                               The Guild       

                           by Michael Fenton

                                            1- Cave Entrance

                                            2- Goblin Cave

                                            3- Pit Entrance & Ward

                      /-----------------\   4- Octogon Room

    \________________/        2          \  5- Puzzle Doors

   1_____________________________..._____|  6- Treasury

                                 \3/        7- Pillar Trap

                                 | |        8- Rat Room

                                 | |        9- Guild Meeting Hall

                                 | |

                                 | |

                                 | |            ... - Ward

                                 | |              I - Pillar

                                 | |         ] or [ - Door

                                 | |

        ______________           | |                            ___________

        |     6      |______5____| |____________________________|    9    |

        |_____________[__[__[__[__4__]_       7         _]__8___]_________|

                                      |_I_I_I_I_I_I_I_I_|

*Encounter 1- Healer's Guild Representative.

   The Party is approached by a Representative from the Healer's Guild of

  <insert any Town the Party wishes here>. The Guild Rep. introduces him/her

  self as Derek/Sarah Ward. The Rep. will ask the party if the would 

  investigate a cave that is suspected to be a former Necromancer's Guild

  meeting Hall. The Healer's Guild Destroyed the Necromancers so the party

  need not worry about meeting any Necromancers in the Cave. The Healer's 

  Guild is looking for Ritual Componets that are thought to be in the Cave.

  The Party may keep what ever treasure they find in exchange for the 

  components. 

   If the party agrees, the Rep. will give them 3 Ward Keys and directions 

  to the cave. The Rep. explains that the Ward Keys were siezed from the 

  Necromancers. The Guild does not know where they are to be used, but they 

  suspect one or two might be needed in the cave. The guild will also provide 

  a light spell. If the Party has no other questions, they may depart for the 

  Cave. Travel time is 3 hours. If the party asks for spell protections from 

  the Rep. He/She will sell them at 3 copper per spell level (ie Bless would 

  be 3, G. Bless would be 9 and Sheild Magic would be 15 copper). The party 

  is told to return to the Healer's Guild when they return. If the part 

  preforms well, the Healer's Guild will offer a bonus. All ressurections are 

  free for the party while they are in service of the guild.

  Healer's Guild Representative (Derek Ward if the Marshal is Male, Sarah Ward

   if the Marshal is Female). 

  3rd Level Earth Scholar-  Body 4, Spell Protections: Bless, Greater Bless,

   Shield, Greater Shield, Shield Magic, Toxin Shield. Weapon: Dagger

  Skills

   Read/Write               (3 Build)

   First Aid                (2 Build)

   Healing Arts             (2 Build)

   5 First Level Spells     (5 Build)

   4 Second level Spells    (4 Build)

   4 Third Level Spells     (8 Build)

   3 Fourth Level Spells    (6 Build)

   2 5th Level Spells       (6 Build)

   Small Weapon             (2 Build)

  Spell Pyramid- Cure Light Wounds (2), Disarm (1), Bless (2)

                 Cure Wounds (2), Repel (2)

                 G. Bless (2), Shatter (1), Weakness (1)

                 Cure Serious Wounds (2), Shun (1)

                 Shield Magic (1), Web (1)

*Encounter 2- Cave Entrance

   Four Goblins guard the entrance to the cave. The will yell at the party 

  to leave the cave area. They will fight if attacked.

  Goblins- 8 body, Long Swords.

*Encounter 3- Goblin Cave

   Five Goblins and a Hobgoblin live in this cave. There is a chest at the

  back of the room. It is Locked. About 2/3rds twards the rear of the room is

  a Pit with a ward covering it. The pit is covered by a rug.

  Goblins- 8 body, Long Swords.

  Hobgoblin- 12 body, Long Sword.

*Encounter 4- Ward & Pit

   Discription- A ward covers a Pit. You can see 5 feet down the pit. Beyond

  that is a magical darkness that keeps you from seeing farther. 

   In the Goblin Cave is a Pit covered by a Ward. There is a Ward Key slot next

  to the pit. The Ward is Dropped when a PC puts the Correct Ward key in the

  slot. Once the Ward is Dropped, the PCs may us a rope that is already 

  attatch to the side of the pit wall to climb down into the ritual Darkness.

  If the PCs drop a stone or something else down the pit. They hear it hit the

  bottom a few seconds latter. If one of the PCs happens to fall down the pit

  somehow. The marshal shall call a hold and pull that PC aside and tell him

  that he is falling, he bounces against the side of the pit (any magic armor

  is blown, if not, then the PC takes 1 pt of damage.). The Marshal then should

  ask the PC what he does. If the PC does not say grab onto the rope as his

  first action, then he hits the bottom of the pit and he/she is at -1 body,

  and bleeding to death at the bottom of the pit. It will take a PC 15 seconds

  to hurry down the rope to reach the PC at the bottom.

*Encounter 5- Octogon Room

   The PCs come down into a room with 8 Locked doors. The room is an octogone 

  that is 6 Feet in diameter from side to side. Each side contains a Door. 6 

  of the Doors are trapped with 4 pt. Flame Traps. The other 2 are just locked.

  Any PCs who fell down the pit will be here at -1 body.

