Shadow Seed
A Third Edition D&D module for 4-6 characters (Levels 4-7).

by Scott Metzger (scott_metz@yahoo.com)
Background:

Although this module was originally written to be set in the Grand Duchy of Karameikos (from the old Basic D&D world map), all names and place can easily be changed to fit it into your own campaign setting.  The Tower of Shadows is an ancient fortification from a bygone empire, positioned high up in the hills several days north of any populated settlements (if your party has gone through the Sunless Citadel module, it could be three days north of Oakhurst).  For the past three decades the tower has been in the possession of the elderly wizard Naru, who technically holds the property as a fief from Stephen, the Grand Duke of Karameikos.  However, in reality Naru rules the tower independently since the tower is deep in the wilderness far from the Duke’s court.  In a deal first struck with Duke Stephen’s father, the only payment Naru must make to keep his fief is the annual delivery of six seeds of the shadow tree, a mysterious and magical plant tended by the wizard somewhere on the tower estate.  These seeds have long been prized by the court sages of Karameikos, for each one can replace any other single component (regardless of cost) in any necromancy or illusion spell (of any level).  For most of the past three decades, Naru has fulfilled this contract and the court sages have been kept happy.

DM Plot Summary:

For the past two years, Naru has failed to deliver the fee of six shadow seeds.  The deadline for his second delivery was the end of last month, and the court sages have been pressuring Duke Stephen to dispatch agents to collect the magical seeds by force.  However, Duke Stephen is currently occupied with a military campaign against pirate strongholds along his coastal lands.  Unable to spare any of his own forces for the mission, the Duke has tasked his elderly advisor Marus to find a group of independent adventurers and commission them to collect the seeds.  Marus has heard of the party because of their growing fame (perhaps they have recently accomplished a great deed, such as completing the Forge of Fury module); as a last resort, Marus can simply run into the party by chance and commission them only because he cannot find anyone else.

Unknown to anyone else, Naru, corrupted by the power of the shadow tree, has become a necromancer.  Fearing death from old age, he began to research the secret of immortality and learned an old legend that the secretive wild elves in the forest depths beyond his fief watched over an ancient vampire that their heroes had imprisoned centuries ago.  Naru entered their domain, found the prison-tomb, and made off with the vampire.  Once revived, the Vampire Malfira seduced Naru, bending his will to her own.  It was she who prevented him from delivering any more seeds to the Duke’s court, wanting their power for herself.

Opponents:

Naru the Necromancer is an 11th level Chaotic Evil human wizard.  His ability scores (modified for his “old” age) are STR 7, DEX 12, CON 12, INT 19, WIS 12, CHA 12.  He has 11d4 HD, 45 HP, AC 14 (DEX and ring), Initiative +5, Base Attack +5 (+3 melee/+6 ranged), and saving throws Fort+4/Ref+4/Will+8.  He has the feats Combat Casting, Improved Initiative, Brew Potion, Craft Wand, Craft Wondrous Item, Extend Spell, and Spell Focus (Necromancy).  He possesses 12 ranks in any class skill, but only 6 ranks in any other needed skill.  He wears a Ring of Protection (+3) and a Ring of Mind Shielding, carries a Wand of Hold Person (with 41 charges), and possesses a Boccob’s Blessed Book (with all his spells).  Naru’s spell power is 5/5/5/4/2/1 (plus 4 cantrips); his spellbook includes all of the following spells:  Endure Elements, Shield, Mage Armor, Unseen Servant, Identify, Comprehend Languages, Alarm, Chill Touch (1st level); Melf’s Acid Arrow, Locate Object, See Invisibility, Mirror Image, Spectral Hand, Darkvision (2nd level); Dispel Magic, Nondetection, Hold Person, Vampiric Touch (3rd level); Summon Monster IV, Scrying, Enervation,  (4th level); Bigby’s Interposing Hand, Charm Monster, Permanency (5th level); Planar Binding, Eyebite (6th level).  Naru will study the party and memorize his spells accordingly.

Naru is CR 12.

The Vampire Malfira is a Chaotic Evil vampire with a 9th level elf sorcerer as the base creature (as a vampire, she is forever frozen in time as a beautiful young elf maiden).  Her ability scores (modified for being a vampire) are STR 16, DEX 20, CON --, INT 13, WIS 11, CHA 21.  She has 9d12 HD, 72 HP, AC 21 (DEX and natural armor), Initiative +9, Base Attack +4 (+7 melee/+9 ranged), and saving throws Fort+3/Ref+7/Will+6; she can make a Slam melee attack (1d6+3 plus energy drain).  She has the following feats (in addition to the ones possessed by all vampires):  Combat Casting, Silent Spell, Still Spell, and Empower Spell.  She possesses 10 ranks in any class skill, but only 5 ranks in any other needed skill (plus vampire bonuses).  Malfira’s spell power is 8/7/7/5 (plus 6 cantrips); she knows the following spells:  all Universal, Illusion, and Evocation cantrips; Cause Fear, Shield, Mage Armor, Ray of Enfeeblement, Shocking Grasp (1st level); Detect Thoughts, Blur, Blindness/Deafness, Bull’s Strength (2nd level); Haste, Lightning Bolt, Vampiric Touch (3rd level); Confusion, Fear (4th level).  She possesses all special attacks and qualities of a standard vampire and elf.

Malfira is CR 12.

