
with permanent walls of force with the
exception of the doerway. If the Wreck
is burned to the g]'ounﬂ, this chamber
remains intact.

Creature: Just as he had the death
slaad Velzigarus bound to area Dz asa
guardian, Wyther has placed a powerful
outsider here to serye as the treasury's
defender. This menace is Ghourgos, 4
powerful yagnoloth. Standing nearly 16
feet tall, this hulking yagoloth has red,
sealy hide and a small skull-like head
framed by large ears that almost resem-
ble bat wings. His right arm is small and

atrophied, the size of a human's arm,

while his left is enormous and grossly

overdeveloped. In Hades, Ghourgos was
thelord of'a mecropolis, and his anger at
being turned into a mere treasure guard-
ian fels his wrath when intruders visit
him. Wyther has made vague promises
to free Ghourgos one day, and the mon-
ster’s hope that the captain wasn't lying
is the only reason he allows the Captain
in here and respects his wishes to leave
the treasure undamaged.

GHOURGOS CR 18

Male advanced yagnoloth _

NE Large outsider (evil, extraplanar, yugoloth)

Monster Manual 11 203

Init +2; Senses darkyision 60 ft.; Listen +31,
Spot +1

Languages Abyssal, Draconic, Infernal;
telepathy 100 f.

AC 30, touch 16, flat-footed 28

hp 299 (26 HD); DR 15/go0d

Immune acid, poison

Resist cold 10, fire 10, electricily 10; SR 25

Fort +21, Ref +17, Will +17

Spd 50 ft.

Melee +1 keen lonsiord +26/421/416/+11
(2d6+21/17-20) and
claw +26 (1d8+20 plus stun ning blow)

Space 10 fi.; Reach 10 fi.

Base Atk-+26; Grp +40

Atk Options Cleave, Power Attack,
stunning blow

Special Actions breath weapon, energy drain

Spell-Like Abilities (CL 10th) :
3/day—shocking grasp

*10-point Power Attack

Abilities Str 30, Dex 14, Con 23, Int 15, Wis
15, Cha 16

SQ muscular arm

Feats Cleave, Improved Natural Armor (4),
Improved Natural Attack (claw), Improved
Toughness (+1 hp/HD), Power Attack;
Weapon Focus (claw)

Skills Bluff+32, Climb 39, Concentration
+35, Diplomacy +34, Intimidate +34,
Jump 447, Knowledge (the planes)431,
Listen 431, Sense Motive 431, Spot +31

Possessions +1 keen longsword, ring of
protection +5

Breath Weapon (Su) A yagnoloth can exhale
a cloud of acid as a standard action once
every 1d4 rounds. This cloud fills any
adjacent five-foot square for 1 round. Any

character in that square (including anyone
who moves throtgh it) must make a DC

29 Reflex save or take 2d6 points of acid
damage and become stunned for an
equal number of rounds.

Energy Drain (Su)A yagnoloth can bestow
1d4 negative levels on any helpless or
stunned target as a full-round action by
pressing its face to the victim's body. [t's
-a DC 29 Fortitude save to remove each
negative [evel.

Muscular Arm (Ex) Although technically the
yagnoloth's secondary attack, the monster
retains its full Strength bonus on attack
rolls and damage rolls made with its claw.

Stunning Blow (Ex) A character struck by
ayagnoloth's dlaw must make a DC 29
Fartitude save or be stunned for 1d8 rounds.
Trap: The door to this Toom is pro-

tected by a chaining energy drain trap;
anyone ﬁvh'q attempts to open the door
without the proper key (carried by Cap-
tain Wyther) is struck by a black beam
that inflicts 2d4 negative levels. Every
other creature within 30 feet is also
struck by the ray, but those struck only
take 1d4 negative levels,

Chain Energy Drain Trap: CR 12; magic
device; touch trigger; automatic reset:
Atk +8 ranged touch; spell effect (energy
drain, 17th-lével wizard, 2d4 or 1d4 nega-
tive levels for z4 hours, DC 23 Fortitude
save negates); Search DC 34; Disable
Device DC34.

In addition, one of the chests within
the room is trapped. This isa curious
iron chest sitting near the bow. Deco-
rated by seven gargoyle faces that stare
out in all directions interspersed with
dancing angels, this is a legendary chest
indeed. A DC 25 Knowledge (history)
check reveals it as the legendary Iron
Chest of Hathruman, a chest so wicked it
was considered to have a will of its own.
Hathruman was a notorious arcane
trickster held as 4 legend in trapmaking
circles. Dozens of boxes, coffers, cases,
arks, and other vessels bear his name, but
he only created one chest.

The chestis in fact a complextrap. Bach
of the seven gargoyle faces can be manip-
ulated to change their expression from
anger to horror to sorrow to laughter. By
setting the faces to the proper combina-
tion of expressions in the proper order,
the chest can be opened. The correct
combination, working clockwise from
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the front, is horror, anger, sorrow, sor-
row, anger, horror, and laughter. Once all
expressions are set to the proper combi-
nation, the lid can be lifted with ease:

An attempt to lift the lid when the
proper combination is not set triggers
thetraps and causes the faces to all reset
to surprise. Each improperly set face ere-
ates a different magical effect that targets
the person who tried to open the chest,
as detailed below:

Anger: Magic missile (5 missiles).

Sorrow: Bestow curse(DC 16,6 decrease
to a random ability score),

Laughter: Confusion (DC 16)

Horror: Phantasmal killer (DC 16)

The spell effects all function at
caster level 15th. When the trap
activates, faces whose expressions are
set correctly do not activate their trap,
so that observant PCs can, by process
of elimination, eventually work out
the correct combination to the lock,
provided they can survive triggering
the traps that often.

Use of Disable Device to bypass this
trap requires a DC 35 check for each
face, followed by a DC 40 Open Lock
check for each face, Failure to open a
lock automatically resets the trap.

Iron Chest of Hathruman: CR26; magic
device; touch trigger; automatic reset;
multiple effects (see above); Search DC
35; Disable Device DC 35,

Treasure: The spherical object on the
table is a orystal ball with telepathy that
Captain Wyther uses to communicate
with his captains while they are at sea.

The rest of the treasure in this chamber
represents one of the largest hordes the
PCs are likely to discover in the Savage
Tide Adventure Path. The exact details of
what treasures lie heaped and forgotten in
this chamber should be tailored to your
campaign, but in a nutshell consists of
300,000 Cp, 110,000 Sp, 28,000 gp; 1,300
Pp; 10,000 gp in gems and jewelry, 8,0c0
gp in masterwork weapons and armor,
4,200 gp in rare silks and fis, 5,600 gp
in fine clothing and tapestries, 6,000 gp
in rare and exotic alchohol, and 16,000
gp in gold and silyer bars. The total value
of this incredible freasure is 104,800 gp.
In addition, the gear of any captired PCs
have been placed here for storage.
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The Iron Chest of Hathruman contains
even more treasure. Neatly organized
in its multiple compartments are half a
dozen black pearls of great size worth 250
gp each, a gold crown set with four rough
emeralds worth 1,200 gp, a dozen bags of

gold coins containing soo gp each; and
a legendary gemstone—the Athrinoord
Stone, a Tuby of almost impossible size
and beauty. The Athrinoord Stone has
the blood of two dozen owners staining
its long history, and legend holds that
those whe try to claim it as their own
are destined for quick deaths. A DC 30
Knowledge (history) check reveals this
information. The Athrinoord Stone is
worth 25,000 gp.

Also kept within the Iron Chest of
Hathruman is a spare wakeportal, one

BY RICHARD PETT

that Wyther keeps on hand should the
one aboard the Crimson Scar be lost. A
wakeportal is a magical gemstone that
affixes to a ship's prow or figurehead.
Once affixed, it grants the ship the abil-
ity to sail from the Material Plane to the
Abyssian Ocean. Details on this magic
item are presented in the next adventure,
“Info the Maw."

I1. The Baeldictum

The deck of this ship is merely that—a deck.
The underlying hull and lower decks are
gone, the ship’s rotting and wet ribs hang-
ing down like the dangling legs of some
enormous insect. It appears:as if a fight
recently took place here, as the deck s sticky
with dried blood and bits of rotting flesh.




Captain Wyther uses the deck of this
ex-slave galley to address all of his cap-
tains and key crewmembers. The major-
ity of the initial fighting of the mutiny
took place here; and the pirates haven't
bothered to clean the mess yet.

I2. The Crow’s Walk (EL 16)

A rope bridge hangs between the main-
mast of the ship below and this circulas
platform that surrounds the central tree of
the strange structure.

This platform is the highest point in
the Wreck, at a height of 120 feet,

Creatures: Three Sisters of Lamentation,
late of the Birdcage but having now
thrown their lot in with the Crimson

Fleet, nest in this area. Unsatisfied with

the money to be had at the Birdcage,
these three sought out Captain Wyther
and hired on as guardians. So far, they've
not seen nearly as much money as they'd
hoped, and as a result are slow to step in
to aid in the Wreck's defense. They don't
attack until intruders make it all the way
up to the Baeldictum, or until Captain
Wyther orders them to do so.

Sisters of Lamentation (3} hp 108 each;
see page 50.

Treasure: The harpies’ payiso far con-
sists of a single large bag of'1,200 gp.

13. Lookout

This platform is supported by a single
thick piling and holds a ballista. A barrel of
ammunition for the weapon sits nearby.

This ballista’s firing arc covers a zone
from area E3 clockwise to D8.

Development: If the alarm is raised,
Bilgerut Norah (see area G7) moves up
here to use the ballista against any ene-
mies that come into her sights.

14, Vanthus's Lair

This small building seems to have once
served asa combination study, kitchen, and
bedroom, although most of the personal
touches are missing, as if taken away. All
that remains are a bed, a table, a few chairs,
a stove, and an empty bookshelf.

Originally the home of Zaliax Carvanxi,
Captain Wyther’s wizardly ally, Vanthus
kicked the wizard outwhen he returned as
a death knight and spent several days here
laying his plans. There's little remaining
here now, save for one well-hidden clue;

Lavinia was kept here for some time
after Vanthus returned with her as his
prisoner. Although he kept her under
watch most of the time, there were a few
moments where she was left alone, Dur-
ing one of these, she managed to wriggle
partially free ofher bonds, snatched a piece
of paper, and wrote a quick message using
her own blood as ink. She had hoped to

'ty to get the message to someone wha

could deliver it to her allies, but Vanthus
returned too quickly and she was forced
to hide the unfinished note in this room.
She was then taken to Gaping Maw before
she had a chance to hand the note off;
Ifthe PCs make a DC 30 Search checl

of the room, her hastily scribed note

will not have been in vain. The note is
wedged under a floorboard in the south-
ern corner of the room. Its contents a::e-
reproduced as Handout 3.

IS. The Glad (BL 19)

This is-a hollow shell of a ship, its upper
decks stripped bare and its lower decks
removed to create a single large space
within. This area is horrifically decorated
with large hanging snake skins, several of
which also appear to have humanoid fea-
tures like arms or legs. The skins waft in the
wet breeze, layered like curtains so that it's
difficult to-make out the details of the area
beyond. An acrid stink fills the air here.

