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Дверь плавно открылась; за ней вы видите большую и тихую комнату. На возвышенности, в центре комнаты, вы видите большой каменный саркофаг. Это, как вы поняли, должно, безусловно, быть местом последнего упокоения героя Нодхара.
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Гробница Нодхара
 

Приключения для персонажей 1-го или 2-го уровня, или для партии с общем уровнем 6 или 7. Приключение было написано для Basic Dungeons and Dragons (где-то начало 1980-ых) но может быть адаптировано для других фентази РПГ. 

 
Фон приключения
Далеко на севере, на берегу глубокого и холодного Белого Моря, лежит небольшое королевство Сродхейм. Жестокая жизнь Северян в этом регионе породила своих героев, живых и мёртвых, на практике имевших большее уважение. Нодхар один из таких героев, чья доблесть в бою и навыки дипломатии стали легендарны, и о них до сих пор говорят, хотя он покинул этот мир много сотен лет назад.
 
Гробница Нодхара это старый могильный холм или курган где лежат бренные останки героев, и вместе с тем ряд важных местных жителей. Гробница, в своё время регулярно посещалась паломниками и о ней заботились местные жрецы Нисра, божества-покровителя Нодхара. Однако, десять лет назад тому назад вторгшаяся армия орков захватила регион, на этом паломничества закончились и паломники были убиты. Хотя орки были уже давно побеждены, месторасположение Гробницы было почти забыто, и регион оставался достаточно диким, поэтому лишь немногие осмеливались искать её.

 
Мок Шеб, тролль, переехал со своей группой рейдеров в Гробницу. Оттуда он  предпринимает нападения на караваны, проходящие поблизости, и даже, при случае, на ближайшие маленькие деревушки в нескольких милях отсюда.
 
Зацепки
PC могут быть введены в приключения любой из следующих зацепок:
 
1. PC могут работать как охранники каравана, когда караван будет атакован Мок Шебом и его бандой. Все кроме PC умираю, что позволяет им свободно преследовать нападавших. Кроме того владелец каравана, расстроен тем что является лишь последним в списке рейдов, приказывает PC выследить и убить бандитов. Слабый след ведёт от места атаки в лес прямо к Гробнице.
 
2. Как и в №1, выше, но PC находятся в соседней деревне, когда караван был атакован. На следующий день, будет размещено объявление о награде (2 з.м. за голову) за поимку или убийство рейдеров.
 
3. PC были наняты (100 з.м.) жрецами Нисра, чтобы найти, расчистить и предоставить отчёт о состоянии Гробницы. Жрецы говорят PC, что в качестве дополнительной награды, они могут взять всё, что найдут или разграбят если они не возьмут нечего из усыпальницы или саркофага (современные жрецы не знают о существовании сокровищницы, они полагают, что Топор Нодхара лежит с телом Нодхара или был вообще украден из Гробницы). Жрецы обеспечивают старую карту с описанием месторасположение Гробницы, относительно заметного ориентира (Например, горы, водопад, чрезвычайно большое и древние дерево)
 
Гробница
Как обычно, курсивом будет отмечен текст, который можно прочитать игрокам. Примечание: Карта была создана для свободного использования (и настоятельно рекомендуется) плиточное отображение полено Dungeon Crafter.

 
1. Внешний вид и вход
Вы наткнулись на мрачную поляну, густо окружённую большими старыми деревьями. Перед вами в самом центре поляны из земли поднимается квадратный курган, покрытый длинной густой травой и полевыми цветами, но очевидно, не естественный. На кургане установлена дверь больше обычного размера из твёрдой древесины украшенной замысловатой резьбой с рунами, рисунками и абстрактными образами, представляющий собой грозного вида железный замок.
 
