Introduction

Brief history of Crescent, leading into new holiday of Aetas, a holiday period of sacrifice and study, which ends with Licentia, the day of Liberation.  Fireworks to be seen the world over.

Intro of Wardens of the Tower by Ambaeril Foxglove, Captain of the Wardens of the Tower, and Chauncey Roothollow, Chief Clerk of the Wardens.

(Ambaeril is modeled after Luccio, post-transformation, pre-Turncoat.  Chauncey is typical nerdy mage of bookwormish disposition.)

Description of mission – the airship Thunderhead has gone down near the town of Dig’s End, carrying vital records and some valuable magic items.  We received a communication from Captain Aerdane, but nothing since. Recover the documents, the Captain, the magic items, and the airship – in that order.  You will teleport out in an hour.

1 – Entrance

Description

The mountain rising above Dig’s End splits here, forming a narrow canyon that extends into the foothills of the Crown of the Moon.  A triangular cave entrance pierces the rock wall at the rear of the canyon.  Small, thorny bushes dot the shale-covered ground within the cleft, and line the canyon walls.  You can distantly hear the roar of a massive waterfall.

Skill Checks
DC
Results

	Search
	10
	Multiple footprints

	Survival (Track)
	20
	Tracks leading up to a grove of trees, with 4 ballistae


Encounters

None

Effects

None

Treasure

None

2 – Natural Foyer

Description

This natural crossroads seems to have been artificially widened, as signs of a mining operation are clearly visible on the walls and ceiling. A round boulder, about 5 feet in diameter, rests just inside the room, near the east exit.  The faint thunder of a massive waterfall comes from the north.

Skill Checks
DC
Results

	Survival (Track)
	20
	2 groups of tracks, one made a group with large, heavy boots, the other smaller and barefoot.  The bare feet followed the boots to the north


Encounters

None

Effects

None

Treasure

None

3 – Mercenary Corpse

Description

An armored orc lies on the floor, blood pooling beneath his head and shoulders.  He’s quite obviously dead. His battleaxe rests upon the ground near his hand.

Skill Checks
DC
Results

	Heal
	10
	Killed recently, claw marks on his arms and big bite marks on his neck.

	Survival (Track)
	5
	No tracks other than the orc’s in the vicinity


Encounters

None

Effects

Cloaker in Area 4 makes Listen check (-4 penalty, +9 overall) to hear party

· Area 4: Cloaker aware of party (Cloaker Ambush)

Treasure

MW scale mail, battleaxe, throwing axe, 47 gp, potion of spider climb
4 – Cloaker’s Den

Description

A narrow tunnel opens into an irregularly shaped room perhaps 25 feet long.  Dozens of small stalactites hang from the ceiling, and the cavern walls are comprised of numerous niches and alcoves.  Piled against the far wall are a number of skeletons, and assorted piles of unidentifiable stuff.

Skill Checks
DC
Results

	Spot
	vs. Hide +8
	Cloaker is hiding from the party


Encounters

Cloaker Ambush

The cloaker heard the party, and is ready for them. It uses obscure vision power (20% miss chance), prior to combat, then fear moan in surprise round, then engulfs first character through tunnel on its first attack.

Cloaker Encounter

The cloaker did not hear the party, and gets no surprise round.  It uses fear moan in the first round, then engulfs closest character

Effects

None

Treasure

78 gp, divine scroll of blindness/deafness, and three potions of cure light wounds.
5 – Forgotten Goblin

Description

This room stinks.  Hundreds of beetles, roaches and other creepy-crawlies skitter along the walls and floor.

Skill Checks
DC
Results

	Spot
	vs. Hide +5
	X’xeet is hiding from the party

	Diplomacy
	25
	Convert X’xeet to friendly attitude

	Intimidate
	vs. d20+1
	Intimidate X’xeet into acting in a friendly manner


Encounters

X’xeet

This poor goblin has been living in the cave for more than two weeks.  He’s too afraid of the cloaker to leave. He will attack anything perceived as a threat, shooting his crossbow and then engaging in melee.  Should the party manage to speak to him (he speaks only Goblin), and change his attitude to friendly, either through diplomacy or intimidation, he will act as a guide and tell them of the layout of the cavern.  He is unaware of the airship or the fight between Nef’Haz and Grubbok.