Creatures: The leader of the Seventh
Coil, an immense yuan-ti anathema
known as the Seventh, has taken up
residence here. Originally intended to
be a temporary home until the Seventh
Coil reclaims Porphyry House or finds
another suitable base of operations, the
Seventh has come to enjoy this place and
is considering mounting an attack on the
Crimson Fleet to take the entire complex
as her own.

A group of six Seventh Coil assassins
stay here with their leader, honored to
have been chosen for the esteemed duty
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Handout 2

of guarding her lair. They remain hid-
den among the curtains of the room.
The Seventh herself is a huge, bloated
snakelike creature with six writhing

‘snake heads and two powerfil humanoid

arms. She clambers up and down the tree

that supports this ship when she needs

toleave her lair, an event that occurs with

increasing rarity.

THE SEVENTH CR18

Female yuan-ti anathema

CE Huge aberration

Fiend Folio 193

Init +5; Senses all-around vision, darkvision
60 ft., scent; Listen +32, Spot +36

Languages Abyssal, Common, Draconic, Yuan-ti

AC29, touch 9, flat-footed 28

hp 297 (22 HD); regeneration 5; DR 15/good
and magic

Immune acid, poison

Resist electricity 10, fire 10; SR 26

Fort +16, Ref +10, Will +20

Spd 40 &, climb 20 ft., swim 20 f.

Melee +1 unholy wounding falchion
+23/+18/+13 (2d8+13/18-20) and
6 bites +20 (1d8+4 plus poisor)

Space 15 ft.; Reach 15 ft.

Base Atk +16; Grp +32

Atk Options Cleave, Combat Expertise,
Power Attack, constrict 1d8+8, improved
grab (bite)

Special Actions psionics

Combat Gear serpent symbol

Spell-Like Abilities (CL 16th)
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3/day—animal trance (DC18); baleful.
polymorph (DC 21), cause fear (DC 17),
deeper darkness, entangle (DC 17), haste,
neutralize poison (DC 20), suggestion
(DC 19), unholy blight (DC 20)

1/day—hblasphemy, unholy aura (DC 24)

Abilities Str 27, Dex 13, Con 29, Int 24, Wis
24, Cha 22

SQ attach grafts

Feats Blind-Fight, Cleave, Dodge, Combat
Expertise, Improved Initiative, Lightning
Reflexes, Multiattack, Power Attack

Skills Climb +33, Concentration +34, Hide
+18 (+28 when using chamelean power),
Knowledge (local)+32, Knowledge (the
planes) +32, Listen +32, Move Silently
+26, Search 436, Spot +36, Swim +16

Possessions combat gear, +1 unholy
wounding falchion

All-Around Vision (Ex) An anathema has a +4
racial bonus on Search and Spot checks,
and cannot be flanked.

Attach Grafts (Su) An anathema can attach
grafts to creatures with shocking speed.
This ability is not implemented in
“Serpents of Scuttlecove” but if you want

to add grafts to your campaign, consult
the Fiend Folio for further details.

Poison (Ex) Injury, Fortitude DC 30, 1d4
Constitution/1d4 Constitution.

Psionics (Sp) An anathema has the alternate
form, chameleon power, and detect poison
psienic abilities shared by most yuan-
ti. It also has two additional powers, as
detailed here:

Dissolving Touch: An anathema can exude
acid from its body, dealing 7dé acid
damage to anything it touches. If it
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uses this power wher grappling or
constricting a foe, the acid deals1od6
pointsief damage instead. The acid is
effective only on the round when this
poweris used.

Mass Aversion: An anathiema can create a

‘compulsion effect in all enémies within
30 feet. Targets must make a DC 27 Will
save of gain an aversion to snakes for
10 minutes. Affected creatures must
stay-at least 20 feet from all snake or
yuan-ti, whether alive or dead. This
ability functions at caster level 16th.
This ability otherwise functions as a
yuan-ti abamination’s aversion ability
(Monster Manual 265).

Regeneration (Ex) Force effects and
adamantine weapons deal lethal damage
to'an anathema. :
Seventh Coil Assassins (3): hp 107 each;

see page 49.

Tactics: The Seventh is not prepared
to sacrifice her life for the Crimson Fleet.
If brought down to 50 hp or less, she
attempts fo escape into the surrounding
saltmarsh while any remaining assassins
sacrifice themselves, if necessary, to cover
her retreat. She's hidden the wealth of the
Seventh Coil's treasury away in a secret
cave further inland, and it is to these cay-
erns she hopes to retreat.

CONCLUDING THE
ADVENTURE

The defeat of the Crimson Fleet signals
the end of this adventure. Once Cold
Captain Wyther and the majority of his
remaining crew and captains are slain,
the chance of the Crimson Fleet recoy-
ering from the récent muliny vanishes.
The ships at sea turn on each other,
deteriorating into a disorganized mass
of pirates more interested, for the time
being, in fighting among themselves
thananything else. The safety of the seas
increases dramatically asnayies and mer-
chants from the north ponder the cause
of this sudden turn of events, but the
PCs have doubtless discovered that this
calm is an illusion at best. Demogorgon
has seeded dozens of cities with mad-
ness. Discovering which cities have been
seeded with shadow pearls and then trav-
eling to each to discover the pearl's loca-
tion and defeat the powerful minions of

evil who guard them is an impossible
task, yet all may not be lost if the PCs opt
instead to tackle the problem at its two
bickering heads deep in the Abyss.

APPENDIX: NEW MONSTER

Orlath (Demon)

This horrific serpeniine demon shares fwo
Bumanoid torsos atop a single coiling body.
Each torsowaves a set of six humanoid arms,
all clutching cruel scimitars. The monster’s
two baboonlike heads glower menacingly,
theireyes beady and bright with hate.

ORLATH CR 15

Always CE Large outsider (chaotic, evil,
extlrapfana r, shapechanger)

Init +7; Senses darkyision 60 ft., true seeing,
x-ray vision; Listen 421, Spot +21

Aura vile gaze (30 ft.)

Languages Abyssal, Celestial, Braconic;
‘telepathy 250 fi.

AC 26, touch 16, flat-footed 19 (—1 size, +7
Dex; +10 natural)

hp 184 (16 HD}; DR 10/cold iron and good

Immune disease, mind affecting, poison
Resist fire 10; SR 26

Fort +17, Ref+17, Will +16

Spd 30 fi., climb 20 ., swim 30 ft.
Melee +1 scimitar +22/+17[+12/+7

(1d8+5/15-20 plus L vile)and

11 +1 scimitars +22 (1d8+2/15-20 plus 1
vile) and

2 bites +17 (2d6+2)

Space 10 ft;; Reach 5 fi.

Base Atk +16; Grp +24

Atk Options Combat Expertise
Special Actions call retriever
Spell-Like Abilities (CL 16th)

At will—detect thoughts (DC 16), discern
lies (DC 18), dl's'pe'." magic, fly, locate
object, locate creature, sending, greater
teleport (self plus 5o pounds of objects
only), unhely blight (D€ 18),

3/day—glibness, move earih, prying eyes,
stone shape '

1/day—demand (DC 21), greater scrying

(DC =)

Abilities Str 19, Dex 24, Con 25, Int 16, Wis
15, Cha 18

SQ changeshape, slashing blades; two brains

Feats Combat Expertise, |mproved Critical
(scimitar), Multiweapon Fighting, Vile




Martial Strike (seimitar), Weapon Finesse,
Weapon Focus (scimitar)

Skills Bluff +23, Concentration +26,
Diplomacy +29, Intimidate +25,
Knowledge (nobility & royalty) +22,
Knowledge (any two) +22, Listen +22,
Search +22. Sense Motive +21, Spot+21

Environment any

Organization solitary

Treasure standard plus 12 +1 scimitars

Advancement 17-24 HD (Large), 25-40 HD
(Huge), 4148 HD (Gargantuan)

Call Retriever (Su) Once per day, an orlath
can call a retriever to its location. This takes
the orlath a full minute of concentration,
but once the retriever arrives, it is under
the orlath's complete control and remains
until itis either killed or dismissed by the
orlath (a free action). An orlath may-only

maintain one called retriever at a time with
this ability.

Change Shape (Su) An orlath can assume
the form of any Mediim humanoid.
Assuming a humanoid form requires a
standard action, but it can assume!its true
form as a free actian. |

Slashing Blades (Ex) An orlath treats the
scimitar asa light weapon for all purposes,
including fighting with two weapons.

True Seeing (Su) The orlath’s left head
continuously uses this ability, as the spell
(caster level 16th). '

Two Brains (Ex) An orlath's two heads share the
same personality and thoughts, butthanks
to jts two brains, it gains a +4 racial bonus
an Will saves, An orlath cannot be flanked.

Vile Gaze (Su) Any nonevil creature within 30
feet of an orlath who meets the creature’s

‘gaze must make a DT 22'Will save or take
1d4 points of vile Charisma damage. A
character drained to 0 Charisma by this
-gaze is transformed into a dretch under
the orlath's control. Otlaths can suppress
oF activate the effects of this gaze as a free
action. Vile.a_bii_&y damage can only be
healed by magic cast within the area of a
consecrate or hallow spell. The save DC is
Charisma-based.

X-Ray Vision (Su) The orlath's right head has
constant x-ray vision, as if it were wearing
a ring of x-ray vision, except without the
exhaustion effect normally assoclated with
the ring.

Vile Feat Vile Martial Strike (scimitar)
allows an orlath to do 1 additional point
of vile' damage each time it strikes with
a scimitar. Vile damage can only be
healed by magic cast within the area of a
consecrate or hallow spell.

Legend holds that Demogorgon killed a
powerful marilith who herselfhad vied for
the power of a déemon lord. As he murdered
her, several of the Prince of Demions’ teeth
dislodged and gestated inside the dead
demon's carcass for a century, after which
the ripe bodysplit and gave birth to the first
of the orlath demons,

Like the yochlols, orlath demons are
not a member of a demonic race like the
tanar'ri or the obyriths. They are more akin
to theirown race, a race shaped by and for
Demogorgon himself, The orlath’s ability
toassume humanoid form, combined with
its silver tongue and extensive knowledge,
make it an excellent spy or double agent.

The orlath is devastating in combat,
leading with a slashing array of scimitars
and savage bites. Altheugh weaker than the
marilith, the orlath’s increased number of
arms make it a veritable cyclone of blood
and steel in melee.

Richard writes: “Once again, Lam indebted to the
charmingly twisted Mr. Greer and the frighten-
ingly talented Mr. Bayd for helping out with this
adventure. Withoutyour help, gentlemen, Twould
niot have been able to concentrate as much on the
adventure’s shaved harpies, tainted thugs, and
undead children; I'd like to point out fo everyone
what a pair of great blokes you are—cheers!

“Oh, and Logue — 'tis a dish that is best
served cold... mwaadanaaaadaaal”
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ekorvia is a stinking, steaming
S scar of an island, the largest in

the chain known as the Pirate
Isles, With a skyline ruled by volea-
noes and lowlands stained with fester-
ing salt marshes and dripping jungles,
Sekorvia was a deadly place even before
three vile and cannibalistic blasphem-
ers seeking a refuge to pursue their
studies in peace arrived. They founded
a city on the southern shore of the isle,
and it wasn’t long before Scuttlecove
grew fat and turgid. After all, even
pirates need a place to rest, relax, and
spend their loot.

