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�Synopsis

This adventure takes place in Thyatis City in the Summer of 1005 but any other large city with a well developed underclass would do. The PC’s need to be between level 8 and 10 and have at least one cleric and one thief in the party. A party of about 6 characters should be sufficient for this dangerous adventure. 

The adventure concerns the disappearance of a number of beggars and other lowlife from the city in an area known as Axetown. The Thieves Guild believe it to be the work of a corrupt politician who wants the area levelled so that he can build his new estate there. The actual cause is the son of the current aged chancellor of the Thyatian senate who has become a lich. The PC’s could become involved via a message from the Thieves Guild or from the Chancellor asking for help in locating his son as he has not seen him since the start of the war with Alphatia. There is also some rumours of strange activity in the vicinity of a disused temple of Petra. 

There is a lot of treasure available in this adventure. It is likely however that the PC’s will not find it all but they may think they have! Also the traps surrounding the chests in the vault could be deadly and the PC’s are up against some very powerful adversaries. 

Notes For DM’s

There is a lot of campaign specific information in this adventure. I don’t think I would ever get around to taking it out so I will supply this adventure ‘as is’. The characters are as follows:

Yarrin - a human thief  of level 9, scared of the dark after a nasty experience in a crypt.

Raistlin - a human mage, avaricious and fond of daggers, can be a little impetuous. Has a baby fire-drake as a familiar. 

Zimheaho - elf fighter-mage, quiet, enjoys carving, not afraid to mix it toe to toe but a dab hand with the spells as well.

Tartella - a female human fighter, aunt of Yarrin. A follower of Madura, is seeking her patrons shattered sword.

Framous - a human cleric of Khoronus. Framous always tries to see the best in everybody.

Herk - a human fighter, his backpack has more brains than he has, however he is uncommonly brave. 

Introduction

There are three ways that the PC’s can get involved with this mystery, via the Thieves Guild who are seeking information about the disappearance of the beggars, clerics of Vanya may be heard complaining about the growth of interest in Petra and the Chancellor will try to recruit the party to investigate the disappearance of his son, a cleric of Vanya. 



The Thieves Guild

If Yarrin makes himself known by stealing or deliberately making contact with the Guild he will be taken, blindfolded to meet The Shadow Hand, the leader of the Guild. The Shadow Hand will then relate in a warm rich voice the following tale:

“Something has been worrying us for the last few months. Nothing definite but there is an air of unease amongst the Guild. Our brethren the Beggars of the Undercity have reported a number of disappearances. Not deaths, not murders, not mutilations but deaths. We have had children being taken and exchanged before, that is normal. After all rich parents want healthy children so the Beggars swap any that aren’t perfect for one of their own and the nobles give them gold to feed them for a year or so until they can beg on their own. You must have heard of Changelings, well that’s what they are. Anyway, it isn’t children that are vanishing its adults, the blind, the lame, the deaf as well as those who are just poor and don’t have a home. As far as I know none of the bodies has turned up anywhere, the sewers, the harbour nowhere. Someone somewhere has a place large enough to hide these bodies, so far at least 20 have gone missing in the last 3 months alone. I believe it is the work of a high ranking senator who wants to clear Axetown of beggars, Senator Appius Gavius Longius made a speech last year about ridding the streets of vermin, perhaps he is the one. He has an estate on the western edge of The Estate District, not far from Axetown. Would you be prepared to investigate for us?”



If Yarrin has any questions the Shadow Hand will answer them. Once all questions have been asked and answered he will ask Yarrin to go to the market within 24 hours. If the party wishes to take on the mission he is to buy thirteen eggs from Dylan’s stall in the market place, they will then be contacted if anymore information comes to light. If they wish to pass on any information to the guild, wrap it around a coin and drop it in the bowl of Blind Peter who works the entrance to the Coliseum. If they don’t want to take on the mission they should buy a dove from Ellen’s stall and set it free. 



He will then instruct the guards to escort Yarrin out.



The Temple Of Khoronus

If Framous visits the small temple to his Immortal in  Merchant’s Row he finds it well tended and manned by two clerics. This is the only temple to Khoronus in Thyatis City. If Herk hands over the Holy Symbol he found on the body of the cleric in the beholder’s lair the clerics will be most grateful and offer up a blessing for Herk. 

This blessing will allow Herk to replay time once, i.e. if when making a saving throw or an attack roll he may re roll the dice. This can only be done once. 

They have not heard of this Balthac nor Kelter Zerban, “We are but a small order, perhaps you should ask at our Mother House in Darokin. Perhaps they have heard of him there” 

If Framous asks of the disappearing beggars they shrug and say they have heard tale of the missing ones but they know nothing more about it.

Just as they are leaving, the younger of the two clerics approaches and mentions that some building work is being done on a disused temple to Petra on the eastern edge of Axetown. They can’t be rebuilding it the religion is banned in Thyatis as it is the faith of the Traldar and there are no Traldar in Thyatis anymore. Perhaps this is where your friend Kelter is setting up his faith. Strange that the work is being done at night however.

If they ask about Atzanteotl the clerics will make a warding gesture and whisper that such as he should not be mentioned in case he appears. All they will say is that he was an elven lord from the Glantri area who caused a huge explosion in the Broken Lands some 3700 years ago. He led his clan underground and he and they were never seen again. It is said that he became a follower of Thanatos and eventually became an immortal. 



The Sisterhood Of The Sword

If Tartella remembers to visit the Sisterhood and pay her tithe (it should be a substantial amount say 10000gp) she will be greeted warmly by the sisters and will receive a blessing from the Sisterhood. 

This blessing  will allow Tartella to call upon the might of Madura in battle. This allows Tartella to summon 1+1d4 of  female fighters wearing chain mail and fighting with a two-handed sword. The fighters are of level 4 and each have 23hp and a Thac0 of 17. This blessing can only be used once. During the time they are present any attacks that would have hit Tartella are taken by the sisters. They will remain until they are all dead or the immediate danger has passed. 

If Tartella forgets to visit the Sisterhood she will not be able to sleep. Her dreams will be filled with wailing women and her bed will feel as though it is made of swords. If her donation is small then she will have a dream of herself as a beggar woman on the streets of Thyatis. Everyone passes her by without as much as a glance. 

The only information they have is that most of the beggars that have disappeared have been women (False). They believe that the perpetrators are Hattians, militant woman haters, probably members of the Storm Soldiers. 



The Grand Library

The party has asked questions about the following items and people that they discovered in the Hollow World:

The Greenmask

The keeper of artefacts doesn’t recognise the mask. He suggests that Zimheaho visits the Forester’s Enclave, alone as only Elves and Foresters are allowed in.

Rheddrian’s Staff

This magical device should be taken to the Collegium Arcanum this is the place for identifying magical objects says the keeper of artefacts.

The Hollow World

Cias looked surprised at first when told of the Hollow World and had to stifle a laugh. But eventually he came back with a few very ancient scrolls and a newer book. The scrolls are made from elk skin and contain a picture of a cylindrical device with a door shaped like a mouth. “The words at the bottom say something like ‘The chariot to the land of endless sun’” said Cias, “This is something like what you described.” The other book is a copy of the Journals Of Prince Haldemar Of Haaken dated 1964AY (964AC). “I believe this gentlemen was the one who helped your friend Yarrin.”

Firedrakes

The only information on firedrakes and dragon eggs that Cias can find is the same you already have.

The Books

The value put on the books are as follows:

Diseases Of The Eye 360gp

Estrovil’s Guide to the Body Of Humans 520gp

Darokin & Thyatis: The Rise and Fall 830gp

The Keeping Of Tropical Fish 60gp

  

Ariphanonees

“Hmm. All I could find was a note mentioning him in connection with the Alphatian Court. He was a Alchemist of some note I believe.



The Forester’s Enclave.

If Zimheaho visits the Forester’s Enclave he is refreshed by so much green growth. So different from the Jungle of the Hollow World, this is much more like the woodlands of his home. The heavily scented air the sound of bird song and no buildings to disturb natures beauty.

“Hello friend. I am Galrandil, keeper of the Enclave. How may I serve you.” You turn at the sound of an elven voice speaking high-elven, a language you have not heard in years. Standing behind you is an male elf of indeterminate age, silver hair left loose to fall just below the collar of a sea green cape. You show him the mask which he turns over in his hands. “This is a Greenmask. The mask improves seeing distance by 50% because of the finely ground lenses in the eye-holes. There are no nose or mouth holes and the ears are partly covered so listening is at -10%. The mask with fresh herbs gives a +4 bonus against poison gas attacks plus they do less damage, the herbs you need are benne, borage, hyssop and spearmint. These all grow here in the Enclave. Feel free to pick them if you need to, the fresher they are the better. Speech is unintelligible beyond 20’. Where did you find this? It is a very unusual item, it tends to be given only to elves who are going into areas known to have bad air or where green dragons are common. This mask is obviously not yours, have you stolen it?” His face clouds over as he awaits your answer.

The Temple Of Petra

Description

The Temple Of Petra is a very shabby structure indeed. The wood and brick walls were once plastered and covered with colourful murals but now only fragments remain. The windows are broken and the roof is missing from most of the main temple area. The temple itself is round with a circular altar in the centre. Two smaller rooms lead off to the North and Northwest. The mosaic floor is shattered and whatever design it might have had has been lost. The alter appears to have been used as a chopping block as axe marks and chips deface it’s once smooth marble surface. The temple is about 30’ in diameter the altar about 10’. Framous may recognise this as typical of Petra’s symbol of a potter’s wheel. The two rooms leading off are a private side chapel where the shattered remains of a clerical effigy are the only relics and a vestry where a pile of burnt wood and ash are all that remain. Someone or something has been living here for some time as there are animal bones and a old blanket as well as a few petty possessions including a wooden begging bowl and a copper beaker.  

