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 Village of the Desecrate Temple is for 4-6 3rd to 4th level characters


Adventure Hooks: Put a map in the path of the pc’s with the promise of a temple of gold.


Temple History: 1,500 years ago there was a great empire that worshiped the sun. They were mainly NG alignment. They lived near by and made the temple to worship. The people were happy and thrived. Unfortunately Nomadic warrior tribes came and with them they brought a great plague. The plague wiped out the great empire and left the temple abandoned. 
Centuries passed and until recently there was no one to care for the temple. 43 years ago a peaceful nomadic tribe who also followed the sun enjoyed the temple and decided to settle there. They built the surrounding village out of clay bricks. Only 2 years ago the rain stopped. Their rivers ran dry, their crops withered and their livestock died. Their beloved sun was hot in the sky. They became so week that they were easily overthrown by a ruthless tribe of Kolbolds. 

The kolbolds were lead by a mysterious humanoid with stubby horns and a tail. This humanoid is a tiefling and goes by the name of Cerick the Terrible. Cerick has a fiend in his bloodline and therefore started a devil-worshipping cult. There main objective is to recruit as many followers as possible and release Cericks ancestor Arrok’tu from onto the material plain. Cerick is in league with a bearded devil who is also under Arrok’tu but has come to the material plane at the expense of an unwitting wizard. The cult vandalized the temple and put it to use for themselves. They now live in the dungeon level under the town. 
The entrance to the village is on the south western corner of the town. There are 15’ high by 10’ wide clay brick walls surrounding the village. A large stone pyramid rises some 130’ from the eastern side of the village. There is a 50’ long wooden gate propped about half way open. The wood posts are held together by iron ties. It would take the strength of 20 men to move this door. The buildings of this village are made of clay brick walls and thatched reed roofs.
Area 1: Assassin Vine


The first thing you notice as you walk into the village is that it is overgrown with foliage. Directly to your left is a 20 ft. long vine with smaller 5 ft. long branches under which are several shiny coins.

*Assassin Vine


Hit Dice: 4d8+12 (32 Hp)

Initiative: +0


Speed: 5 ft.


Armor Class: 15 (-1 size, +6 natural), Touch 9, Flatfooted 15


Base Attack/Grapple +3/+12


Attack: slam +7 (1d6+7)


Full Attack: slam +7 (1d6+7)


Space/Reach: 10 ft. / 10 ft. (20 ft. with vine)

Special attacks: constrict 1d6+7, entangle, improved grab

Special qualities: Blind sight 30 ft., camouflage, immunity to electricity, low-light vision, plant traits, resistance to cold 10 and fire 10

Saves: Fort. +7, Ref. +1, Will +2

Abilities: Str. 20, Dex. 10, Con. 16, Int. -, Wis. 13, Cha. 9
CR: 3

Treasure: 100 gp., 6 sp., 86 cp. 1 +2 Club and a potion (protection from evil).
Area 2: Guard House


Centered in the front wall of this building is a doorway which is missing a door. This Building is 40’ x60’. As you enter this building you hear what sounds like several animals sleeping. Suddenly you hear one of the creatures scream a wake up call.


*Kolbolds (group 1, combatant)

Hit Dice: 1d8 (Hp. 8,7,4,3,2)

Initiative: +1


Speed: 30 ft.


Armor Class: 15 (+1 size, +1 Dex, +1 natural, +2 leather), Touch 12, Flatfooted 14

Base Attack/Grapple +1/-4

Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)

Full Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)

Space/Reach: 5 ft. / 5 ft.

Special attacks: -
Special qualities: Dark vision 60 ft., Light sensitivity 
Saves: Fort. +2, Ref. +1, Will -1
Abilities: Str. 9, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8
CR: 1/4
Treasure: 18 gp., 48 sp., 45 cp. 