The founders of Scuttlecove called
themselves the Holy Triad, an ironic title as
these blasphemers were ur-priests, divine
spellcasters who stole power from the gods.

The Holy Triad cultists knew that they
needed a society to support their research
and decadence, In onlya few years, they built
Scuttlecove up from nothing into a thriving,
if lawless and dangerous, city. Served by a
savage order of cannibalistic monks, the
ur-priests used Scuttlecove to finance their
debaucheries and sadistic whims. Yet in
a realm where the gods are very much a
reality, blasphemers such as these cannot
go unpunished forever. Only six years ago,
avengeful god struck a telling blow against
the Holy Triad. The ur-priests vanished
from their palace during a tremendous
storm that left hundreds dead. After the city
recovered from the storm, its inhabitants
discovered that the loss of their government
may just be one of the greatestboons to ever
come to Scuttlecove,

Sekorvia itself is a volcanic tropical
island dominated by tangled jungles
and stinking salt marshes. Barely 40
miles across atits widest point, a jagged
spine of mountains (including no less
than three active volcanoes) runs down -
its length. While a few demented her-
mits and feral folk dwell in lonely huts
and tiny thorps, and the Crimson Fleet
maintains a hidden stronghold several
miles to the northwest of the city, the
majority of humanoid life on the island
dwells in Scuttlecove

SCUTTLECOVE

Unlike most cities, the vast majority of
Scuttlecove’s inhabitants are warriors
rather than commoners—it’s simply too
rough a place to harbor many commen
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folk. The city’s primary exportsare drugs,
slaves, and stolen properties (particularly
portable art objects, gems, and magical
items), The city's economyis anything but
stable, driven by the arrival of Crimson
Fleet ships laden with loot and pirates
all too eager to spend it. As a result, the
majority of the city’s buildings tend to be
rundown and dilapidated—their owners
often lack the regular income necessary
to keep properties in good repair.

“Law enforcement” in Scuttlecove
is handled by a sect of corrupt human
monks known as the Order of Dire Hun-
ger; these monks can be seen patrolling
the streets and alleys of Scuttlecove, solic-
iting donations of wealth (or bits of flesh)
from the citizens on a seemingly random
basis to finance their deprayity. A small

percentage of the taxes the monks collect.

are returned to the city in the form of an
arena, a massive public execution square,
and upkeep on the docks; just enough to
keep their citizens loyal. '

Physically, Scuttlecove is a diseased,
filthy pit of salty depression. The
streets are often muddy and choked
with garbage or the odd corpse yet to
be claimed by a Dire Hunger monk.
The buildings are almost all one-story
wooden affairs, with rickety walls,
sagging roofs of tarred straw or eracked
wood shingles, and doorways consisting
of strips of dried seaweed or cheap
burlap. Those few buildings that can be
construed as permanent are always the
homes of powerful individuals.

Until recently, worship of the gods
was the only true crime in Scuttlecove—
the Holy Triad did not want divine eyes
casting about their playground. Now
that the ur-priests are gone, religion
spreads through Scuttlecoye like some
new epidemic, Here and there, cultists
who are little more than gangs claim
abandoned structures for their doubtful
deific patrons, only to be murdered by a
rival cult who then claims the building
as its own. Many archfiends have
established cults in Scuttlecove, but
the three most powerful groups today
are those devoted to Graz'zt (headed
by Tyralandi of the Porphyry House
brothel), Mammon (headed by Kedward
Bone, Scuttlecove's most powerful drug
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lord), and Demogorgoen (patron of the
Crimson Fleet and the yuan-ti of the
Seventh Coil).

Scuttlecove (Large City): Nonstandard
(anarchy); AL CE; 40,000 gp limit; Assets
32,900,000 gp; Population 16,450; Mixed
(77% human, 5% yuan-ti, 4% half-elf, 3%
halfling, 2% elf, 2% gnome, 2% half-orc,
2% tiefling, 1% dwarf, 2% other).

Tdle Dangers
Obvious visitors to Scuttlecove have a
chance of drawing the attention of one

or more of the lowlifes and thugs that

populate the place. Each day, a visitor

in Scuttlecove must make a DC 20

Intimidate check to avoid attracting

unwanted attention. Alternately, a DG

25 Disguise check can make a visitor

appear to be a local. Failure indicates

that the victim is marked by a number

of’ Scuttlecove Thugs equal to 2 + the

number of failed Intimidate checks.

These thugs stalk the vietim(s), striking

when the advantage presents itself.

SCUTTLECOVE THUG CR8

Human rogue 4/fighter 4

CE Medium humanoid

Init +6; Senses Listen +8, Spot +8

Languages Common

AC 17, touch 12, flat-footed 15; uncanny dodge

hp 70 (8 HD)

Fort +8, Ref +7, Will +3; evasion

Spd 30 ft.

Melee mwk scimitar +11/+6 (1d6+4/18-20
plus poison)

Ranged mwk light crossbow +10/+5
(1d8/19-20 plus poison)

Base Atk +7; Grp +9

Atk Options sneak attack +2d6

Combat Gear elixir of fire breath, potion of
cure serious wounds, potion of invisibilty,
potion of haste, 2 doses of deathblade
poison (Fort DC 20, 1d6 Can/2d6 Con), 10
doses of giant wasp poison (Fortitude DC
18, 1d6 Dex/1dé Dex)

Abilities Str 14, Dex 14, Con 16, Int 8, Wis
12, Cha 10

SQ trapfinding, trap sense +1

Feats Combat Reflexes, Improved Initiative,
Improved Toughness (+1 hp/HD), Quick
Draw, Rapid Reload (light crosshow),
Stealthy, Weapon Focus (scimitar),

Weapon Specialization (scimitar)

BY JAMES JACOBS

Skills Climb +12, Hide +10, Intimidate +11,
Knowledge (local) +6, Listen +8; Move
Silently+10, Sleight of Hand +8, Spot +8

Possessions combat gear, masterwork chain
shirt, masterwark buckler, masterwork
light crossbiow with 20 bolts, masterwork
scimitar, 500 gp in assorted jewelry

Daily Life in Scottlecove

Not every citizen of Scuttlecove is brave
enough to attack the PCs; the majority
of the city’s thugs are cowards at heart.
Eye contact 1s a rarity, and merchants
have learned to assume that customers
are probably a lot tougher and meaner
than they look. Of course, the same goes
for the merchants themselves; while not
every merchant is capable of defending
himselfina fight, merchants don't thrive
in Scuttlecove without having backup.
Most pay steep protection fees to one of
the city’s factions—attacking or robbing
a merchant is a surefire way to earn the
wrath of someone important.

The people of Scuitlecove are
suspicious of outsiders, and are quick
to charge 150% or more for goods and
services if they don't recognize a face.
Omce visitors gain the favor of one of
the city’s factions, though; suspicion
quickly turns te fear, and merchants
cease attempting to swindle them.

SCUTTLECOVE’S FACTIONS
With the loss of a centralized government,
rule in Scuttlecove has devolved to a state
close to anarchy. Only several powerfil
factions that have risen to prominence in
the last several years keep the city from
constant rioting: Each of these factions
has designs on ruling Scuttlecove, yet
the opposition of the other factions has
thus far prevented any one faction from
rising to such heights.

Crimson Fleet

Of the six factions; the Crimson Fleet
may be the closest to achieving its
goal of controlling Scuttlecove. These
pirates certainly control the majerity of
Scuttlecove’s trade, for a large number
of citizens depend on stolen cargoes of
food and supplies that only the pirates
can provide with ease. The one factor
that keeps the Crimson Fleet from ruling




Scuttlecove is their lack of control over
the city’s vice trades.

Alone among the six factions, the
Crimson Fleet's stronghold is located
outside the city walls in a hidden cove
several miles to the northwest. It is here
that the Fleet's leader, a half-demon
named Cold Captain Wyther, charts and
plans the rapacious activity of'his fleet of
murderous buccaneers.

The primary presence of the Crimson
Fleet in town consists of roving packs
of demonic apes known as Crimson
Recruiters. These bar-lgura demons
serve the CGrimson Fleet as press
gangs. The majority of Scuttlecove’s
inhabitants aren't good choices for
slaves, so the demons scour the city
for visitors, snatching away anyone
who might make a good “recruit.”
Crimson Recruiters travel in bands of
four; the locals have learned to ignore
the grunting, slavering monsters even
though their proximity can bring
chills to even the most jaded criminal.
When they make a catch, the demons
teleport back to an empty warehouse
to strip the victim of his gear before
inspecting him for sickness, after
which they teleport to area Eg to
imprison the victim in a cell until the
Fleet decides what to do with them.
CRIMSON RECRUITERS (4) CR8
Bar-lgura bloodhound 3
CE Medium outsider (chaotic, evil,

extrapanar, tanar'ri)

Fiendish Codex | 29, Complete Adventurer 29
Init +6; Senses darkvision 60 ft.; Listen +12,

Spot +12
Languages Abyssal, Celestial, Commaon,

Draconic; telepathy 100 fl.

AC 27, touch 16, flat-footed 21

hp 88 (2 HD); DR 10/cold iron or goad
Immune electricity, poison

Resist acid 10, cold 10, electricity 10, fire 10;

SR 16
Fort +13, Ref +14, Will +9
Spd 40 ft., climb 20 ft.

Melee 2 claws +15 (1d6+6) and
bite +10 (1d6+3)
Base Atk +9; Grp +15
Atk Options bring ‘em back alive, nonlethal

farce, pounce
Special Actions abduction, summon tanar’ri

Spell-Like Abilities (CL 6th)

At will—darkness, cause fear (DC 15), dispel
magic, greater tefeport, see invisibility,
telekinesis (DC 1g) !

2/day—disguise self(DC 1), invisibility;
major image (DC 17)

Abilities Str 22, Dex 22, Con 21, Int 11, Wis
16, Cha 18

SQ mark, ready and waiting, swift tracker,
tenacious pursuit

Feats Ability Focus (abduction), Endurance,
Stealthy, Track

Skills Balance +8, Gather [nformation +8,
Hide +24, Intimidate +6, Jump +34, Listen
+12, Move Silently +20, Spot +12, Survival
+13, Tumble +20

Possessions bracers of armor +3

Abduction (Su) A crimson recruiter can
use greater teleport to transport other
creatures. |t can bring up to one Large
or two Medium or smaller creatures with
it each time it teleports. It can teleport
unwilling targets as well, although-an
unwilling victim can attempt a DC 23 Will
save to resist being transported. The save
DC is Charisma-based.

Bring ‘Em Back Alive (Ex) At the recruiter’s
option, any melee attack that would
reduce a foe to —2 or fewer hit points
reduces the foe to—1 hit points instead.

Mark (Ex) A crimson recruiter can mark a
humanoid or monstrous humanoid foe
by observing the foe for 10 minutes. The
crimson recruiter gains a +3 insight bonus
on Gather Information, Listen, Search,
Spot, and Survival checks against the mark.
A mark, once established, lasts until the
crimson recruiter chooses a new mark. A
mark may be chosen only once per week.