Effects

None

Treasure

None

6 – Western Overlook

Description

This is a 30-foot-high ledge, overlooking the main chamber (Area 19). During daylight hours, Aerdane’s airship is visible through the mists. 

Skill Checks
DC
Results

	Spot
	10
	Spot Aerdane’s airship, the Thunderhead.


Encounters

None

Effects

None

Treasure

None

7 – Remnants of Battle

Description

The tunnel walls spread outward, and a 30-foot cliff divides the room.  Bodies, both orc and goblin, lie scattered around the southern half of the room.  A dirty, knotted rope extends up the cliff.

Skill Checks
DC
Results

	Climb
	5/15
	Climb cliff (5 if using rope, 15 otherwise)

	Spot
	vs. Hide +5
	Spot goblin warriors hiding behind the boulder


Encounters

Goblin warriors (4): hp 7, 7, 5, 1.  They will shoot their crossbows at the characters until they can flee down the cliff and back towards the east.

Effects

Vergus Hote, in Area 9, makes Listen check (DC 12) to hear combat, and reports it to Nef’Haz in Area 11. 12 rounds later (a little more than a minute), Vergus and four half-orc archers arrive at top of cliff and attack. Note that Vergus will not attack, only archers. 

· Area 9: empty (Vergus is gone) 

· Area 10: only two archers (Archers are investigating)

· Area 11: Nef’Haz aware of party’s presence (Nef’Haz Warned)

Treasure

2 dead orcs: 2 banded mail, 2 scimitars, 2 lt. wood shields, 78gp

4 dead goblins: 4 small morningstars, 4 small crossbows, 27 bolts (counting two in each dead orc)

8 – Makeshift Morgue

Description

Two dead orcs sit, leaning against the walls here, eyes open but unseeing. A single black candle flickers and gutters in the draft, a necklace of bone and small black stones hanging beneath it. The bodies are lying with some semblance of dignity, as though they have been placed by allies (prepared for animate dead).

Skill Checks
DC
Results

	Search
	20
	Concealed passageway in northern wall.  Leads to Area 14.


Encounters

None

Effects

None

Treasure

7 black onyx gems (25gp each), 2 banded mail, lt. steel shield, heavy pick, short sword, heavy crossbow, 14 bolts, 5 MW bolts.

9 – Sentry Post

Description

A mound of tents, bedrolls, iron pitons, and torches leans against the east wall in this small chamber.

Skill Checks
DC
Results

	Move Silently
	vs. Listen -2
	Sneak up on Vergus

	Intimidate
	vs. d20+4
	Intimidate Vergus into acting in a friendly manner


Encounters

Preoccupied Vergus

Vergus Holt (Male Dwarf Expert 4, siege weaponry, 10 HP, AC 16, light mace +3 (1d6)) is rifling through his companion’s gear, and is not aware of the approaching party. He will immediately plead for his life, and offer to lead the party to his leader, Nef’Haz.  If attacked will run toward Area 11 screaming at the top of his lungs. If captured, he can be reasoned with or intimidated; he knows of the secret door in Area 8 and will reveal it if he thinks it will help his cause.

Vergus is gone

Vergus Holt heard the party coming, and has fled towards Area 11.  
Effects

If Vergus hears the party coming, or is attacked and survives, he will flee to Area 11, where Nef’Haz waits. 

· Area 9: empty (Vergus is gone) 

· Area 11: Nef’Haz aware of party’s presence (Nef’Haz Warned)

If Vergus is convinced to lead the party to his leader, he will do so.  It doesn’t take much.

· Area 11: Nef’Haz aware of party’s presence (Nef’Haz Warned)

Treasure

4 bedrolls, an hourglass in a gnome’s skull, 4 50-foot coils of hemp rope, five torches, 16 iron pitons, two tents, and the most poorly written love letter ever to see the light of the Moon.

10 – Archer Post

Description

A half-moon shaped overlook, approximately 70 feet above the floor of Area 19. A massive waterfall spills into the cavern about 20 feet away, making the ledge slippery with mist. During daylight hours, Aerdane’s airship is visible through the mists. 

Skill Checks
DC
Results

	Balance
	10
	Run or charge on ledge

	Listen
	-4
	Any Listen checks made on this ledge, due to waterfall

	Spot
	10
	Spot Aerdane’s airship, the Thunderhead.


