Hille House ground floor

General 

Dungeon Walls: Masonry (Climb DC 20)

Dungeon Floor: Uneven Flagstone (Balance DC 10 to charge or run) 

Temperature: Cool

Illumination: Bright (magical automatic lamps or torches every 40 ft.)

Corridors 

a. An iron chandelier hangs from the ceiling here (anyone who gets some candles lit will have a well-illuminated corridor, adding +2 to detecting and disabling the Ghoul Touch Trap at c.

c. Ghoul Touch Trap (has the appearance of an ornate wooden door on the East wall of the corridor): CR 3; magic device; touch trigger; automatic reset; spell effect

(Ghoul Touch, 3rd level wizard, DC 13 Fort save negates); Search DC 27; Disable

Device DC 27.

e. An unexplained breeze can be felt here (one of the Hille family set a permanent enchantment to help with the noxious smell).

i. Skeletons hang from chains and manacles against the walls (failed attempts at necromancy, left here to deter intruders).

m. A tile labyrinth covers the floor (strictly for looks, and to mess with the PCs).

Wandering Monsters (check once per turn, 1 chance in 12 (a 1 on 1d12)):

1. 1 x Darkmantle, scouting from another part of the dungeon

2. 1 x Medium Monstrous Spider (vermin), returning to their lair with a fresh Goblin kill.

3. 1 x Spider Swarm, looking for dinner

4. 1 x 1st Level Warrior Svirfneblin (gnome), trying to lure the Goblins into an ambush

5. 1 x 1st Level Warrior Drow (elf), scouting Hille House from the Underdark

6. 1d10 Goblin warriors actively patrolling their newly-claimed territory

Room #1 (Grand Foyer)

This room was used by the Hille family in their day to receive guests. It is dark now, with some broken furniture in the SW corner. If the rubbish is disturbed, the 2 Dire Rats will break cover and attack from inside the pile. If the pile is undisturbed, the rats don't reveal themselves.

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

West Entry #1: Unlocked Simple Wooden Door (hard 5, 10 hp) → Leads to room #8, inhabited by 1 Ukbir the Warrior Drow.

West Entry #2: Stuck Good Wooden Door (break DC 18; hard 5, 15 hp)

West Entry #3: Stuck Good Wooden Door (break DC 18; hard 5, 15 hp) → Leads to room #10, inhabited by 1 x Grimlock.

East Entry: Stuck Good Wooden Door (break DC 18; hard 5, 15 hp) (slides to the north, +1 to break DC)

Monster: 2 x Dire Rat

Room #2 (Dining Hall)
The Hille Family maintained this private dining area and reception hall for 'special guests' that didn't arrive by the front entrance (typically, extra planar visitors).

North Entry #1: Stuck Good Wooden Door (break DC 18; hard 5, 15 hp) (slides down, +1 to break DC)

North Entry #2: Unlocked Simple Wooden Door (hard 5, 10 hp)

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

This room features a group of monstrous faces carved into the south wall. 

A bent skeleton key lies in the south-east corner of the room, with a leather lanyard attached (unlocks the chest in Room #1 of the Upper Floor, which contains the first Reliquary of the Demonscope). The wall between the two doors is a fireplace, and that’s where a spider has made its lair. The spider can sense vibrations in the floor, and so will wait until the PCs are poking around it's lair or either of the doors before attacking (+2 to surprise/initiative).

Monster 1 x Medium Monstrous Spider (vermin)

Room #3 (Refuse/storage/privy)
East Entry: Unlocked Good Wooden Door (hard 5, 15 hp)

This room features a chute that descends from the room into a midden-chamber below, and a moldy odor fills the room (as is befitting a giant toilet).

Corridor 'e' leads to stairs up to the second floor.

Room #4 (Servants’ Quarters)
West Entry: Unlocked Strong Wooden Door (hard 5, 20 hp)

Empty, formerly servants' quarters. This is a good place for the PCs to rest/heal.