Nonlethal Force (Ex) A crimson recruiter can
use a melee weapon that deals lethal damage
to deal nonlethal damage instead without
taking the —4 penalty on attack rolls.

Pounce (Ex) If a crimson recruiter charges a
foe, it can make a full attack.

Ready and Waiting (Ex) A crimson recruiter
can ready an action agzinst his mark,
even outside of the initiative sequence. |f
the mark triggers the recruiter’s readied
action within the next 10 minutes, the
recruiter can carry out the action as if the
two were engaged in combat,

Summon Tanar'ri (Sp) Once per day, a
crimsen recrujter can attempt to summon
a bar-lgura with a 35% chance of success.

This ability is the equivalent of a 2nd-level
spell (CL &th).

Swift Tracker (Ex) A crimison recruiter can move
at normal speed while following tracks,

Tenacious Pursuit (Ex) A erimson recruiter
gainsa +4 bonus en Constitution checks
made to resist nonlethal damage from a
foreed march and gains a 10-foot increase
to his speed when tracking his mark.

The Dealers' Consortium

Kedward Bone is one of the most powerfiil
and dangerous inhabitants of Scuttlecove.
One of the city’s original inhabitants, he
quickly realized that, given the direction
the city was looking to grow, the drug trade
in town would be the healthiest and most
profitable of them all. After all, who needs
to escape reality more than a landlocked,
depressed pirate?

Kedward Bone lives in a stone tower
in the northeastern quarter of the city, A
tall, gaunt figure, his visage is shocking
to behold; his face is a terrible mess of
bonespurs formed long ago by a rare
disease, Unlike most wizards, Kedward
does not shy away from melee combat,
and enjoys wielding his dire scythe, a
double-bladed weapon he invented
himself. His studies of the infernal
realms have rewarded him with an imp
familiar. Disturbingly, Kedward has
taken the notion of a “familiar” quite
literally; he and the imp Matylda are
quite fond of each other and spend
much of their free time alone together
exploring each other's capacity for
perversion and lust.

KEDWARD BONE CR17

Male human fighter 1/wizard 6/diabolist 10

LE Medium humanoid

Book of Vile Darkness 56

Init +1; Senses arcane sight, darkvision 60 ft.,
see invisibility; Listen +3, Spot +3

Languages Common, Halfling; Infernal; tongues

AC 20, touch 12, flat-footed 19

hp 70 (85 with false life, 17 HD)

Immune mind-affecting

Fort +7, Ref +5, Will +12

Spd 30 ft.

Melee +4 flaming burst dire scythe +14/+9
(2d4+7 /x4 plus 1dé fire) and
+4 icy burst dire seythe +14/+0 (2d4+5/%4

pl'us 1d6 ice)
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Base Atk +9; Grp +11
Atk Options vile diabolism +3dé 4/day
Combat Gear potion of bull’s strength (2),
potion of cure serious wounds (2), wand of
invisibility (43 charges), wand of haste (11
charges), wand of dispel magic (27 charges)
Spells Prepared (CL 16th, touch +11, ranged
touch +10)
8th—mass charm monster (DC 26), mind
blank (already cast)
ﬁh—iiws.anit_y (DC 26), mass hold person
(DC 25), vision, waves of exhaustion
6th—disintegrate (DC 24), greater dispel
magic, Tenser’s transformation, veil (DC 24)
sth—nbaleful polymerph (DC 23), dominate
person (DC 23), feeblemind (DC 23),
teleport, wall of force
4th—charm monster (DC 22), dimension door;
lesser geas (DC 22), scrying, stoneskin
grd—displacement, corrupt fireball (2,
DC 21), greater magic weapon (2, both
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Kedward Bone

already cast), vampiric touch

2nd—detect thoughts (DC 19), false life
(already cast), mirror image, resist energy,
scorching ray, whispering wind

1st—burning hands (DC 18), enlarge person,
grease (DC 18), magic missile, true strike,
unseen servant

o—light, mage hand, prestidigitation,
read magic

Abilities Str 14, Dex 13, Con 10, Int 25, Wis
12,Chas

SQ contingency, imp familiar, permanent spells

Feats Alertness (when Matylda is within
arm’s reach), Corrupt Spell (fireball), Craft
Magic Arms and Armor, Craft Wand, Craft
Wondrous Item, Evil Brand, Exotic Weapon
Proficiency (dire scythe), Scribe Scroll, Two-
Weapaon Defense, Two-Weapon Fighting,
Weapan Focus (dire scythe)

Skills Bluff +17, Concentration +16, Craft
(alchemy) +17, Craft (weaponsmith)

+11, Diplomaey+9 (+11 against evil),
Intimidate +13 (+15 against evil),
Kriowledge (local) +13, Knowledge
(nature) +7, Knowledge (the planes) +25,
Spellcraft +23

Possessions combat gear, +1 flaming
burst/+1 icy burst dire scythe, bracers of
armor +5, ring of protection +1, ring of force
shield, headband of intellect +6, slippers of
spider climbing, 15,000 gp in drugs, 750
gp in diamond dust for stoneskin

Contingency If brought below 30 hit points, a
teleport spell activates, allowing Kedward
to flee to any one of a number of secret
hideouts on nearby istands.

Permanent Spells Kedward has the following
permanent spell effects: arcane sight,
darkvision, see invistbility, and tongues.

Vile Diabolism (Ex) Four times per day,
Kedward can infuse a spell with vile,

diabolic power. He may affect any spell
that affects a target or area that does not
include himself. The affected spell gains
the evil descriptor and deals +3d6 points
of unholy damage to any good-aligned
creature targeted by the spell. Half of this
additional damage is also vile damage.
Vile damage can only be healed within
the area of a consecrate or hallow spell.
Kedward’s Feats Corrupt Spell isa
metamagic feat that adds the evil
descriptor to one damaging spell selected
at the time this feat is selected—half the
damage this spell deals is now unholy
damage. Evil Brand grants Kedward a
+2 circumstance bonus on Diplomacy
or Intimidate checks made against evil
creatures;, Malign Spell Foeus increases
the save DC of ary evil spell Kedward
casts by +1.
Matylda, imp familiar: hp 35, Monster
Manual 56.

Monastery of Dire Hunger

This. ominous building is the
stronghold of the order of Dire
Hunger, a cabal of monks thatlong ago
stumbled upona way to make physical
their basest emotions and separate
them from their minds by absorbing
them into the flesh. Doing so corrupted
and twisted their bodies but freed
their minds to focus on the pursuit of
pure knowledge. Their strongest belief
is thal true transcension from the




physical to the spiritual can be reached

only by consuming nothing but one's

own species, as all other forms of

sustenance are thought to be impure

and alien. The cannibalistic monks

encountered the three ur-priests of the

Holy Triad long ago, and their twisted

philosophies struck a chord with the

Triad, who immediately allied with the

order. Now that the ur-priests are gone,

the monks desperately try to maintain

their power, and have been forced to

seck allegiances with other factions.

Dire HUNGER MONK CR9

Corrupted human monk 7

LE Medium aberration

Boaok of Vile Darkness 186

Init +2; Senses darkvision 60 ft.; Listen +11,
Spot +1

Languages Common

AC 18, touch 14, flat-footed 16

hp 52 (7 HD); fast healing 3; DR 5/magic

Immune acid, nonmagical disease

Fort +8, Ref +7, Will +6 (+8 against
enchantment); evasion

Spd 50 ft.

Melee unarmed strike +8 (2d6+3 plus 3 vile) or
flurry of blows +7/+7 (2d6+3 plus 3 vile)

Base Atk +5; Grp +12

Atk Options Improved Trip, Stunning Fist
7/day (DC 18)

Special Actions wholeness of body (14 hp/day)

Combat Gear potion of bear’s endurance,
potion of detect thoughts, elixir of truth

Abilities Str 16, Dex 15, Con 16, Int 10, Wis
12, Cha6

SQ ki strike (maglc), purity of body, slow fall
30 ft., still mind

Feats Deflect Arrows, Deformity (face),
Deformity (gaunt), Improved Trip,
Improved Grapple, Stunning Fist,
Willing Deformity

Skills Balance +4, Escape Artist 414,
Intimidate +9, Jump +28, Listen +11,
Tumble +12

Possessions combat gear, ring of protection
+1, ring of jumping

Vile Feats Willing Deformity grants a +2
defarmity bonus on Intimidate checks.
Deformity (face) grants the monk a 42
circumstance bonus on Intimidate checks

and a +2 deformity bonus on Diplomacy
checks with evil creatures. Deformity
(gaunt) grants a +2 deformity bonus to

Dexterity, a =2 penalty to Constitution,
and a +2 circumstance bonus on Escape
Artist and Intimidate checks.

Porphyry House

A rose blooming in a graveyard,
the beauty of Porphyry House has
an undeniably sinister taint. The
majestic building rises proud from the
surrounding hovels and sagging shops
in Scuttlecove’s western quarter, and
despite a great scandal several years ago,
the building remains the city's most
successful and powerful brothel.

Once run by yuan-ti cultists of
Demogorgon allied with the Seventh
Coil, a group of adventurers managed
to defeat the cult five years ago and
prevented the spread of a dangerous
new drug called Demon's Breath. These
heroes managed to accomplish this goal
only with the aid of a mysterious and
beautiful creature named Tyralandi, a
half-fiend nymph and devotee of the
demon lord Graz'zt who had been sent
to destroy the rival cult.

After the yuan-ti were defeated,
Tyralandi tock up the reigns of the
brothel. She disposed of the polymorphed
monsters the ynan-ti had previouslyused
as staff and set about hiring the most
talented and exotic men and women she
could find to populate her house.

