THE POOL OF ABHOR


By Andy Woodyard





INDRODUCTION





In this adventure, the adventures try to track down and solve the riddle of why a band of derro dwarves have been attacking several small villages in and around the High Dale. This adventure is designed for 3-5 1-2 level characters.





ADVENTURE BACKGROUND





The derro dwarves have been sent by a transmuter employed by the Black Network to raid local villages to sacrifice to a pit of green slime, being grown to eventually form into a golem like monster capable of devestating anything it encounters with extreme speed and effectiveness.


The transmuter, a sadistic but very loyal man, named Sarcoggus, has choosen to have the young women and children kidnapped to slowly drop into the pit of abhor. Sarcoggus is a very ambitious and proud man who instills his dark name into those he employs. There for all the derro regard the name Sarcoggus with fear and hatred.


The villages of Hooknose Crag, Hidden Vale and Durstag have all been attacked. The capital town of High Castle has not been attacked, presumably due to its stone stockade and so many families from the smaller towns have migrated to the capitol for safty.


Unfortuantly the Dale does not have a large army, merely town militias with the exception of the Pegasus Archery Company and a league of mericnaries that defend High Castle. To stop the attacks, the lord of High Castle, has issued a reward of one hundred gold galleons and a spot of land per person for anyone who can stop the attacks.





HOW THE PLAYERS CAN GET INVOLVED





There are many ways the players can get involved in the adventure. These are a few optional ideas but other ideas may also be suitable.





The players may have lost a friend or family member during one of the attacks.





The players may have heard rumor of the reward and wish to seek payment.





The players may have a grudge against creatures from the underdark and may have gotten wind of the dark dwarves attacking.





The players may have witnessed an attack or even defended against one and became curious of why the dwarves are attacking.





ABOUT THE AREA





If the PCs are not familiar with the High Dale then read the following imformation. If they are not then proceed to RAIDERS AT MIDNIGHT.





The High Dale is a rough high country full of deep secluded valleys. It is a place of crisp air, splended views of the Thunder Peaks and the lands of Sembia and Cormyr far below.


A few villages line a road that runs through the valleys but rumors tell of a few hidden communites and small hamlets dotted throughout the land.





A) RAIDERS FROM THE MOUNTAINS





A1) RAIDERS AT MIDNIGHT





During the last tenday several villages in the High Dale have been attacked by derro dwarves, always within an hour after midnight. These dwarves always set a building on fire as several bands broke into houses and kidnapped young women and children and then dragged them off into the darkness.


When the attacks began there were over two dozen derro dwarves, although after a series of six consecutive raids at least seven have been slain. Of those slain or captured all have withered away during the next day, being dead by the next night.


Because the derro attacked just after midnight and at random villages every night no one knows what town will be attacked next.


Locals tell stories about haunted caverns in the mountains, a deep dragon that dwells within the heart of the mountains and of many brave adventures that went up into the mountains but never returned.





In the last tenday several villages of High Dale have been attacked by 'dark dwarves' from the mountains. These dwarves have set fire to buildings and kidnapped young women and children and then dragged them off into the darkness.





A2) PASSING INTO THE MOUNTAINS





The mountains in the High Dale are extremely steap and snow capped. Small woodlands dot the area and only far below in the valleys are where people dwell. A series of caves do line the interiors of the mountains.


The derro travel in single file from the mountains, to hide their numbers, but leave a steady trail that can be easily followed from each of several villages into the mountains to one of the central but not the tallest of the peaks.


The strong winds in the canyon howl relentlessly, often sounding like banshees or crying women, also causing half the stories about the area being haunted.





The mountains of the High Dale are steap and capped with snow. Small woodlands dot the slopes with human settlements in the valleys below.


Wailing cries echo through the canyons.





A3) DWARF SKELETON





One of the Derro, injured in battle, died half way back to their lair. His companions have no love for each other and so they left him on the hillside.





The skeleton of a short dwarf man lays on his side on the slopes. He wears a rusted copper helm, deteriorating copper studded leather armor and has a rusting dagger next to him. Nearby, half buried under bushes lies a round rotting spiked shield.





A4) WOODLAND ON THE RISE





The Derro traveled through one of the woodlands on a very well backed trail cut through the brush. The woodland is thin but thorn bushes grow rampant in the area.





A small woodland of pine and oak wood spreads across the slope of the mountain. Thick thorn bushes grow across the woodland floor except for a trail cut through the woods.





A5) THICK OF THE WOODS





The woods show further evidence that the Derro have traveled through here. On one particular tree one of them has inscribed a rune from the underdark that means, 'Dark Dwarf lair'.


A search check at DC 14 or a successful track check will find scraps of cloth and dried blood in the forest.





The trees are thin in between but the area is thick with thorn bushes. The trail winds through the forest on a zig-zag.