Encounters

Archers at post

Party is faced with 6 archers on the ledge, who spread out and fire at the characters, using their axes if conditions require. If this occurs during daylight hours, the goblins at Area 18 will take pot shots at whoever is available, indiscriminately. (Note that it is 120’ to Area 18, which is more than one range increment for both crossbows and longbows. -2 on the attack roll per range increment.)
Archers are investigating

Only two archers are left, who will attempt to parley and offer to direct the characters to Nef’Haz, telling them the password required to pass the sentries. They remain behind and continue to shoot at Aerdane, in his hiding place in Area A, and at the goblins in Area 18. (Note that it is 120’ to Area 18, which is more than one range increment for both crossbows and longbows. -2 on the attack roll per range increment.)
Effects

None
Treasure

Per each archer: studded leather armor, composite longbow (+2 str), 40 arrow, greataxe

11 – Mercenary Camp

Description

Constantly rumbling with the sound of falling water, this cavern is slick with moisture. A dead warrior, still clutching the holy symbol of his god Bahkt, lies motionless, propped against the northern wall. A dozen or more empty vials glitter on the floor.

Skill Checks
DC
Results

	Listen
	-4
	Any Listen checks made on this ledge, due to waterfall

	Diplomacy
	15
	In Nef’Haz Unwarned, move his attitude to indifferent.

In Nef’Haz Warned, move attitude to friendly

	Diplomacy
	25
	In Nef’Haz Unwarned, move his attitude to friendly

	Diplomacy
	30
	In Nef’Haz Warned, move attitude to helpful


Encounters

Nef’Haz Unwarned

The mercenaries, led by orc wizard Nef’Haz, react badly if the party sneaks up on them, or comes unannounced. They will not immediately attack, but will be very defensive, initial attitude unfriendly. Once assured party is not going to attack, will attempt to ally with them to eliminate the threat of the goblins.

Nef’Haz Warned

In this case, the mercenaries are waiting for them.  Their initial attitude will be indifferent, and they will not attack automatically. Once assured party is not going to attack, will attempt to ally with them to eliminate the threat of the goblins.

If It’s a Fight You Want…

Nef’Haz leads with web, then targets enemy spellcasters (probably Aeusvanal) with blindness. He will follow with magic missile on a ranged combat foe (Flint). Shocking grasp will be kept as a reserve in the event someone closes with him. If it goes badly, he’ll drink his potion of gaseous form and float up the cavern.  If he has ranged spells left, he might materialize on an overlook later, and fire it at the ascending airship.

Once combat is engaged, the ogre charges and attacks.  The orc warriors establish a line protecting the spellcaster, while the archers attempt to distance themselves and fire their bows.  

Morale is low; if Nef’Haz is slain the orcs will flee if possible.  The ogre fights until slain.

Effects

If the party kills Nef’Haz and emerges from here into Area 12, Grubbok will automatically assume that the mercenaries have been eliminated.

· Area 13: Grubbok sees no reason to parley with the group (If It’s a Fight You Want…)
Treasure

+1 breastplate, MW dagger, divine scroll of lesser restoration, holy symbol of Bahkt, MW light crossbow, 20 bolts, bracers of armor +2, cloak of resistance +1, ring of feather falling, contract to recover documents from the Thunderhead, spellbook.

12 – The Fishery

Description

A giant waterfall plummets into this canyon from the cliffs above, splashes down near the northern ledge, then continues into the larger chamber to the north.  Three channels chiseled into the rock floor lead south, and fish occasionally break the surface, seemingly easy pickings.  Dozens of bodies are scattered through this area – large, armored forms lying silently near the western edge, while the bodies of a number of smaller humanoids lie to the eastern edge, in and around a scorched, sooty area.  The smell of water, fish, and burning flesh hangs in the air.

Skill Checks
DC
Results

	Climb
	15
	Climb up southern cliff to Area 14

	Climb
	20
	Climb down northern cliff to Area 19

	Listen
	-8
	Any Listen checks made in this cavern, due to waterfall

	Spot
	10
	Spot Aerdane’s airship, the Thunderhead.