Over the past five years, Tyralandi has
used her resources and charms to learn
secrets and sinister things that should
remain hidden. She uses the bordello as
her eyes and ears within the city, and few
are aware of her true intention—to turn
Scuttlecove into a personal paradise. She
finds the Crimson Fleet to be crude and
slovenly, and desires a reduction in their
presence in the city. One of her favorite
secrets is her deep knowledge of the
Protectorate—she knows enough about
this faction that a whisper in the right
ear would bring the faction down. For
now, however, she views the faction as
a possible resource in gaining further
control of Scuttlecove:

TYRALANDI, PorPHYRY MisTRESs CR 18

Female half-fiend nymph ranger 1/thrall of
Graz'z£ 10

CE Medium outsider (augmented fey, native)

Monster Manual 148 & 197; Book of Vile
Darkness 69
Init +6; Senses darkvision 60 ft., low-light
vision; Listen +7, Spot +17
Aura blinding beauty (30 feet, DC 24)
Languages Abyssal, Commeon, Elven, Sylvan
AC 34, touch 26, flat-footed 29
hp 179 (17 HD); DR 10/cold iron and magic
Immune fear, poison
Resist acid 10, cald 10, electricity 10, fire
105 SR 27
Fort +25, Ref +27, Will +30
Spd 30 ft., fly 30 ft. (average), swim 20 fi.
Melee +3 keen rapier +18/+13 (1d6+4/15—~
20) and
claw +16 (1d6) and
bite +10 (1d4)
Base Atk +9; Grp +10
Atk Options smite good 1/day (+17 damage),
spell betrayal +5d8, spellstrike +2d6
Special Actions stunning glance (30 feet,
DC 24), summen demon
Combat Gear barkskin +5 tattoo (left hand),
cure moderate wounds tattoo (face), lesser
restoration tattoo (right hand), resist energy
tattoo (shoulder), tree shape (waist), scroll
of greater teleport, scroll of heal, scroll of
simulacrum (2), wand of magic missile (CL
Gth, 30 charges)
Druid Spells Prepared (CL 13th; +10 touch,
+15 ranged touch)
7th—heal, greater scrying (DC 23)
6th—antilife shell, greater dispel magic, fire
seeds (DC 22)
sth—call lightning storm (DC 22), violated
flame strike (DC 21), insect plague (DC
22), wall of thorns
sth—violated call lightning (DC 20), cure
serious wounds, flame strike (DC 23), ice
storm, spike stones
3rd—call lightning (DC 20), cure moderate
wounds (2), greater magic fang (2), spike
growth (DC 20)
2nd—bull's strength, flame blade, flaming
sphere(DC 1), heat metal (DC 19), violated
produce flame, soften earth and stone, wood
shape (DC 19)
ist—charm animal (DC 18), cure light
wounds (3), entangle, obscuring mist,
produce flame
o—cure minor wounds, detect magic, flare

(DC a7), guidance, mending, read magic;
Thrall of Graz’zt Spell-Like Abilities (CL 10th)
At will—charm person (DC 22)
Half-Fiend Spell-Like Abilities (CL 17th)
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3/day—darkness, poison (DC 25), unholy
aura (DC 25)

1{day—b!asphémy, contagion (DC 25),
desecrate, horrid wilting (DC 2g),
summon -monster (X (fiends only),
unhallow, unholy blight (DC 25)

Nymph Spell-Like Abilities (CL 7th)
1/day—dimension door

Abilities Str 12, Dex 22, Con 24, Int 20, Wis
24, Cha 32

SQ dark charisma, unearthly grace, wild
empathy+17 (+20 against evil creatures)

Feats Abyss-Bound Soul (Graz'zt), Evil Brand,
Tattoo Magic, Thrall to Demon (Graz'zt),
Track, Violate Spell, Weapon Finesse

Skills Bluff+31 (+34 against evil),
Concentration +26, Craft (tattooing) +15,
Diplomacy +34 (+39 against evil), Disguise
+11 (+13 acting), Escape Artist +13, Heal
+16, Hide+14, Intimidate +13 (+15 against
evil), Knowledge (arcana) +16, Knowledge
(religion) +15, Move Silently +14, Perform
(dance) +31 (+34 against evil), Sense Motive
+26, Spot +17, Use Magic Device +31

Possessions combat gear, +2 glamered mithral
breastplate, +3 keen rapier, amulet of health +6
(in the form of an unholy symbol of Graz'zt),
ring of Wisdom +4 (as periapt of Wisdom +4),
bracers of red rapture, 18,000 in jewelry

Dark Charisma (Ex) Tyralandi gains a +3
enhancement bonus on wild empathy,
Diplomacy, Bluff, Gather Information,
Handle Animal, and Perform checks when
dealing with evil creatures.

Demonic Gift Tyralandi used a scroll of
extract gift (Fiendish Codex I) to gain a
permanent +5 enhancement bonus to her
Charisma. This effect functions at caster
level 20th, and cannot be dispelled by a
lower-caster-level effect.

Spell Betrayal (Su) When casting a damage-
dealing spell on a flat-footed target,
Tyralandi inflicts +5d6 points of damage.

Spellstrike (Su) I Tyralandi casts a damaging
spell on a target she threatens in meleg,
she adds +2d6 points of damage to the
damage dealt.

Summon Demon (Sp) Tyralandi ¢can summon
one demon of 5 HD or less and one demon
of 10 HD or less each day. This functions as
a summon monster spell (CL 15th).

Tattoo Magic Tyralandi can craft magical
tattoos using this feat (Races of Faerdn).

A magic tattoo functions as a potion; to
activate ore; Tyralandi must take a standard

82 DUNGEON MAY 2007

action that does not provoke an attack of
opportunity to touch the tattoo with either
hand (the hand does not need to be empty).
A magic tattoo occupies a space on her
body; she can not activate a tattoo if she
wears a magic item in the same location.

Vile Feats Several of Tyralandi’s feats are
vile feats from the Book of Vile Darkness
or Fiendish Codex |. Abyss-Botind Soul
grants her a +2 bonus on saving throws
against spells with the good descriptor
and makes her immune to fear effects,
Evil Brand grants a +2 circumstance
bonuson Diplomacy or Intimidate
checks made against evil creatures.
Thrall to Demon allows her to gain a
+1 luck bonus once per.day on any one
attack roll, saving throw, ability check,
skill check, or level check. Violate Spell
allows Tyralandi to prepare a spell (at
one level higher than the spell’s actual
level) and infuse it with vile energy—a
violated spell has the evil descriptor and
half the damage the spell inflicts is also
vile damage.

The Protectorate

Alone among the six factions vying for
control in Scuttlecove, the Protectorate is
not a den of cruelty and hatred. Indeed,
its members are as close as one might
get to kind-hearted and helpful in this
place. As a result, the Protectorate is
also the smallest and least powerful of
the six factions. Forced to live double
lives, members of this hidden faction
pose as pirates, drug dealers, prostitutes,
merchants, or merely vagrants in
Scuttlecove by day, and by night aid their
kin in hidden safehouses. The goals of
the Protectorate are simple—it seeks to
aid those stranded in Scuttlecove, be it to
escape or to accomplish any goals they

may have in the city.

The Seventh Coil

The Seventh Coil is perhaps tied with
the Crimson Fleet in the race for
power and resources. This faction is
comprised entirely of yuan-ti slavers
who haye preyed upon the people of
Scuttlecove and the surrounding isles
for years. These creatures are led by
an immense monster, a six-headed
yuan-ti anathema referred to as the
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Seventh, who affectionately refers to
her followers as her “seventh head,”
hence the name of her organization.
The Seventh Coil was actually based
on another island in the Pirate Isles
until five years ago, when the sudden
defeat of the Porphyry House yuan-
ti, coinciding with the loss of its own
fortress to a voleanic eruption, left the
Coil with no home and no points of
contact in Scuttlecove, As distasteful as
it was to the Seventh, she approached
the pirates of the Crimson Fleet with an
offer of allegiance. She would “donate”
several of her yuan-ti slavers to aid in
gathering prisoners and assist the fleet
in other ways if they would allow her
to relocate to Sekorvia. Cold Captain
Wyther agreed, in part because the
two groups both venerated the same
demonic lord, and in part because he
realized that he would need all the
help he could get if he was to serve
Demogorgon’s latest needs.

ENCOUNTERS IN
SCUTTLECOVE

Only the more important locations
in Scuttlecove are covered here, and
even then, they are presented with
minimal details—just enough to spur
the imagination and guide future
development if the PCs seek toinvestigate
some place not detailed further in the
accompanying adventure. DMs seeking
more information on Scuttlecove should
consult “Porphyry House Horror” in
DUNGEON #05.

Scuttlecove Harbor
The waters of the cove itself are
treacherous and filled with numerous
jagged reefs. In fact, the city earned
its name due to the large number of
scuttled ships that still rot in the cove.
These ships have been left to provide
cover against any large invasion; a
single ship can pass through the maze
of wrecks and reefs with relative ease if’
they haye the proper charts, but a large
fleet would never make it through in
time to pose a threatto the city.
Anyene attempting to navigate the
cove without accurate charts must
make a DC 28 Profession (sailor) check



to make it safely through this maze.
Possession of accurate charts of the
cove grant a +10 circumstance bonus to
this check. Once the piers are reached, a
visitor can moor at any open spot (there
are generally plenty to choose from)
with little problem as long as they fly
the flag of the Crimson Fleet (a red flag
with a black, horned skull before two
crossed scimitars),

Scuttlecove’s boardwalk is where the
majority of its mercantile transactions
take place. The region is a tangled,
chaotic mess of tents and booths, where
merchants of all types hawk their wares.
The boardwalk s the place to go if you're
looking for something that can't be
bought in more civilized areas. Slaves,
stolen merchandise and magic, poisons,
and rare magical components can all
be found here, subject to Scuttlecove's
40,000 gp ceiling,

The Noyaro River

The Noyare River originally bordered the
eastern side of the city—the dwellings
on the east shore consist of a tangled
mess of temporary buildings made of
wood, straw, mud, and even excrement
or garbage. The Noyaro reaches a
depth of 30 feet in places; and as such
provides an excellent natural barrier to
separate the lowest of the low from the
rest of the city. The vagabonds, rogues,
and hopeless who live here are mostly
harmless, and spend much of their time
hiding in their crude homes. This is
where pirates go to die when they can't
afford to be killed in a barroom brawl.

1. Scuttlecove Palace

This enormous walled complex is a
mystery to the citizens of Scuttlecove.
Once the home of the ur-priests of
the Holy Triad, the buildings are now
abandoned by the living. Those few
attempts by locals hoping to claim
the palace or its treasures as their own
have ended in either their complete
disappearance or frantic attempts to
escape as the intruders are torn apart
by horrific monsters and wailing
spirits. After a few months, the locals
learned to leave these cursed ruins
well-enough alone.

2. Parts Is Parts
This grim shop is built entirely out
of bones. Most of them come from

‘monsters and large beasts, but the facade

is fashioned from humanoid skulls
and ribcages. This squat, two-story

structure is owned by an enterprising

necromancer by the name of Rhemus
Caldakar (CE gnome male necromancer
10), a one-time adventuring companion
of Kedward Bone. The two remain
fairly close friends, although Rhemus
is growing increasingly jealous of
Kedward's successful business and his
relationship with his familiar. Rhemus
has lusted after Matylda for years, but
is too afraid of Kedward to act on his
obsession yet.

3. Bkindancer Academy

This square tower of ivory houses an
order of bards who call themselves
Skindancers, after an exotic form of
dancing coupled with stylistic torture
of willing puests with needles and
knives. The academy is Tun by an
attractive halfling woman whose body
is an intricate network of fine scars—
this is Peryoil Whistlecut (CE female
halfling bard 11) and although she may
seem friendly, her taste in pleasure is

anything but.

4. Kedward Bone's Tower

Kedward Bone's tower is made of

stone, and is comprised of five stories
of well-warded, well-protected floors.
The first floor consists of one large
room used to entertain guests and
interview future business partners. It
is here that Kedward Bone arranges to
meet with visitors.

