UNDER THE ORANGE BANNER


By Andy Woodyard





INDRODUCTION





In this adventure, the adventurers are set for a continued campaign that eventually leads them deep into the Underdark. The adventure begins when an inn collapses in Arabel, pulling a party together. This adventure is designed for 3-5 1-2 level characters.





ADVENTURE BACKGROUND





A band of Troglodytes has begun to dug under the Orange Banner Inn, unintentionally causing it to collapse into the ground.


The Trogs have a series of tunnels connecting to the sunken inn that leads back to a temporary lair, although somewhat submerged.


As a result, several people have become trapped below, including some of the adventurers, a mad mercinary and a series of merchants and common folk, now captured by the Trogs for future consumption.





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 PC’s were staying at the inn when it collapsed and become trapped below. Most likely they will be trapped in a remote section and it will take some time for them to emerge into the remainder of the dungeon. They may also be knocked out from the collapse for a while.





The PC’s might be sent down into the ruin after it collapses, perhaps by the guards or another force, such as being hired to resque someone of value, trapped below.





The PC’s might have left something of value in the inn before it collapsed and wish to uncover it.





ABOUT THE AREA





If the PCs are not familiar with Arabel then read the following information. If they are not then proceed to THE ORANGE BANNER.





Arabel is a fair sized city of almost a thousand main buildings, situated where the East Way meets Calantar’s Way in eastern Cormyr. It is a fortified city, though it has many posts for trading houses outside its walls.





A) THE ORANGE BANNER





The following is the events which set of the adventure, including the collapse of the Orange Banner Inn and a gathering for adventurers aid.


Any PC’s that emerge from the ruin or resque survivors will be hailed as heroes and the proprietor will take them to a finer and more secure inn and let them stay there for free for a week to recover.





A1) THE COLLAPSE





Late into the night the troglodytes digging up under the city have unintentionally caused the collapse of the Orange Banner Inn. The Inn sinks into the ground into a terrifying pile of wreckage, being a large inn of good quality.


The noise from the collapse can be heard from all around the city, waking much of it. 





The Inn suddenly begins to shake violently and then a second later shatters all around you, collapsing into the ground below with a series of thunderous roars, like those of dragons.





A2) RUIN OF THE ORANGE BANNER





The ruined inn now exists as a pile of brick and timber piled into a fifty foot by fifty foot pit. The guards immediatally surround the area, trying to keep the commoners back. They discover a way down, through a narrow passage that could collapse at any moment, however there may be survivors.





What once was the Orange Banner Inn now lays as a pile of rubble, filling a fifty foot by fifty foot pit in the ground. Half broken walls of brick and long timbers protrude out of the ruin.


A dozen guards surround the wreckage.





UNDER THE ORANGE BANNER





What remains under the Orange Banner is a series of intact rooms that have survived the collapse.


The collapse was caused by a magical devise exploding underneath in a huge chamber which the inn sinks into.





B1) TABLE AND CHAIRS





A large chamber exists under the wreckage, supported by several surviving timbers. Strangly, a table and several chairs have survived the collapse, standing upright. The PC’s who enter the ruin from above enter into this chamber, through a narrow tunnel that collapses fifteen feet above.


A PC may lay unconscience on the ground here, probably injured.





A large chamber, supported by several broken timbers, is maintained here. A table and three chairs have survived the collapse, somehow remaining completely upright.





B2) PARTY CHAMBER





A party had been going on when the inn collapsed into the ground. All involved in the party have been killed and are crushed in some fashion in this ruined room. An intact stair heads upwards to nowhere here and three tunnels exit this room.


A lone survivor is a madman who wanders about the room, bleeding from a head wound, swinging his sword and mumbling to himself.





A large chamber, barely intact, is maintained here. Nearly thirteen people have been crushed or cut in half by the collapse here, some halfway into the rubble still.





B3) OLD CELLAR





The cellar is mostly intact, although it has fallen with the rest of the building. Other than having an uneven, broken floor, it still contains much of the crates and barrels that it held previously.


A secret chamber lies beyond the old wine rack on the east side of the room, search DC 15 to detect. Only two bottles remain intact, both bottles of Cormyrean Cognac. Water flows out of the secret room.


Two troglodytes are here, gathering barrels and crates.





This large chamber appears to have been the cellar. It remains mostly intact, other than the fact that the floor is now uneven and broken. Barrels and crates, many of which are spilling, are all over the room. The remains of a wine rack are on the east side of the room, although most of the bottles are now broken. An inch deep level of water seems to be covering the floor, coming from the east side of the room.


Two reptilian creatures, looking somewhat humanoid, are here gathering crates and barrels.


The creatures have spindly but muscular arms and walk erect on squat legs, trailing long, slender tails. Their heads are lizardlike and crowned with a frill that extends from the forehead to the base of the neck. Their eyes are black and beady.