A6) NARROW CAVE





One entrance to the cavern, the one primarily used by the Derro, sits on the far side of the woodland.





A narrow cavern opens in the rock, like a maw. Thorn bushes surround the edges of the cave, reaching out like claws into the woods that climb around it.





B) MOUNTAIN CAVES





The caves in the mountains extend for miles but unlike popular myth, are mostly empty. There are a few items of interest but it will takes several days of hard exploring and tough passages to find the Derro in the cave.


The Derro themselves know the caves and will go out every night and raid a village for more innocents to drop into the pit.


Just before midnight each night a gong is wrong to summon the Derro. Those Derro who refuse to come are later killed and then canniblized by the others as an unafficial rule.





B1) WATER SOURCE





The major water source in this complex is a pool of water at the base of a narrow under ground water fall. The Derro come here when they're not raiding, always in packs of four, to gather water for their camp which isn't too far from the pool.





A large cavern opens here with a wide pool of crystal clear water in the center, forming from a narrow waterfall on the southwest side of the room.


Two empty barrels lay discarded on the small beach.








B2) DERRO ENCOUNTER





A pack of Derro travel through the caves during one of the days, heading towards the water pool. They may even appear at the water pool, in a tunnel or in another chamber somewhere in the caves.





Four short ugly gray skinned dwarves with long white mustaches track through the caves. They all wear copper studded leather armor, carrying spiked light shields and a daggers as weapons.





DERRO DWARVES: Medium sized humanoids, HD 1d8+1, Hp 3 - 3 - 3 - 9, Spd (20ft) ground, AC +15 (touch +11 - flatfooted +14), #AT1, AB (daggers) +2 ranged - (daggers) +2 melee - (light crossbows) +2, INIT (daggers) +6 - (light crossbow) +4, (dagger) 1d4+1STR (CRIT 19-20 x2) - (light crossbow) 1d8 (CRIT 20 x2) + poison (greenblood oil, FORT DC 13 FOR 1 CON or 1d2 CON) damage, FORT+3, REF+1, WILL+0, STR 12, DEX +13, CON +13, INT 10, WIS 10, CHA 6, AL CE, CR 1.


SKILLS AND FEATS: Climb +3, jump +3, spot +3, listen +3, blind-fight, alertness.


SPECIAL QUALITIES: Darkvision 30ft, SR 18, vulrable to sunlight (loses 1 CON for every hour exposed to sunlight.)


POSSESSIONS: Copper studded leather, daggers, helms, hide boots, 50 foot ropes, light crossbows, greenblood oils.





B3) DERRO CAMP





The Derro camp is a chaotic place that never holds all the Derro. Usually no more than four of them are in the same place at the same time. At times the camp may even be empty, especially if a raid is going on. The Derro don't keep valuebles in camp for they are too likely to steal from each other, prefering to hide them elsewhere in the caves.


Several Derro may even be sleeping here.





This large chamber is centered with a collection of hides encircling a dwindling bonfire. Broken barrels, crates and bottles lay all around the room. 





DERRO DWARVES: Medium sized humanoids, HD 1d8+1, Hp 9 - 4 - 4 - 2 - 4 - 3, Spd (20ft) ground, AC +15 (touch +11 - flatfooted +14), #AT1, AB (daggers) +2 ranged - (daggers) +2 melee - (light crossbows) +2, INIT (daggers) +6 - (light crossbow) +4, (dagger) 1d4+1STR (CRIT 19-20 x2) - (light crossbow) 1d8 (CRIT 20 x2) + poison (greenblood oil, FORT DC 13 FOR 1 CON or 1d2 CON) damage, FORT+3, REF+1, WILL+0, STR 12, DEX +13, CON +13, INT 10, WIS 10, CHA 6, AL CE, CR 1.


SKILLS AND FEATS: Climb +3, jump +3, spot +3, listen +3, blind-fight, alertness.


SPECIAL QUALITIES: Darkvision 30ft, SR 18, vulrable to sunlight (loses 1 CON for every hour exposed to sunlight.)


POSSESSIONS: Copper studded leather, daggers, helms, hide boots, 50 foot ropes, light crossbows, greenblood oils.





B4) ESCAPED WOMAN





A woman from a hamlet called Durstag has escaped from beyond the iron doors as a raid began. Unfortuantly she has been beaten and starved as well has hung over the pit of green slime. She escaped after he chainbroke early but fell to the side, braking leg ankle. She is incredibly thin, hurt and afraid.


When the PCs find her she would have been lost for 1d3 days in the dark. They will hear her crying and she will try to flee them but won't get far with a reduced movement. The woman won't say much but will whisper a few phrases.





A nude woman, covered in dirt, blood and grime huddles into a corner in the dark, shedding her eyes from the light. Her left ankle is broken and red as are several ribs.