5. The Tall House

This two:story house towers over the
shacks and shanties that are so common
on the east bank of the Noyaro. Scut-
tlecove’s most reprehensible slumlord,
an obese man named Vurch Udderwort
(NE male human rogue s), dwells on the
upper floor of this building, He often
calls upon the small army of thugs who
dwell on the ground floor of this build-
ing to collect on rent due him from the
slum's desperate tenants.
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6. Scuttlecove Orphanage

The front of this squat stone building
is an open-air patio used as an auction
block twice monthly to sell off excess
children as slaves. The Scuttlecove
Orphanage functions as a workhouse as
well, a place where children harvested
from loads of prisoners brought in by
pirates or from the city itself toil under
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the merciless command of a one-eyed
taskmaster named Sornk Ghesterwhal
(CE male human expert3/rogue 3).

7. The Minting House

Once the base of aperations ofa group of
thieves who specialized in coin seraping
and counterfeiting, this area has become
a Seventh Coil stronghold. It is detailed
in full in “Serpents of Scuttlecove.”

8. The Deacon’s Aria

This building houses a large theater
that offers several shows in the grand
guignol style every week. Most of the
shows offered here are little more
than public torture displays, but the
recent addition of a mysterious elven
woman who performs a striptease end-
ing in the removal of her own skin has
drawn nightly crowds. The matron of
the playhouse, a disturbingly pleasant
woman named Abetheny Royenka (NE
female human aristocrat 12) is always
on the lookout for new talent.

9. The Rattlebox

This popular tavern and public hall fea-
tures all manner of dangerous games,
including a pit for animal fights, a game
of chance involving six metal boxes
with hand-sized holes in the side (one
of which contains hungry rot grubs),
and high-stakes games of cards or dice.
The proprietor is a violent dwarf named
Stonch Figwater (CE male dwarf fighter
8) who proudly displays the scalped
beards of those caught trying to cheatin
his establishment.

10. The Birdcage

The Sisters of Lamentation are a yile
collection of shaved harpies who are
excellent torturers and information
brokers. This building serves them as
a base of operations, where they have
recently been establishing stronger
ties with the Crimson Fleet. This
area is detailed in full in “Serpents
of Scuttlecove.”

11. Beuttlecove Arena

Omne of the few structures in Scuttlecave
constructed by the Holy Triad, this
modest open-air arena is a popular
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diversion for the people of the city.
The arena is staffed by several Dire
Hunger monks who are in charge
of arranging weekly battles between
captured monsters from elsewhere on
the island and donated prisoners from
pirate ships.

172, Plaza of Hanging Ruin

This terrifying structure consists of
metal and wood beams arranged in a
series of concentric squares. The beams
are suspended 2o feet off the ground
by tall stone pillars, and are festooned
with coils of spiked chains. Numerous
spiked manacles dangle from these
beams, along with thousands of tiny
chains that end in hooks, clamps, and
long, thin barbed rods.

When the Holy Triad ran Scuttlecove,
this plaza was a great source of income.
For the low price of 100 gp, any prisoner
could be mounted here for public
mackery and eventual execution. Today,
the Plaza has become more of a first-
come, first-served public service. No
one's around o enforce the payments, so
anyone who can find some open space
on the plaza can mount their victims
here so they die slowly and painfully.

13. The Mausolenm

The dead of Scuttlecove are brought to
this tall building by the monks of Dire
Hunger. This building, known only as
the Mausoleum, is where the monks
prepare the dead for their feasts. Most
of'the bodies are found to be unworthy
and are tossed into a deep pit in the
center of the structure.

14. Porphyry House
Porphyry House is Scuttlecove's most
successful brothel, and without a doubt
the cleanest and most majestic building
within the city walls. The structure is
made of a dark purple volcanic rock
called porphyry, and opens for business
at sunset. At this time, the place quickly
becomes crowded—entertainment here
isn't cheap, but it is popular. The steep
prices ensure that vagabonds and street
trash stay out.

The building’s facade is decorated
with statues and bas-reliefs that depict
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handsome men and beautiful women
striking lewd poses or engaged in
various carnal activities. Within, the
walls are decorated with red or blue
tapestries or risqué paintings. Floors
are deep, soft carpets over padding,
and the air is pleasantly warm and
thick with exotic smells. The ground
floor of the building consists of guest
rooms, feast halls, storerooms, and
servants’' quarters. The upper floor
contains a large forum-like audience
hall, additional rooms outfitted for
handing special requests or important
guests, a treasury, and personal
chambers for the house's three most
important members; somewhat dim-
witted Agarik (CN male human fighter
13; the brothel's head of security), the
subtly evil and manipulative Cul (NE
female halfling bard 12; the brothel’s
madame), and the owner of Porphyry
House, Tyralandi.

Chambers belowPorphyry House once
served as a hidden temple to Demogor-
gon. Tyralandi has since destroyed the
contents of these rooms and converted
them over to her own private and hedo-
nistic retreat, a personal shrine to her
demonic patron, Graz'zt.

13. The Rusty Shunt

The Rusty Shunt is a well-built, two-story
wooden building, and perhaps the safest
place to rest and relax in Scuttlecove.
This inn is:owned and tun by a portly
man named Lars Landicaster (CG human
male ranger 8), a retired bounty hunter
who is wanted in more nations than he
can remember for various crimes short of
murder. Lars has seen much in Scuttlecove,
enough that he has cast aside his own
cruelties. He remains in Scuttlecove out
of a sense of duty to provide somewhere
safe for those unfortunate enough to be
born here, Lars has a strict code against
harming paying customers. He asks no
questions if the coins are good, and his
guards are quite loyal. His prices are
triple standard, but may be well worth it
for a safe place to rest,

Lars' greatest secret is a small shrine
dedicated to the Church of the Whirling
Fury, This tiny room is located in a
small complex of secret chambers in his



basement, and constitutes the second
Protectorate safehouse. Lars himself
isn't 2 member of the Protectorate, and
has refused the many invitations to
Jjoin. He argues that, if he's discovered,
the less he knows about the faction,
the better.

16. Monastery of Dire Hunger

This grim structure is built of basalt and
reinforced with bands ofiron. A suceessfil
DC 15 Knowledge (religion) check reveals
that its architecture purposefully mocks
temples devoted to St. Cuthbert. Numerous
narrow windows stud the exterior walls
of this one-story complex and its three-
story central tower, but there is only one
pair of doors. Located on the southern
approdch, these massive iron portals
are kept locked (Open Lock DC 40) at
all timmes.

17, Eralakni's Emporium

This large structure of green stone
is owned and run by an industrious
half-orc named Eralanki (CN female
halforc expert 8). The building is a
sort of miniature marketplace, with
private booths that can be rented out
to merchants for the high price of 20
gp a day. This fee ensures that those
merchants who set up shop here are
only the cream of the crop. Eralanki
herself is one of the few non-evil
citizens of Scuttlecove; she has no
real interest in the philosophy of
good and evil, and only wants to make
money. She allows the Protectorate to
maintain a safehouse of serts in the
Emporium's basement, although: she’s
considering leaking the location of the
safehouse to the Dire Hunger monks as
the Protectorate is late om their latest
payment for her secrecy.

18. Red Foam Whaling

Once used by a band of pirates who
specialized in stealing the hauls of
whaling ships, this whaling factory has
been deserted for years. Until recently, it
served as a Protectorate safehouse, but the
yuan-ti blackguard known as the Leech
murdered the Protectorate members
who dwelt here. This area is detailed in
full in “Serpents of Scuttlecove.”

19. The Violated Ogre

The Violated Ogre is a tavernfinn that
caters mostly to visiting adventurers.
Naturally, the clientele of the Violated
Ogre are a foul and surly lot, The place
gets its mame from its most popular
form of entertainment, which consists
of a wretched ogre mage on display on
a small stage in the center of the main
room. The ogre mage is stitched by thick
coils of rusty wire to an iron framework
of spiked bars over a large bloodstained
grill in the floor. Visitors to the tavern
are welcome to do what they will to the
imprisoned ogre mage, either with their
own equipment or using the torture
instruments thoughtfiilly provided on a
nearby tray, The ogre mage’s regeneration
keeps him from dying, but his mind has
long since been destroyed by a robe of
powerlessness. The ogre mage has been an
attraction here for nearly ten years and
has long since been driven hopelessly
insane by the ordeal. The creature is now

a raving masochist that takes disturbing
pleasure in the ministrations of the
tavern's drunken amateur surgeons,

The tavern is owned and run by
a retired adventurer by the name of
Borsch Dipraft (NE human male fighter
7), who killed the previous proprietor
oyer a gambling debt.

20. House of the Black Rider

This grim edifice looks as if it could
collapse in on itself at any moment, yet
the structure is sound. The building has
become a shrine to the god of disease,
Incabulos, and serves as a refuge for
lepers and other desperate souls. Most
of the surrounding buildings are
sickhouses—the southern section of the
slums is generally avoided by the rest of
Scuttlecoye's citizens, which is how the
leader of this shrine, a stooped old man
in long black robes who is known to the
faithful only as Papa Crab (NE human
male cleric 6), prefers it. &

MAY 2007 DUNGEON 85



DUNGEONCRAFT

BREWING UP THE RIGHT GODS

@& BY WOLFGANG BAUR |
|@ BY KYLE HUNTER,

88 DUNGEON MAY 2007

y ungeon masters use
homebrew campaigns
s for lots of reasons: more
control over the NPC roster, no chance
that some setting lawyer will harass you
about details in a sourcebook you haven't
read, and a chance to set everything up the
way you've always imagined it. That often
includes anew oradapted pantheon, fine-
tuned to suit your cosmology or to make
it easier o create certain types of clerics
as heroes and villains. | personally think
designing new and better pantheons is
great fun, and that everyone should try it
once or twice. Playing god with the gods,
as it were,

But there are also hidden dangers
that can make the process a chore
rather than quick fun for the players
whose characters will need to know
these gods and their quirks. Consider

the following suggestions for smarter
pantheon design.

Start Small

Most pantheons in the real world have
at least a dozen major gods and many
more minor ones: think of the Norse, the
Egyptians, or the Greeks. Fantasy panthe-
ons aren't any smaller; the FORGOTTEN
Rearms setting offers more than 50 gods.
This might lead you to create a large and
complex grouping as/ well, but I'd say
that's a mistake.

The important thing for a pantheon
designer is not generating many gods,
but choosing the five or six most impor-
tant gods and sticking to them. T'd rec-
ommend starting by considering the five
or'six portfolios that match your ewn
personal preferences or that match your
world’s themes and obstacles. For me, a




good starting list might be a harvest god,
a sun god, a goddess of love, a god of war,
agod of fire and smiths, and a goddess of
death, That covers the biggest spiritual
and worldly needs, and leaves room for
lesser gods as well.

You should give your pantheon lots of
room to grow. Just because five or seven:
gods are the core of the pantheon doesn't
mean that there aren’t others that are
important: the moon goddess, the gods
of the hunt or the ocean, and the god
of knowledge and magic are all not on
my core list. Well, actually, some of them
are, but it's not obvious. That's because
an interesting pantheon gets a lot more
work out of'its gods than a one-for-one
mapping between domains and gods.