Encounters

Variable

Depending on the state of the two different forces, the party may have to contend with Nef’Haz and his mercenaries, Grubbok and his goblin warriors, or both.  See Area 11 for Nef’Haz, and Area 13 for Grubbok.
Effects

If the party kills Grubbok, Nef’Haz will automatically assume that the goblins have been eliminated.

· Area 11: Nef’Haz sees no reason to parley with the group (If It’s a Fight You Want…)

If the party kills Nef’Haz, Grubbok will automatically assume that the mercenaries have been eliminated.

· Area 13: Grubbok sees no reason to parley with the group (If It’s a Fight You Want…)

Treasure

5 dead orc mercenaries: 4 banded mail, 1 MW studded leather, 3 battleaxes, 1 greataxe, 1 heavy pick, 2 short bows, 56 arrows, 134 gp, 1 potion of protection from good.

4 dead goblins: 4 small leather armor, 4 small morningstars, 4 small light steel shields 
13 – Goblin Headquarters

Description

This cavern smells of soot and burnt flesh.  A large number of small humanoid corpses, charred beyond recognition, are stacked like cordwood against the northern wall.  The dull roar of the waterfall echoes through this chamber.
Skill Checks
DC
Results

	Listen
	-8
	Any Listen checks made in this cavern, due to waterfall

	Diplomacy
	15
	In Grubbok Unwarned, move his attitude to indifferent.

In Grubbok Warned, move attitude to friendly

	Diplomacy
	25
	In Grubbok Unwarned, move his attitude to friendly

	Diplomacy
	30
	In Grubbok Warned, move attitude to helpful


Encounters

Grubbok Unwarned

The goblins, led by hobgoblin Grubbok, react badly if the party sneaks up on them, or comes unannounced. They will not immediately attack, but will be very defensive, initial attitude unfriendly. Once assured party is not going to attack, will attempt to ally with them to eliminate the threat of the mercenaries, explaining that these are their traditional ancestral fishing grounds. He will offer the characters the airship and its contents as a reward for their assistance.

Grubbok Warned

In this case, the goblins are waiting for them.  Their initial attitude will be indifferent, and they will not attack automatically. Once assured party is not going to attack, will attempt to ally with them to eliminate the threat of the mercenaries, explaining that these are their traditional ancestral fishing grounds. He will offer the characters the airship and its contents as a reward for their assistance.

If It’s a Fight You Want…

Grubbok will grapple and use his vitality drain on the nearest or most frail-looking opponent; his two remaining warriors will engage whoever’s at the front.  If he is aware of the party’s interest in the airship, he will run for and leap over the cliff to Area 19, take Aerdane hostage, and hold out for reinforcements. 

Effects

If the party kills Grubbok and emerges from here into Area 12, Nef’Haz will automatically assume that the goblins have been eliminated.

· Area 11: Nef’Haz sees no reason to parley with the group (If It’s a Fight You Want…)

If the hobgoblin is aware of the party’s interest in Aerdane or the airship, and starts a fight, Grubbok will leap off the cliff and take Aerdane hostage.

· Area 19: Aerdane held hostage (Hostage Situation) 
Treasure

11 small leather armor, 8 small light crossbows, 143 bolts, 11 small morning stars, 11 small short spears, 11 small light steel shields.
14 – Rogue’s Hideaway – optional encounter

Description

Dust swirls in this room, a chalky powder that makes you cough. A large column, nearly 10 feet across, spears up to the ceiling in the middle of the chamber. 

Skill Checks
DC
Results

	Spot
	vs. Hide +8
	Spot Nux Two-Thuds hiding behind column. (bonus includes circumstance bonus due to dusty conditions)


Encounters

Nux Two-Thuds - Hidden

Nux will wait until one of the adventurers approaches within striking distance.  He attacks with his heavy mace, getting sneak attack damage (+2d6).  Roll for initiative. If he wins, party members are still flatfooted and he gets sneak attack damage again, this time taking a full attack action. He will then work his way to the cliff overlooking Area 12, and jump down (DC 15 Jump check, +11 bonus to take only 1d6, else 2d6 damage), rejoining his companions.

Nux Two-Thuds - Spotted

Nux will wait until one of the adventurers approaches within striking distance.  Roll for initiative. If he wins, party members are still flatfooted and he gets sneak attack damage (+2d6). He will then work his way to the cliff overlooking Area 12, and jump down (DC 15 Jump check, +11 bonus to take only 1d6, else 2d6 damage), rejoining his companions.