(In Chondathan) "Sargoffus..." She whispers, "Bad man... bad." She wimpers, barely able to speak, "And 'da pool of abhor." He cries, "All 'dem dead. Da' pool!" She says screaming into a fit of panic.





KELDRA DURSTAG: Medium sized humanoid, HD 1d4+1, Hp 2/5, Spd (15/30ft) ground, AC +12 (touch +12 - flatfooted +10), #AT1, AB (unarmed strike) +0, INIT (unarmed strike) +5, (unarmed strike) 1d3 (CRIT 20 x2) damage, FORT+1, REF+2, WILL+3, STR 10, DEX +15, CON +13, INT 11, WIS 10, CHA 14, AL NG, CR 1/6.


SKILLS AND FEATS: Listen +1, diplomacy +4, handle animal +4, sense motive +1, craft 'weaving' +2, disciplined, iron will.





B5) BURIED TREASURE





One of the Derro has buried some treasure, and kept it buried, from the other Derro deep in the caves. The PCs will come across some loose dirt when they stop to rest one day in the caves and if they dig they can pull up a small tinder box full of forty seven gold coins.





B6) PIT DROP





A one hundred and twenty three foot pit drops down into the mountain here. An iron chain, spiked into the ground, hangs over and into the pit and is used daily by the Derro to reach the iron door below.





A deep pit drops over a hundred feet down, deeper into the mountain. An iron chain is spiked into the rock here and thrown over into the pit.





B7) THE IRON DOOR





The foot of the pit is a small chamber with a huge iron door two feet concaved into the rock. The chain runs up the opposite wall. A brass gong hangs over the door.


The double iron door only opens at noon and midnight every day, with the gong banging via magic right before midnight. If the gong is wrong by the PCs all the Derro in the caves will converge above in 1d6+4 minutes.


The sound of gears turning and screaming can be heard within.





A base of this pit has a slanted floor dropping just a bit farther to a tall double iron door concaved two feet into the rock. A brass gong hangs before the door. An iron chain hangs down the wall opposite the door.





C) BEYOND THE IRON DOOR





C1) THE POOL OF ABHOR





The huge room where the Pool of Abhor was built is a natural cavern caused by an earthquake eons passed. The pool itself is a fifty foot by fifty foot pit full of green slime. A fantastic devise made of chains and giant gears suspends a dozen people over the pit, two chains currently submerged in the slime.


A series of twelve levers lower and rise the chains. A thirteen lever shifts between the twelve levers and a large wheel with ten posts is on the north side of the room and is used to crank the chains back up.


Six shafts are around the perimeter of the room, covered in primitive illusions of shadows, where inside Derro may dwell until called for.


The transmuter, Sargaffus, can usually be found here, torturing his victoms or lowering them into the pit. If the PCs attempt to over run the complex he will first summon the Derro, cast protection spells on himself and if things go against him he will turn the knob on the back lever and drop all the prisoners into the pit.





This huge bell shaped chamber has a fifty foot wide pool of a thick bubbling liquid in the center of the room. Giant gears and chains surround the walls. A dozen chains hang from the ceiling, two dipped in the ooze and ten holding nude women and children from their ankles over the pit.


A series of twelve lever is on the far side of the pit with a thirteen level behind them. Beyond that is a large wheel with ten posts that has a chain connected to the wrigging around the edges of the room.


A rat faced man wearing black robes with yellow trim dwells here. He has blond braided blond hair and carries a quarterstaff with a carved tip of a scorpian tail.


(In Chondathan, Draconic, Infernal or Damaran) "Fools!" He curses, "You can not stop us all. The slime golem shall rise!" He calls, "Minions, appear and destroy these creatures!"


SARGOFFUS: Medium sized humanoid, HD 5d4+5, Hp 16, Spd (30ft) ground, AC +13 (touch +13 - flatfooted +10), #AT1, AB (quarterstaff) +3, INIT (quarterstaff) +0, (quarterstaff) 1d6+1STR (CRIT 20 x2) damage, FORT+2, REF+4, WILL+5, STR 12, DEX +16, CON +13, INT 17, WIS 12, CHA 7, AL LE, CR 5.


SKILLS AND FEATS: Concentration +9, knowledge arcana +9, knowledge of the outer plane +9, knowledge of the underdark +9, spellcraft +7, sense motive +5, listen +2, spot +2, craft 'alchemy' +7, craft wondrous item, spell focus 'transmutation', greater spell focus 'transmutation', combat casting, scribe scroll.


POSSESSIONS: Scorpian tip carved quarterstaff, robes, spellbook, potion of endurance and a potion of invisibility.