TROGLODYTES: Medium sized humanoids (reptilian), HD 2d8+4, Hp 14 - 11, Spd (30ft) ground, AC +15 (touch +9 - flatfooted +15), #AT3, AB (claws) -1 (bite) -1, INIT (claws) +2 - (bite) -1, (claws) 1d4 (CRIT 20 x2) - (bite) 1d4 (CRIT 20 x2) damage, FORT+5, REF-1, WILL+0, STR 10, DEX +9, CON +14, INT 8, WIS 10, CHA 10, AL CE, CR 1.


SKILLS AND FEATS: Hide +5 (add +4 in rocky surrounding for camelfouge), listen +5, spot +2, multi-attack, alertness.


SPECIAL QUALITIES: Darkvision 90ft, stench (FORT DC 13 or be sickened for 10 rounds).





B4) SECRET CHAMBER





This unintentional secret chamber lies behind the wine rack. Water flows from a burst pipe that sticks out of the ceiling.


A smashed chest is in the middle of the room, although under a huge beam of wood, which, if moved, will collapse the room.


The chest contains 211gp, a mighty composite shortbow (STR+1), jades ‘50gp’ x4, a helm with a gold dragon emblem on its brow ‘200gp’, a gold ring ‘50gp’ and a wand of cure moderate wounds ‘1 charge’.


COLLAPSING ROOM TRAP: CR 4, REF DC 20 or suffer 6d6 damage. Failure means PC’s are trapped under rubble until freed.





This small room has a water flowing in from a large burst pipe dipping down into the room from the ceiling. In the middle of the pool lies an iron chest, crushed under a huge wooden beam that appears to hold up the ceiling.





B5) BACKDOOR OF THE INN





What once was the back of the inn stands as a partial wall here, beyond being a tunnel dug out of the ground by hand. Debris from the collapse covers the floor. The troglodytes used a magical devise like a fireball to collapse the inn here, leaving evidence in the black walls here.


Two dead men, wearing only tattered clothing, lay half eaten on the floor.





A ruined wall that once supported a wooden door to the inn stands here, beyond being a wide tunnel dug by hand. Debris from the collapse covers the floor. The walls are black with soot and seem to be cracked all over the room and even under the massive pile of wreckage that once was the Orange Banner.


Two half eaten corpses lay here, their clothing torn to ribben.





TROGLODYTE LAIR





The Troglodyte lair was origonally built by an umber hulk that was slain by adventures far off from its lair. Years later a large band of Troglodytes discovered the cave and have been using it as a lair ever since.


The Trog leader is smart enough to know that the human city of Arabel is right above them and so devised a plan to ignite an explosive devise, bought from Snirfneblin merchants, to bring down the city and thus bring food and riches to the Trogs.





C1) POOL CHAMBER





The pool chamber is were the water level from an underground lake brushes against the cavern floor. In the summer time the shore will reseed and so the rocks here have a gently flowing pattern to them.


The Trodlodytes emerged from this beach and often come here to relax in the icy waters. The water itself is icy cold.


The man here is a survivor from a costume party that was underway in the Royal Room of the Inn. Unfortuantly for him he’s suffered a serious head injury which has left him mad.





This large chamber has a pool of gently flowing water taking up much of the room. Gentle patterns line the edges of the room from when the water levels were higher at times. Hundreds of reptilian tracks are in the mud here.


A tall gaunt man wearing an elaborite costume consisting of bright yellow and black patterns over a suit of ringmail, stands in the pool. He also wears a small black party mask, as do much of the dead, and he waves a longsword around. This man bleeds heavily from a serious head wound, one which has exposed his brain.


He rants and raves madly and swings his sword in the water.





MADMAN: Medium sized humanoid, HD 2d8+2, Hp 14, Spd (30ft) ground, AC +16 (touch +12 - flatfooted +14), #AT1, AB (longsword) +3 melee, INIT (longsword) +2, (dagger) 1d8+2STR+1 (dual arm) (CRIT 19-20 x2) damage, FORT+1, REF+2, WILL-2, STR 14, DEX +15, CON +13, INT 4, WIS 2, CHA 6, AL CN, CR 1.


SKILLS AND FEATS: Spot -1, listen -1, cosmopolitan ‘listen’, alertness.


POSSESSIONS: Ringmail, longsword, 46sp, 4gp and a entertainers outfit.





C2) INHUMAN TREATMENT





Three Troglodytes have dragged four human carcasses from the inn to this chamber and have begun to devour them raw. The bodies have already been searched by this time and the smell should be horrible.


All PC’s must do a FORT DC 12 or suffer a -1 penalty from nausea as long as their in this chamber and then for 1 round after.





Three reptilian creatures, looking somewhat humanoid, are here feasting on four human carcasses, one of which appears to have been an extremely fat man (the innkeeper). Blood and guts are splattered everywhere and the room smells fowl.


The creatures have spindly but muscular arms and walk erect on squat legs, trailing long, slender tails. Their heads are lizard-like and crowned with a frill that extends from the forehead to the base of the neck. Their eyes are black and beady.





TROGLODYTES