*These kolbolds will not try to fight, they will try to escape through holes in the

 back wall of the building. The holes are only large enough for small creatures to squeeze through. Any kolbolds caught will surrender completely. The kolbolds speak draconic and only broken common. Upon escape these kolbolds will run to area 13.
Area 3: Home of the Dead


The houses of this village don’t have doors but old rotten hide flaps. As you   pull aside the flap flies fly out towards you and the stench of death falls over you. All the houses marked 3 are filled wall to wall with decaying human bodies most of which are not much more than bone. Upon further inspection you see that all the bodies are missing their left hands.
Area 4: North Stable


The front of this building has double wooden doors large enough for horse and rider to pass through. This building is 50’x70’. As you walk into this building you smell hey and the faint smell of horse manure. As you look around you see a usual stable setting.


*A search check (DC 15) will reveal  a set of Horseshoes of Zephyr.

Area 5: South Stable


The front of this building has double wooden doors large enough for horse and rider to pass through. This building is 50’x70’. As you walk into this building you smell hey and the faint smell of horse manure. As you look around you see a usual stable setting.
Area 6: Kolbold Lure


As you pass before the south stable you see a lone kolbold walking out from the other side of the building. As your attention turns to him he turns and runs the way he came.


*Area 6 and 7 work together as a trap. When the Pc’s are distracted by the lone kolbold in area 6 , 4 kolbolds in area 7 sneak around the side of the building and each take a slingshot at the Pc’s. He will then run to area 12. Either way the Pc’s give chase will lead them through tripwires connected to crossbows. Spot (DC 20) disable device (DC20).

*Kolbolds (group 2, combatant)

Hit Dice: 1d8 (Hp. 1)

Initiative: +1


Speed: 30 ft.


Armor Class: 15 (+1 size, +1 Dex, +1 natural, +2 leather), Touch 12, Flatfooted 14


Base Attack/Grapple +1/-4


Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Full Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +2, Ref. +1, Will -1

Abilities: Str. 9, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8

CR: 1/4

Treasure: 10 gp., 1 sp., 15 cp. 

Area 7: Slingshot Attack
*Area 6 and 7 work together as a trap. When the Pc’s are distracted by the lone kolbold in area 6 , 4 kolbolds in area 7 sneak around the side of the building and each take a slingshot at the Pc’s. They will then run to area 12. Either way the Pc’s give chase will lead them through tripwires connected to crossbows. Spot (DC 20) disable device (DC20), att. Ranged +10 (1d6/x3).

*Kolbolds (group 2, combatant)

Hit Dice: 1d8 (Hp. 8,5,5,5)

Initiative: +1


Speed: 30 ft.


Armor Class: 15 (+1 size, +1 Dex, +1 natural, +2 leather), Touch 12, Flatfooted 14


Base Attack/Grapple +1/-4


Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Full Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +2, Ref. +1, Will -1

Abilities: Str. 9, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8

CR: 1/4

Treasure: 34 gp., 20 sp., 54 cp. 

Area 8: Pit Trap Row


*Anyone going through this area and failing there Spot check (DC 24) has a 50% chance of falling in a camouflage pit trap. (DC20) reflex save avoids. 10 ft. deep (1d6).
Area 9: Kolbold Escape Route


*This is the direction the fleeing kolbolds will run. There are more arrow traps between the houses in this area. Arrow Trap tripwires Spot (DC20). Att+10 ranged (1d6/x3).
Area 10: Pit Trap Intersection


*Anyone going through this area and failing there Spot check (DC 24) has a 33% chance of falling in a camouflage pit trap. (DC20) reflex save avoids. 10 ft. deep (1d6).

Area 11: Caltrops

*Those devious kolbolds are at it again. They have placed a generous portion of caltrops under a layer of hay in this area. Anyone passing through this area has a 50% chance of stepping on a caltrop, running 75%, cautious 25%. 
Area 12: Hatchery


This building is 40 ft. by 70 ft. It boasts large double doors on the wall facing the center of town. This was once a large market room. You can see areas divided off into different shops. Everything is in disorder and the stench of fresh feces hits you as you enter. 

*Kolbolds (Group 3, Combatant)

Hit Dice: 1d8 (Hp. 8,6,6,5,1)

Initiative: +1


Speed: 30 ft.


Armor Class: 15 (+1 size, +1 Dex, +1 natural, +2 leather), Touch 12, Flatfooted 14


Base Attack/Grapple +1/-4


Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Full Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +2, Ref. +1, Will -1

Abilities: Str. 9, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8

CR: 1/4

Treasure: 2 gp., 74 sp., 27 cp. 


