NPCs

Larix the Black Bart

If the party is underpowered, add Larix as an NPC to accompany the PCs.

This ominous guy is an enforcer of sorts that is always looking for some rough work. The Merchant’s wife has hired him to lead whomever else she can recruit on short notice.

Strength 18 (+4)

Dexterity 13 (+1)

Constitution 16 (+3)

Intelligence 13 (+1)

Wisdom 10 (0)

Charisma 11 (0)

HP: 21

Human male, Intermediate Bloodline Efreeti

3rd Level Fighter

Table: The Fighter

Level Base Attack Bonus Fort Save Ref Save Will Save Special

1st +1 +2 +0 +0 Bonus feat

2nd +2 +3 +0 +0 Bonus feat

3rd +3 +3 +1 +1

Efreeti Bloodline Traits

Character

Level Minor Intermediate

1st -- --

2nd -- +2 on Bluff checks

Ukbir Whitetracer

1st Level Drow Fighter

Str 13, Dex 13, Con 10, Int 12, Wis 9, Cha 10 

HP: 4

Initiative: +1

AC: 16

spell resistance 12

Elf Traits (Ex)

Elves possess the following racial traits.

+2 Dexterity, -2 Constitution. +2 Intelligence, +2 Charisma.

Ukbir wears the typical mesh armor and piwafi, and wields a hand crossbow and scimitar and buckler

Medium size.

An elf’s base land speed is 30 feet.

Immunity to sleep spells and effects, and a +2 racial saving throw bonus against enchantment spells or effects. 

+2 racial bonus on Listen, Search, and Spot checks. An elf who merely passes within 5 feet of a secret or concealed door is entitled to a Search check to notice it as if she were actively looking for it.

Drow Traits (Ex)

Darkvision out to 120 feet.

Spell resistance equal to 11 + class levels.

+2 racial bonus on Will saves against spells and spell-like abilities.

Spell-Like Abilities: Drow can use the following spell-like abilities once per day: dancing lights, darkness, faerie fire. Caster level equals the drow’s class levels.

Weapon Proficiency: A drow is automatically proficient with the hand crossbow, the rapier, and the short sword. 

Automatic Languages: Common, Elven, Undercommon. Bonus Languages: Abyssal, Aquan, Draconic, Drow Sign Language, Gnome, Goblin. 

Light Blindness: Abrupt exposure to bright light (such as sunlight or a daylight spell) blinds drow for 1 round. On subsequent rounds, they are dazzled as long as they remain in the affected area.

Level adjustment +2.

Adaika

Troglodyte

2nd Lvl Cleric of Laogzed 

Str: 12, Dex: 14, Con: 18, Int: 17, Wis: 17, Cha: 16

HP: 20

AC: 15

Treasure: 100 pp, 

Masterwork Club

Adaika's a coerced assistant to the Drow scout; her people are 'guests' of the Drow clan. She knows she is more powerful than the Drow scout, and if she could dispose of Ukbir without her people being in danger, she'd do so. Given the circumstances, she has reconciled herself to being the power behind the throne, so to speak.

Troglodyte Characters

Troglodyte characters possess the following racial traits.

-2 Dexterity, +4 Constitution, -2 Intelligence.

Medium size.

A troglodyte’s base land speed is 30 feet.

Darkvision out to 90 feet.

Racial Hit Dice: A troglodyte begins with two levels of humanoid, which provide 2d8 Hit Dice, a base attack bonus of +1, and base saving throw bonuses of Fort +3, Ref +0, and Will +0.

Racial Skills: A troglodyte’s humanoid levels give it skill points equal to 5 × (2 + Int modifier, minimum 1). Its class skills are Hide and Listen. Troglodytes have a +4 racial bonus on Hide checks (+8 in rocky or underground surroundings).

Racial Feats: A troglodyte’s humanoid levels give it one feat. A troglodyte receives Multiattack as a bonus feat.

+6 natural armor bonus.

Natural Weapons: 2 claws (1d4) and bite (1d4).

Special Attacks (see above): Stench.