Other encounters in the tower include a water elemental (large), zombies (medium), a mummy, shadows, and a shield guardian.  Adjust the actual HP for them based on the overall strength of the party.  The average HP listed in the Monster Manual is good for a party with around 20 total character levels; give them ¾ their maximum HP against a party with 30 or more total levels, and their full maximum HP against a party with 40 or more total levels.

Scene 1:  The Mysterious Commission
It was a meeting you were too curious to miss.  It began with a letter delivered to you while relaxing in your favorite inn, waiting for the next opportunity for fame and fortune to present itself.  Apparently, your group’s exploits have made you so famous lately that everyone knows where to find you in this town.  The letter was addressed to each of you by your publicly known names:

“Greetings from Marus, advisor to His Grace the Grand Duke Karameikos.  Your reputation as bold adventurers has come to our attention.  Meet with me tonight one hour after sunset in this tavern.  I have an offer for you.”

Normally, you might have retired to other things after dinner but this meeting sounded too interesting to miss.  Shortly after sunset, an old man with long white hair and a heavy wool cloak stumbles into the tavern.  You might have ignored him, except one of your number points out that his cloak bears the heraldic insignia of House Karameikos.  He seems to be more a worn-out, decrepit serving man than a great noble advisor, but appearances can be deceiving.

He comes over to your table, bearing a wrinkled grin upon his face.  “You are the adventurers to whom I wrote, yes?” he asks.  “I am Marus, advisor to Grand Duke Stephen Karameikos.”  He joins you at your table, ordering a mug of mead and sipping on it while he talks.  “The opportunity I mentioned, yes.  Let’s get down to business, no?  Well, see, I am here to offer you a commission in the name of the Duke.  A bounty of 300 gold coins shall be paid to each of you, if you can fulfill the commission.

“Have you ever heard of the Tower of Shadows?  No, I can’t imagine you would have.  It is an old fortification left over from ancient times, sitting in the hills several days to the north of here.  Technically, it belongs to His Grace the Duke.  However, for the past three decades it has been, ah, leased to the old wizard Naru as his own personal fief.  Unfortunately, Naru has missed his, ah, rent payment to the Duke for the past two years, the last deadline being the end of the previous month.  The Duke has tasked me with collecting the missed payments, but as you can see I am far too old for such a mission.  That is why we need you—young, proven adventurers who can convince this wizard it is not acceptable to cheat our good Duke.  So…are you interested?

Marus will gladly make small talk, answering any questions.  Likely ones include:

· Why can’t the Duke do this himself?  “Oh, His Grace is currently on campaign along his southern coast, exterminating pirates that have dared to violate his territory.  He can’t spare any of his fighting men right now.”

· Why does the Duke care?  “Well, he cares because his court sages care.  They demand the wizard’s payment, so the Duke will get it, mark my word.”

· What are we collecting?  “Oh, yes, I suppose you need to know.  Seeds are the payment.  Six seeds every year from the mysterious Shadow Tree, which Naru tends to somewhere on his hill estate.  So two years’ worth of payment amounts to an even dozen seeds which this wizard owes the Duke.”

· What do these seeds do?  “Well, I am not altogether sure.  The court sages would know.  Very useful for certain spells, I am told.”

· How do we find this Tower of Shadows?  “Here, I have a map to guide you there from this town.  I should think it is three full days to the north, on foot.”

· Do we get any payment upfront?  “I’m too old to risk traveling with much money.  I barely had the means to make it here, and I must head back to the Duke’s castle tomorrow.  There’s nothing I can give you now, but you will get 500 gold coins each upon bringing the dozen seeds to the Duke’s castle.”

· How are we allowed to deal with the wizard?  “I suppose that is up to you.  The fief was originally granted to Naru by the Duke’s father, and our Duke Stephen is not devoted to the arrangement.  The Duke wants the seeds, so get them by any means necessary.  Ideally, Naru will be convinced to keep growing them and sending them in future years.  But if he is uncooperative, the Duke would allow you to, ah, evict the wizard so that he may send a new occupant to hold the fief and harvest the shadow seeds.”

Marus knows nothing further about the Shadow Tree, the seeds, or Naru (whom he has never met).  If the party agrees to take the commission, he will hand over the map (as well as directions to the Duke’s castle, if they are needed) and wish them the best of luck.  He will expect the seeds to be delivered within the month.

Scene 2:  Ambush!

The next morning, map in hand, you set off for the Tower of Shadows.  The trip does appear to take three full days, mainly due to the distance but both the roughness of the terrain and the lack of roads to follow contribute to the slow going.  Around twilight on the third day, after walking up and down lightly forested hills, you begin to approach the area marked on your map.  Off in the distance, just under a mile away through a few hilltop copses of trees, you spot the lonely tower on the hill.

At this point, ask the players for their marching orders, weapons in hand, etc.  Imply that they will reach the tower very soon and should plan for that.  Then, have them all make Spot checks (DC 15) or Listen checks (DC 18) to avoid being surprised by the following encounter:

As you pass through one particularly thick copse of trees at the base of the hill leading up to the tower, you are startled by the sudden rustling of branches and the whizzing of arrows in flight.  You all spot a number of wild-looking elves taking cover in the trees, shooting at you!  The light is dim, the cover his fairly thick, and you would be lucky to avoid being surprised by this ambush…  

The elves benefit from three-quarters concealment (30% miss chance) against ranged attacks due to darkness and foliage; low-light vision or darkvision reduce this is one-half (20%).  Against melee attacks, the elves still possess one-quarter concealment (10%) against those without darkvision or low-light vision and also possess one-quarter cover (+2 AC).  Only those characters who are not surprised can act while the elves unleash their initial volley of arrows.  The elves attack at a range of 20-30 feet, along both sides of the party’s route.

