Hille House basement

General 

Dungeon Walls: Masonry (Climb DC 20)

Dungeon Floor: Uneven Flagstone (standing water, move at half speed, +2 to Tumble DC, -2 to Stealth checks (splish! splash!))
Temperature: Cool

Illumination: Shadowy (phosphorescent fungus every 20 ft.)

Corridors 

a. A toppled statue lies across the corridor (goblins dropped it trying to turn the corner).

c. Fusillade of Darts: CR 1; mechanical; location trigger; manual reset; Atk +10 ranged (1d4+1, dart); multiple targets (fires 1d4 darts at each target in two adjacent 5 ft. squares); Search DC 14; Disable Device DC 20. 

Wandering Monsters (1 check per turn, positive encounter on 1 in 10 chances):

· 1: 1d8 x Dire Rats, returning to their lair with plunder

· 2: Ukbir Whitetracer 1st Level Warrior Drow (elf), scouting/exploring Hille House (if not encountered elsewhere)

· 3: 1d10 x Tiny Monstrous Centipede (vermin) from Room #1

· 4: 1 x Shrieker (fungus), left over from the previous owners of the house

· 5: 1d10 Goblin warriors investigating a strange noise

· 6: Adaika the Troglodyte Shaman, 2nd level Cleric – if not encountered elsewhere.

Room #1 (A storage chamber)

East Entry: Unlocked Good Wooden Door (hard 5, 15 hp)

Empty; this is a good place for the PCs to rest/heal/level up.

Room #2 (Dungeon/torture chamber of the Hille House)

North Entry: Locked Iron Portcullis (Open Lock DC 20, break DC 28; hard 10, 60 hp, slides down, +1 to break DC)

West Entry: Unlocked Simple Wooden Door (hard 5, 10 hp) (slides down, +1 to break DC)

East Entry: Locked Iron Door (Open Lock DC 20, break DC 28; hard 10, 60 hp) (slides to one side, +1 to break DC)

This room features a narrow pit in the south-west corner of the room, covered by iron bars and the walls have been engraved with incoherent glyphs. Suspended in a net from the iron bars, within the pit is Kirby Gamble, the youth the party was sent to retrieve. If the portcullis in the north is raised, the bars covering the pit cannot be manipulated without triggering the dart trap at 'c'. They will south fire into the room at anyone near the pit. If the portcullis is lowered, the darts will instead fire east down the corridor.

Kirby is battered, bruised and bloodied, and nearly unconscious. He's pretty traumatized after having been captured by the goblins. Half the goblins want to eat him, and the others want to tell Ukbir and Adaika in order to curry favor. Regardless, if the PCs free him, he's dead weight and will have to be carried out. 
Room #3 (The magical experimentation/training chamber of Hille House)

East Entry: Stuck Simple Wooden Door (break DC 13; hard 5, 10 hp) 

South Entry: Locked Iron Door (Open Lock DC 20, break DC 28; hard 10, 60 hp) (slides to one side, +1 to break DC)

This room has been claimed as the temporary lair of the Troglodyte shaman Adaika, but when the PCs make entry, there's a 2 in 10 chance they find the room unoccupied.

Room #4 (The Hille family treasure vault)

The stairs in the corridor to the south of this room lead up to the ground floor. The stairs in the corridor to the north of this room descend to a sublevel that has been sealed off (it was re-opened long enough for the Drow's scout party, and Kroner, to pass through before they re-sealed it).

North Entry: Open Archway.

Hidden Treasure (Search DC 20) Unlocked Iron Chest (hard 10, 60 hp) in the north-west corner, under the flooring. The chest contains a hoard total 140 gp. This is the accumulated loot of the goblin squad under the command of the Ukbir.

Monster: 2d4 Goblin Warriors are lounging here and each is plotting to steal some of the loot. Whatever direction the PCs come from, most of the goblins will move to confront the PCs and one will flee the opposite direction to raise the alarm.
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