Automatic Languages: Draconic. Bonus Languages: Common, Giant, Goblin, Orc.

Favored Class: Cleric.

Level adjustment +2.

Skill Points at 1st Level

(2 + Int modifier) ×4.

Skill Points at Each Additional Level

2 + Int modifier.

Class Skills

The cleric’s class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Diplomacy (Cha), Heal (Wis), Knowledge (arcana) (Int), Knowledge (history) (Int), Knowledge (religion) (Int), Knowledge (the planes) (Int), Profession (Wis), and Spellcraft (Int).

Destruction Domain

Granted Power

You gain the Smite power, the supernatural ability to make a single melee attack with a +4 bonus on attack rolls and a bonus on damage rolls equal to your cleric level (if you hit). You must declare smite before making the attack. This ability is usable once per day.

Destruction Domain Spells

Inflict Light Wounds: Touch attack, 1d8 damage +1/level (max +5).

Shatter: Sonic vibration damages objects or crystalline creatures.

Spell List

0-level

Detect Magic: Detects spells and magic items within 60 ft.

Light: Object shines like a torch.

Read Magic: Read scrolls and spell-books.

Resistance: Subject gains +1 on saving throws.

1st Level

Inflict Light Wounds: Touch deals 1d8 damage +1/level (max +5).

Cure Light Wounds: Cures 1d8 damage +1/level (max +5).

Entropic Shield: Ranged attacks against you have 20% miss chance.

Summon Monster I: Calls extra-planar creature to fight for you. (Fiendish monstrous scorpion, Small)

Kroner Mmolhaic

AC: 23

HP: 8

1st level Svirfneblin (Deep Gnome) Warrior

Str: 13, Dex: 17, Con: 16, Int: 15, Wis: 17, Cha: 17

Svirfneblin Traits (Ex)

-2 Strength, +2 Dexterity, +2 Wisdom, -4 Charisma. 

Treasure: 150gp, wearing Banded Mail, wields a Masterwork Cold Iron Pickaxe +1

Kroner is no guaranteed ally; his foremost concern is the elimination of the Drow party. If the PCs are willing to assist him, he'll happily help find the child. With the right initial negotiation, Kroner will be a steadfast friend for this adventure, but he'll decline any offer to step outside Hille House and intends to return home as soon as possible. If he's treated rudely, he'll break contact and hide until the PCs leave.

Stone-cunning: This ability grants deep gnomes a +2 racial bonus on Search checks to notice unusual stonework. A deep gnome who merely comes within 10 feet of unusual stonework can make a Search check as though actively searching, and can use the Search skill to find stonework traps as a rogue can. A Svirfneblin can also intuit depth, sensing the approximate distance underground as naturally as a human can sense which way is up.

Darkvision out to 120 feet and low-light vision.

Spell resistance equal to 11 + class levels.

+2 racial bonus on all saving throws (figured into the statistics for the character presented here). This trait replaces the rock gnome’s racial bonus on saving throws against illusions.

Add +1 to the Difficulty Class for all saving throws against illusion spells cast by Svirfneblin. This adjustment stacks with those from similar effects, such as the Spell Focus feat.

+1 racial bonus on attack rolls against kobolds and goblinoids.

+4 dodge bonus to Armor Class against all creatures (figured into the statistics for the character presented here).

Automatic Languages: Undercommon, Gnome, Common. Bonus Languages: Dwarven, Elven, Giant, Goblin, Orc, Terran.

Spell-Like Abilities: 1/day—blindness/deafness (typical save DC 13), blur, disguise self. Caster level equals the Svirfneblin class levels. The save DC is Charisma-based and include a +4 racial modifier. This trait replaces the rock gnome’s spell-like abilities.

Non-detection (Su): A Svirfneblin has continuous non-detection ability as the spell (caster level equal to class levels).

+2 racial bonus on Craft (alchemy) and Listen checks.

+2 racial bonus on Hide checks, which improves to +4 underground.

Favored Class: Rogue.

Level adjustment +3.
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