The attackers are a band of wild elves (Monster Manual p. 85-87), wearing hide armor only (AC 14) and carrying long swords and long bows.  There are two elves for every PC in the party, plus one leader who is a 3rd level warrior (3d8 HD, 15 HP, +3 melee/+4 ranged attack scores).  As soon as more than one of their band is seriously injured, they will grab their comrades and flee.  Those who can’t be saved will be shot dead by their fleeing comrades—the elves will not let themselves be taken prisoner (they believe the party is allied with Naru).

Although the party cannot find this out yet, the elves are from the clan that had watched over Malfira’s prison-tomb.  When Naru stole her away, they sent their warriors here to surround his tower—and sent one champion inside to attempt to slay Malfira once and for all.  For the past several weeks, Naru has been dispatching hordes of undead and summoned monsters at his besiegers.  The elves are jittering and just assumed the party was another wave of enemies.

Scene 3:  Arrival at the Tower of Shadows

You make your way up the long, low slope of the hill, a visible path cut into the earth from the base to the top.  The foliage thins out as you climb, completely disappearing about half-way up.  Soon, you reach the fifty-yard flat ground at the top of the hill, the ghastly old Tower of Shadows set squarely in the middle.  As you approach the structure, you notice the soil has been heavily trampled and that even the grass is dying.  The tower measures approximately 60 feet in diameter around the base, and it is surrounded by a 20-foot wide moat.  The drawbridge is already down, making crossing the moat an easy affair, but the portcullis is also down, blocking entry until it is lifted.  You do not see anybody outside the tower, on its high battlements, or directly inside the portcullis.

Calling out will not yield any response.  Those inside simply assume that any trespassers will cross the lowered drawbridge and meet their doom.  Waiting beneath the bridge is a large water elemental (MM p. 84), with 40 HP plus 8 per member of the party.  It will wait until the whole group is over the moat, then try to surprise (DC 15 on Spot or Listen to avoid) and attack using its 10-foot reach.  It has been permanently summoned and bound by Naru and will fight to the death.

If the party can reach the portcullis (20 feet across the bridge), they can forcibly lift it with a STR check (DC 25), knock it in (DC 28), hack it open (Hardness 10, 60 HP); telekinetic effects can also reach inside and pull the level to lift it up.

Once past the portcullis, they move through Room 1 and into Room 4:

The tower is eerily silent as you make your way through the now-opened portcullis and inside the structure.  “Tower of Shadows” seems a fitting name for this building now that the sun has set, darkness swallowing the whole area.  Fortunately, stone torches glowing with some permanent magic light provide basic illumination.  Despite this, the silence begins to suggest the place is empty.

Suddenly, footsteps echo from the central ground-level chamber.  You carefully approach, walking into the open main room.  There you spot an elderly man in worn, dusty robes standing on the bottom step of the circular staircase leading to the upper level.  “I thought I heard someone enter,” he snarls in a garish voice.  “Who are you?  Tell me why you have forced your way into my home!”

This is Naru the Wizard, and he is none too friendly at first.  He hesitates to attack only because he is startled by the group’s power in overcoming his water elemental.  As soon as the party identifies themselves as agents of the Grand Duke, Naru will immediately change his tune.

“Oh, I am dreadfully sorry!” the old man cries out, an expression of relief sweeping across his wrinkled face.  “I am Naru, keeper of this tower in the name of House Karameikos.  Please forgive the rude reception, my friends, but it has been dangerous living here in recent months.  Now please, come join me at my table and let me offer you some wine.”  He scurries down from the staircase and crosses over to a big old (and dust-covered) banquet table, grabbing a flagon from a side table and filling a series of goblets lying about.  He waves for you to come into the main chamber and sit with him, he himself sliding into the head chair with a weary groan.  “There,” he huffs after gulping down some wine, “now we can talk properly.  Tell me about yourselves.  Why has the Duke sent you?”

At this point, Naru is all smiles and helpfulness.  He will gladly chat with the party, answer their questions as harmlessly and affably as possible.  Likely questions:

· Why did those elves ambush us?  “Those elf barbarians attacked you on your way here?  I am so sorry!  They have been a curse these past several months, besieging my tower and rendering me a virtual prisoner in my own home.  Granted, my magic is more than enough to take care of a few individual elves—but there are so many!  And some of them are quite powerful in their own right.  It is all I can do to keep them outside my tower.”

· Why are the elves besieging your tower?  “I wish I knew.  They have never presented me with any demands, and they attack whenever I step out to negotiate with them.  I fear they wish to capture my tower and plunder it of its valuables.  I guard some powerful magicks here, I will not yield to them.”

· Why did your elemental attack us?  “Oh, is that the noise I heard?  I am dreadfully sorry, my friends.  I completely forgot about the elemental.  I bound him to my moat just last week, after I stopped a pack of those elf ruffians from trying to swim across.  I hope my guardian did not do you serious harm.”

· Why have you not sent your payment to the Duke?  “Ah yes…that.  So that is your business with me, eh?  Better to be done with it then.  I fully admit, I missed my payment to him last year because of my folly.  I attempted to improve the yield of the Shadow Tree with my magic, but instead the extra energy destroyed that year’s harvest.  Out of shame, I did not contact the Duke, fully intending to pay him back this year three-fold.  But then these horrible elf brigands appeared!  I am trapped in here, one old man alone.  You must explain to the Duke the situation and assure him I wasn’t cheating him.”