*Kolbolds (group 4, Combatant)

Hit Dice: 1d8 (Hp. 4,4,4,4,4)

Initiative: +1


Speed: 30 ft.


Armor Class: 15 (+1 size, +1 Dex, +1 natural, +2 leather), Touch 12, Flatfooted 14


Base Attack/Grapple +1/-4


Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Full Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +2, Ref. +1, Will -1

Abilities: Str. 9, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8

CR: 1/4

Treasure: 47 gp., 31 sp., 48 cp. 


*Kolbolds (group 5, Combatant)

Hit Dice: 1d8 (Hp. 2,2,2,2,2)

Initiative: +1


Speed: 30 ft.


Armor Class: 15 (+1 size, +1 Dex, +1 natural, +2 leather), Touch 12, Flatfooted 14


Base Attack/Grapple +1/-4


Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Full Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +2, Ref. +1, Will -1

Abilities: Str. 9, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8

CR: 1/4

Treasure: 51 gp., 21 sp., 84 cp. 


*groups 4 and 5 will only attack after half of group 3 is destroyed. The kolbolds in the nursery have no escape route and fight to the death.


*Kolbolds (group 6, Noncombatant females)

Hit Dice: 1d8 (Hp. 3,3,3,3,3,3,3,3,3,3,3,3,3)

Initiative: +1


Speed: 30 ft.


Armor Class: 13 (+1 size, +1 Dex, +1 natural,), Touch 12, Flatfooted 12


Base Attack/Grapple +1/-4


Attack: -


Full Attack: -


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +2, Ref. +1, Will -1

Abilities: Str. 9, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8

CR: 1/4

Treasure: none

*Kolbolds (group 7, Noncombatant females)

Hit Dice: 1d8 (Hp. 2,2,2,2,2,2,2,2,2,2,2,2,2)

Initiative: +1


Speed: 30 ft.


Armor Class: 13 (+1 size, +1 Dex, +1 natural,), Touch 12, Flatfooted 12


Base Attack/Grapple +1/-4


Attack: -


Full Attack: -


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +2, Ref. +1, Will -1

Abilities: Str. 9, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8

CR: 1/4

Treasure: none

*Kolbolds (group 8, Noncombatant females)

Hit Dice: 1d8 (Hp. 1,1,1,1,1,1,1,1,1,1,1,1,1)

Initiative: +1


Speed: 30 ft.


Armor Class: 13 (+1 size, +1 Dex, +1 natural,), Touch 12, Flatfooted 12


Base Attack/Grapple +1/-4


Attack: -


Full Attack: -


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +2, Ref. +1, Will -1

Abilities: Str. 9, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8

CR: 1/4

Treasure: none
*Kolbolds (group 9, Noncombatant children)

Hit Dice: 1d8 (Hp. 1,1,1,1,1,1,1,1,1,1)

Initiative: +1


Speed: 30 ft.


Armor Class: 13 (+1 size, +1 Dex, +1 natural,), Touch 12, Flatfooted 12


Base Attack/Grapple +1/-4


Attack: -


Full Attack: -


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +2, Ref. +1, Will -1

Abilities: Str. 9, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8

CR: 1/4

Treasure: none
*There are 18 kolbold eggs in this building. The noncombatant females only attack if you try to destroy the eggs or children. They willingly go captive to save their offspring. Upon searching this room pc’s will find 2 potions (cure light wounds) and 1 potion (Bull’s strength).
Area 13: Sorcerer’s Den


As you leave area 12 you are met with the remainder of the kolbold band.
There are 11 regular warrior types in the clearing and 6 warrior types in studded leather and 1 odd looking old fellow coming from the building marked 13.


 *Kolbolds (group 10, Combatant)

Hit Dice: 1d8 (Hp. 4,4,4,4,4)

Initiative: +1


Speed: 30 ft.


Armor Class: 15 (+1 size, +1 Dex, +1 natural, +2 leather), Touch 12, Flatfooted 14


Base Attack/Grapple +1/-4


Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Full Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +2, Ref. +1, Will -1

Abilities: Str. 9, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8

CR: 1/4

Treasure: 85 gp., 3sp., 76 cp. 