Дверь не закрыта, но Мок Шеб заклинил её, закрыв изнутри. Это может ввести  PC в некоторое оцепенение, особенно если они думают, что удачно искали то, что блокирует дверь (примечание: Заклинание Knock (Удар) может удалить клин и открыть дверь). Кинжал или аналогичный предмет, подсунутый под дверь, подвинет клин и дверь откроется. Кроме того, PC могут выбить дверь (есть шанс 50% при каждой попытке, если суммарная сила будет не меньше 30, то есть, если два или более сильных персонажа одновременно, будут выбивать дверь с плеча или если у них будет самодельный таран), сделав так, они создадут много шума. 
2. Затвор
Вы входите в меленький зал, составленный из больших блоков из серого гранита хорошо и ровно сделанные ремесленниками, с очевидным мастерством. Углы пола слегка подняты вверх к дальней стене. К вашим ногам ведет две полосы меленьких параллельных углублений в полу идущих от дверей и исчезающих под дальней стеной. На дальней стене имеется выступ клиновидной формы, направленный на вас. Впереди, с права, находится открытый коридор ведущий в глубь насыпи.
 
Если персонажи догадаются спросить, тут нет ожидаемых пыли, крысиного помёта, рассыпанных кусков камня или другого мусора покрывающего пол, который мог бы указать на следы или иные признаки использования или обитания. Мок Шеб достаточно умён, чтобы сказать своим орком убрать любые следы. Он так же понимает, что для опытного наблюдателя отсутствие пыли и мусора, так же указывают на присутствие жизни, по этой причине он полагает, что, по крайней мере, не будет никаких признаков указывающих на то, кто или сколько существ регулярно входит и выходит в Гробницу.
 
Дальняя стена на самом деле подвижный затвор. Если партия подходит чтобы рассмотреть затвор поближе, прочитайте следующее:
 
Когда вы рассматривайте стену более близко, вы замечайте щель отделяющею стены от остальной части коридора, как будто эта стена вовсе не является неотъемлемой частью окружающей каменной кладки. Вы также заметили, что на клиновидном выступе, кажется, есть следы ржавчины.
 
 Прочитайте следующее, когда партия прикасается к выступу, или если не прикасается, то через один раунд после рассматривания её, или как только они входят в правый коридор:
 
Эта странная стена вдруг сдвигается и начинает двигаться к выходу из кургана. Она двигается сначала медленно, но затем быстро набирает скорость. 
 

Затвор выполняет оборонительную функцию, предназначен для того, чтобы изолировать Гробницу от незваных гостей. Два раунда после начала движения, затвор врезается во вход с громким ударом, блокирует его и вместе с тем всякую надежду на спасение! Если они ещё не догадались, как работает затвор, партия теперь понимает, что ряды углублений помогают затвору легче скользить (в одно время углубления хорошо смазывали), и клиновидный выступ, когда-то покрытый железом, идеально закрывает выход. Затвор слишком тяжёлый, чтобы быть остановленным персонажами, и любой предмет, вставленный под затвор, в неудачной попыткой остановить его, будет сломан, ударится о плоскость, вобьётся в пол, или отскочит. Любой персонаж, который упрям или глуп, чтобы войти в правый проход, раньше, чем будет вытеснен затворам на выход и не сможет принять участие в оставшейся части приключения.
 
Mok Sheb and his Orcs have studiously avoided jarring the plug in any way. If the party did not touch the plug, assume vibrations or other disturbances from their incautious activities (e.g., heavy footsteps, loud talking) caused it to slip. The sound of the plug ramming home will, of course, announce the intruders to the entire Tomb.

 

If the party examines the back of the plug after it has sealed the entrance, read the following:

 

A thick iron ring is set into the rear surface of the great block, and a length of rusted chain hangs from the iron ring. At the end of the chain is a corroded and broken link. In the direction from whence the block came you see another wall. In the center of this wall is a small opening, through which, you surmise, the chain must have run. 
 

The opening leads into the capstan room of area #4, described below.

 

3. Guard Room
The floor of this room is strewn with bits and splinters of wood. Two sconces are set into the walls. Otherwise the room appears empty.
 

