SMOKE AND MIRRORS

By Andy Woodyard
INDRODUCTION

In this adventure, the adventurers are the victims of a strange series of robberies that have been plagueing Berdusk as of late. The adventure begins when the PC’s find their gear has been looted, apparently right under their noses. This adventure is designed for 3-5 2-4th level characters.
ADVENTURE BACKGROUND

A doppelganger and an experienced rogue/cleric of Mask who is cursed with invisibility are stealing valuables from various businesses in the city of Berdusk and hording it all aboard a small ship in the harbor.
The two are lovers, the rogue (Malkir the Hallow) having met the doppelganger (Wynserl) while under the guise as a wealthy maiden. After revealing the truth about it to the Malkir later in the relationship, the two decided to work together as a team.

When the adventure starts the two have robbed two other establishments, the Darkwine Brewery and the Old Alchemy Shop, hauling the stolen good to a small ship in dock at the Harbor called the ‘Anonymous’.

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 Inn the PC’s are staying at is robbed one night and all the PC’s treasure is taken. One of the PC’s might of woken up and witnessed part of the robbery and then been poisoned and knocked out till morning.
PC’s are hired by someone in the city to investigate the robberies.
ABOUT THE AREA

If the PCs are not familiar with Berdusk then read the following information. If they are familiar with Berdusk then proceed to NOT A SITE NOR SOUND depending on how you want to start the adventure.

The Jewel of the Vale occupies a fortuitous position astride both the Uldoon Trail from Amn and the River Chionthar. The city has an age-old reputation as a place for trade and for peace parleys, a status encouraged by its current administrator, the High Lady Cylyria Dragonbreast (NG female human, Brd10/ftr3/Hrp4). Cylyria is one of the leaders of the Harpers, whose most powerful base, Twilight Hall, stands beside the town’s temple to Denier. The Harpers use Berdusk as their base of operations in the West and the North.
Lady Cylyria keeps the city firmly in the Lord’s Alliance and uses her influence to temper the strictly profit-minded policies of the city’s rivals in Iraebor and Scornubel. The Harpers were quick to take advantage of the Darkhold’s weakened grip on territory in the Far Hill’s, but they are simultaneiously concerned about the subtle rise in the Red Wizards’ influence upon the affairs of the west.

A) NOT A SITE NOR SOUND
The following events take place if the PC’s first notice something is missing amongst their belongings or if they happen to catch the doppelganger in the form of someone they know.
A1) THE YELLOW LANTERN INN
Malkir sneaks into the PC’s room when they are asleep, opens the window, quietly and goes through their gear by moonlight and tosses everything out the window of value as his companion gathers it all up, disguised as a begger.
However, Malkir is clumsy and leaves most of the windows open. Occasionally he drops something so someone might wake up. He doesn’t want to kill anyone if he doesn’t have to so he uses a sleep poison at the end of a dagger on anyone who wakes up.

The sleep poison has a FORT of DC 15 and puts PC’s asleep for 1d4+2 hours, however they wake up later feeling like a million bucks.

A2) DARKWINE BREWERY
Malkir and Wynserl robbed the Darkwine Brewery a week before they robbed the Yellow Lantern. The owners didn’t let the public know but did raise the price of a bottle from 2.5gp to 2.9gp to make up the difference, claiming the price hike was due to foreign competition. The guards have investigate the robbery but other than finding a few broken bottles are baffled.
However, one of the wagons has also vanished along with a company horse. The horse was found the next day tied up on the other side of town but the wagon was never found.

The guards here claim that they felt a sharp pain in their backs and then woke up in the morning, feeling like a million bucks!

A drunk noticed a wagon leaving the back of the brewery that night, staged by a thin haggard looking man whom he could not identify. The wagon went south but the stageman was actually the doppelganger in disguise.

A3) THE OLD ALCHEMY SHOP
The owner of the Old Alchemy Shop, one Horas Berthorp, was once a swindler and a thief in his younger days which is well known. He was also robbed, a week and half before the Yellow Lantern was robbed and knocked out but was arrested the next day when a guard claimed to be attacked by him on horseback.
In reality the doppelganger was disguised as Horas Berthorp and attacked the guard.

Horas, however, invented the sleep poison that Malkir and Wynserl are using and doesn’t have any more in stock. The guards aren’t sure how he continueing to rob people since he’s locked up in the tower but suspect he has accomplishes working for him on the outside.

A4) THE DOCKS
Workers at the Dock can tell the PC’s something is amiss with a small frigate called the ‘Anonymous’. It’s captain is an odd man, who does not speak the language of the sea and is rarely seen. However anyone approaching the craft is soon warded away by the bewildered captain. The Captain however is actually Wynserl is disguised.

A local prostitute named Gentile Warts (Barb3/rog2, N, Dwarf female) of great reputation can often be found on the docks and claims she saw a wagon full of goods leave the frigate a week ago and last night a horse was tied up outside, all alone.