Room #5 (Pantry)
This was formerly the pantry for the household. The south entry leads to corridor 'm' and stairs down to the basement level.

North Entry: Stuck Good Wooden Door (break DC 18; hard 5, 15 hp) → Leads to room #9

South Entry: Stuck Iron Door (break DC 28; hard 10, 60 hp) accesses corridor 'm', which terminates in stairs downward to the basement (and possibly beyond).

This room Features a diagram of a trap scrawled on the south wall (the trap is the Ghoul Touch Trap at 'c'). The scent of smoke fills the room. The north wall has a series of stone columns that served as the vertical supports for shelving. The wooden shelves have rotted away, but the columns endure. Any dwarf or gnome in the party will observe that the last column in the northeast appears somewhat different (because it is a disguised Darkmantle). If the PCs investigate or just wander too near (1 in 6 chance per PC that passes through this room) the Darkmantle attacks.

Monster 1 x Darkmantle

Room #6 (Worship Hall)
This was the hall of worship and summoning for the Hille family.

South Entry: Archway → Leads to room #7, inhabited by 1 x Spider Swarm

This room features a tile mosaic of geometric patterns covers the floor; any magi in the party will identify it as a permanent gate/summoning pattern. A large demonic idol of black granite with ruby eyes (large, worth 100 gp each) sits in the north-east corner of the room. Prying out the gems will require a skill feat check; failure means whatever tool is used to pry has broken. Regardless of success or failure, any close examination of the idol or tampering will cause the Spider Swarm hidden behind it to surge forth.

Monster 1 x Spider Swarm

Room #7 (Family Room)
The Hille family (and guests) used this multi-purpose chamber for rest, relaxation and preparation for travel.

North Entry: Archway → Leads to room #6, inhabited by 1 x Spider Swarm

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

This room features a magical idol in the south-west corner of the room (identical to the one in Room 6), which conjures a purse of coins (1d100 gp) one time for whoever offers a prayer to a god of thieves.

As in Room 6, any close examination of the idol or tampering will cause the Spider Swarm hidden behind it to surge forth.

Faint, ghostly music can be heard near the east wall.

Monster 1 x Spider Swarm

Room #8 (Lord Hille’s Parlor)
Receiving parlor where Lord Hille would receive and entertain guests. Most of the opulent furniture here are intact. A long table and 14 chairs, and a fake fireplace/hearth on the north wall remain. 

East Entry #1: Stuck Strong Wooden Door (break DC 23; hard 5, 20 hp)

East Entry #2: Unlocked Simple Wooden Door (hard 5, 10 hp) → Leads to room #1, inhabited by 2 x Dire Rat.

Someone has scrawled "Don't lose your head" in Common on the north wall. This room has been claimed by the Ukbir the Drow scout as his temporary quarters while he explores the rest of the mansion. If he has not been encountered before now, he is here, performing maintenance on his hand-crossbow. He's no fool - if he's outnumbered, he'll attempt to flee to Room 10 and make his way through Rooms 9 and 5 downstairs to the basement level for reinforcements.

Monster: Ukbir Whitetracer, 1st Level Warrior Drow (elf)

Room #9 (Former Kitchen)
East Entry: Unlocked Good Wooden Door (hard 5, 15 hp)

South Entry: Stuck Good Wooden Door (break DC 18; hard 5, 15 hp) → Leads to room #5, inhabited by 1 x Darkmantle.

This room features a spiral of black stones in the floor tile, and an incessant chirping noise can be heard in the northeast corner of the room.

Room #10 (Dining Hall) 
Formerly used as the formal dining hall.

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

East Entry: Stuck Good Wooden Door (break DC 18; hard 5, 15 hp) → Leads to room #1, inhabited by 2 x Dire Rat

Monster 1 x Grimlock, has been chained to the west wall by the goblins. Its chain will allow it to reach either door but not beyond. The goblins have tormented it relentlessly, and it therefore is starving and ill-mannered. It serves as an alarm/deterrent for anyone trying to get to (or from) the stairs at corridor 'm'.
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