Effects

None
Treasure

+1 chain shirt, MW heavy mace, MW light mace, Composite shortbow, 28 arrows.

15 – Fish Drying Room

Description

Several wooden racks run the length of this room, hung with slender slabs of drying meat. Crude crates line the east and west walls, and a pile of entrails seems to seethe with stench in the middle of the room.

Skill Checks
DC
Results

None

Encounters

None
Effects

None

Treasure

Fish?

16 – Dying Goblin

Description

Three small humanoids lay on the floor of this cavern, still and silent. Flies buzz around the chamber, and the stench of death hangs in the air.

Skill Checks
DC
Results

	Heal
	15
	Stabilize the last living goblin


Encounters

Dying Goblin

The last goblin living here, named X’eerk, is grieviously wounded (-8 hp, not stable).  Should the party heal him, he will be grateful enough to guide them through the caverns.  (See X’xeet, Area 5).
Effects

None

Treasure

None

17 – Nothing to See Here

Description

This small circular cave smells of wet fur, and old food. Piles of half-eaten fish, bones, and gray meat cover the floor, and a well-used bed of leaves rests in a small alcove.

Skill Checks
DC
Results

	Knowledge: Nature or Survival
	10
	This is the lair of a very large brown bear.


Encounters

None – the bear that lairs here is out.
Treasure

None

18 – Crossbow Perch

Description

A wide, half-circle ledge extends outward from the mountain wall to overlook the cavern, more than 100 feet below.

Skill Checks
DC
Results

	Spot
	10
	Spot Aerdane’s airship, the Thunderhead.

	Spot
	vs. Hide, +3
	Spot Aerdane in his hiding place, Area A


Encounters

Goblin Archers
The goblin archers fight savagely and to the death, knowing that there is no route of retreat.  They will also try to avoid going out on the ledge unless the archers in Area 10 have been eliminated.  The archers in Area 10 will continue to shoot at whoever appears on the ledge. (Note that it is 120’ to Area 10, which is more than one range increment for both crossbows and longbows. -2 on the attack roll per range increment.)
Effects

None of note.

Treasure

4 small studded leather armor, 4 light crossbows, 64 bolts, 1 +1 bracers of armor

19 – The Main Cavern

Description

A giant canyon, open to the sky, marks the crash site of the Imperium Airship, Thunderhead. A towering waterfall spills down the south end of the cavern, plummeting into a pool of untold depth – perhaps the source of an underground river. Mounds of broken rock and shale form a natural labyrinth in the northern corner, and several ledges overlook the chasm floor at various heights.  

The heavily battered airship rests within the center of the cavern, listing badly to one side.  The hull shows significant signs of damage, and the roof and one wall of the cabin are simply missing, likely from the same attack that brought down the ship.
Skill Checks
DC
Results

	Listen
	-8
	Any Listen checks made in this cavern, due to waterfall

	Spot
	vs. Hide, +3
	Spot Aerdane in his hiding place, Area A

	Profession (Carpenter) or Craft (Woodwork)
	10
	Shave additional minute off time for airship repairs.


Encounters

Hostage Situation

Grubbok has taken Aerdanee hostage. He threatens to kill the captain if the party approaches. He will wait for reinforcements to arrive, a group of 9 goblin warriors coming in about 8 minutes. Note that Aerdanee’s a tough character; he can take a shot from a knife if it means buying a chance for the party to close. Grubbok’s stance is that anything in this cavern is his – he wants the party and the orc mercenaries to leave (he doesn’t see a difference between them) and abandon the Thunderhead and the captain.  He’ll release the captain the following day, on his word of honor. The airship, and anything on it, belong to his tribe now. He might negotiate for a blood price on his fallen kin, in exchange for the ship, but it will be a steep price.

Captain Aerdane
As soon as he sees the party, Aerdane waves his arms and attempts to attract the attention of the party – while still being cautious about the archers.  He will not leave his hiding spot in the rubble until the half-orc archers in Area 10 and goblin crossbowmen in Area 18 are dealt with.  He looks so relieved to see them, it seems like he might collapse.  His clothes are tattered, torn, and burned, but he seems unwounded himself.  “Bless Mehana! Did the matriarch send you to rescue me?”