Day-time Encounters

If the PC’s visit during the day they see nothing but what is described above. If they investigate the chapel carefully they find (secret doors roll) beneath a pile of rubble a roughly boarded over hole that leads into a crypt. This appears to have been done recently as the wood appears fresh.

The crypt is empty apart from 5 stone sarcophagi. Two have been broken into and the partly mummified body of what appears to have been a cleric thrown out. These bodies have been stripped of all valuables, rings weapons etc. that they might have been buried with.

Night-time Encounters 

If the PC’s approach or keep watch on the temple after dark nothing happens until about 2am. At this time they see a small group of people (about 5) (Petra Grave Robbers) with shaded lanterns approaching the temple. They enter the temple and you soon here the sound of rubble being moved. Three of the grave robbers will be wearing chain mail the others leather. The three with chain will be standing watch on the temple entrance the others will be moving the rubble. They will be wearing plain white tabards with a stylised eagle motif in black on the front. If disturbed before the crypt is opened they will try to escape through the holes in the roof while the fighters hold the PC’s back. They to will flee rather than be killed. If the crypt has been opened when fighting breaks out one of the thieves will drink a potion of undead summoning and summon 2 spectres. In the confusion the thieves and fighters will try to get away. There is no treasure in the opened sarcophagi .



If the spectres are turned they will dissipate through the holes in the ceiling and go out into the city. If the PC’s do not follow to try and rid the city of the spectres they will kill several before a detachment of the city guard deals with them. The PC’s will here rumours the following day in the Grey Minstrel that some irresponsible citizens liberated some unquiet spirits which killed some of the residents of Axetown. 

If the PC’s try to track down the perpetrators all their sources agree that the tabards are no clue. A large set was stolen from the local theatre recently and crocks of all kinds have been using them as a disguise. “You must be aware that all metal armour must be covered with an appropriate tabard or surcoat.  

If any of the fighters are taken alive then they will refuse to answer your questions. “You aren’t city guard. Who’s to say your not here to rob the place anyway. I’m a Thyatian I demand a fair trial.” If the PC’s really threaten them they may say (Tartella could use her intimidation skill) that Pander hired them. 

Taking the criminals to the city guard, patrols outside of Axetown are common, will result in you having to make a statement about what you were doing and why. Killing them outright and not hiding the bodies will lead to rumours in the Grey Minstrel of band of thieves robbing crypts and sucking the blood of innocent guards.

Capturing Lycostria will result in the same response as that of capturing the fighters.

Capturing Pander will not be easy he will use his ring of invisibility and sneak away. If he is captured he will take the potion of poison as soon as he can. If he is captured alive he will not answer any questions even if threatened. “It’s not worth my life.” Is his only response.   

A visit to Senator Longius

It will be difficult to get to see the Senator. He is a very busy man. He has a position in the Ministry Of War and as such is tied up in a lot of meetings. The PC’s can make an appointment to see him at the Senate House but they will only get 5 minutes of his time before he is summoned to another meeting. 

Appius Fabius Logius is a typical upper class Thyatian. Slightly overweight, short black hair, olive skin and dark brown eyes. He wears rings on both hands. His clothes are of the finest silk and are spotlessly clean.  

He denies knowing anything of a man called Pander (True) or of having anything to do with the robbing of Petra’s temple (True), yes he did say he wanted to get the beggars of the streets (True) but there was an election on (True). He has no plans to expand his estate at present (True) and has only heard the same rumours as yourselves about the disappearing beggars (False - he has seen documents suggesting that it is an Alphatian plot, they are poisoning the water supply in Axetown (False)). He suggests that their time could be better spent looking for more important people. I’m sure the Chancellor would be most grateful if you could find his son Titus Didius Falco. He had served his time at West Portage on the Isle of Dawn and was returning to Thyatis to take over the Chancellorship  from his father. He arrived at the Lesser Harbour but has not been  since. Perhaps the people who have been killing you beggars have switched to something larger. He suggests they go and see him on his estate, the Chancellor’s name is Marcus Didius Falco.

A visit to Chancellor Falco

The estates area of Thyatis is extremely well groomed. The few people that walk on the street appear to be house boys on errands or merchants come with contracts that need to be signed. Most people travel in comfort in litters carried by 4 or 6 slaves. The slaves all appear well treated, and wear no marks of ownership (brands etc.).  High walls are common and you catch glimpses of large villas, lakes, landscaped gardens and trees through ornate gateways. In other parts of this area high class merchants ply their wares from shops. Jewellery and fine clothes can be seen in some of the shops. Some offer other services such as transport and trade with other parts of the Empire and beyond. You are soon directed towards the estate of Chancellor Falco. Like other estates you have seen it lies behind a high brick wall and it’s gate is guarded by two large Hattian Soldiers in oiled leather armour. They are armed with a pike and have a sword in a scabbard at their hip. 



If the PC’s do not say they have come from Longius they will be turned away. If they say they have news of the Chancellor’s son the guards laugh and say “Everyone says that. Now be off with you.”

If the PC’s say they have been sent by Senator Longius one of the guards will sent a house boy to the villa. Within a few moments the boy will return and the PC’s will be let in. The house boy, a fair skinned blond lad by the name of Gweir will lead you to a large internal courtyard where a fountain in the shape of a dolphin stands. The musical sound of water is complimented by a gold and ivory cage containing a pair of bright yellow song birds which sing almost continuously.



Gweir indicates you should sit and he will then leave to get refreshments. He returns with wine and bowls of exotic fruit and nuts. 

If a PC tries to speak with Gweir he shakes his head and indicates that he cannot. 

If Yarrin tries to use Thieves Sign with him Gweir smiles brightly and responds.

He was captured on a raid on the town of Wilmik by a band of Ylari slave traders. The Chancellor bought him and has treated him very well.

He has learnt the Thieves Sign from an old servant who is a member of the Shadow Hand, the Guild.

He saw the Chancellor’s son some 4 years ago when he was last home on leave.

After you have been waiting some 15 minutes an old man approaches, “I am Chancellor Didius Falco, how may you aid me?”. His voice though tinged with age and sadness still carries a edge of authority. 

If the PC’s explain that they have come to aid him in his search for his son, Didius Falco will describe his son in detail and offer a sizeable reward for his safe return. Title to the Island of Crossbones which has been in his family for many generations. If his son is dead and you bring evidence of this he will give you 20000gp in gems, double if they can arrest the murderer. “He had his own villa, everything he ever wanted. He was going to stop fighting soon. Come home and take over the Chancellor ship from me. Now he has died, killed by those filthy Alphatian curs.”





The Sewers



The Market Entrance.

Baker’s Passage is a narrow alley dark and slightly fetid. A narrow gutter runs down the centre of the alley. Tall brick walled tenements soar on either side, closing in as they get higher till by the third storey the buildings seem to be supporting each other like a pair of drunks. At the market end a small pile of rags, a flimsy wooden crutch and a broken clay bottle mark the place where the one legged beggar ‘lived’. Some 30 paces further down the passage is a wooden grate into which the gutter runs. It appears to have been lifted and dragged aside at least once in recent times. Removing the grate reveals a narrow (3’ diameter) shaft made of brick. Hand and foot holds built into the wall will make climbing down easy. (Automatic for thieves or any player with mountaineering skill - other make a dexterity check with a +2 to their score). The shaft descends some 20’ ending in a pool of stagnant slimy water with a crust of slime around the edge. (If any PC falls down the shaft - do 2d6 damage from the fall along with a check against constitution. If fail the constitution check then PC must make a saving through vs. poison or contract a disease from the foul water). A 3’ diameter tunnel runs south and very slightly down hill from the shaft. Any PC’s looking will see that something has scraped the walls and ceiling recently. The bricks are chipped and scratched by something metallic.



Baker’s Passage Tunnel.

The tunnel is very low and you have to progress on hands and knees. There is about 1” of water in the bottom of the tunnel underlain by 2”-3” inches of slimy black mud. The smell is awful. Progress is slow and it is very difficult to move silently (-25% chance for a thief, automatic failure for other classes). The  tunnel opens out into a East-West tunnel some 5’ in diameter after 30 or 40 feet.

 

Market Square Sub-Main (West)

This tunnel slopes gently from East to West. Observant PC’s will notice that there are a few scratches in the walls to the West. Also there are some footprints in the mud along with the sign of something being dragged between them. The walls here are brick and well built for the most part. Some portions show signs of recent repair. If the PC’s decide to go East here describe the tunnel as being devoid of footprints and marks. If the continue then after about 60 feet the tunnel narrows into one 3’ in diameter before ending in a vertical shaft 30’ later that comes out at the eastern end of the market. Someone emerging from a shaft here would attract a lot of attention! After about 30’ a 3’ wide tunnel branches off north and slightly upwards The passage appears to have been well travelled as the corners of the wall have been smoothed slightly. PC’s listening here may here low voices or the sound of something splashing in the water. Another 30’ on the tunnel empties into a larger tunnel some 6’ below. A small waterfall of slimy fluid runs out of the smaller tunnel into the larger which appears to contain a small river. A 1’ wide path runs along either side of the lower tunnel which is about 10’ high. Hand and foot holds are cut into the wall to facilitate egress. 