Double and Triple Up

You want gods to be more than one-
dimensional, so a designer’s first instinet
might be to lump related domains
'togéthcr. For instance, the god of the sun
might grant access to the Sun, Good, and
Law domains. This works, but it’s boring
and obvious. Interesting gods meet some
of the definitions everyone expects, and
confound those expectations in other
ways. The example I often like to use is
Apollo, the Greek god of the sun, poetry,
and music, though many other gods have
similarly long lists of attributes,

So, let's double up that list. Actually, let’s
share out all 22 core domains among the
major gods, plus two extra domains (Craft
and Charm, from Player’s Guide to Faeriin)
as seen in the table below.

You'll notice some choices are straight-
forward (Sun domain for the Sun god),
and some are just the opposite (Evil for
the Sun god?). But the setting I'm plan-
ning for is an inland desert kingdom
threatened by elven nomads and allied
with dwarves. The sun is death in the des-
ert; the desert harvest is unreliable and
powerful. Your setting may have a huge
influence on what divine forces are con-
sidered welcome and which are consid-
ered hostile.

Also, notice that no god gets more than
one of the alignment domains. That helps
us prevent “divine typecasting” and gives
the gods (and more importantly, their
followers) some leeway. Followers of the

Death Goddess can include LG, LE, and
LN branches of the faith. While that may
seem contradictory, in fact it follows the
logic of real-world religions, where sacred
books and prophecies have multiple,
often contradictory interpretations. In
a fantasy universe, clerics can ask their
gods which version of a divine teaching

is the “right” one—but there's no reason

to believe that fantasy gods will be any

more consistent. Or rather, they might
be consistently lawful, but might not care
deeply about good versus evil.

Consider the Servants: the Minor Gods
The ultimate purpoese of any pantheon
is to inspire interesting characters, both
villains and heroes. To that end, you
need to both plan for the obvious char-
acter, class, and racial choices and leave
enough room for expansion.

You may also want to offer up at least
three or four minor gods along with
your core pantheon, just to expand the
field slightly. You want no more than 10
defined deities to start with—more dei-
ties will suggest themselves in the course
of any campaign, but it's important to
keep options limited early. Another way
to subtly encourage characters to think
of your major gods first is to give minor
gods just three domains, and make at
least one of those non-core.

I recommend that you pick patron gods
for paladins, druids, rangers, and possibly
for monks. In my case, druids and rang-
ers follow the harvest goddess or the god-
dess of love. Monks follow the knowledge
path of the Smith, the Death Goddess in
her rebirth aspect, or perhaps the merciful
aspect ofthe goddess of Love. Each of those
choices opens up some character choices.

Paladins illustrate the use of single-
alignment gods in a pantheon: the Good
domain belongs to the god of Fire and
Smiths, and the Law domain to the Death

Goddess: As a consequence, paladins fol-
low the Death Goddess or the Fire and
Smiths God for reasons of alignment, or
the War God for thematic reasons.

You can see how striving to imitate
these gods might make the paladins
grim, humorless, yet brutally efficient
characters. For experienced players; a
paladin of a goddess of death is not just
more original than a paladin of the Sun
God,; it’s a bigger challenge to play when
you don't have a stereotype to work with.
The paladin also offers some more tradi-
tional types for beginning players: a pal-
adin of the War god is a mighty warrior
forjustice, and a dwarven smith-paladin
isn't a huge rolepaying stretch,

Creating Minor and National Gods
Let’s say T want to introduce some minor
gods, such as a Moon Goddess, the God
of Justice, and the Gear Goddess, because
players requested them. In these cases, I
can either introduce new domains this
way or give the minor gods a smaller
portfolio of domains (say no more than
three). Their allegiances might relate
to the greater gods as well: the Moon
Goddess could well be the younger sister
of the Death Goddess, and the estranged
wife of the Sun, giving her the Darkness
domain (from Player’s Guide to Faerin), the
Moon domain (also from the Player’s Guide
to Faeriin), and the Good or Protection
domain. You see how it goes; you create
the minor gods when you need them, and
they're useful to the campaign because
a player character needs such a patron.
Don't spend time on a god that doesn’t
connect with the heroes.

The more interesting pantheons have
gods with many interests, some related
to divine power, others related to serving
as patronsofa race, cause, or nation. The
minor gods of the pantheon described
here include the goddess of stars and
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magic, the goddess of the moon, the god
of heralds, bards, and merchants, and
the weather and ocean god. But just as.
important are the dwarven All-Father,
the elven god of archery, and the orcish
aspect of the War God.

These are all versions of existing
gods: the dwarven All-Father is also
the god of fire and smiths. The elven
god of archery is also the Goddess of
Love among humans, and the orcish
War God is not very different from the
human one (though he always sides
with the tribes, naturally). How is it
possible for one god to appear in so
many forms and support opposite sides
in a war? They're gods. They don't have
to behave in ways mortals understand.
And frankly, why should a war god care
who is fighting? As long as the goal is
more war, he supports both sides to
keep them going,

Schisms and Rivalries

From a plot and story perspective,
religion is a terrific source of tension,
conflict, and violence in a campaign. Even
religions of peace may have followers
willing to kill to-attain their ends. And
that's just monotheism—imagine the
story potential of a whole pantheon of
mutually antagonistic gods.

You should keep these schisms and
rivalries simple, so your players can keep
track. I'd recommend that each of the
major gods have one nemesis and one
split in the faith. This split might be
between alignments, races, or matters
of religious doctrine.

Rival Gods: Notice that the divine
rivalries immediately provide a couple
of storylines; a paladin of the goddess
of Death might oppose the chaotically-
inclined druids of the Harvest Goddess
(perhaps better known as the Green
Goddess). The Sun God hates his ex-
wife, but she always escapes him and at
times even eclipses his light. The War
God is ascendant over the Goddess of
Love and Mercy, who might have only
a few followers, most of whom are
martyred sooner rather than later, The
Fire and Smith God opposes the works
of the Sun God, and the two sects clearly
don't get along; it's a major rivalry. The
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Fire and Smith God is very likely an
ally (perhaps the new husband) of the
Moon Goddess. Creating backstory is
just a matter of setting relationship in
motion and recognizing the conflicts
that always come up between powerfil
personalities.

And that’s about it. Avoid the urge to
overcomplicate the pantheon at the start.
If you can't explain it in a paragraph, it's
too much, especially for new players.
Never expect players to read more than
a single page of background on your
pantheon: they want a bulleted list, not
an epic.

Pantheon and Setting

This brings us the tricky question
of demi-human gods and national
patrons. I'm against the former and for
the latter. While gods such as Moradin
offer a comfortable default choice to
a dwarven character, there’s no need
to duplicate an entire pantheon. Why
shouldn't all the intelligent races
recognize the same gods, though
perhaps with different faces?

That's exactly what the split for the
Fire and Smith god is about in the
second table; the human followers may
worship a version of the god something
like Hephaestus or Weyland, a smith and
wonder-worker, a wise god of fire and
wit. The dwarven god has the same or
a similar name, but his statues are of a
Dwarven All-Father. They see the human
version of the god as an abomination
and a blasphemy, importuning the All-
Father for the blessings that rightfully
belong to the dwarves.

In this case, giving the same god to
everyone creates another flashpoint for
adventure: perhaps the humans and

the dwarves are quarreling over the
proper ownership of a sacred shrine,
and the whole thing could start an ugly
war unless the PCs find a way to make
peace between the two sides by uniting
them against the Sun worshippers who
are really pulling the strings. Perhaps
the dwarven cleric just grumbles every
time someone “mispronounces” the
dwarven name for his god. Either way,
your campaign just got richer.
National patrons are another story.
They should be associated with a major
temple of the nation, with a particular
king or bloodline, and with a certain
branch of the faith. This gives youtoom
to do certain things at the intersections
of religion and politics; such as crusades,
inquisitions, and witch-hunts. If you
want to go all out, theocracy and the
imposition of mandatory worship or
attendance might be interesting.

Conclusion

Use a pantheon’s prominence to define
the important themes and powers of
your setting by creating a small set of
central gods, then adding lesser gods
later to suit player needs. Use religion’s
ability to divide people to generate
conflict and set your kingdoms at
each other's throats. When you hear a
player call out his patron god’s name
before rolling the dice, you'll know your
pantheon is doing its job: stirring up
adventure. &

Walfgang Baur is a renowned adventure
designer: who shares his writing secrets
with patrons at wolfgangbaur.com. He is
the quthor of “Expedition to the Demon-
web Pits” and "Castle Shadowerag,” amonyg
many others,
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angs of bandits are a nor-
mal travel hazard in areas
where the rule of law is
weak. But are all bandits just common
thieves, social outcasts, and unemployed

soldiers? The following are three alterna-

tive bandit gangs you can drop in as your
next wilderness encounter.

Rightful Heir

Rodek Morannon is the eldest son of the
late, beloved lord of a nearby kingdom.
Although Rodek is the rightful heir, his
corrupt younger brother Verek con-
spired with the regent to diseredit him

and claim the succession for himself.

Marked as a traitor, Rodek took up his
father's sword and led his loyal men into
the wilderness, where they have taken up
thievery, hoping to get enough money

to hire a mercenary force to overthrow
his brother.

Torn by the necessity of preying on
innocents, Rodek has tried to ease his
guilt by instructing his followers to take
only coins minted in his home kingdom
and to let the poorest travelers pass. His
men also give each traveler a written
promissory note for their lost coins, pay-
able when Rodek returns to power.

RopEK MORANNGN CR6
Male human fighter 5/rogue 1

NG Medium humanoid

Init +1; Senses Spot +2, Listen +3

Language Common

AC 16, touch 11, flat-footed 15; Dodge; Mobility
hp47 (6 HD)

Fort +6, Ref +4, Will +0

Spd 30 ft.



Melee +1 bastard sword +10 (1d10+4/19-20)
or sap +8 (1d6+3 nonlethal)
Ranged +1 shorthow +7 (1d6+1)

Base Atk +5; Grp +8

Atk Options Spring Attack, sneak attack +1d6

Combat Gear potion of cure moderate wounds

Abilities Str 16, Dex 13, Con 14, |nt 10, Wis
8, Cha 12

SQ trapfinding

Feats Dodge, Exotic Weapon Proficiency
(bastard sword), Leadership, Mobility,
Mounted Combat, Spring Attack, Weapon
Focus (bastard sword)

Skills Climb +4, Handle Animal +5,
Intimidate +7, Jump +4, Listen 43, Move
Silently +4, Ride +7, Spot+2, Swim +3

Possessions combat gear, masterwork
chain shirt, masterwork light steel shield,
+1 bastard sword, +1 shortbow with 20
arrows, sap
Light Warhorse: hp 21; Monster Man-

ual 274

Cursed of Olidammara

From the hills just beyond civilization, the
fieree but short-lived bandit kingdom of
Olbahar once sent its thieves and raiders
to pillage nearby settlements. In response,
armies from several realms banded
together to annihilate Olbahar, and the
onlyremaining sign of its existence is the
ruined temple of Olidammara.

When the priests of Olbahar realized
destruction was upon them, they begged
Olidammara to bring revenge, and their
prayers were soon answered. Any crea-
ture removing coins or valuables from
the temple ruins becomes cursed as if
subject to a geas cast by a 14th-level sor-
cerer. The victim is compelled to return
everything taken, or an equivalent value
in coins, gems, and jewelry. The victim
must then personally contribute 1 gp
to the temple coffers every day or suf:
fer hideous pain. However, only ten
creatures can be cursed in this way at
one time. When the eleventh creature
is cursed, it frees the creature that has
been cursed the longest.