He claims he can get the Thunderhead working again given just a few minutes of work. It will take 15 minutes of time to repair the ship. Each character assisting can shave 1 minute off that time.  Each character assisting that makes a DC 10 Profession (Carpenter) or Craft (Woodwork) skill shaves an additional minute off the time. Wood warp or similar magic is equivalent to succeeding at a skill check.
If Nef’Haz and team are still alive, they harass the characters from Area 6 and Area 10 with ranged attacks.

If Grubbok still lives, he arranges for reinforcements, and a group of 9 goblin warriors assaults the airship by way of the tunnel to the ground level of the cavern at about minute 8 of the repairs.

Effects

None of note.

Treasure

7 potions of cure light wounds, 2 of cure moderate wounds, 1 of feather fall, and 3 of darkvision.
Chapter Two – Up, Up and Away!
Description

Having gotten the Thunderhead functional again, Captain Aerdane attempts to lift off. The damaged ship moves slowly upward, at a speed of 10 feet per round.

Skill Checks
DC
Results

	Spot
	20
	Identify weakened deck squares.

	Listen
	-8
	Any Listen checks made in this cavern, due to waterfall

	Balance
	15
	Stand inside aft cabin on non-whole square


Hazards

Battered Ship

The battered deck can only handle so much weight. Most squares can handle only 400 lbs (approx two characters).  Areas marked as weakened can handle only 100 lbs before collapsing. Spot check DC 20 to identify weakened squares. A creature standing on one of the deck squares when it collapses gets a DC 15 Reflex save to avoid falling through it; a falling creature gets a DC 20 Reflex save to catch the edge.

What’s left of the aft cabin provides cover for anyone willing to stand inside it, but it requires a DC 15 Balance check every round to stand on the non-whole squares.

Encounters
Nef’Haz and Grubbok Both Live

Nef’Haz’s archers take up positions at Area 6 and Area 10 at about the time the ascent begins, continuing to shoot at the captain and makeshift crew. Nef’Haz will target any remaining ranged spells at obvious spellcasters. 

Nef’Haz sends any remaining melee combatants into Area 19 from the tunnel between Area 6 and Area 10, on Round 2.  On Round 3, they reach the rope ladder, and begin to climb it, two reaching the top each round through Round 7.
Grubbok sends 6 more of his goblin reinforcements into Area 12, in preparation for a boarding attempt.  This will occur in Round 5. (DC 10 Jump Check)

4 of them join Grubbok at Area 18.  The goblins will harass the party with ranged missile fire until Round 13, though Grubbok will not show himself until Round 13.  At this point, all remaining goblins and Grubbok will make the leap onto the Thunderhead (DC 20 Jump Check). Grubbok will attack whoever is at the helm, using his vitality drain and flurry of blows. If his doom seems imminent, he will grapple the nearest party member, and throw himself overboard.

Nef’Haz Lives, Grubbok is Dead

4 goblins enter Area 12 at about the time the ascent is ready to go, and attempt to board the Thunderhead.
6 goblins race to Area 18, and will harass the party with ranged missile fire until Round 13.  At this point, all remaining goblins will make the leap onto the Thunderhead (DC 20 Jump Check).

All remaining mercenaries except Nef’Haz and any remaining half-orc archers will enter Area 12, in preparation for a boarding attempt.  This will occur in Round 5 (DC 10 Jump Check). Anyone who misses will get to make a DC 15 Tumbling check to only take 1d6 damage, otherwise take 2d6, and then can run to the rope ladder and climb it.

The archers will continue to shoot at the captain and makeshift crew from Area 6, while Nef’Haz will target any remaining ranged spells at obvious spellcasters.

Grubbok Lives, Nef’Haz is Dead

Grubbok sends 6 more of his goblin reinforcements into Area 12, in preparation for a boarding attempt.  This will occur in Round 5. (DC 10 Jump Check)

4 of them join Grubbok at Area 18.  The goblins will harass the party with ranged missile fire until Round 13, though Grubbok will not show himself until Round 13.  At this point, all remaining goblins and Grubbok will make the leap onto the Thunderhead (DC 20 Jump Check). Grubbok will attack whoever is at the helm, using his vitality drain and flurry of blows. If his doom seems imminent, he will grapple the nearest party member, and throw himself overboard.
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