In days gone by, at least two priests, serving as both guards and caretakers, would be present in the Tomb at all times. The bits and splinters of wood are all that remain of two beds and various other furniture long since smashed by the Orcs and used as kindling for their cooking fires. 

 

If the party performs a careful search of the room they will find that one of the flagstones is loose and moves when stepped upon, and that one of the sconces swivels on its bracket. These are both Ared herrings@, resulting only from lack of maintenance and natural decay, though the PCs may waste considerable time and resources poking and probing and still leave convinced that they=ve missed something.

 

4. Capstan Room
A large capstan occupies this room; iron spokes project outwardly from a central stone wheel around which is wrapped a thick but rusty chain. A length of the free end of the chain lies on the ground, trailing off in the direction of the wall to your left. At the end of the chain is a corroded and broken link. In the center of the left wall is an opening through which the chain presumably ran.
 

The capstan was, of course, used to haul back the plug of area #2, above. Without a forge, the chain cannot be mended sufficiently to withstand the weight of the plug. If the party does devise an apparently reasonable means of mending the broken link, another link will break before the plug can be hauled back a sufficient distance to allow the party to exit. The purpose of this feature is to prevent the party withdrawing from the Tomb during the adventure to heal or acquire special tools or weapons. Rest assured, a means of removing the plug is provided for at the end of the adventure. 

 

5. Guardian Statue
To your right is an alcove in which resides a small statute in the form of a human figurine. The statue is unremarkable, though it might have some artistic value. Unfortunately, the statue obviously cannot be removed from its base without damage, and its base looks like it weighs a ton.
 

The statue is an animated or living statute with the single specific purpose of controlling the great block of area #6, described below. The statue will send a signal to open and close the block only if the appropriate password is spoken while standing before the block. No other non-magical mechanism exists for actuating the block.

 

The base does not literally weigh a ton, but it is very heavy and awkward. A combined strength of at least 30 is needed to slide it out of the alcove.

 

The statue will not attack the PCs or give any indication that it is anything other than completely normal. A detect magic spell will, however, reveal its magical nature. Carved into the back of the statute=s base are the words ADeblok@ and AReblok@. These are the passwords for, respectively, opening and closing the block. Mok Sheb discovered these passwords and their use by sheer luck. He and his Orcs pass through the block to avoid the Skeletons of area #7.

 

6. The Great Block
The great block was once used to prevent commoners who were visiting deceased relatives in the Hall of Commoners (area #7, described below) from wandering into or asking about other areas of the Tomb, while allowing the priests a more expedient route to and from those areas. The block is hidden behind a moldy tapestry and melds perfectly into the surrounding stonework such that even characters who are actively searching will have little chance of discovering it. Even if discovered, however, it can only be actuated by the statute of area #5.

 

Remember, the passwords must be spoken while standing before the block, not standing before the statue.

 

7. Hall of Commoners
The doors open with a loud groan and a stirring of dust and stale air. A long hall stretches before you, disappearing into the gloom. A layer of dust covers the floor and gauzy cobwebs drape across the walls and corners. Alcoves line both sides of the hall, and in each alcove is what appears to be a stone burial vault. Each vault is a large rectangular stone box laboriously carved with ornate images and runes and sealed with a thick stone slab.
 

Characters should deduce from the dust and stale air that no creature has come this way in a long time. The hall holds ten burial vaults of various local persons of some small importance. The stone slabs sealing the vaults can be shifted with effort. Inside each vault is the deceased=s skeleton and a few personal items (roll for random contents using the table below). The DM may wish to carefully consider whether lawful good characters should participate in or even allow other characters to loot the dead.