· Will you give us the seeds?  “I will happily give you the seeds, if you will take them to the Duke and explain why I could not send them myself.  Here, in this pouch are eighteen shadow seeds—covering my payment for the past two years, plus an extra year’s amount to make up for my tardiness.  Surely you agree that’s equitable?  Take the pouch, it’s yours.”

· What does this Shadow Tree/Shadow Seed do?  “The Shadow Tree is an ancient life form, perhaps thousands of years old.  It is pure magic in essence, merged with plant life.  The seeds are the material result of the excess magical power coalescing each year, forming usually a dozen.  Each seed is a powerful spell component, empowering illusions and…other spells.”

· Where is the Shadow Tree?  “Oh my friends, so many questions!  Are you the Duke’s collection agents…or spies?  Now now, I merely jest.  Forgive me, but an old wizard must keep some secrets, you understand.”

· Do you need help fighting the elves?  “These pointy-eared barbarians don’t have the strength to break into my tower, but I lack the strength to sweep them from my land.  I know you are here on the Duke’s business, but if you could delay your return a few days and stay here to help me hunt down the elves and destroy their hidden camp, I would reward you well.”

Naru will play host to the party well into the night, sharing wine, food, and conversation with them at his table.  He will cast Unseen Servant to bring in dinner and more beverages from his tower’s larder (the food is entirely bread, dried fruits, and dried meat, as he has not been able to bring in fresh supplies in quite some time).  Finally, he will offer them lodging for the night…

After spending quite a bit of time chatting with you and offering you a humble dinner, Naru states with a chuckle:  “You are most welcome here, my friends, it is good to have company again.  Please, accept what little hospitalityI can offer.  I have some good rooms right off this main chamber, each with a comfortable bed that has not been slept in for many a moon.  Get a good night’s sleep, and tomorrow morning you can start out fresh for your trip to the Duke’s castle.”

The seven guest rooms (Room 8) are along the east side of the main chamber (Room 4); each room is fairly small (room for one occupant), situated along the exterior wall with no windows, and right next to each other.  The wooden doors are sturdy but do not lock.  Naru himself sees his guests to bed, then climbs up the circular staircase situated in the north end of the main chamber.

Scene 4:  Midnight Betrayal

Find out from the characters what they do before going to sleep—where are they stowing their equipment, when they plan to prepare spells, etc.  Regardless, everybody should be in bed by midnight (unless somebody specifically had the foresight to set up a night watch—if so, include the bracketed text below).

Despite the knowledge of the elves at the bottom of the hill far outside, the night passes peacefully and quiet inside the tower.  By midnight, you are all either asleep or at least comfortably in your rooms.  [The first watch of the night has been uneventful, and the first watcher has notified the relief watcher before retiring to bed.  There is only a brief moment in between watches.]  Suddenly, there is a commotion from outside the guest rooms.  Those of you asleep struggle to regain consciousness as the commotion draws closer, and even those of you who are awake barely have time to take one quick action before your doors are thrown open by silent humanoid figures in black robes.  There are two such figures to each room, their pale, rotting arms extended and holding vials of billowing gas.

The figures are zombies.  Allow each character to roll a Listen check to avoid being surprised, but do not tell them the DC—they cannot pass the check, and will always be surprised (those who are sound asleep should not even get to roll, so that those who are awake don’t feel unfairly powerless).  The gas pouring out of the vial is a paralytic poison.  Let every character roll a Fort save, but again do not tell them the DC—they cannot make the save, and every character will be paralyzed, taken captive by the zombies, then carried from their rooms and down the circular staircase to the dungeon beneath the Tower of Shadows to be locked in a cell (Room 9).  The zombies then depart.

Everything that transpired since you succumbed to the poison gas is a blur.  You remember freezing up, your mind hazy and your body paralyzed.  The grotesque rotting figures in dark robes then carried you from your rooms, took you down a staircase, and then dumped you into this big cell some distance below ground.  Gradually, the effects of the poison gas wear off and you all regain clarity of thought and freedom of motion.  However, you have been stripped of virtually all possession—you still have the clothes on your body, but all weapons, armor, items, spell components and books, jewelry, and money have been taken.  The cell is pitch black, and the rest of the dungeon is silent.  In fact, the only noise you hear is a faint breathing in the far corner of this big 20-foot-by-20-foot cell.

The breathing is coming from a fellow prisoner, Grifalur the Wild Elf champion; he was sent to infiltrate this tower weeks ago, armed with the most sacred magic weaponry of his tribe.  However, he was overcome by Naru and Malfira and imprisoned in this dungeon; ever since, Malfira has been slowly feeding off him every night, leaving him on the verge of death (CON 1, 1 HP).

After spending a short while in the dungeon, Naru will visit with Malfira:

It has probably been less than an hour since you were ambushed and locked up in this cell, and in that time you have begun to get to know the other prisoner in here.  Suddenly, you hear a voice speak through the bars in your cell door.  It is Naru:  “Good evening, my friends, I trust you are resting comfortably?”  He chuckles malevolently, his demeanor returning to exactly as it was when he first spoke to you right after you entered his tower.  “I cannot allow you to take my precious seeds back to that fool duke.  Isn’t that right, My Lady?”