                 Trapped Door

                   /------\

Trapped Door     /    ^     \  Trapped Door

               /      |       \

              |       |        |
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              |       |        |

               \      |       /

Trapped Door     \    v     /  Trapped Door
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                 Trapped Door

*Encounter 6- Puzzle Doors

   Discription- Each Room is a small 4 by 4 room with 2 doors opposite each

  other. The door opposite the one the PCs enter the room from will have some

  sort of riddle or puzzle on it. To open the door, the PCs have to solve the

  riddle or puzzle on the door. 

      |__________________/           A - Treasury (Encounter 7)

      |     |     |     |            B - Puzzle Door 3

   A  [ B   [ C   [ D   [ E          C - Puzzle Door 2

      |_____|_____|_____|            D - Puzzle Door 1

      |                  \           E - Octogon Room (Encounter 5)

                                     [ - Door

   Puzzles

    Puzzle 1- A sign on the door that reads:

     Say my name and you may pass. I am Grow, Argumenative, Ready, Raveing, 

     Interesting, Sentance, One, Namely. Who am I?

    Answer: The Answer is Garrison. The PCs must take the First letter of

     each word to get a letter in the name. The Words are meaningless.

    Puzzle 2- A sign with a Riddle on it. The PCs must figure out what the

     letters stand for. The sign reads:

                        100 C C in a G N

     Answer: 100 Copper Commons in a Gold Noble

    Puzzle 3- A sign with a riddle on it. The Sign reads:

      What is Blind, Deaf and Dumb, yet always tells the truth?

      Answer: A mirror

*Encounter 7- Treasurery

   This Room is Warded. The PCs must find the Ward Key slot and use the 

  correct Ward key to Drop the ward. Inside is a beat up old Statue. It is 

  paceing inside the room from one side to the other, perpendicular to the 

  hallway. It will not attack until one of the PCs touches a chest in the 

  room.

   Statue- Body 16. Two handed Sword, +2 Strength, Immune to charm type 

  spells, Magic armor, Spell Shield, 2 claws. Will break out of pins.

  Chest 1- Locked & Traped with a 4 pt. flame trap. Inside is generic treasure.

  Chest 2- Locked & Traped with a 4 pt. flame trap. inside are components

  and written on a piece of paper is the key word to stop the Missle storm 

  statue in Encounter 8.

*Encounter 8- Pillar Trap           

    -----------------------------------------------    A- Ledge

        |                                     |        O- Pillar

        |                                     |        0- Missle Storm

      A |  O   O   O   O   O   O   O   O   O  | 0A        Statue

        |                                     |    

        |                                     |

    -----------------------------------------------

   The PCs must Cross a 15 foot pit by jumping from pillar to pillar. At

  The other end of the room is a Statue that will has been permantly 

  enchanted to cast Missle Storm. The statue will cast the missle straight

  across the line of pillars and at the door on the far side of the room. It

  will not cast directly at PCs. If a PC falls. He will take 8 pts. of Damage

  (no damage if a magic armor is up). To get out the PC will need to A: Endow

  jump up to a ledge or pillar, B: use rope to reach the PC (at least 10 feet)

  or C: use the pillars near the ledge that does not have the Missle Storm 

  Statue to climb up to the ledge.

  Magic Storm Statue- Body 6, Casts Magic Storm once every 10 seconds,

   Reflect magic 2/day, takes 1 pt. of damage per swing from non-magic weapons.

   Immune to charm type spells. Immune to Pins, Binds, Webs & Confines. 

   Command word to shut off the Statue is 'Dakman Dow'.

*Encounter 9- Rat Room.

  3 Undead Rats guard this hall way. The Door on the other side of the hall

  way is warded. The PCs must use one of their ward keys to open it. The door

  leads to the guild meeting hall.

  Zombie Rats- Body 4, Weapons:Claws (2 normal) represented by short daggers.

*Encounter 10- The Guild Meeting hall

  The room is empty except for a meeting table, Permant Circle of Power around 

  the table and a statue beside the table. On the Table is a box (trapped with 

  a 4 pt. Flame Trap and locked) with components in it. The statue is invested 

  into the Circle. The Password to Lower the Circle is Dakman Dow. If the 

  Circle is lowered, the Statue will start throwing a Missle Storm. Unlike the 

  statue in the Pillar Trap hall no password will deactivate this Statue 

  (It has been programmed to attack non-guild memebers). The Statue will cast 

  at the nearest PC.

  Magic Storm Statue- Body 6, Casts Magic Storm once per 10 seconds, Reflect

  Magic 2 per day, takes 1 pt. of damage per swing from a non-magic weapons.

  Immune to Charm type spells. Immune to Pins, Binds, Webbs & Confines.

*Encounter 11- Return to Guild

  Upon returning to the Town. The Healer's Guild Rep. wil ask the party how  

  they did and what they have found. 

  1: If the party turns over no components to the Rep. s/he will thank the 

  party for their services and ask for the ward keys back. Once the keys are

  in the rep.'s possession, he/she will then leave.

  2: If the pary turns over 1 component, they will recive 4 silver from the

  Rep. The Rep. will then ask for the ward keys back and leave once they are

  in his/her possession.

  3: If the party turns over both components, the Rep. will give them 4 silver

  and give them each a ticket for 1 free minor service from any healer's guild

  in Ashbury.

  If the Party does not turn over the ward keys and they do not have a good

  explination why they do not have them, the Represenative will give them

  nothing and depending on the party's attitude could be very angry, let the

  party Role play this out.