 

Random contents of vault (1d6, roll once per vault):

1
tattered robes 

2
tattered clothes and silver ring (2gps)

3
tattered clothes and old book (deceased=s memoirs; 10sps if sold to local bookseller)

4
tattered robes and pouch containing 1-6cps

5
nothing other than skeleton

6
tattered clothes and rusted arms and armor (no value)

 

The Skeletons in the last three vaults and those in the first three vaults will animate once the party has traveled half the distance through the hall, trapping the party between them. The Skeletons have no intellect and will not use strategy. Thus, for example, the Skeletons from the first three vaults, who are now behind the party, will not purposefully attempt to surprise the party once it has engaged the remaining Skeletons. Of course, under certain circumstances (e.g., if the party has left the first three vaults open so that the Skeletons make little sound leaving their vaults and if the party is concentrating entirely on the Skeletons before it) the rearward Skeletons may achieve surprise nonetheless. Fighting the Skeletons has a 50% chance of alerting the Orcs of area #9 if they haven=t been alerted already.

 

For purposes of Turning, because the two groups of Skeletons attack from opposite directions and, most likely, at different moments, the DM may wish to require separate Turning attempts for each group of three.

Skeletons x6 (HP:2,3,3,4,4,5); two carry rusting long swords (1d8 damage), the rest are unarmed (1d6 damage).

 

8. Connecting Hall
Passing through the doors, you enter a wide rectangular corridor. In both the near and far righthand corners are life-sized statutes of humans dressed in flowing robes (priests of Nithra). In the far lefthand corner is another pair of doors. The corridor appears otherwise empty.

 

Sometime ago, the Orcs, realizing that any intruders would likely come this way, broke through the flagstone floor and dug two pit traps. The traps are, however, rather primitive and easily detected (80%) by forward probing of any sort (as with a staff or pole). A PC falling into either 10' deep trap suffers 1d6 points of damage and alerts the Orcs.

 

9. Hall of the Exalted
The doors open with a loud groan. A long hall stretches before you, disappearing into the gloom, and appears substantially similar to the hall in which the Skeletons attacked. The air smells of smoke. Thirty feet ahead, two of the vaults have left their alcoves and now lie perpendicularly across the hall.
 

The Orcs, already alerted to the party=s presence, are waiting in ambush behind the two crosswise vaults. They will wait until the party has cleared the doorway before opening fire with their crossbows. Orcs with spears will not cast them until a character is within 20' of their position. The Orcs will prefer to target fighter-types first and will concentrate their fire in an attempt to kill a single character each round rather than wound two or three.

 

A number of possibilities exist for quick-thinking parties. One is to retreat into the corridor, remove one or both doors from the exit from the Hall of Commoners, and use the doors as shields to rush the Orcs. Also, well-prepared parties could lob flaming oil flasks or wineskins (AMolotov cocktails@) at the Orcs= position, causing them to abandon their cover and fall back, thereby allowing the party to rush into the hall.

 

The vaults hold only human remains, everything else having been taken by the Orcs.

 

Orcs x6 (HP:4,5,6,6,7,7); all wear leather armor; two carry crossbows w/10 bolts and long knives (treat as daggers), two carry spears (one each) and broad swords, two carry broad swords and shields; each has 10-60cps (1d6x10) on its person.

 

10. Chamber of Nodhur=s Rest
The doors open smoothly; beyond, you see a great and silent chamber. On a raised dais in the center of the chamber you see a large stone sarcophagus. This, you realize, must surely be the final resting place of the hero Nodhur.
 

Mok Sheb is flat against the wall to the right of the entryway and cannot be seen until a character enters the chamber. When the first character enters, Mok Sheb will fire his great bow once before diving behind the sarcophagus for better cover. He will continue firing until he runs out of arrows or the party gets too close. Mok Sheb is highly intelligent and will fight to the death. When Mok Sheb attacks, read the following description.

 

As you step into the chamber, you hear the unmistakable Atwang@ of a bowstring to your right. The archer, twenty feet away and moving fast toward the sarcophagus, is a giant green-skinned humanoid wearing an ornate helm and chainmail armor. 