*Kolbolds (group 11, Combatant)

Hit Dice: 1d8 (Hp. 2,2,2,2,2)

Initiative: +1


Speed: 30 ft.


Armor Class: 15 (+1 size, +1 Dex, +1 natural, +2 leather), Touch 12, Flatfooted 14


Base Attack/Grapple +1/-4


Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Full Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +2, Ref. +1, Will -1

Abilities: Str. 9, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8

CR: 1/4

Treasure: 44 gp., 93 sp., 12 cp. 


*Kolbolds (group 12, Combatant)

Hit Dice: 1d8 (Hp. 8,6,4,2,2)

Initiative: +1


Speed: 30 ft.


Armor Class: 16 (+1 size, +1 Dex, +1 natural, +3 studded leather), Touch 12, Flatfooted 15


Base Attack/Grapple +1/-4


Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Full Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +2, Ref. +1, Will -1

Abilities: Str. 9, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8

CR: 1/4

Treasure: 326 gp., 62 sp., 28 cp. 

Dretch

Kolbold Fighter 3 (hp. 24)


Initiative: +3


Speed: 30 ft.


Armor Class: 18 (+1 size, +3 Dex, +1 natural, +3 studded leather), Touch 14, Flatfooted 15


Base Attack/Grapple +3/+3


Attack: Spear +5 melee (1d6+1/x3) or sling +7 ranged (1d3)


Full Attack: Spear +5 melee (1d6+1/x3) or sling +7 ranged (1d3)


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +5, Ref. +4, Will +0
Abilities: Str. 12, Dex. 16, Con. 14, Int. 10, Wis. 9, Cha. 8

CR: 3
Treasure: 430 gp., 3 sp., 69 cp. 

Konk

Kolbold Sorcerer 5 (hp. 25)

Initiative: +3


Speed: 30 ft.


Armor Class: 15 (+1 size, +3 Dex, +1 natural,), Touch 14, Flatfooted 12


Base Attack/Grapple +2/+1


Attack: Spear +1 melee (1d6-1/x3) or sling +6 ranged (1d3)


Full Attack: Spear +1 melee (1d6-1/x3) or sling +6 ranged (1d3)


Space/Reach: 5 ft. / 5 ft.


Special attacks: Spells

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +3, Ref. +4, Will +3
Abilities: Str. 8, Dex. 17, Con. 14, Int. 10, Wis. 9, Cha. 16
CR: 3

Treasure: In Konk’s den you will find 320 gp., 100 sp., 95 cp., 1 clear bright green emerald (5,000 gp.) 1 black pearl (500 gp.) 1 masterwork short sword (small size), 1 masterwork studded leather (small size) 1 potion (magic fang) and 1 potion (cure light wounds) 
Konk’s spells: Konk gets 6 (0 level spells), 7 (1st level spells) and 4 (2nd level spells) per day.

0 level (6 known): Acid splash, Detect Magic, Daze, Ray of Frost, Disrupt undead, Touch of Fatigue.
1st level (4 known): Mage Armor, Cause Fear, Chill Touch, Ray of Enfeeblement.

2nd level ( 2 known): Summon Monster II, Ghoul Touch.


*These kolbolds are not so willing to fight to the death as they are selfish little creatures. If the battle goes against them (1/3 of their numbers are depleted) they will attempt to escape out of the village. Konk will run into the temple to warn the Devil Cult Priest. 

Area 14: Temple Ground Floor


As you enter the temple through this 50 ft. long hall you hear the sound of battle in progress. As you reach the end of the hall, to enter a 100 ft. square room, you’re just in time to witness Konk being slain by a group of animated human skeletons. As you notice a large 20 ft. wide pillar in the middle of the room with 4 stone alters surrounding it, the skeletons turn to regard you.

*Poor Konk fell to his death because the thoughtless priests commanded the skeletons to attack anyone other than a devil or the priests that came into this room. Because of this there is no warning of the pc’s and the priests are totally unaware of the pc’s presence in the temple.