SPELLS PER DAY: (4,4,3,2)


SPELLBOOK: (0st) Resistance, detect poison, daze, ghost sound, disrupt undead, mage hand, mending, open/close, arcane mark, detect magic, prestidigation, read magic, (1st) alarm, endure elements, shield, obscuring mist, true strike, identify, hypnotism, sleep, change self, color spray, silent image, ray of enfeeblement, animate rope, enlarge, reduce, expeditious retreat, jump, feather fall, (2nd) protection from arrows, resist elements, summon swarm, detect thoughts, see invisibility, tasha's hideous laughter, blur, mirror image (1d4+2 images), misdirection, alter self, blindness/deafness, cat's grace, levitate, (3rd) dispel magic, summon monster III, suggestion, displacement, halt undead, blink, gaseous form, greater magic weapon, haste and slow.





DERRO DWARVES: Medium sized humanoids, HD 1d8+1, Hp 7 - 9 - 9 - 6 - 5 - 5 - 8 - 5 - 8, Spd (20ft) ground, AC +15 (touch +11 - flatfooted +14), #AT1, AB (daggers) +2 ranged - (daggers) +2 melee - (light crossbows) +2, INIT (daggers) +6 - (light crossbow) +4, (dagger) 1d4+1STR (CRIT 19-20 x2) - (light crossbow) 1d8 (CRIT 20 x2) + poison (greenblood oil, FORT DC 13 FOR 1 CON or 1d2 CON) damage, FORT+3, REF+1, WILL+0, STR 12, DEX +13, CON +13, INT 10, WIS 10, CHA 6, AL CE, CR 1.


SKILLS AND FEATS: Climb +3, jump +3, spot +3, listen +3, blind-fight, alertness.


SPECIAL QUALITIES: Darkvision 30ft, SR 18, vulrable to sunlight (loses 1 CON for every hour exposed to sunlight.)


POSSESSIONS: Copper studded leather, daggers, helms, hide boots, 50 foot ropes, light crossbows, greenblood oils.





GREEN SLIME: CR 4, 1d6 CON per round after the first round unless rozen, cut, burned or cure diseased away. Sunlight, extreme cold or fire kills it outright. 2d6 damage to metal or wood, ignoring the hardness for metal.





C2) ALCHEMIST CHAMBER





The alchemist chamber is where Sargoffus experiments on his subjects. Many have died on the dias in the center of the room and the place smells of sulfur and blood





This small chamber has a dias with manacles on the ends in the center of the room, blood stains line down the sides of it. Around the edges of the room are tables covered in alchemist devices.





C3) CAVERNOUS SHOWER





This small chamber exists down a short hall inbetween the laboritory and Sargoffuses living quarters. A natural hot spring falls like a waterfall from the ceiling here, with the tunnel carved through here on purpose.


Sargoffus uses this shower relentlessly to clean himself after he mutilates his victoms.





A short hall leads to a small chamber where steaming water falls from the ceiling and through a crack in the floor.





C4) DRESSING CHAMBER





This small chamber is used for changing and dressing and is kept clean. Sargoffus does not allow the Derro into this chamber, seeing them as filthy creatures.





This small chamber has a thick rug on the floor and racks of clothing around the edges of the room.





C5) MAIN LIVING CHAMBER





Sargoffus's living chamber is where he spends all his time, other than when he tortures his victoms in the outer chambers. This room, unlike the others, has several side chambers all of which follow this room.


Sargoffus does not allow the Derro in any of these rooms and prefers not to use them for spellcasting perposes if he doesn't have to.


The cabinet is full of various book, most of which are of history but many are about golems, oozes and various monsters created by evil wizards.


The chest holds 503gp, a heavy mace +1, a topaz gem '900gp' and a jasper '90gp'.





This large chamber holds a queen sized bed made of thick pillows, a large carpet covering the floor, a chest on the north end, a table with chairs, a cabinet full of various books and a black tapestry with a yellow Z symbol on it.





C6) PERSONAL STORE





This store is where Sargoffus keeps all his foodstuff and personal supplies. He only buys the best wines and foodstuff and also keep various items for household use here as well.





This small chamber sits down a five foot curving stair and is filled with barrels, crates and cabinets full of household items and everyday supplies.





C7) SHRINE OF BANE





The shrine is an unholy place to Bane where Sargoffus places the skulls of his victoms. He keeps a unholy water in a pool on the altar.





This small room holds a small shrine with a collection of skulls laying atop of it. A green sulfuric substance lays in a pool on the alter. 





C8) RELAXATION CHAMBER





This small chamber is used by Sargoffus to rest after commiting sadistic acts. He also uses it to cook his meals.


A continual flame that produces heat is in the fireplace.





This small chamber has a hearth with a burning fire on the far end. A fre couldrons are stacked on a shelf on the wall. A large purple chair sits in the center of the room and a pair of fuzzy white slippers sits in front of the chair.