B) THE ANONYMOUS FRIGATE

The following events take place if the PC’s first notice something is missing amongst their belongings or if they happen to catch the doppelganger in the form of someone they know.
B1) THE BONE DECK
The deck of the Anonymous is one level, with a single mast leading to a crows nest. The sails are down in port, the tuller locked and anchor down as well as the ship being securally tied to the dock.
The ship is rowed by six skeletons under Malkir’s command, which he will send out when the PC’s get on board. As the skeletons attack, Malkir will sneak attack the PC’s, picking off spellcaster first. Once the skeletons are defeated and if Malkir is under any danger Wynserl will appear as the old captain and beg the PC’s to leave Malkir alone.
The doppelganger will claim Malkir is his son and that they are simply getting revenge for the men who cursed him. Of course this is a total lie. If the PC’s don’t believe him he flees under deck and changes forms into an elf maiden, claiming to be prisoner of due sorcerers, one of which just became invisible as he walked down the stairs.

This forty foot long frigate is poorly kept. It has a six oars, three on each side with a bench for each rowman. A central mast leads up to the crows nest. The tiller appears locked with boarded and the anchor is down.

Suddenly you hear a voice from nowhere, ‘Attack the intruders!” commands a voice from the starboard side of the ship. Crackling sounds come from down below as six skeletons, armed with shortswords come on deck to attack!
MALKIR THE HALLOW: Medium sized humanoid, HD 2d8+2d6+8, Hp - 22, Spd (30ft) ground, AC +15 (touch +9 - flatfooted +15), #AT1, AB (dagger) +6, INIT (dagger) +13, (dagger) 1d4+1STR (CRIT 19-20 x2) damage, FORT+5, REF+7, WILL+0, STR 12, DEX +19, CON +14, INT 13, WIS 7, CHA 14, AL CN, CR 6.

SKILLS AND FEATS: Evasion, sneak attack (+1d6), improved initiative, weapon finesse ‘dagger’, dodge, bluff +9, sleight of hand +8 (+7 acp), disguise +6, hide +10 (+9 acp), move silently +11 (+10 acp), listen +3, escape artist +8 (+7 acp), open lock +10, spot +2, use magic devise +2, forgery +5, 
SPECIAL QUALITIES: Invisible, TRICKERY AND EVIL DOMAINS, cast evil spells at +1 caster level.
CLERIC SPELLS PER DAY: (4/3)

DOMAIN SPELLS: Disguise self, protection.

POSSESSIONS: (All items invisible is worn or hidden under cloths) studded leather armor, dagger, alchemical sleep poison (FORT DC 15 or sleep for 1d4 hours), 25gp.

DOPPLEGANGER: Medium sized humanoid (shapechanger), HD 4d8+4, Hp 28, Spd (30ft) ground, AC +15 (touch +11 - flatfooted +14), #AT1, AB (slam) +5, INIT (slam) +0, (slam) 1d6+1STR (CRIT 20 x2) damage, FORT+4, REF+5, WILL+6, STR +12, DEX +13, CON +12, INT13, WIS 14, CHA 13, AL N, CR 3.

SKILLS AND FEATS: Dodge, great fortitude, bluff +10, diplomacy +3, disguise +9 (add 10 if shapechanged), intimidate +3, listen +6, sense motive +6 and spot +6.
SPECIAL QUALITIES: Detect thoughts (WILL DC 13), change shape, immunity to sleep and charm effects.
POSSESSIONS: Clothing.

HUMAN WARRIOR SKELETONS: Medium sized humanoids (reptilian), HD 1d12, Hp 7 - 5 - 4 - 8 - 5 - 4, Spd (30ft) ground, AC +15 (touch +11 - flatfooted +14), #AT1, AB (shortswords) +1, INIT (shortswords) +8, (shortswords) 1d6+1STR (CRIT 19-20 x2) damage, FORT+0, REF+1, WILL+2, STR +13, DEX +13, CON N/A, INT N/A, WIS 10, CHA 1, AL N, CR 1/3.

SKILLS AND FEATS: Improved initiative.
SPECIAL QUALITIES: Darkvision 90ft, undead immunities and damage reduction 5/bludgeoning.
POSSESSIONS: Shortswords.

B2) THE CARGO HOLD
The cargo hold has the entire treasure that Malkir and Wynserl have stolen. A few crates of supplies are down here, bedding for the two, a pile of mixed clothing and oddly, over a dozen crude mirrors hang all over the walls.
If needed, Wynserl has a number of smokesticks hidden in the hold that she’ll use to distract and confuse the PC’s with.

Below deck you find a glissening treasure pile at the bow. On both the port and starboard sides crude mirrors have been mounted to the walls. At least a months supplies of ales and foodstuffs are loosely stored here. Lastly, a bed of loose blankets and furs is in aft section of the hold.

TREASURE: 412gp, 434sp, 2pp, jeweled helm ‘90gp’, healing potion, smokesticks x3, alchemical sleep poison (FORT DC 15 or sleep for 1d4+2 hours) x2 and a composite longbow +1 (‘Orcfletch’ only functions magically after it has shot an orc.)