*Skeletons

Hit Dice: 1d12 (Hp. 10,9,9,8,6,6,6,3,2,2)

Initiative: +5


Speed: 30 ft.


Armor Class: 15 (+1 Dex, +2 natural, +2 heavy steel shield), Touch 11, Flatfooted 14


Base Attack/Grapple +0/+1

Attack: Scimitar +1 melee (1d6+1/18-20) 


Full Attack: Scimitar +1 melee (1d6+1/18-20)

Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Damage reduction 5/bludgeoning, dark vision 60 ft., immune to cold, undead traits
Saves: Fort. +0, Ref. +1, Will +2
Abilities: Str. 13, Dex. 13, Con. -, Int. -, Wis. 10, Cha. 1
CR: 1/3
Treasure: none 

*This room has a secret compartment on the northern and southern alters. The search is (DC20). In the north alter you will find a +1 Light flail of Bane (outsiders evil). In the southern alter you will find a potion (haste). This room also has two secret doors. They are secret more for aesthetic reasons than to fool anyone and therefore have a spot check (DC20) and search check (DC15). The secret door in the pillar reveals a spiral staircase which gives access to the rest of the temple. 
The secret door on the eastern wall goes to room 15.

Area 15: Priests Sanctuary


This room is 20’x20’. There seems to be years of dust on the floor in this room. In this room there are racks of moth eaten silk robes, now worthless. You find many items that would be used in a religious ceremony like; incense, candles and what appear to be holy symbols. You also find a coffer holding many valuables as some sort of offerings. 
*In the coffer are 656 gp., 882 sp., 236 cp., and 11 gems: 3 silver pearls 100 gp. Each, 3 bloodstone 50 gp. Each, 1 citrine 50 gp., 1 moonstone 50gp., 1 lapis lazuli 10 gp. And 2 tiger eye turquoise 10 gp. Each.
Area 16: Stair Top


As you come out of the stairway you are met with a grizzly sight. There are chains hanging from the ceiling with left hands hooked to them. The hands hang down to about 5 ½ ft from the floor. As if this were not enough you hear the dragging of feet from the western side of the room.

*The hands hanging from the ceiling are animated and grab anything that touches them as a grapple attack. The hands do not let go unless an opposing grappling check is made or they are reduced to 0 Hp. There are hands hung randomly all over the room and down the hall to the balcony. Each one is within 2 ft. of another. They obviously can’t grab anything below 5 ½ ft. If pc’s are small or shorter than 5 ½ ft. they can walk underneath but if they lift their weapons to this height they will be grabbed. 

*Animated Hands


Hit Dice: ½ 1d12 

Initiative: -1


Speed:. -


Armor Class: 11 (-1 Dex, +2 natural,), Touch 9, Flatfooted 11


Base Attack/Grapple +1/+2


Attack: grab 1d4 


Full Attack: grab 1d4

Space/Reach: personal

Special attacks: grapple
Special qualities: Damage reduction 5/slashing undead traits

Saves: Fort. +0, Ref. -1, Will +3
Abilities: Str. 12, Dex. 8, Con. -, Int. -, Wis. 10, Cha. 1

CR: 1/8
Treasure: none 

*The feet dragging on the west side of the room belong to 4 kolbold zombies. They will attack anyone other than the priests or a devil. The kolbold zombies are no more  than 2 ½ ft. tall and therefore can move freely under the hands.  

*Kolbold zombies


Hit Dice: 2d12+3 (15,17,19,16) 

Initiative: +0


Speed:. 30 ft.


Armor Class: 13 (+1 size, +2 natural,), Touch 11, Flatfooted 13


Base Attack/Grapple +1/-4


Attack: slam +1 melee (1d4-1) 


Full Attack: slam +1 melee (1d4-1)

Space/Reach: 5 ft./5 ft.