The Unmentionables - In Jeweller’s Yard 

The narrow passage slopes slightly upwards as you move southwards. Any sounds ahead will cease as you progress. The tunnel ends after about 30 feet in another vertical shaft. This shaft exits in Jeweller’s Yard, an area of well to do goldsmiths and jewellers. An exit at this point will attract the attention of the private guards that stand on duty outside the shops 24 hours a day. Examining the walls around the shaft may reveal a hidden entrance. 



The Unmentionables - Their Home

Opening the door reveals a small room. A bed takes up about a ¼ of it a rickety table and two chairs another 1/3. Standing brandishing a rake is a skinny man with lank brown hair and sallow skin. Behind him clutching a small baby to her is a woman of similar appearance. He baby is making quiet whimpering noises. “Go away. We have nothing of value, only our child and you won’t have her. Leave us! Go on.” His voice is surprisingly brave. If the PC’s make no sign of force the man will lower his rake but will keep his eyes on them at all times. If asked they will tell of their lives in the Undercity. They rake the sewers for anything of value. A few coins or scraps of precious metals from the jewel workers above on a good day. They hunt the rats that live in the dark places as well and sell them to unscrupulous dealers in meat and furs for a few coppers. There are others like them in the Undercity but they only meet on rare occasions when both are a long way from their lairs. They have been more Upsiders in recent weeks then there used to be, they tend to keep away from them.

Three rounds after leaving the Unmentionables the PC’s will be enveloped by a Scarlet Dancer (MCA 3 p81) . If the PC’s return to the Unmentionables they will be found to have been drained of all their blood. 



The Southern Main.

This tunnel is some 10’ in diameter and contains a channel in the floor to contain low to average water flows. Marks on the wall show that in times of heavy rain the water may come up to within a foot or so of the top. The tunnel slopes gently from North to South. The path, though narrow and slimy offers a good footing as the bricks have been laid at an angle. The water flows sluggishly at present and appears to be only about 18 inches deep.  Any PC’s examining the walls may see scratches and glints of metal which have rubbed against the wall indicating that the southern direction is the most heavily travelled. This check is automatic for those with tracking skill while others will have to make an intelligence check, thieves who make their find traps roll will also notice this. If the PC’s decide to go North …



The Southern Main - Northern Branch

The tunnel continues North for some 60 yards before another pair of passages join from East and West. These are covered by grills  which though heavily rusted are still sturdy. The lower parts of both are clogged with rags and slimy weeds along with the rotting corpse of a rat. The path ends at the grating and continues at the other side a 15’ gap separates you from the other side. PC’s jumping across must make a dexterity check at -2. Even success will bring failure as the bricks are loose on the other side and the PC will topple into the water and start to flow down stream. If the PC’s still want to go North then another 60 yards further on they come to a blank wall with a grated entrance some 10’ above them where water pours down the wall creating a waterfall of slimy green weed. There is no easy way up to the grating nor can the grating be easily removed.



The Southern Main - Southern Branch - Junction with Fisher Lane.

The passage continues south for some 30 yards until you reach a side tunnel which enters from the western wall. It has a grating which is heavily rusted but still appears to be sturdy. If a PC tries to jump across then a dexterity check at -2 will be required. Examining the grating at close quarters secret doors or find traps roll will reveal that it has been removed and replaced several times in the recent past. (No weed blocking the grill, scratch marks on the walls etc.)  The grill hinge upwards into the main tunnel very easily and attaches to a nail roughly hammered into the wall. 



Fisher Lane

The passage past the grill is very narrow only some 5’ in diameter and you will have to stoop as you pass along it. It is extremely smelly and the remains of rotting fish litter the sides and floor of the tunnel.  After about 15 yards you see light from above and you reach a wooden grate in the ceiling and the tunnel terminates. Looking through the grating you can see the wooden benches of the fish market in Fisher’s Lane. The hawkers are calling out their wares and occasionally one of the market urchins will hurl a bucket of fish guts into the drain that leads to the grate. (This will coat the PC looking through the grate unless he wins initiative & makes a dexterity check. If the PC fails then charisma is reduced by 6 points until he can wash and change). As you return to the main passage you can here a whimpering sound and the noise of metal clashing against stone. 

Encounter With The Heldead

The noise appears to be coming from the North. If PC’s douse lights then any PC’s with infravision will see a small figure being dragged along by two creatures that are barely warmer than the surrounding walls. The Heldead will approach until they sense your presence. If you remain silent they will go past without attacking. If the PC’s do not douse lights then the Heldead will stop out of the range of the light and you hear a agonising scream as the prisoner is tortured. The Heldead will attack Framous and Herk first. They will try to draw the PC’s out into the tunnel where they can attack. They can attack in the dark. One will try to get behind the party while the other draws the PC’s in. The victim, a street urchin, will be dead by the time the PC’s get to him. Nasty bites and rends in his flesh appear to be the cause of death.



The Shambles

The passage that leads of east here (some 60 feet south of the one above)  is narrow and smells of rotten meat. Any PC’s checking will not find signs of passage here. The walls of the tunnel are encrusted with dried blood and fragments of flesh. Here in there the glow of your torches reveal the presence of large maggots. If the PC’s move down the tunnel there is a 5% chance that a rot grub will either jump from the wall or a PC will put his/her hand on one. At the end of the tunnel is a pile of rotting flesh and other garbage under a broken wooden grate. Looking through the grate you appear to be in the Shambles or meat market. PC’s investigating the pile of offal will disturb a carrion crawler. Each search reveals one of the treasures that have fallen into the pile.



Bronze Street

This narrow side tunnel (10 yards further south on the west) is much cleaner and the walls appear to have been scrapped or brushed recently. The bricks are in better condition and the water is clearer than most of the side tunnels. Light can be seen in the distance. After 60 feet you come to a wooden grate that opens out into a small square with stone tenements all around. An iron pump is sited some 5’ away and washing hangs from many of the windows. If it is day time a few children are playing in the square. If it is night then the light is coming from lanterns that hang on each of the walls.



Junction Of The Main Sewers

Another 120 feet on the North-South drain enters an even larger (15’ diameter) drain that runs East West. The sewer slopes gently from west to east. There is a path on each side some 5’ wide and it appears to be well paved. The path is some 5’ below where you are standing and an iron ladder is attached to the wall. 



To Vanya’s Girdle.

If the PC’s decide to go downstream they will encounter no side passages for 200 yards and eventually they will come to a heavy grating which blocks the way. Some 10’ below they can see Vanya’s Girdle. On high tides the river appears to come up to the drain cleaning and flushing it out.



East-West Drain - West

The water runs freely through the tunnel a few inches below the level of the path. It is turbulent and cloudy and nothing can be seen below its surface. Careful inspection of the walls shows chips and the marks that suggest the passage of armoured figures.  As you progress westward there are regularly (15’) spaced tunnels (5’ diameter) entering alternately from the North and South. Most have water flowing out of them - all except one The 3rd on the north side. If PC’s decide to enter those with water coming out use ‘Moist Passage’  below, else go to ‘Dry Passage’. If PC’s chose neither then the passage will end after 1000’ in a tee junction with two Moist Passages. There is a 1 in 6 chance that the PC’s will encounter a Sewer Squid during this period. A sewer squid is similar in appearance to a normal squid but can grow up to 6’ long with 5 tentacles each 3’ long. They are not related to squids but more closely to the decapus or otyugh. It has a hard bony beak which does 2d8 damage and large eyes. Its tentacles contain spines that not only aid its grip but also contain a poison that does 1d6 damage. Its standard attack is to wrap a tentacle around a limb and drag the unfortunate creature below the water to drown. It has one final trick up its sleeves, when it feels bested it will fire a jet of black ink that does 1d6 points of acid damage up to 30’ away. This is a cone that is 1’ wide at the source and widens to 15’ wide at 30’.  



Generic ‘Moist Passage’

The passage is 5’ in diameter and the floor is covered  in a thick green slime. (1 in 6 chance that this is in fact Green Slime). After about 30 feet the tunnel ends in a small wooden grating that opens out into a small courtyard surrounded with poor quality stone tenements. 



Dry Passage - The Glyph

The passage is 5’ in diameter and the floor is dry. PC’s who investigate the walls and floors notice scuff marks indicating frequent and recent use. Any PC who checks for traps will find a clerical Glyph Of Warding inscribed on the floor some 5’ into the passage. The glyph takes the form of a circle inside which is set a throne surrounded by skulls. Clerics who make a wisdom check will recognise this as a symbol of Hel. Unless disarmed (dispel magic against a 21st level spell) any good aligned PC will take 2d10 hp of electrical damage. If the trap is tripped then the spectres will be alerted to your presence. If the trap is not removed the wizard trying to dispel it will take 1d10 of electrical damage. The trap will remain until dispelled or until 40 points of damage have been done at which point the trap will disarm itself. Note throwing coins etc. through the  trap will not set it off through throwing a holy symbol will - causing 2d10 damage and probably (75% + the damage done chance) destroying the item.

  

Dry Passage - The Undead End?