The current band of thieves hasno def:
inite leader, though they all have a com-
mon interest in getting coins to appease
the temple, keeping each other alive, and
tricking new creatures into activating the
curse so they can go free. They know little

about each other personally, and refer to
each other by number. Ten is the newest
member and One is the most senior and
niext to leave.

The cursed usually attack travelers to
steal their food and valuables, but if a trav-
elerappears poor or desperate, the cursed
may instead try to trick them into stealing
from the temple. They may even knock
travelers unconscious, leaving them to
wake among the temple coffers. The coft
fers currently contain 2,917 gp, 5,240 sp,
and jewelry worth 1,400 gp.
CURSED OF OLIDAMMARA CR3
Male and ferale human rogue 3
CN Medium humanoid
Init +1; Senses Listen +7, Spot +7
Language Comman
AC 14, touch 11, flat-footed 13; Dodge
hp 10 (3 HD, 2 nonlethal damage from

starvation)

Fort +0, Ref +4, Will +2; evasion

Spd 30 ft.

Melee shortspear +2 (1d6) or
sap +2(1d6 nonlethal)

Ranged javelin+3 (1d6)

Base Atk +2; Grp +2

Atk Options sneak attack +2dé

Abilities Str 13 (currently 11), Dex 15 (currently
13), Con 8, Int 10, Wis 12, Cha 14

5Q trapfinding, trap sense +1, fatigued due
to starvation

Feats Acrobatic, Dodge, Persuasive

Skills Appraise +6, Bluff +10, Climb +3,
Intimidate +7, Jump +5, Hide +7, Listen
+7, Move Silently +7, Spot +7, Swim +3,
Tumble +9

Possessions masterwork studded leather
armor, sap, shortspear, 2 javelins, 7 gp

Nature's Judgment
The gnome ranger J'latt J'dann leads a
small band of gnome rangers, druids,
and their families known as Nature's
Judgment, all of whom share a righteous
compassion for mistreated animals.
J'latt’s followers secretly patrol roads
and towns, watching for animals in need
of rescue. If they find an animal that is
injured, fatigued, or overly restrained,
they attempt to free it and take it back
to their camps for treatment. The Judg-
ment hasno problem with domesticated
animals as long as they are well-treated,

appear content, and are not intended
for slaughter. If the gnomes find an ani-
mal that is mistreated but unwilling to
come with them, J'latt attempts to con-
trol the animal or lure it away. Except
fora few individual members, the Judg-
ment cares nothing for material wealth
and tosses aside any saddles, bags, col-
lars, and other items they remove from
rescued animals.

JHatt and his followers avoid combat if
possible, and J1att’s badger companion,
Boss, does not fight unless J'latt himself
is incapacitated.
JLATT |'DANN CR5
Male gnome ranger 5
NG Small humanaid
Init +2; Senses law-light vision; Spot +5,

Listen +7
Language Common, Gnome
AC 16, touch 13, flat-footed 14; Dodge, +4

dodge vs. giants
hp 26 (5 HD)

Fort +4, Ref +6, Will +2 (+4 vs. illusions)
Spd 20 ft.
Melee +1 gnome hooked hammer +7

(1d6+1/x3) or

+1 gnome hooked hammer +5 (1dé+1/x3) and

+1 gnome hooked hammer +5 (1d4+1/x4)
Ranged composite shortbow +7 (1d4/x3)
Base Atk +5; Grp +1
Atk Options favored enemy +4 (humanoid

[human]), +2 (humanoid [orc])

Combat Gear scroll of resist energy

Ranger Spells Prepared (CL 2nd)
1st—charm animal (DC 12)

Spell-Like Abilities (CL 1st)

1/day—dancing lights, ghost seund (DC

14), prestidigitation, speak with animals

(burrowing mammals only)

Abilities Str 10, Dex 14, Con 10, Int 10, Wis

13, Cha 16
SQ wild empathy +8
Feats Animal Affinity, Dodge, Endurarice,

Track, Two-Weapon Fighting
Skills Handle Animal +13, Heal +5, Hide

+10, Jump +4, Knowledge (geography) +4,

Knowledge (nature) +7, Listen +7, Move

Silently +6, Ride +8, Spot +5, Survival +9
Possessions combat gear, masterwork

studded leather, +1 gnome hooked

hammer, composite shortbow

Boss, Badger Animal Companion: hp

7; Monster Manual 268. &l
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irst the earth trembled, then
Fthe sky rained black sludge.
Amid the world-shaking

explosions of fire rushed waves of
burning gas, scouring the land in every
direction. The blaze of elemental flame
seared the sky, and for thousands of miles
the remains of what was once a peaceful
chain of islands rained down, reduced to
nothing more than a fine gray ash.
Sound like fantasy? This catastrophe
devastated the small Aegean island of
Santorini approximately 3,500 years ago.
Chapter 3 of the Dungeon Master's
Guide presents a number of
environmental perils, but few of the
terrible caliber that could be called
natural disasters. From Mount Doom

to White Plume Mountain, volcanoes
are the forges of artifacts and the altars
of bloodthirsty gods, holding a special
place of awe and dread in the human
imagination. Presented here are several
environmental encounters associated
with volecanoes, ready to be unleashed
at the will of wrathful deities or the
angry earth.

Lava

Molten rock forced to the surface
during volcanic eruptions, lava takes
a variety of dangerous forms. Typically
consisting of stone heated to between
7oo and 1,200 degrees Fahrenheit, lava
lights an area within 10 feet of it with
shadowy illumination.



Lava Lake (EL 8)

Usually found within the calderas of
active volcanoes, lava lakes or smaller
lava pools are areas of inert superheated
rock. The air within 1c feet of lava is
extremely hot, and inflicts 1d6 fire
damage a minute. Lava deals 2dé fire
damage per round, or zcd6 per round
of total immersion. Damage from laya
continues for 1d3 rounds after exposure,
but this additional damage is only half
that dealt during actual contact.

Lava Vent (EL 10)

Violent volcanic eruptions sometimes
cause lava to break through areas of
weak surface rock, creating flaming
geysers dozens of feet high. A typical
lava vent causes a pillar of molten rock
to explode 1dgxi0 feet into the air,
spattering everything within a 20-foot
burst. Creatures in the area take 10d6
points of fire damage (DC 18 Reflex save
halves). Anyone who is damaged by the
lava takes an additional 5d6 points of fire
damage for the next 1d3 rounds.

Active Lava Flow (EL 11)

The nightmare of all who dwell
near volcanoes, active lava flows are
devastating rivers that destroy nearly
everything within their path. With forms
and speeds that vary greatly depending
on the events that unleashed them, active
lava flows spilled during an explosive
voleanic eruption are typically 1dioxio0
feet wide and move at a rate of 8o feet
per tound. They otherwise have the same
effects as lava lakes.

Pyroclastic Flow (EL 16)
Also known as nuée ardente (“fiery
cloud"”), a pyroclastic flow is a wave of
fluidized gas, ash, and rock particles
released as part of a volcanic eruption.
Such flows crash down slopes, away
from volcanic vents, at speeds of up
to 93 miles an hour and temperatures
reaching 1,500 degrees Fahrenheit. What
these devastating waves don't instantly
reduce to ash they crush beneath tons
of fiery, poisonous rock.

Any creature that enters a pyroclastic
flow must make a DC 30 Fortitude save
or instantly be disintegrated (creatures

immune to fire damage are immune
to this effect). If the creature succeeds,
it takes 12d6 points of fire damage and
an additional 8d6 points of damage
from crushing debris. In addition, the
creature must make another DC 25
Fortitude save or be poisoned by toxic
gases (inhaled, initial and secondary
damage 2d6 Con). Those who manage
to survive these effects are then buried
beneath the flow, taking 1d6 points of
nonlethal damage and 3d6 points of fire
damage everyround. If a buried creature
falls unconscious, it must make a DC 15
Constitution check or take 1d6 points
of lethal damage each minute thereafter
until freed or dead.

Even nearing a pyroclastic flow can be
deadly. Any creature that comes within
1e0 feet of the cloud takes 2d6 points of
fire damage from the incredible heat.

A small pyroclastic flow has a width
of 1di1ox1,000 feet and moyes at a
speed of soo feet per round, although
most are much larger and can move
considerably faster.

Lahar (EL 14)
A lahar is a thick wave of water, ash,
debris, and erupted material—a
mudflow of ineredible proportions.
Lahars are most commonly produced
by the instantancous melting of
glaciers and snowcaps atop erupting
volecanic mountains. '
A creature in an area affected by a
lahar takes 6d6 points of damage from
the force of the wave of debris and
must make a DC 28 Reflex save: Those
who fail are pulled beneath the surface
and swept along with the lahar. Those
who sticceed manage to fight their way
to the surface, the lahar having the
consistency of quicksand. Every round,
a character atop a lahar must make a
DC 30 Swim check to keep from being
drug below the surface, or a DC 35
Swim check to move 5 feet in whatever
direction it desires. If the creature fails
cither of these checks by 5 or more,
it sinks below the surface; is swept in
the direction the lahar is moving at its
current rate of travel, and risks drown-
ing, Characters below the surface of
a lahar may swim back to the surface
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with a successful Swim check (DC 35, 42
per consecutive round of being under
the surface).

A small lahar has a width of
1diox1,000 feet and moves at a speed
of 300 feet per round, although many
are much larger and can move much
faster, depending on the amount of
water involyed and the grade of the
slope it’s passing over.

Geyser (EL 5)

Eruptions of steam and water are the
result of fluids interacting with magma
and then being violently expelled back
to the surface. Geyser eruptions shoot
2d8xi1c feet high, and typical steam
vents affecta1o-foot spread, dealing 8d6
points of fire damage (DC 15 Reflex save
half) to all creatures within the area,
although a more powerful vent might
affect a larger area.

Geysers of dangerous liquids and
poisonous gases have also been docu-
mented in a yariety of magically unsta-
ble areas and on several hostile planes,
notably the instantly freezing shard gey-
sers of the Iron Wastes (the 23rd layer
of the Abyss) and Limbo's unpredictably
magical “Potion Plumes.” Some of these
eruptions are accompanied by clouds of
poisonous gases 3o feet in diameter that
linger for 3 minutes after eruption (see
page 297 of the Dungeon Master’s Guide
for a list of inhaled poisons).

Cryovolcano

In some situations, the fiery hazards
posed by normal voleanoes might be
replaced by deathly cold, effectively
turning them into cryovolcanoes. In the
cases of each of the previously detailed
effects, simply replace all fire damage
with cold damage, Cryovoleanoes might
appear on an outgassing frozen world or
as the result ofincredibly powerful magic.
Particularly hostile planes might also host
such deadly wonders, most notably the
realms that boarder the Elemental Planes
of Air and Water or frozen Stygia and
Cania—respectively the fifth and seventh
layers of Baator: Volecanoes that inflict
acid, electrical, or even sonic damage
might exist in the most exotic corners of
the multiverse &
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