Special attacks: -
Special qualities: Single actions only, Damage reduction 5/slashing, dark vision 60 ft.,  undead traits

Saves: Fort. +0, Ref. +0, Will +3

Abilities: Str. 8, Dex. 11, Con. -, Int. -, Wis. 10, Cha. 1

CR: 1/2
Treasure: none 

Area 17: Temple Balcony


This area has a bronze brazier on either side of you. There is a bloodstained stone alter in front of the balcony’s ledge. There is a freshly slain woman on the alter. Next to the woman are a Falchion and a disemboweling tool also stained with blood. Of course her left hand is missing. In the braziers there are ashes and charred human remains.
Area 18: Temple Underground Level


This room is 100’ x 100’. The walls were once intricately decorated with mosaic depictions of ancient people bowing to and worshiping the sun. It has since been desecrated and defaced with unholy graffiti. This room has 4 pillars in it. There are 4 doors, one centered on each wall.
Area 19: Priest Quarters


As you open the door you see a man in a black robe studying a book intently. Without looking to see who it is, he asks with some frustration “Felbar what do you want now?” 


*Once the pc’s move or talk the man will immediately call out for help. He will then grab a light mace that is near him to defend himself. This priest is named Herm and this is his living quarters. When Herm calls out give the priests in room 20 and 22 a listen check (DC 12) and the priest in room 21 a listen check (DC 14). If they pass they will rally the others and 2 will come to Herms aid but the forth will try to escape down the stairs to warn Cerick.

*Herm, Human Cleric, 1


Hit Dice: 1d8 (hp. 4) 

Initiative: +2

Speed:. 30 ft.


Armor Class: 12 (+2 Dex.), Touch 12, Flatfooted 10

Base Attack/Grapple +0/+0

Attack: Light mace +0 melee, (1d6/x2) 


Full Attack: Light mace +2 (weapon finesse) melee, (1d6/x2) 

Space/Reach: 5 ft./5 ft.


Special attacks: spells
Special qualities: -
Saves: Fort. +2, Ref. +2, Will +3

Abilities: Str. 10, Dex. 15, Con. 11, Int. 10, Wis. 13, Cha. 12
CR: 1
Treasure: 15 gp., 3 sp., 50cp.
*Herms spells; Herm gets 3 0 level spells, 2 1st level spells per day and 1 domain spell per day.

0 level: Detect magic, light, read magic, 

1st level: Inflict light wounds, summon monster I. 

Domain spell: protection from good

Area 20: Priest Quarters


This room appears to be another living quarters.

*This room belongs to Corb. Corb will rely mainly on his spells to stall the pc’s but will grab a nearby dagger to defend himself. If for some reason the pc’s decide to go in this room before room 19 read:

When you enter this room you hear a low chanting. As the man sitting in the center of the room hears you come in he calls out in alarm. He then takes a dagger from his belt.

*When Corb calls out give the priests in room 19 and 21 a listen check (DC 12) and the priest in room 22 a listen check (DC 14). If they pass they will rally the others and 2 will come to Corbs aid but the forth will try to escape down the stairs to warn Cerick.

*Corb, Human Cleric, 1


Hit Dice: 1d8 (hp. 4) 

Initiative: +0


Speed:. 30 ft.


Armor Class: 10, Touch 10, Flatfooted 10


Base Attack/Grapple -1/-1


Attack: Dagger -1 melee (1d4-1/19-20x2) 


Full Attack: Dagger -1 melee (1d4-1/19-20x2)


Space/Reach: 5 ft./5 ft.


Special attacks: spells

Special qualities: -

Saves: Fort. +2, Ref. +0, Will +4

Abilities: Str. 8, Dex. 11, Con. 10, Int. 9, Wis. 15, Cha. 10
CR: 1

Treasure: 17 gp., 5 sp., 2 cp.

*Herms spells; Herm gets 3 0 level spells, 2 1st level spells per day and 1 domain spell per day.

0 level: cure minor wounds, light, purify food and drink
1st level: cause fear, command
Domain spell: protection from good

Area 21: Priest Quarters


This room appears to be another living quarters.

*This room belongs to Stabb. Stabb will be studying in several books. Stabb will look to see who it is immediately when someone opens the door and call out in warning. If for some reason the pc’s decide to go in this room before room 19 read:


When you enter this room you see a man studying in many books. Upon your entering the room he calls out in alarm. He then grabs a nearby staff and stands.

*When Stabb calls out give the priests in room 19 and 21 a listen check (DC 12) and the priest in room 22 a listen check (DC 14). If they pass they will rally the others and 2 will come to Stabbs aid but the forth will try to escape down the stairs to warn Cerick.