It is then that you notice a breathtakingly beautiful elven maiden standing next to Naru.  Her beauty is nothing short of divine, but you notice Grifalur growing tense, subconsciously rubbing his neck with his hand.  The elven lady laughs in a lilting, enchanting tone.  “Quite right, Naru,” she answers with a wry, sensuous smile.  Her piercing gaze rests on Grifalur through the bars, and she adds:  “Don’t worry, you savage, I will be back to finish you later.”  She then passes her gaze across each of you and intones suggestively, “So many lovely young men, or at least vital ones.  Mmmm, yes, I shall live well for many nights to come.”

“Oh yes, My Lady,” Naru fawns, “they are all yours.”  Without another word, the elven maiden walks away.  Naru quickly sputters, “Get some rest, I want you to be in good condition for my Lady Malfira.”  He then rushes off after her.

Grifalur desperately wants to see Malfira destroyed, and he will try to communicate with the party (he speaks a primitive dialect of elven, but he can also speak in extremely bad, broken Common).  Grifalur will eschew healing, implying that he is too close to death.  Instead, he will try to convince the party to escape, recover his weapons Solfiren (“bane blade”) and Amatir (“oath bow”), and destroy “Malfira the Blood Demon”.  He knows they are locked up in a room somewhere in this lower level, and the party’s gear is presumably there as well.  The elf will also give the party a bone pick he has fashioned; it will allow a character with Open Locks to open the cell door by reaching through the bars.  Grifalur will accompany the party out of the cell, but he should sacrifice himself in one of the fights in this dungeon and die.

At first, the characters will have no equipment, and without holy symbols or spell component pouches the spellcasters can only cast spells with just V and S components (the characters will have gotten enough rest to recharge their full spellpower).  Also, the magic stone sconces along the walls provide dim illumination in the dungeon.  The various encounter rooms are detailed below:

Room 10—Dungeon Hallway:

Just outside your cell, a 10-foot-wide corridor extends ahead into another chamber, which looks to mirror your cell in size—however, there is no door closing it off.  A small well full of brackish water is positioned up against the dungeon wall mid-way between your cell and the room across from it.  Branching off to the left right across from the wall is another long hallway, 10 feet wide and extending quite a ways into the distance.  You hear the faint scuffling of feet, and in the dim light you spot a band of the zombie guards on patrol.  Their undead eyes somehow perceive you, and they begin to advance on you!

There will be one medium-size zombie (MM p. 191) per character in the party.  They should begin 20-30 feet away from the party down the north hall; they will slowly advance on the heroes, fighting until they are destroyed.

Room 11—The Morgue:

At first glance, this chamber appears exactly like the cell in which you were imprisoned:  same size, same construction, same condition.  However, there is no door to this cell, nor are there any prisoners.  At least not living ones.  Strewn about the four hundred square feet are nearly two dozen corpses in various degrees of decay, mostly elves but a few are human.  Buttressed up against the far corner is a large wooden coffin, sealed shut.

The bodies are all stored here for use in Naru’s necromantic spells.  If any character bothers to examine them more closely, it can be discerned that these elves are very similar to Grifalur and the wild elves who ambushed the party, as well as the zombie in Room 10.  The coffin in the corner belongs to Malfira, and it is filled with her grave dirt; the 5x5 square just in front of the coffin is protected by a magic electrified floor trap (DMG p. 116), which is set off whenever anyone opens the coffin while putting pressure on that part of the floor.  Although the party likely does not have any means to destroy the coffin now, they will have to come back here later to destroy it to prevent Malfira from surviving.

Room 12—Storage Chamber:

A ten-foot wide by twenty-foot long corridor branches off to the right from the main hallway, leading into a large, open antechamber measuring thirty-feet wide by twenty-feet long.  Lining the stone walls on both the left and the right side of the room are various shelves and pegs upon which rest all of your packs, weapons, items, and suits of armor.  Twenty feet straight ahead of you, on the opposite side of the room, is a tall, ten-foot-wide metal gate with a prominent keyed lock built-in to its door structure.  Hanging on the wall just to the right of the gate is an item none of you recognizes—a large dark cloak, not dissimilar from a garment you’ve seen Naru wearing.  Could it be magical?

The room is only dimly lit by the light source from the hallway (moderate darkness, 20% miss chance), unless the characters have their own light source.  The cloak on the wall is not magical—it’s just a big blanket covering a mummy (MM p. 138) in stasis until the room is entered, at which point it will become animate, throw off the blanket, and attack the intruders (no chance of surprise).  The smart tactic is too outrun the slow-moving undead, retrieve items along the walls, then fight it.  Another option is to open the gate and go into Room 13; the gate has Hardness 10, 30 HP, and DC 25 to force open (its lock has 15 Hardness, 30 HP, and a DC 25 to pick open).

If Grifalur is still with the party, even before they enter the room he will begin to repeat the names “Solfiren” and “Amatir” as he points at the locked gate.  When the mummy comes to life, he will sacrifice his life by throwing himself into melee combat and drawing the mummy’s attention for one round.  Grifalur cannot survive this scene—after the mummy is defeated, he will point to Room 13 and bequeath his items to the party with his dying breath.

Room 13—The Vault:

The small room beyond the gate is just under fifteen feet long and only ten feet wide.  A large rock has been set in the middle of the room; thrust deep into the side of the rock is a two-handed battle sword; laying across the top is an unstrung longbow with a single arrow resting next to the shaft.  A big wooden chest sits in the far corner of the room.