The passage ends after about 100’ in a 20’ by 30’ chamber some 10’ tall. A number of very small pipes (6” in diameter) enter from each wall near the ceiling. There is a wooden grating in the ceiling but no light comes through as it appears to have been boarded or built over. Actually it has been wizard locked at 21st level. A successful dispel magic  or a knock are the only thing that will open it. Unfortunately it lies at the bottom of a lake and so opening it will cause the room to flood. Those PC’s under the hatch  will take 3d4 damage as it swings open. All PC’s must make a surprise roll and a dexterity check. Those who fail the surprise roll are automatically knocked over and send tumbling down the passage, those who succeed but fail the dexterity check are also sent tumbling. PC’s will be washed into the main East-West drain where they will be attacked by the sewer-squid if they haven’t already vanquished it. Water will continue to flow, filling the Dry Passage and the room for 1 hour after which time the hatch will shut again but not lock. The grate will then lead to a small lake (now empty) in the grounds of Titus’  villa. The north wall is actually an illusion cast by one of Titus’ vampiric servants. Any PC touching the wall will dispel it. If the PC’s dispel the illusion, retreat down the corridor or try to open the grate. they will be attacked by the 4 spectres that dwell in the chamber beyond the wall. The beggars captured by the servants of Titus are transported to the secret crypt by one of Titus’ pet vampires who knows ‘teleport’ and ’teleport any object’/ 



An Inspector Calls?

Beyond the illusion of a wall is a 10’ by 30’ chamber. Bare of any furnishings it appears to be just a continuation of the previous chamber. The spectres treasure is hidden stuffed into the many clay pipes that runs into the room, apart from the chest which is hidden behind the east wall (secret doors check needed)

The PC’s Take A Break

If at any time the PC’s decide that they need to retreat to heal their wounds or just take a breather from the action the following things could happen.



An Invitation To A Dance

The PC’s are invited to a masked ball at the home of Valinor Acindelyrovius - the Head of the Shadowhand - during the ball Yarrin is invited outside by a beautiful woman who asks how their mission is going. If help is needed then The Shadow Hand is prepared to lend a number of thieves for the duration and provide information (e.g. maps to show where the sewer entrance may come out. The maps will indicate that the shaft lies in the grounds of a villa owned by Titus Didius Falco). “He’s the chancellor’s son. He is overseas fighting the Alphatians.”



The PC’s Think They Have Solved The Puzzle

No disappearances occur for a day or two after the killing of the spectres but then they start again and at a greater pace - 2 or 3 a day, Yarrin may be contacted again by The Shadow Hand.  

The Villa Of The Titus Didius Falco 

Titus’ Tactics

Titus is NOT stupid! If he senses he will loose then he will take his phylactery and leave the crypt. Hel will not be pleased if he leaves too soon however. He will send zombies and bone bats at first to slow and sap the intruders. Next he will send the Helguards and Heldead to eliminate them. If this fails he will return to his phylactery, collect magic items etc. and prepare to leave giving his two vampiric servants orders to destroy the intruders. He will leave enough behind to make people think that the vampires were behind the disappearances. He will summon his nightmare and depart. If the PC’s talk to one of the recently dead beggars he/she will tell of a cleric wearing a black and white mask whose build does not match that of the vampires but does match that of Titus. Titus will lie low, possibly travelling incognito to Isle of Crossbones to await his chance for revenge and power, after all he has all the time in the world.



External Appearances

The villa like many in this area of Thyatis, between The Heart and the Emperor’s Hill is surrounded by a high brick wall. The gate is guarded by two tall Hattian  soldiers in oiled leather armour a short sword at their hip, a spear in their right hand. They stand to attention as the PC’s approach barring the way inside.  If the PC’s mention that the Chancellor has asked them to look they will be allowed in. Otherwise they won’t. If the PC’s ask where the Chancellor’s son is they will be told that he is oversees fighting the Alphatians . If a PC tries to charm the guards they will look confused for a while but then call for the city guard as they believe they are under attack. If the PC’s do get past the guards they will go into the villa gardens. They could also try climbing the walls into the gardens.



The Villa Gardens

The gardens of the villa are laid out mainly to grass but a large group of cypresses stands in the NW corner. These surround a small lake which is fed from a bubbling spring. Flowers and shrubs occupy several large borders within the villa grounds which are overlooked by the villa itself. North of the villa is a large kitchen garden where herbs and vegetables are growing. If the PC’s have climbed over the wall within 1d4+1 rounds a pair of large hounds will encounter then and start barking loudly. This will attract the guards from the front gate who will not try to stop them but one will go off for help from the city guard. If the PC’s try to enter over the wall at night however they will be attacked by a pair of hell hounds whose barking will attract the attention of a pair of Helguards. Looking around the grounds you can see the villa, a large sprawling structure of brick with a white stucco covering. It is mainly single story but two towers on the main southern frontage are two stories high. To the north-east you can see the outlines of a private bath house. There are two obvious entrances, a pair of large wooden gates in the west wall and a long set of stone steps leading up from the path that leads to the gates in the outer wall. The eastern wall is a open sided, pillared colonnade and entrance could be made here. All the windows are glazed and closed. The roof is pitched and covered with terracotta tiles.



Inside The Villa - The Garden Entrance

The double wooden gates set into the western wall of the villa are locked at night but unlocked during the day. The gates are made of wood with solid bronze hinges and are sturdy and functional rather than ornate and decorative.  Going through the doors leads to the inner courtyard.



Inside The Villa - The Inner Courtyard

The inner courtyard is some 60’ square. Mainly laid to grass with a single flowing cherry tree in the centre. Around the perimeter is a gravel path (-5% to move silently). Three doors lead off of the court, a small one leading north and two larger ones leading east and south. 



Inside The Villa - The Main Entrance

Climbing the long flight of broad stone stairs their, stone banisters capped with marble dragons, leads you to a pair of wide double doors inlaid with gold and mother of pearl decorations. If you approach during the day a minor functionary will open the door and ask your business. He has been charmed by Titus and believes his master is still fighting the Alphatians. At night the door is locked and barred. The doors lead into a 40’ by 20’ vestibule. 



Inside The Villa - The Vestibule

The vestibule is high ceilinged marble floored hall. The walls are pained white with red geometric patterns around the edges. The main entrance is to the south while smaller doors lead north, east and west. A curtained opening lies to the south of the western exit. Standing on stone pillars are sombre busts, large expensive pots and extravagant plants with dark green fronds and fragrant red blooms.



Inside The Villa - The Cloakroom

Behind the curtain is a small (10’ x 5’) room with a rack for hanging wet cloaks on. The room is currently empty.



Inside The Villa - The Reception

This 30’ by 20’ room is furnished with fine woods often heavily gilded. The floor is a mosaic with an image of a dolphin at its centre. There are several long couches covered in a fine green velvet, each accompanied by a small table. A door leads south.



Inside The Villa - The Study

This room is lined with wooden shelves. On each is a large number of scrolls. The vast majority are love poems and tales of battle. One or two are historical documents and there is also a selection of  political speeches. These scrolls are not particularly valuable. Many wealthy citizens of Thyatis would have these. A stairway leads up.



Inside The Villa - Titus’ Bedroom

Sparsely furnish, more like the inside of a tent than a nobleman’s bedroom. A narrow hard cot, a chest and a large wardrobe are the only furnishings. Large windows look east and south, over the grounds and the city, quite a view on a clear day. 



Inside The Villa - The Dining Room

This 15’ x 60’ room is  dominated by its long low wooden table surrounded by soft cushions in bright Yulari silks. The walls are decorated with pastoral frescos and windows in the west wall overlook the gardens. Around the walls some 10’ above the floor, at the southern end of the room a gallery for musicians or poets runs. A wooden stair in the south-west corner gives access onto this gallery. The high ceiling and the coloured walls make this a very pleasant room. A door leads north and another east.









Inside The Villa - The Kitchen

The large 20’ x  30’ kitchen is clean and orderly. The copper pans, the knives, the cauldrons all neatly stacked away and the wooden surfaces all thoroughly scrubbed. Its large cooking fire in the west wall is cold. On one of the marble topped tables is a thick wooden block deeply scarred by a heavy chopper. A narrow stair leads down in the north east corner and a door in the north wall leads out into the inner courtyard.



Inside The Villa - The Kitchen Cellar

This large cellar contains links of sausage hanging from the ceiling, baskets of vegetables, sacks of dried beans and lentils, barrels of wine, clay urns of oil, barrels of salted fish. Everything a well stocked Thyatian kitchen should have.





Inside The Villa - The East Colonnade

Running between the south east corner tower and the bath house in the north east is a 90’ colonnade. The east wall is made up of simple round pillars every 15’ atop of a low wall. This gives a view over the gardens and the scent of the flowers drifts in on a gentle breeze. 



Inside The Villa - The Temple Complex

The temple complex stands at the north west corner of the villa. An entrance hall contains a stone bowl set into the east wall which contains chill water. Hanging beside it is a linen towel with the symbols of Vanya (lance and swords) upon it. A small door leads from here west into the priests preparation room while a larger one leads north into the temple proper. The priests room is bare apart from a wardrobe containing a cowled robe with Vanya’s symbol upon the back., a chest containing tallow candles, some incense and 4 vials of holy water.  A door leads north into the temple. The temple is about 30’ x 40’ with a rounded apse at the north end. A shrine in the apse contains an effigy of Vanya bearing a sword and spear. Around the figure are a number of small candles. The rest of the temple is bare. It is very still and quiet in the temple and there is a strange chill in the air. This is just an illusion, there is no evil within the temple. If the PC’s arrive during the day there is a 33% chance that the cleric Nonius will be present (C2 - single spell CLW). During the night he sleeps in the third room from the west in the servants wing. If the PC’s search for a secret door they will find that the water bowl in the entrance chamber rotates. If they turn it a section of floor in the temple before the image of Vanya will slide away. This passage will lead into the crypt below the villa. Nonius knows nothing of this passage and is a devoted follower of Vanya as he believes Titus is. He is a humble man quiet and gentle with a warm open face.