*Stabb, Human Cleric, 1


Hit Dice: 1d8 (hp. 8) 

Initiative: +0


Speed:. 30 ft.


Armor Class: 10, Touch 10, Flatfooted 10


Base Attack/Grapple +0/+0

Attack: Staff +0 melee (1d6/x2)

Full Attack: Staff +0 melee (1d6/x2)

Space/Reach: 5 ft./5 ft.


Special attacks: spells

Special qualities: -

Saves: Fort. +2, Ref. +0, Will +3
Abilities: Str. 10, Dex. 10, Con. 13, Int. 11, Wis. 13, Cha. 10

CR: 1

Treasure: 19 gp., 2 sp., 48 cp.

*Stabbs spells; Stabb gets 3 0 level spells, 2 1st level spells per day and 1 domain spell per day.

0 level: Detect magic, light, read magic
1st level: Comprehend languages, command

Domain spell: protection from good

Area 22: Priest Quarters


This room appears to be another living quarters.


*This room belongs to Felbar. Felbar is quite blood thirsty. When the pc’s enter this room Felbar will call out in alarm and then go to the attack. If for some reason the pc’s decide to go in this room before room 19 read:


When you approach this room you hear a scuffle and clinging as a weapon on a shield. When you open the door you see a man practicing battle techniques with a morning star and a heavy shield. As he notices you he calls out in alarm and charges you.

*When Felbar calls out give the priests in room 19 and 21 a listen check (DC 12) and the priest in room 22 a listen check (DC 14). If they pass they will rally the others and 2 will come to Felbars aid but the forth will try to escape down the stairs to warn Cerick.

*Felbar, Human Cleric, 1


Hit Dice: 1d8 (hp.6) 

Initiative: +0


Speed:. 30 ft.


Armor Class: 11 (+2 heavy shield, -1 dex.), Touch 9, Flatfooted 9

Base Attack/Grapple +0/+1

Attack: morning star +1 melee (1d8/x2) 


Full Attack: morning star +1 melee (1d8/x2)

Space/Reach: 5 ft./5 ft.


Special attacks: spells

Special qualities: -

Saves: Fort. +2, Ref. +0, Will +3
Abilities: Str. 13, Dex.8, Con. 10, Int. 9, Wis. 13, Cha. 11
CR: 1

Treasure: 4 gp., 3 sp., 57 cp.

*Felbars spells; Felbar gets 3 0 level spells, 2 1st level spells per day and 1 domain spell per day.

0 level: cure minor wounds, Guidance, Virtue
1st level: Divine favor, Inflict light wounds
Domain spell: protection from good

Area 23: Temple Dungeon Level


This area is 60’ x 60’. The first thing you notice here is the smell of rotting flesh. Posted in each corner of this room is a human zombie. 

*The zombies are ordered to attack anyone entering this area other than the priests or a devil.

* Human zombies


Hit Dice: 2d12+3 (hp.13,17,17,16) 

Initiative: -1


Speed:. 30 ft.


Armor Class: 11 (-1 dex., +2 natural), Touch 9, Flatfooted 11


Base Attack/Grapple +1/+2


Attack: slam +2 melee (1d6+1) 


Full Attack: slam +2 melee (1d6+1)


Space/Reach: 5 ft./5 ft.


Special attacks: -
Special qualities: single actions only, damage reduction 5/slashing, dark vision 60 ft., undead traits
Saves: Fort. +0, Ref. -1, Will +3

Abilities: Str. 12, Dex.8, Con. -, Int. -, Wis. 10, Cha. 1
CR: ½ 
Treasure: none
Area 24: Vault

The Door to this room is a thick wooden door and it is locked. 

*Door (strong wooden) 2 in. thick, 5 hardness, 20 hp., Break (DC25) Lock (DC25).  
The door opens into a 10 ft. wide corridor that is 35 ft. long. This leads to an iron door. This door is also locked.
*Door (Iron) 2 in. thick, hardness 10, 60 hp., break (DC28), lock (DC30). The key to both these doors is on a keyring in room 27.