 

If the characters get close enough, you may mention the rubbery appearance of Mok Sheb=s skin or other clues to his being a Troll. You should not be quick to refer to Mok Sheb as a Troll unless the party has encountered Trolls before. Whether or not the party recognizes that Mok Sheb is a Troll is important in light of his regenerative powers (3 HP per round). Mere ordinary battle damage - even cutting him into pieces - will not kill him; only damage from fire or acid cannot be immediately regenerated. Once Mok Sheb is incapacitated or killed, read the following.

 

The creature is down, the fight is over. Its great bow is broken, apparently during the fight, but its axe gleams like a thing alive. Searching about the chamber you notice, for the first time, a small wooden door in the wall opposite the entryway.
 

Mok Sheb (HP:24) STR 18 (+3 to hit and damage); chainmail armor and helm; great bow w/10 arrows (treat as long bow to hit, +1 to damage), Nodhur=s Axe +1* (see Appendix B, below) wielded one-handed as though wielded with two.

 

11. Treasury
Through the small door is a narrow corridor with steps going downward. At the bottom of the steps you enter a small room filled with chests and other items of obvious value.
 

The chests are locked but not trapped. The treasure includes:

11pps, 42eps, 109gps, 610sps, 2001cps;

jeweled necklace (30gps), gold arm ring x3 (10gps each), chalice (5gps);

book, AThe Tale of Nodhur@, (50gps if sold to collector) - weighs 1 pound;

books x20, APrayers to Nithra@, (1gps each) - each weighs 4 pounds;

tapestries x4 (25gps, 50gps, 75gps, 100gps) - each weighs 40 pounds; and

Nithra=s Magical Thread (110').

 

A letter, in the form of an authentication, accompanies the Thread and sets forth all of the relevant information included in Appendix B, below. The signature is illegible, but the letterhead indicates that the drafter was a member of the Scholar=s Guild of the nearest large city. 

 

The point, of course, is that the Thread can be used on the capstan in place of the broken chain to haul back the plug and allow the PCs to leave the Tomb. Once hauled back, the plug can be wedged in place (possibly with a log from the surrounding forest) long enough to retrieve the Thread.

Ending the Adventure
So ends the adventure. If any of the suggested hooks were used, some final task may yet remain for the PCs, even if it involves only collecting their pay from the caravan master, collecting their reward from the villagers, or reporting their findings to the priests.

 

If your players are anything like mine, they may think about claiming and renovating the Tomb for use as a temporary stonghold. The priests likely won=t allow this (and Nithra won=t be happy either), and will challenge any such claim before the King, in the local Courts of Equity, or in some other appropriate forum.

 

If told of them, Nithra=s priests will attempt to buy back Nodhur=s Axe and Nithra=s Magical Thread. Unfortunately, offerings and tithes are down, so the priests can only pay, respectively, 300gps and 200gps for the treasures. Presumably, the PCs will decline to sell the items.

 

Appendix A: Scaling the Adventure
The DM will need to carefully consider the various challenges posed by the adventure and decide whether the PCs can handle them. An experienced group of players running five or six 1st or 2nd level characters, or a total of six or seven levels, should do well. The Skeletons and Orcs are, by themselves, hardly tough challenges, but the ways in which they=re presented increase the difficulty of getting by them. If, for example, the three Skeletons (area #7) surprise the party from behind - where parties typically position their spellcasters(!) - the party may find itself without magical assistance thereafter. Similarly, if the party isn=t bright enough to do anything other than bullrush the well-positioned Orcs (area #9) who are firing from behind cover, the party may lose its strongest fighter-type. 

It may be necessary to tailor later encounters Aon-the-fly@ in light of the results of previous encounters. For example, if the Skeletons and pit traps do serious damage to the party, then the DM may deem it necessary to reduce the number of Orcs. Remember, the party can=t withdraw from the Tomb to recover or resupply. Alternatively, if the party comes through relatively unscathed, the DM may reasonably decide to increase Mok Sheb=s hit points or abilities or else the final encounter could be somewhat anticlimactic. 