The sword is Solfiren (“Bane Blade”), a +1 undead-bane ghost-touch greatsword (with light generation) of obvious elven make (its name is engraved along the blade); the weapon can be drawn from the rock with a STR check at DC 10.

The longbow is Amatir (“Oath Bow”), the elven Oathbow (DMG p. 189).  The arrow is a +1 undead slaying arrow.  Anyone can simply pick both of them up.

The chest is not locked, but it is trapped with a hail of needles (DMG p. 115) that will fire at the person opening the chest unless a hidden button is pushed.  The chest belongs to Naru and holds much of his treasure:  100 pp, 700 gp, 1,200 sp, an amber gem (100 gp), a silver pearl (100 gp), a black pearl (500 gp), and a low-quality emerald (500 gp).  On top of all the coins is Grifalur’s armor, a mithril shirt (DMG p. 182). 

Room 14—The Staircase:

At the far end of the main hallway is a big circular staircase leading to the upper level.  It must be the stairs you were carried down earlier.  You noticed to your left a large crack in the dungeon wall leading into a natural cavern.  The stairs are lit by the magical stone sconces, but the crack in the wall is pitch black.

As soon as the heroes climb up the stairs, begin Scene 5.  However, even after the next scene begins the party may return to the dungeon later (especially to destroy the coffin they found in the morgue).  The crack leads to Room 15.

Room 15—The Tree Cavern:

You pass through the enormous crack in the dungeon wall and step into a natural rocky cavern beneath this tower’s hill.  If this passageway and the large chamber beyond were ever carved by humanoid hands, it was so long ago that it is now impossible to tell.  The narrow, rocky passage is perhaps twenty feet long and finally opens up into a round, tall cavern thirty feet in diameter.  You spot a light stream of water trickling down the cavern facing to your right, welling up into a small pool in this center of the cavern room.  This small pool is what sustains the main site in the cavern—a large twenty-foot high tree with black bark and black leaves.  Just looking at it makes the chamber feel colder.

This, of course, is the Shadow Tree.  It is not currently bearing any seeds (Naru picked them all months ago).  The tree is impervious to weapon attacks, but will burn up very quickly if touched by even a small amount of fire (and any direct exposure to light causes it to smolder).  The tree is guarded by two shadows (MM p. 161), which come to life among the branches as soon as any living being comes within 10 feet of the tree.

Naru has warded this cavern with an Alarm spell, triggered whenever anyone else comes within 10 feet of the tree.  If the party arouses the shadows, they will hear a loud ringing sound echoing up into the tower above.

Along the west cavern facing is a secret passageway (Search DC 20), an illusory rock wall that leads into Room 16.

Room 16—Secret Resting Place:

After discerning that this particular part of the cavern facing is only an illusion, you step through the phantasmal rock and into a small ten-foot-by-ten-foot side chamber.  It is dark and empty, containing only a simple wooden coffin.

This is Malfira’s coffin of last resort, also filled with her grave dirt.  It has no trap.  This coffin must eventually be destroyed in order to defeat Malfira once and for all by depriving her of a place to regenerate.

Scene 5:  The Showdown

You make your way up the staircase, now more wary of your host than before.  About half-way up the stairs you reach the ground level; the stairs continue to wind up another forty feet or so, to the upper level and eventually the battlements.  As you appear at the ground level, you spot the wizard Naru sitting at the same banquet table where he entertained you when you first arrived.

If the party has not yet triggered the Alarm spell in Room 15, read this text:

“What, how can this be?” Naru hisses as he detects your arrival on the staircase.  He leaps out of his chair, standing behind the banquet table.  “I do not know how you escaped, but I will put you right back in your cell!”

If the party has triggered the Alarm spell, read this text:

“So, you have escaped,” Naru says with a wicked smile, rising from his seat to stand behind the banquet table.  He holds a wand in one hand, a small jar of ointment in another.  “We can’t have the Lady Malfira’s play-things escaping!” he hisses violently, lifting his hands to begin casting a spell!

In both situations, Naru benefits from a Mage Armor spell (which he casts every day) and a Shield spell, which he somehow made permanent with a Permanency spell (giving him AC 18 normally, AC 25 against one-half of the battlefield).

If the party has not yet triggered the Alarm spell, Naru will have to spend a move-equivalent action readying his Wand of Hold Person and Keoghtom’s Ointment.  His first action will be to cast Summon Monster IV to summon 1-3 small salamanders (MM p. 159), positioning them to block the party throughout the spell’s duration of 11 rounds.

If the party has already triggered the Alarm spell, Naru will already have his wand and ointment ready.  Furthermore, he will have already cast Summon Monster IV the round before (with the Extend Spell feat, leaving 20 more rounds of duration); the 1-3 salamanders will be positioned flanking the staircase.

After the salamanders are in place, Naru has a number of tricks:  he can cast Bigby’s Interposing Hand against a charging warrior; he can cast Eyebite to give himself a fear gaze attack; he can cast Enervation against enemy spellcasters.  More likely, he will use his wand to paralyze the enemy one at a time.  Naru will only spend actions applying the ointment if he is below 10 HP.

Naru is completely dominated by Malfira and will not surrender.  As a last resort, he will try to flee up the staircase to her.  He might be grappled and captured.

The party might want to more fully explore the ground-level rooms:

The party has already been in Rooms 1, 4, and 8.

Room 2—Guard Room:

Long ago, this room must have contained bunks for the tower’s garrison of perhaps a dozen soldiers.  It has been empty for many centuries now.