Inside The Villa - The Servants Wing

Between the temple and the bath house there is a narrow corridor. On the north wall there are 5 plain wooden doors only the eastern most of these has a lock. The first is a 15’ x 20’ room containing 4 beds a chest and a battered wooden wardrobe.  This room is home to three household servants who work in the kitchen. During any time from dawn till late at night these people will be in the kitchen At other times they will be here. They will not fight but is likely they will try to raise the alarm. The chest contains nothing but plain clothes. 

The next room along is identical in size and again contains 4 beds, a  chest and a wardrobe. This room houses the general household servants. During the day they will be going about their chores returning here once the master has gone to bed. In his absence they will come here soon after sunset.

The next room belongs to the cleric Nonius. The room contains a bed and a small desk and stool. On the desk is a small figurine of Vanya. A chest at the foot of the bed contains some plain clothes, a potion of healing and a potion of antidote. Nonius will be in here during the night, during the day he may be in the temple or in town. 

The next room is identical to the first two in the corridor in size but is currently empty.

The final room in the corridor is larger some 30’ x 20’ and is a storeroom. Neatly stacked lengths of firewood, charcoal, sacks of grain and wine barrels are here.



Inside The Villa - The Bath House

This set of rooms at the end of the colonnade comprise the bath house, a vital part of any rich Thyatians villa. The first room is a changing room. A row of pegs on the south wall holds towels and togas. A door in the north wall leads in to a large 30’ x 50’ room. This room has low benches and a brown tiled floor. On a table against the west wall are vials of scented oils, blunt wide bladed knives and rough towels. Two doors lead north. The western most leads to a small room with benches along three of the four walls. The other door leads to another small room which is almost totally filled with a deep stone lined bath full of icy water.



The Secret Crypt Of Titus



This can be entered in one of two ways. By rotating the hand basin in the Temple or if they follow a returning party of undead they will find that they get in via a hidden door behind a pile of stacked fire wood behind the bath house. This entrance leads into the eastern end of the crypt complex while the former leads into the western end.



1. Western Entrance

The spiral stairway descends into darkness till some 30’ below ground the PC’s torches reveal a 30’ square chamber cut from the bedrock. The room is featureless, its bare stone walls roughly hewn cast shadows that seem to flow and pulse as they move around. There is one extra deep pool of shadow behind the spiral stair. Here a shocking zombie sits in wait for anyone who is not of chaotic alignment to enter. It will only be noticed if PC’s specifically look behind the stair. In the centre of the east wall is a stone door that is locked. When a PC tries to pick the lock the shocking zombie will attack.

The Western Trapped Corridor

Beyond the door stretches a 10’ corridor. The walls are of the same rough hewn rock as the room before and the floor is also pitted with small holes and fissures. There appears to be something scrawled or drawn on the floor some 30’ from the western door. This corridor is trapped. When the PC’s reach the centre unless they declare they are checking for traps three things will happen:

Two iron doors will slide up at each end of the corridor.

The corridor will fill with a thick grey gas. Save vs. dragon breath or start coughing. If fail then 75% chance of a spell failing 5% chance of a randomly chosen spell occurring. -1 to hit. If successful all blind-fighting penalties come into play.

Four doors slide down releasing 2 Helguards and 2 shocking zombies.  

The only way to open the door at the far end is to use a knock spell on it or remove traps on the activation point near the centre of the door. The trap will reset after 30 minutes, the smoke idly seeping up the stairs in room 1. If the trap is set off then Titus will know that the palace is intruded and start to make preparations for his escape. He will send one of the vampires to see what has happened in the form of a bat. If it does not return or returns with information it will send both vampires back as bats and escape via the other exit to the surface stopping at the treasure chamber (8) to pick up the following items:

Dragon Chest

Priest Scroll

Scroll Of Protection From Dragon’s Breath

Potion Of Water Breathing

The lump of turquoise (phylactery)

Beyond the eastern sliding door is a double door filling the width of the corridor. It is locked. 

2 & 3. Secret Alcove

These 10’ square chamber holds a Helguard. On activation of the trap in the corridor outside the door will slide down releasing the Helguard. One Helguard wears plate mail +1, the other chain mail +1.

4 & 5. Secret Alcove

These 10’ square chamber holds a Shocking Zombie. On activation of the trap in the corridor outside the door will slide down releasing the Shocking Zombie.

6. The Bat Cave

This 30’ by 70’ chamber has a high vaulted ceiling that your light source can barely see. Opposite the door you entered through is another identical door, also locked. The floor is littered with broken bones, mostly humanoid. When a PC tries the door the party will be attacked by 3 Bone Bats.

7. The Cells

Around the outside of this curving passage are a series of small cells. Each cell is about 5’ square and has a stone door with a crystal window in inset into it. Inside frozen in positions of fear and agony are humans, elves, dwarfs and even a few orcs. Mostly low-lives from the streets but some appear to have been merchants, sailors possibly city guards. About ½ the cells contain 2 ‘prisoners’, some appear empty while the rest have a single prisoner. All told there are about 20 prisoners in total. Each cell door is unlocked, but as the prisoners are dead this does not matter. The smell of putrefaction is extremely strong. None of these bodies is less than a month dead, many must have been dead for several months. 

8. Titus’ Treasure Vault

This chamber can only be entered via one of the three secret siding doors at the east, west and south of this circular room. At the centre of the room is a hidden 30’ deep pit, spiked at the base. (Falling does 2d6+2d4 points of damage). Around the room are various coffers, chests, bookshelves and urns. There is a large number of treasures here and needless to say they are heavily protected and trapped. The room is also guarded by 5 Heldead.

The treasures are in chests. Most are 3’ by 2’ by 2’.

Chest 1:

The first is lined with coarse cotton and contains 12000 copper pieces of Thyatian mintage from many different emperors. The chest is trapped with poison pins near each of its two  locks. The poison causes the victim to loose 2 points of dexterity and 10% off of their pick lock skill. 

Chest 2

This chest is larger than the others and has 3 locks. Again it has two strong iron bands around it and also several copper plates riveted to it. It is very heavy as it contains 100000 silver pieces. It is lined with linen. Most are Thyatian but other nations coins are also in there. Some coins are quite smooth from years of use. Each of the locks is trapped with a shocking grip spell. If the trap is set off then the person picking the lock takes 2d4 points of electrical damage.

Chest 3

This chest is made of oak with ivory inlay in floral swirls. It has a single lock of high quality (+10% to difficulty). The lock is also trapped. If the trap is set off a minor curse is applied to the person picking the lock (save versus spell applies). The curse is shaking which causes body spasms reduces the victims Dexterity and attack rolls by 4 and causes a 25% chance of  failure of any spoken spell casting.

Chest 4

This smaller, 1’x2’x2’ chest is made from a strange black wood that feels oily to the touch. It has no visible locks but it cannot be opened. If it is touched a 8hd dark elemental peels off of the chest and attacks. The chest is also locked magically. Inside the chest are 50000 gold coins all of recent origin. Mainly from Darokin but other nations are also represented. 

Chest 5

This chest is some 2’ by 3’ by 3’ with a pitched lid. There are two large and ornate locks on either end of the chest. These locks are illusions. The real locks are magical. If the thief tries to pick the false locks and succeeds the chest will slowly get very warm and the chest will start to smoke. Then after 4 rounds the chest will split asunder and a pool of molten platinum will flood out in all directions causing 2d8 damage to all those within 5’ of the chest. If a PC tries to smash open the chest as it is smoking then s/he will take 4d8 damage from the spurting metal. Inside the chest is 3000 platinum pieces. 

Chest 6

This chest is in the form of a large (2’ high by 3’ long and 2’ wide) gilded wooden dragon with ruby eyes. The gems are so tightly packed inside it, it actually feels solid. If PC’s sell the dragon as is they will get 15000. However if they break it open they will find a huge number of  gemstones packed inside.

Chest 7

This chest of walnut wood and gold inlay has a single golden lock which is not trapped. Inside are a 10 items of jewellery. Each is coated in a clear, tasteless, odourless contact poison. Any one touching or wearing an item will have to make a saving throw vs. poison. If they fail their skin will start to go black after 2 rounds, beginning with the location touched by the jewellery. This alteration is permanent and can only be removed by a wish or limited wish. Needless to say if this jewellery is passed onto anyone else the recipients may not be too pleased!

Chest 8

This is possibly the largest chest and it has no less then 5 locks. Each is trapped. The first has poison needles that cause blindness (as per the spell), the second puffs out a cloud of yellow mould, the third gives an electric shock for 2d4 points of damage, the fourth opens the trap door in the centre of the room while the fifth will teleport the thief into the centre of the pentagram in Hel’s Temple. Inside the chest which is lined with elf skin are a number of magic items. Each is individually wrapped in velvet or fox fur. 

Tapestry

A tapestry hangs on the south wall some 7’ above the ground. It is about 15’ long by 1’ high and it appears to depict a long wyrm curling around a staff or a sword. It is of a moderate quality.

Silk

There is also a bolt of pale blue silk, 16sq yards in all. It is of a very fine quality.

9. The Bat Cave

This 30’ by 70’ chamber has a high vaulted ceiling that your light source can barely see. Opposite the door you entered through is another identical door, also locked. The floor is littered with broken bones, mostly humanoid. When a PC tries the door the party will be attacked by 3 Bone Bats.

