Hille House upper floor

General 

Dungeon Walls: Superior Masonry (Climb DC 25)

Dungeon Floor: Hewn Stone (Balance DC 10 to charge or run)

Temperature: Cool

Illumination: Dark (individual creatures may carry lights)

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

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

2: Ukbir the Warrior Drow (elf), exploring Hille House - if not previously encountered elsewhere.

3: 1d10 x Tiny Monstrous Centipede (vermin) 

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 previously encountered elsewhere.

Room #1 

The huge sleeping chamber of the Hille family; they always crashed together. They’re weird that way.
West Entry: Stuck Strong Wooden Door (break DC 23; hard 5, 20 hp)

East Entry #1: Unlocked Simple Wooden Door (hard 5, 10 hp)

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

West Entry #1: Unlocked Simple Wooden Door (hard 5, 10 hp)

The corridor beyond the west door leads to the roof and lighthouse chamber. The stairs in the corridor to the east lead down to the ground floor.

This room features an iron chandelier hanging from the ceiling in the south-east corner of the room, and a metallic odor fills the room. The floor of the room is dominated by multiple simple cots/bunks that the Hille family used for what little time they spent sleeping.

Monster:  if Adaika the Troglodyte cleric has not been encountered elsewhere, she is exploring here. The cleric has found a small treasure chest hidden under one of the bunks, and has been bashing it with her club to no avail. The key that (hopefully) was found in Room #2 of the ground floor will open the chest.

The Lightspire chamber is at the top of the stairs that go up to the roof level. There is no door, and the room is roughly 20 ft by 20 ft. This is where Kroner has made is temporary lair, because the scouting party is under orders to avoid being seen so they will not venture out onto the roof and risk being spotted. There are open portals on all three sides, and there is a 3 in 6 chance that if the PCs investigate, they’ll find Kroner here. If they parlay, a standard charisma check will win him over to the party's cause. If not, Kroner will fight and attempt to escape either past the party back down the stairs or will go out one of the windows and off the roof and outmaneuver the party and re-enter Hille House by the front door.
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