Room 3—Weapons Room:

Someone must have forgotten to tell the tower owners for the past thousand years that the ancient empires have all fallen.  Buried in mounds of dust are primitive bows, maces, and swords dating back many centuries—they are not been touched since then and are in extremely bad condition.

Room 5—Well Room:

This small room contains a simple well serving as the tower’s water supply.  Putting the tower well inside the tower and surrounded by stone walls is an excellent tactic to prevent besiegers from sabotaging the garrison’s water supply.  The water looks a little brackish but still palatable.

Room 6—The Larder:

This large, oddly shaped chamber follows the counter of the tower’s northern circumference.  It holds all of the tower’s food supplies—bags of flour, dried meat, dried fruit, barrels of beer, flagons of wine, jars of oil.  There is also a large cooking kettle and a wood-burning stove.  You notice many objects floating around the room by themselves—pins rolling flour to make bread, brooms sweeping the floor, wood throwing itself into the burning stove.  The motion does not stop when you enter, merely continuing on with normal business.

There are several Unseen Servants at work here.  They pay the party no mind.

Room 7—The Study:

This large room along the west-side of the tower is shaped like a half-oval, following the contour of the tower’s western circumference.  There are several chairs and tables spaced throughout the room.  Littering the table-tops are piles of parchment, some unused and some covered with arcane scribbling.  Resting on a podium standing along the west wall is a handsome, compact book.

The book is Naru’s spellbook (containing his 42 total spells).  Buried under all the paper on one table is a Wand of Restoration (with 31 charges and the rising-sun symbol of “Pelor”, which is the command word).  There is 2,000 gp worth of spellbook paper, ink, special quills, etc. for scribing spells and scrolls.

Scene 6:  Vampire Hunter

As soon as the party is ready to climb the stairs to the upper level, move onto Scene 6.  Naru is either dead or captured—and even if captured, he will not betray Malfira (he will call her “My Lady” and does not admit she is a vampire).

The staircase first leads to the upper level (20 feet above the main level), but it also leads to the battlements (through a ceiling trap door) 40 feet above.  The roof battlements are merely a 5-foot-wide ledge behind stone blocks wrapping around the entire circumference of the tower top.  Malfira can be chased up to the battlements, and if the party times things right they might be able to expose her to the rising sun, destroying her.

Room 17—Training Room:

You climb the staircase twenty more feet to the upper level, emerging into a large semi-circle chamber that follows the contour of the northern outer wall.  Old swords and spears, which have long fallen into disrepair, hang from the walls, and a few ancient straw-stuffed swordplay dummies (now mostly disintegrated from age) dangle on chains from the ceiling.  No one has used this training room in many years.  Unlike in the lower level, you notice several windows cut into the stonework and closed off by wooden shutters.

Room 18—Hearth Guard Room:

This is clearly a guard room of some sort, as it is situated along the west side of the upper level to control access to rooms along the south side.  There is a simple wood-burning stove in the room, but it looks like it has not been used in ages.  That is probably because the room’s only occupant does not require it.  Standing in the middle of the chamber is a large humanoid figure cast entirely out of bronze, forged to look like a fierce helmeted soldier of the ancient empire.  It stands nearly nine feet tall, barely able to fit in the room, with huge metallic legs and oversized arms that hang down to its knees.  At first you perceive that the figure is merely an old statue—but then it comes to life, slowly moving your way!

The figure is a shield guardian (MM p. 163).  Although it was originally crafted for Naru, he has given the command amulet to Malfira, who wears it under her dress.  The guardian is ordered to attack any unknown intruder who enters the room, even if they bring Naru with them.  The guardian has a Haste spell stored and will cast it in the first round (using Malfira’s level).  He will fight to the death and use his long reach to hammer anyone trying to get to the door to Room 20.

The door to Room 20 is trapped with a magic lightning blast (DMG p. 116), which is triggered if anyone tries to open the door without saying, “Malfira bids me” in elven; the blast will affect everyone in a line of squares in front of the door.

Room 19—Lord’s Hall:

This long, wide chamber was clearly built as the reception hall for the lord of the tower in ages past.  Tattered, now-worthless tapestries adorn the walls; a pair of huge, tarnished silver chandeliers hang from the ceiling generating the same dim magical light as the stone sconces in other parts of the tower; a once-valuable but now-threadbare carpet lies on the floor before a big wooden throne.  The throne is the only object in this room kept in good repair.

There is nothing else of interest in this room.  However, the shield guardian in Room 18 can be lured out into this room, giving the party more space to fight.

Room 20—Private Room:

Unlike the other rooms in the upper level, this sizable chamber has not windows.  The room is completely dark without outside light sources.  The room is completely barren except for a large, ornate wooden coffin resting on the floor in the middle of the room.  Its lid has been lifted open, and mounds of thick dirt are visible inside.  Standing next to the open coffin is the beautiful elf maiden you saw in the dungeon, whom Naru identified as Malfira.  “Impressive,” she says as the first of your party makes it into her private sanctum, “You escaped from the dungeon and made it past all of my protectors.  How sad your bold little mission has to end here—you’ll never survive me!  I defeated the tribe of elf savages who imprisoned me for centuries, and I will defeat you!”