 

Suggestions for decreasing difficulty include:

1. Assume the three rearward Skeletons in area #7 make too much noise climbing out of their burial vaults to surprise the party.

 

2. Eliminate one or both of the pit traps in area #8.

 

3. Lower the Orcs= hit points in area #9, or replace all or some of the Orcs with Goblins or even Kobolds.

 

Suggestions for increasing difficulty include:

1. Replace one or more of the Skeletons in area #7 with more powerful undead (e.g., Zombies, Ghouls).

 

2. Place a Gelatinous Cube or similar beasty at the bottom of one of the pit traps in area #8.

 

3. Increase the number of Orcs in area #9, or replace some or all of the Orcs with better armed and armored Hobgoblins or even Ogres. 

 

Appendix B: Magic Items and Other Treasure
Nodhur=s Axe +1*
Nodhur=s glorious combats are the stuff of legends. Of all his weapons, his Axe is perhaps the most famous - AGiant Cleaver@ and ADragon Cutter@ it is called. Its creation is said to have been commissioned by Nithra herself and accomplished by the greatest Dwarven smiths.

 

Nodhur=s Axe is a double-bladed, hand-and-a-half battle axe, balanced so perfectly it can be wielded equally well with one hand (1d8 damage plus magical bonus) or two (1d10 damage plus magical bonus). The haft is of Witchwood, much-prized for its ability to accept dweomenors, and the blade is of Mithril.

 

The Axe=s magical bonus is linked to the wielder=s level. The Axe is +1 at levels 1-4; +2 at levels 5-9; +3 at levels 10-14; and so on.** 

 

In addition to its enhanced lethality, the Axe can also cure its wielder of 1d4 HP of injuries once per day simply by speaking the words ANithra, grace the wielder of thine mighty Axe@. This ability is documented in The Tale of Nodhur and is well-known to scholars of the region.

 

**Note: This feature of increasing effectiveness is an attempt to address the common problem of characters Aoutgrowing@ lesser items over time and needing to regularly upgrade to more powerful items. With this feature, magical items can become generally less common and more valuable, and specific magical items can become more meaningful over the long term. The feature of increasing effectiveness can be satisfactorily explained in a number of ways including, for example, that the character=s ability to more effectively tap into the item=s power increases with experience level, or that the item=s dweomenor becomes linked to the character=s life essence (level) and increases in power commensurately. Also, this feature has precedent in the many spells (e.g., Light, Magic Missile) whose effectiveness is tied to the caster=s level. 

 

Nithra=s Magical Thread
Legend has it that once, as Nithra strode across the heavens, the hem of her gown frayed, sending magical threads far and wide. These magical Threads typically appear to be ordinary silk cord interwoven with silver threads. They may be of any length, are always one-quarter inch in diameter, and are typically of a pastel color such as pale blue, pale green, or pale rose, though a gold-colored Thread is rumored to have once been found. The Thread will support any weight and cannot be cut, burned, or otherwise broken. The Threads are, in fact, not magical; their extraordinary properties result solely from the skill and knowledge of those who create them for the Gods= rainments.

 

Appendix C: Playtest Characters
The following party of characters was used to playtest the Tomb of Nodhur adventure.

 

1. Grimnir, Fighter 2nd, 17/12/13/14/16/13, HP:17, AC:5, leather armor & shield, long sword, spear.

 

2. Wroonwit, Cleric 1st, 14/14/16/13/13/12, HP:6, AC:9, shield, mace, spell: (none at 1st level).

 

3. Lorelar Gladiolis, Elf 1st, 9/17/14/17/11/13, HP:3, AC:8, staff, silver dagger, spell: magic missile.

 

4. Donar, Dwarf 2nd, 16/9/9/13/18/9, HP:20, AC:5, leather armor & shield, battle axe, crossbow w/15 normal bolts and 5 silver bolts.

 

5. Nicodemas, Halfling 1st, 10/11/14/16/14/10, HP:4, AC:5, leather armor, short sword, dagger.

 