10 & 11. Secret Alcove

These 10’ square chamber holds a Shocking Zombie. On activation of the trap in the corridor outside the door will slide down releasing the Shocking Zombie.

12 & 13. Secret Alcove

These 10’ square chamber holds a Helguard. On activation of the trap in the corridor outside the door will slide down releasing the Helguard. One Helguard wears chain mail +1.

The Eastern Trapped Corridor

Beyond the door stretches a 10’ corridor. The walls are of the same rough hewn rock as the room before and the floor is also pitted with small holes and fissures. There appears to be something scrawled or drawn on the floor some 30’ from the western door. This corridor is trapped. When the PC’s reach the centre unless they declare they are checking for traps three things will happen:

Two iron doors will slide up at each end of the corridor.

The corridor will fill with a thick grey gas. Save vs. dragon breath or start coughing. If fail then 75% chance of a spell failing 5% chance of a randomly chosen spell occurring. -1 to hit. If successful all blind-fighting penalties come into play.

Four doors slide down releasing 2 Helguards and 2 shocking zombies.  

The only way to open the door at the far end is to use a knock spell on it or remove traps on the activation point near the centre of the door. The trap will reset after 30 minutes, the smoke idly seeping up the stairs in room 1. If the trap is set off then Titus will know that the palace is intruded and start to make preparations for his escape. He will send one of the vampires to see what has happened in the form of a bat. If it does not return or returns with information it will send both vampires back as bats and escape via the other exit to the surface stopping at the treasure chamber (8) to pick up the following items:

Dragon Chest

Priest Scroll

Scroll Of Protection From Dragon’s Breath

Potion Of Water Breathing

The lump of turquoise (phylactery)

Beyond the eastern sliding door is a double door filling the width of the corridor. It is locked. 

14. Eastern Entrance

The spiral stairway descends into darkness till some 30’ below ground the PC’s torches reveal a 30’ square chamber cut from the bedrock. The room is featureless, its bare stone walls roughly hewn cast shadows that seem to flow and pulse as they move around. There is one extra deep pool of shadow behind the spiral stair. Here a Helguard sits in wait for anyone who is not of chaotic alignment to enter. It will only be noticed if PC’s specifically look behind the stair. In the centre of the east wall is a stone door that is locked. When a PC tries to pick the lock the Helguard will attack.

15. Corridor Of Cells

This 5’ wide corridor stretches  some 50’ feet to the west. Along each side are a large number of small cells, each containing the rotting remains of beggars and other Thyatian low-lives.

16. Corridor Of Cells

This 5’ wide corridor stretches some 60’ to the east. Along each side are a large number of small cells, each containing the rotting remains of beggars and other Thyatian low-lives.

17. The Lair Of Thesean - Vampire Mage

The occupant of this room had expensive, probably decadent tastes if the decor is anything to go by. The floor is covered in fine Yulari rugs. The walls panelled with oak from the Cannalbarth forest. A cabinet against the west south wall holds a few bottles of fine Thyatian wine and several small vials of Rockholme spirits Blue Vein if you are not mistaken.  A bookshelf against the west wall holds a selection of scrolls. About half (70) are historical records written in a strange foreign hand Historical Records Of Blackmoor. These would be worth 1000gp to a sage or a mage interested in this ancient history. The rest (70) are in dwarven. They are descriptions of dwarven weapon smithing but they do mention an ancient cauldron or forge upon which a mighty sword was made deep below Dengar. These would be worth about 250gp to a dwarf. Disguised as a bookend is a spellbook belonging to Thesean. This is described below. A soft armchair  and a small side table completes the mundane furnishings of the room. The article that most draws the eye is the ebony coffin against the east wall. Its gold inlay in the form of ivy leaves, the painted roses on the lid all point to its occupant being a dandy or a fop in his mortal life. The coffin is wizard locked. Inside the coffin is a shallow layer of dry dark soil. It is unlikely that Thesean will be here. He will have been sent in bat form to spy on the PC’s and probably attack them. If he is badly injured in this he will fly back here to rest and be healed by Titus. Thesean is, unusually for a vampire quite pump. His nose and cheeks are quite ruddy and he walks with a distinct limp as if his left foot pains him. He wears a rich ermine  cape over his shoulders(1300gp). He has a ring in the inside pocket of his cape. (Ring of harmlessness). 

18. The Lair of Sef - Nithian Warrior Vampire

This room could not be a more striking contrast to that across the corridor. The only furnishings are  the skin of a small hydra on the floor (900gp)  and a plain wooden coffin painted in blues, greens and gold. Inside the coffin is a fine golden sand. Sef has dark olive skin and a fine pointed black beard. He wears a light cotton cape (6gp) embroidered with symbols and in the centre of the back a cartouch of his name. 

19. Titus’ Vestry

This is the room where Titus prepares himself to meet his goddess. It is spotlessly clean. Everything is in pairs, one white one black as he believes this best pleases Hel. Two chests, one of ebony the other of bleached elm contain vestments, togas in black and white linen. Boxes of candles, half white half black. Goblets of gold studded with jet and pearl (2 * 950gp each). And a bookcase containing prayers suitable for the ears of Hel. 

20. Titus’ Room

This room is simply but comfortably furnished. A bed with a light silk cover, more for appearance than warmth as Titus feels neither heat nor cold. A book case containing a collection of scrolls and a desk with a small gold ink well, a case containing quills and a small knife are the only decorations. The scrolls contain records of Titus’ quest for power, his corruption by Hel and his capture and conversion of the beggars of Thyatis.

21. The Temple To Hel

The double doors to this chamber are large and solid. Made of cedar wood with wide bronze hinges and a large inlaid emblem of  black throne. Inside the room is dominated by a huge onyx throne, the ends of the arms and the back rest adorned by human skulls, set against the far corner of a pentagonal room. In front of the throne engraved and inlaid on the stone floor is a magic circle. Its very existence screaming evil waves of pain to all who approach it. At each of the other four corners of the room are braziers all containing glowing coals, the dry heat in the room is quite oppressive. Beside the door on the left is a font made from the fused shoulder blades of many human or humanoid bodies perched on a stand made from human skulls. A few paces in are two large (over 7’ tall) statues carved from jade and malachite their soapy greenness giving them a reptilian cast. It is extremely unlikely that Titus will be here. He may have left Sef or Thesean to guard this chamber but he will have departed. The statues attack as for a Jade Living Statue as soon as a non chaotic character enters the chamber. If anyone should be foolish enough to walk into the magic circle they will find that they cannot get out again. If three people get into the circle then they will vanish for 3 hours. They will not remember anything that has happened to them in that time, or where they went, nor even how long they were away.  The remaining PC’s will not be able to tell even if the same people returned. This is an opportunity for nasty DM’s to set up some future events. 

The Conclusion    

After the PC’s have done what they can in the crypt they can return to the surface secure in the knowledge of a job well done…. Or can they?

If they managed to kill Titus then the treat of him creating an undead army will have disappeared for this they should receive a 3000xp bonus each.

If they destroy the crypt and the bodies and discredit Titus in some way his dream of an undead army will have been put on hold for some time. They should receive a 2000xp bonus each.

If they kill the vampires and believe that they were behind the plot but still destroy the crypt then they should receive just 1500xp.

If they let the vampires get away but destroy the crypt then just 500xp each. Titus still has his most powerful henchmen to call upon.

Titus if he survives may wish to hunt down the PC’s but will have to build up his power base again. He is likely to work through intermediaries such as Sef and Thesean. If the PC’s did not raid his treasure vault he may be able to use it to buy more power in the future.

If the crypt is destroyed they will earn the gratitude of the undercity and those in power above it, at least for a while.�Appendix 1: Monster Statistics



Location�Num. �Monster Name �AC �Thac0. �Max. HP �Cur. HP �Move & Distance 1 �Move & Distance 2 �Attack 1 �Attack 2 �Attack 3 �SvAs �Mor. �EXP. �Treasure ��Temple of Petra crypt�1�Spectre                       �2�13�31��Walk       150�Fly        300�Touch      Double Energy Drain�Touch      1d8       �                    �F6        �11�725�None  ��Temple of Petra crypt�2�Spectre                       �2�13�25��Walk       150�Fly        300�Touch      Double Energy Drain�Touch      1d8       �                    �F6        �11�725�None         ��Temple of Petra�1�Pander (M)�6�18 melee 16 missile�18��120�30�Light xbow +2

1d6+2�Dagger +3��T8�10�650�See Below��Temple of Petra�2�Lycostra (F)�6�16 �9��120�30�Short Sword�Dagger��T5�10�175�See Below��Temple of Petra�1�Issosos (M)�4�16�16��120�30�Hand Axe +2�Hammer  +1 (T)��F6�10�175�See Below��Temple of Petra�2�Hierora (F)�4�16�35��120�30�Long Sword���F5�10�175�See Below��Temple of Petra�3�Hadrus (M)�4�16�23��120�30�Long Sword���F6�10�175�See Below��Undercity�1�Scarlet Dancer�1/8�10�56��Fly120��Blood Drain 9d3���F5�10�2000�None���

Location�Num. �Monster Name �AC �Thac0. �Max. HP �Cur. HP �Move & Distance 1 �Move & Distance 2 �Attack 1 �Attack 2 �Attack 3 �SvAs �Mor. �EXP. �Treasure ��Undercity�1�Heldead�4�15�29��Walk 120��Bite 2d6�Touch 1d6 Dex -2��F6�12�2000�None��Undercity�2�Heldead�4�15�23��Walk 120��Bite 2d6�Touch 1d6 Dex -2��F6�12�2000�None��Undercity�1�Rot Grub�9�N/A�1��N/A��N/A���NM�N/A�10�None��Undercity�1�Carrion Crawler�7�16�13��Crawl 120��8 Tentacles Paralyse�Bite 1hp��F2�9�75�See Below��Main Passage�1�Sewer Squid                   �4�16�28��Swim       120�          �5 Tentacle 1d4  & Poison (1d6)�Bite       2d8       �Ink        1d6 (Acid)      �F2        �8�275�None��Moist Passage�1�Green Slime                   �20�17�9��Ooze       3�          �Touch      Dissolve   �                    �                    �F1        �7�30�See Below       ��Undead End�1�Spectre�2�12�28��150��Touch 1d8�Double Energy Drain ��F7�11�1500�See Below��Undead End�1�Spectre�2�12�30��150��Touch 1d8�Double Energy Drain ��F7�11�1500�See Below��Undead End�1�Spectre�2�12�33��150��Touch 1d8�Double Energy Drain ��F7�11�1500�See Below��Undead End�1�Spectre�2�12�33��150��Touch 1d8�Double Energy Drain ��F7�11�1500�See Below���

Location�Num. �Monster Name �AC �Thac0. �Max. HP �Cur. HP �Move & Distance 1 �Move & Distance 2 �Attack 1 �Attack 2 �Attack 3 �SvAs �Mor. �EXP. �Treasure ��Villa Grounds (Night)�1�Hell Hound�4�14�24��120��Bite 1d6

(3-6 d6)�Breath 5d6 

(1-2 d6)��F5�12�425�None��Villa Grounds (Night)�2�Hell Hound�4�14�26��120��Bite 1d6

(3-6 d6)�Breath 5d6

(1-2 d6)��F5�12�425�None��Villa Grounds (Day)�1�War Dog�7�17�10��120��Bite 2d4���F1�11�25�None��Villa Grounds (Day)�2�War Dog�7�17�15��120��Bite 2d4���F1�11�25�None��Villa Grounds (Night) �1�Heldead�4�15�27��Walk 120��Bite 2d6�Touch 1d6 Dex -2��F6�12�2000�None��Villa Grounds (Night)�2�Heldead�4�15�33��Walk 120��Bite 2d6�Touch 1d6 Dex -2��F6�12�2000�None��Villa Gate�1�Hattian Guard�7�18�15��120��Spear 1d6+1�Sword 1d6+1��F2�11�10�None��Villa Gate�2�Hattian Guard�7�18�13��120��Spear 1d6+1�Sword 1d6+1��F2�11�10�None��Western Entrance�1�Shocking Zombie�8�18�21��60��Shocking Grip 1d8�(Absorb power from spells)��F2�12�80�None���

Location�Num. �Monster Name �AC �Thac0. �Max. HP �Cur. HP �Move & Distance 1 �Move & Distance 2 �Attack 1 �Attack 2 �Attack 3 �SvAs �Mor. �EXP. �Treasure ��Western Trapped Corridor�1�Shocking Zombies             �8�18�7��Walk       60�          �Shocking Grip 1d8       �(Absorb power from spells)              �                    �F2        �12�80���Western Trapped Corridor�2�Shocking Zombies             �8�18�9��Walk       60�          �Shocking Grip 1d8       �(Absorb power from spells)                    �                    �F2        �12�80���Western Trapped Corridor�1�Helguard                     �7�15�19��Walk       120�          �Mace       1d6       �Magic Miss 1d4 *2    �Every 3 rounds                 �F4        �8�350�29 ep       ��Western Trapped Corridor�2�Helguard                     �7�15�27��Walk       120�          �Mace       1d6       �Magic Miss 1d4 *2    �Every 3 rounds                    �F4        �8�350�        ��Western Bat Cave�1�Bonebat                       �7�17�14��Fly        180�Crawl      30�Bite       2d4       �Paralyse 1d6+2 rounds�                    �F2        �12�275�         ��Western Bat Cave�2�Bonebat                       �7�17�14��Fly        180�Crawl      30�Bite       2d4       �Paralyse 1d6+2 rounds�                    �F2        �12�275�         ��Western Bat Cave�3�Bonebat                       �7�17�20��Fly        180�Crawl      30�Bite       2d4       �Paralyse 1d6+2 rounds�                    �F2        �12�275�         ���

Location�Num. �Monster Name �AC �Thac0. �Max. HP �Cur. HP �Move & Distance 1 �Move & Distance 2 �Attack 1 �Attack 2 �Attack 3 �SvAs �Mor. �EXP. �Treasure ��Treasure Vault�1�Heldead                      �4�15�26��Walk       120�          �Bite       2d6       �Touch      1d6       �                    �F6        �12�2000�         ��Treasure Vault�2�Heldead                      �4�15�20��Walk       120�          �Bite       2d6       �Touch      1d6       �                    �F6        �12�2000�         ��Treasure Vault�3�Heldead                      �4�15�30��Walk       120�          �Bite       2d6       �Touch      1d6       �                    �F6        �12�2000�         ��Treasure Vault�4�Heldead                      �4�15�25��Walk       120�          �Bite       2d6       �Touch      1d6       �                    �F6        �12�2000�         ��Treasure Vault�5�Heldead                      �4�15�38��Walk       120�          �Bite       2d6       �Touch      1d6       �                    �F6        �12�2000�         ��Treasure Vault�1�Dark Elemental�-2�12�40��Flow 30�Fly 120�Touch 2d6�Fear��C8�12�2300���Treasure Vault�1�Yellow Mould �n/a�n/a�n/a��n/a�n/a�1d6 + choking���F2�n/a�25���Eastern  Bat Cave�1�Bonebat                       �7�17�17��Fly        180�Crawl      30�Bite       2d4       �Paralyse 1d6+2 rounds�                    �F2        �12�275�         ��Eastern  Bat Cave�2�Bonebat                       �7�17�15��Fly        180�Crawl      30�Bite       2d4       �Paralyse 1d6+2 rounds �                    �F2        �12�275�         ��Eastern  Bat Cave�3�Bonebat                       �7�17�14��Fly        180�Crawl      30�Bite       2d4       �Paralyse 1d6+2 rounds�                    �F2        �12�275�         ��Eastern Trapped Corridor�1�Shocking Zombies             �8�18�11��Walk       60�          �Shocking Grip 1d8       �                    �                    �F2        �12�80���Eastern Trapped Corridor�2�Shocking Zombies             �8�18�20��Walk       60�          �Shocking Grip 1d8       �                    �                    �F2        �12�80����

Eastern Trapped Corridor�1�Helguard                     �7�15�15��Walk       120�          �Mace       1d6       �Magic Miss 1d4 *2    �                    �F4        �8�350�         ��Eastern Trapped Corridor�2�Helguard                     �7�15�20��Walk       120�          �Mace       1d6       �Magic Miss 1d4 *2    �                    �F4        �8�350�Animal Skin (5gp)         ��Eastern Entrance�1�Helguard                     �7�15�22��Walk       120�          �Mace       1d6       �Magic Miss 1d4 *2    �                    �F4        �8�350�        ��Thesean Vampire Mage�1�Vampire                       �2�11�43��Walk       120�Fly        180�Touch      1d10 + 2Levels�Gaze       Charm     �Spells�M9        �11�2300�         ��Sef Vampire �1�Vampire                       �2�11�53��Walk       120�Fly        180�Touch      1d10 + 2Levels�Gaze       Charm     �                    �F9        �11�2300�         ��The Temple�1�Living Statue (Jade)          �4�17�25��Walk       60�          �Hand       1d6       �Hand       1d6       �                    �F10       �12�100�         ��The Temple�2�Living Statue (Jade)          �4�17�25��Walk       60�          �Hand       1d6       �Hand       1d6       �                    �F10       �12�100�         ��Agrama�1�Nightmare�-4�13�28��Walk 150�Fly 360�Fangs 1d12�Burning Hooves 2d6�Burning Hooves 2d6�F7�12�1650����Appendix 2: New Monsters

Modified TSR monsters.

The Heldead, Helguard are based upon the Banedead and Baneguards listed in the Monstrous Compendium Annuals 1, 2 and 3 published by TSR. I changed the name to fit in better with the deities of Mystara. The Bone Bat also comes from these publications. 

Titus is a Hellitch (based on the Banelitch from the above publications).

�Titus - Servant of Hel.

From an early age Titus was plagued by dreams. He at first blamed these on his father the Chancellor who broke his mothers heart with a string of affairs. But the dreams kept on coming. The suggested that he was worth of better things. Like most of his family he was a devout follower of Vanya and he prayed repeatedly for the dreams to stop as he knew they came from an evil source. At the age of 29 he joined the Thyatian army in the heavy Infantry then the healers guild as his skills developed. He became aware of a plot to overthrow the emperor and when he exposed it he was decorated as a hero.

He was promoted to Corporal and re-enlisted and became involved in numerous skirmishes in the West Portage area of the Isle of Dawn. His dreams continued, getting more and more vivid and these led to a battle against Alphatia where his blunders cost  80 comrades their lives but the battle was won. He gained another two promotions before getting a visitation from a representative of the church of Hel. He was told that all his gains had been given to him by Hel and now she demanded repayment. He was to return to Thyatis undercover and build up a powerful army of undead to overthrow the weak emperor and the small gods of Thyatis. When he protested he didn’t have those powers the representative placed both hands on Titus’ head and muttered an incantation. Instantly Titus gained the powers of a 21st level cleric but also lost his humanity. His skin shrivelled back from his bones his left hand turned into a hideous claw and his eyes became burning coals. His mind had room for only two things. Power and the service of Hel. He would not let anything or anyone get in his way.