Malfira is alerted to the party’s presence as soon as they begin to fight her shield guardian.  (If somehow the party manages to avoid fighting the guardian, she can be roused by the Alarm spell in Room 15 or by another Alarm spell inserted in Room 17 if necessary.)  Malfira is not sitting by idly waiting for the party to attack, but is preparing herself with her magic.  The amount of preparation she receives depends on how many rounds in takes the party to open the door to this room after entering Room 18:

1 Round = Malfira only has time to rise from her coffin

2 Rounds = Malfira also opens the door to Room 21 (and the window shutters)
3 Rounds = Malfira also casts Haste on herself

4 Rounds = Malfira also casts Bull’s Strength on herself

5 Rounds = Malfira also casts Mage Armor (giving herself AC 25)

6 Rounds = Malfira also casts Shield on herself

7 Rounds = Malfira will activate the shield other power on her shield guardian

If her shield guardian is still active when the party enters her room, she will spend her first move-equivalent action to activate its shield other power (if she hasn’t already) and order it to protect her (using its guard power).

Malfira has no intention of fighting to the death.  As soon as she starts to suffer serious injury (especially if her shield guardian is defeated), she will turn into a bat or gaseous form to escape.  She will fight using hit-and-run tactics, flying around the upper level in bat or gas form and turning back into a vampire to strike with surprise.  She will also go out windows or chimneys, go up onto the battlements, or anywhere else she can ambush the party.  She may also try to affect a straggler with her domination power, ordering him to protect her.

The best tactic to defeat Malfira is to get a clean shot at her with the undead slaying arrow from Room 13, but even this is not a sure thing.  If the party can force her up to the battlements 20 or more rounds after beginning combat with her, she will be caught by the sunrise and destroyed.  Although it is more of a long-shot, she can also be destroyed if lured down to Room 15 and submerged in the little pool of running water for three full rounds.  Malfira can also be destroyed by driving a wood stake through her heart and then burning her body (there is a –2 penalty to the staking attack roll for having to target her heart, and the attack must somehow overcome her damage reduction special quality in order to succeed in incapacitating her); any character with ranks in any skill related to woodworking (including bowmaking) can craft wooden stakes out of the tower’s furniture.  Characters with any ranks in the Knowledge (Arcane) or similar skills might know the folklore of vampires and could suggest any of the above methods to the party.

Except for the above special methods, the only other way to destroy Malfira is to reduce her to 0 or less hit points—she will then instantly transform into gaseous form and try to reach her hidden coffin (Room 16).  If the party has not already destroyed all three of her coffins, they will have to do so to prevent her from regenerating.  Malfira will regain consciousness and go up to 1 HP after an hour resting in a coffin, then fast-heal 5 HP per round after that.

Room 21—Master Bedroom:

This most inaccessible room in the tower takes up the entire southeastern segment of the upper level.  It is clearly the master bedroom for the lord of the tower, complete with a large, luxurious bed and a fireplace with its own chimney up to the battlements.  A large wooden table is positioned midway along the northern wall, with several small pouches sitting on top of it—and one of them looks exactly like the pouch with the shadow seeds which Naru gave you when you first met him.  The shutters to the room’s two windows have been thrown open, letting the predawn air blow inside.

There are three pouches—one containing the 18 seeds given to the party when they first arrived, and two others containing 6 seeds apiece.

Scene 7:  Victory

Begin this scene immediately after Malfira is defeated.  No matter whether she is staked and burned, submerged in water, blasted by sunlight, or deprived of her last coffin, Malfira will assume corporeal form and disintegrate into ash.  Naru himself his either dead or a prisoner, and he will refuse to talk to the party.

A chilling shriek echoes throughout the now-empty Tower of Shadows.  The Vampire Malfira, a powerful sorceress from an age long past who had made herself the master of the tower and the wizard who owned it, is finally destroyed.  Her body is made whole one last time by her blood’s power, only to disintegrate into a cloud of ash in the blink of an eye.

Conceivably, the party could leave the tower only thinking they have destroyed Malfira (if they failed to destroy her three coffins, she will regenerate and live on).  If this is the case, read this text instead of the above block:

Malfira is gone, or so it seems.  Her corporeal body has disappeared, and she is nowhere to be found in the Tower of Shadows.  Exhausted from your ordeal, you are eager to leave this place.  You have searched the tower and recovered the shadow seeds, and that’s enough to claim your bounty.  You leave the old tower, walking away down the hill and hoping you will never see it again.  However, after a short while you all think you hear a loud, gleeful cackle from the direction of the tower.  It’s probably just your imagination…

After the party leaves the tower, they will once again be confronted by a large band of wild elves in the copses in the valley below:

Only those of you with the absolute sharpest senses of sight and hearing detect the motion in the trees around you—the so-called “wild elves” are watching you once more.  This time, however, they do not attack.  One of them steps forward, both of his hands in the air.  “Blood demon,” he states in his best, broken Common, “dead she is?”  When you reply in the affirmative, he then adds:  “Then no more use we have for Solfiren and Amatir.  Make good use.”

The elves will briefly talk to the party and answer questions, as best as they can, before allowing the party to move on.  It is an eight-day journey overland from the Tower of Shadows to the capital of the Grand Duke Stephen Karameikos.  The duke himself is still out on campaign against the pirates, but Marus is present in the ducal court to greet the party.  If the party gives him at least twelve shadow seeds, he will pay them each the promised 300 gp; if they give him at least six more seeds on top of that, he will increase the reward to 500 gp.  The party can keep and use any remaining shadow seeds they do not turn over.  If the party does not give him any seeds, or comes back empty-handed, Marus will have them expelled from the castle with a warning never to show their faces in the Grand Duchy of Karameikos again.