 

Statistics:

Hit Dice�21�AC�0��Move:�Walk 90�Attacks:�Touch 1d10

Priest Spells

Hopelessness

Coldfire Missiles��No. Appearing:�1�Save As:�F2��Treasure Type:�RASV�Morale:�11��Intelligence:�17�Alignment:�Chaotic��XP Value:�12500����

�Sewer Squid

A sewer squid is similar in appearance to a normal squid but can grow up to 6’ long with 5 tentacles each 3’ long. They are not related to squids but more closely to the decapus or otyugh. It has a hard bony beak which does 2d8 damage and large eyes. Its tentacles contain spines that not only aid its grip but also contain a poison that does 1d6 damage. Its standard attack is to wrap a tentacle around a limb and drag the unfortunate creature below the water to drown. It has one final trick up its sleeves, when it feels bested it will fire a jet of black ink that does 1d6 points of acid damage up to 30’ away. This is a cone that is 1’ wide at the source and widens to 15’ wide at 30’.  



Statistics:

Hit Dice�4�AC�4��Move:�Swim:	120’�Attacks:�5 Tentacles (Poison 1d6)

1 Beak 2d8

1 Acid Ink Jet 1d6��No. Appearing:�1d4�Save As:�F2��Treasure Type:�None�Morale:�8��Intelligence:�2�Alignment:�Neutral��XP Value:�275����



�Dark Elemental

This creature from the Dimension Of Nightmares appears as a thin sheet of darkness, moist and oily. Close up there is a distinct tang of ozone in the air. It tends to hunt by night but takes no damage from normal light but normal damage from magic forms of  light and fire. It has only animal intelligence but it is cunning and fearless. It feeds on life energy and fear drawing both from its victims by enveloping them in its  cloak like form. The creatures vary in size, growing as they take on energy  1 square foot per hit dice. So a 4hd elemental wood be 2’ by 2’. Once they reach 16hd they split into 4 creatures each with 4hd and being 2’ by 2’. They are immune to mind controlling spells and take no damage from normal or blunt weapons. There is a 50% chance that a strike from an edged weapon will instead of damaging the creature split it into two smaller creatures. If the Dark Elemental makes a successful attack roll it will envelop the target. The target must then make a saving throw vs. spells or be affected by a fear spell whose effects are permanent until a remove fear spell is cast on the victim. The elemental does not have to envelop the whole victim to scare it. For each quarter of the victim exposed give a +1 to the saving throw. Each turn the target is even partly enveloped 2d6 points of damage are drained from the victim to the elemental. To break free the victim must make a dexterity check to slip away. If the victim reaches 0hp it has been totally absorbed and only a lifeless mindless husk will remain. As damage is done to the Dark Elemental it will shrink. Any damage done to an elemental while enveloping its victim stands a 10% chance of inflicting ½ damage on the victim as well. An totally enveloped victim as well as a partly enveloped victim cannot cast spells, speak coherently or attack the creature.

They are solitary creatures often summoned by clerics of the darker entropic immortals to guard their treasure.



Statistics:

Hit Dice�2 - 16�AC�-2��Move:�Flow:	30’

Fly:	120’�Attacks:�Touch 2d6

Fear (as spell)��No. Appearing:�1�Save As:�C8��Treasure Type:�See Above�Morale:�12��Intelligence:�2�Alignment:�Chaotic��XP Value:�2HD	35

3HD	80

4HD	225

5HD	555

6HD	950

7HD	1650

8HD	2300

9HD	3000�10HD	3250

11HD	3500

12HD	3875

13HD	4200

14HD	4500

15HD	4800

16HD	5150���

�Appendix 3: Treasure Items

Location�Object Name�GP Value�Taken By�Identified��Pander�Light Crossbow +2�90����Pander�Dagger +3�12����Pander�Potion Of Undead Summoning (()�2500����Lycostria�Scroll Of Mapping�3500����Issosos�Hand Axe +2�12����Issosos�Throwing Hammer +1�8����Issosos�Ring Of Truthfulness�0����Hadrus�Chain Mail +1�80����Hadrus�Potion Of Treasure Finding (()�2000����Hadrus�Potion Of Luck (()�1500����Carrion Crawler In Shambles�1 piece of onyx�50����“�2 pieces of topaz,�500����“�Earring ( 4000gp)�4000����Green Slime�1 opal�1000����Green Slime�4 gold pieces�4����Undead End�1 garnet�100����Undead End�4 topaz�2000����Undead End�1 large topaz�655����Undead End�2 Agate�10����Undead End�1 small jasper�25����Undead End�1 large ruby�5850����Undead End�1 potion of poison (()�0����Undead End�1 potion of poison  (()�0����Undead End�1 potion of Etherality (()�500����Undead End�1 oil of Timelessness (()

*Khoronus won’t like this �1000����Undead End�1 potion of Healing (() + 60’ infravision (3 turns) incessantly (thus no surprise or spell casting  for (1 turn)) �400����Undead End�1 potion of speed (( )�450����Undead End�1 potion of fire resistance (( )�400����Undead End�1 potion of sweet water (()�250����Undead End�Chest of coins (2691 gp)�2691����Vestry�4 Vials Holy Water�100����Cleric’s Room�1 potion of healing (Labelled)�400����Cleric’s Room�1 potion of antidote (Labelled)�200����Sub Total��� =SUM(ABOVE) �30287������

Location�Object Name�GP Value�Taken By�Identified��Sub Total��� =SUM(ABOVE) �30287��-�-��Titus’ Vault�Coins 	12000cp, 

	100000sp, 

	30000ep, 

	50000gp, 

	3000pp�120

10000

15000

50000

15000�







���Titus’ Vault�Gems	10 Garnet

	11 Turquoise

		1 Poor

	16 Topaz

		1 Fairly Large Fairly Good

	17 Opal

		1 Small

	21 Ruby

		1 Fairly Small Fairly Good

	7 Onyx

		1 Small �1000

110

3

8000

1000

17000

250

105000

5000

350

15����Titus’ Vault�Jewellery	Anklet

	Armband

	Bracelet

	Buckle

	Chain

	Earring

	Medallion

	Pendant

	Pin

	Pin�3000

10000

2500

2500

2500

10000

15000

4000

100

3000����Titus Vault�Titu’s Phylactery - Large poor quality chunk of  turquoise. �10����Titus’ Vault�Wand Of Size Alteration�0����Titus’ Vault�Scroll Of Equipment (Small Hammer, Wineskin (including wine), Grappling Hook, 10’ Pole, Small Sack, 50’ Rope)�0����Titus’ Vault�Suit of Blackiron Plate Armour +3 (Dwarf Size) Glows with permanent Faerie  Fire�0����Titus’ Vault�Potion Of Water Breathing (Red colour, dusty taste)�0����Titus’ Vault�Potion Of Bug Repellent (Black colour, tangy taste) �0����Titus’ Vault�Scroll Of Suggestion�0����Titus’ Vault�Scroll Of Protection From Dragon’s Breath�0����Titus’ Vault�Necklace Of  Memory Enhancement�0����Titus’ Vault�Pigment Of Fire Resistance�0����Titus’ Vault�Essence Of Darkness (5 doses)�0����Titus’ Vault�11 Arrows +2�0����Titus’ Vault�5 Darts +1�0����Titus’ Vault�Ring Of Spell Eating (Appears to be a ring of spell turning)�0����Titus’ Vault�Wizard Scroll Clairvoyance �0����Titus’ Vault�8 Darts +3�0����Titus’ Vault�Potion Of Fire Breath (Red/Spicy) - Drinker becomes drunk for 1d10 turns, lose 1pt of Dexterity for 2d10 turns.�0����Titus’ Vault�Potion Of Human Control (Purple/Limes) - actually potion of stammering and stuttering�0����Titus’ Vault�Cloak of protection +3�0����Titus’ Vault�Libram Of Gainful Conjuration�0����Titus’ Vault�Priest Scroll (Growth Of Animal, Pro From Good 10’ Radius, Resist Cold, Create Normal Animals, Poison, Snakecharm)�0����Thesean�Ring Of Harmlessness�0����Titus’ Vault�Wine (9 bottles)  540cn  40�40����TOTAL��� =SUM(ABOVE) �310745�����



�Appendix 4: Special Magic Items

The Spellbook Of Thesean

This book is bound in black stained snakeskin and has four locks. The first three are not trapped but the last is. If the thief picking the lock fails to do it correctly then the book burns destroying all the spells within 3 rounds (last 7 spells first then next 7 then last 8). The keys are very small and are hidden in the soil of the coffin.

This book has 25 leaves. The last three are blank. The spells are:

1st Charm Person*, Magic Missile**, Pro. From Good, Read Magic, Shield, Sleep,

2nd Knock, Phantasmal Force**, Wizard Lock*, 

3rd Create Air, Infravision, Pro From Good 10’ Radius*, Pro From Normal Missiles*, Hold Person*

4th Clothform, Confusion*, Dimension Door, Hallucinatory Terrain,  Ice Storm*, 

5th Contact Outer Plane, Hold Monster, Teleport*, 

6th Death Spell
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