*Treasure: 505 gp, 1540 sp, 4079 cp, a suit of +1 breastplate of Silent moves (human size) a master work long sword, a potion of (cure moderate wounds) and a scroll of (levitate 5th level), (Hypnotic pattern 5th level ), and (sleet storm 5th level).
Area 25: Carrion Crawler Hall

This hallway is 20 ft. wide and 20 ft. high. Off in the darkness of the tunnel notice movement and hear a gnawing sound.


*The movement and gnawing sound is a carrion crawler eating which ever priest got away to warn Cerick. The crawler is very hungry and came up from the underground after the smell of the zombies in room 23. This priest is the first thing the crawler has eaten in quite some time therefore it will attack the pc’s if they come anywhere near its catch. If the pc’s retreat, the crawler will then go to room 23, to eat the bodies of the human zombies. There it will wait until its food is digested before going back down the well.
*Carrion Crawler


Hit Dice: 3d8+6 (hp.25) 

Initiative: +2


Speed:. 30 ft., Climb 15 ft.

Armor Class: 17 (-1 size., +2 Dex., +6 natural), Touch 11, Flatfooted 15

Base Attack/Grapple +2/+8

Attack: tentacle +3 melee (paralysis) 


Full Attack: 8 tentacles +3 melee (paralysis)+ bite -2 melee (1d4+1)

Space/Reach: 10 ft./5 ft.


Special attacks: paralysis
Special qualities: Dark vision 60 ft., scent
Saves: Fort. +3, Ref. +3, Will +5
Abilities: Str. 14, Dex.15, Con. 14, Int. 1, Wis. 15, Cha. 6
CR: 4 

Treasure: what ever is on the priest
Area 26: Wardens Room

This room is 30’ x 50’. When you open the door to this room you catch a large (for his race) kolbold enjoying himself with 3 kolbold mistresses. He will immediately stop what he is doing grab a spear and call for help. This kolbold obviously holds some status as the room is lavishly decorated in silk and velvet.

*When the kolbold cries out give the kolbolds in room 27 a listen check (DC12). If they hear him they will rush to his aid. If not, well they are gambling on a game of bones.

*T’Kau Kolbold Fighter, 4
Hit Dice: 4d10 (Hp. 29)

Initiative: +0

Speed: 30 ft.


Armor Class: 13(+1 size, +1 natural, +1 ring of protection), Touch 13, Flatfooted 13

Base Attack/Grapple +4/+5

Attack: Spear +6 melee (1d6+2/x3)


Full Attack: Spear +6 melee (1d6+2/x3) 


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +5, Ref. +1, Will +0
Abilities: Str. 14, Dex. 11, Con. 12, Int. 9, Wis. 9, Cha. 8

CR: 4
Treasure: 457 gp., 85 sp., 46 cp. And a ring of protection +1
*Kolbold mistresses (noncombatant)
Hit Dice: 1d8 (Hp. 3,2,2)

Initiative: +1


Speed: 30 ft.


Armor Class: 13(+1 size, +1 natural, +1 dex.), Touch 13, Flatfooted 12


Base Attack/Grapple +0/-4


Attack: -

Full Attack: - 


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +2, Ref. +1, Will -1
Abilities: Str. 8, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8

CR: ¼ 
Treasure: gold bracelet (small) 50 gp. Silver comb 10 gp.  Jeweled gold necklace 100 gp. All these items are sized for small creatures and were probably stolen from halflings or gnomes. 

Area 27: Prison Guard Room North

*This room contains 8 more kolbolds which are kept around as to run small errands and fetch things. They speak broken English,  enough to understand commands and give reports. If they heard T’Kau call for help the run to his aid. If not, they are caught gambling around a large table.

*Kolbolds Guards

Hit Dice: 1d8 (Hp. 4,3,3,8,4,2,6,3)

Initiative: +1


Speed: 30 ft.


Armor Class: 15 (+1 size, +1 Dex, +1 natural, +2 leather), Touch 12, Flatfooted 14


Base Attack/Grapple +1/-4


Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Full Attack: Spear +1 melee (1d6-1/x3) or sling +3 ranged (1d3)


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Dark vision 60 ft., Light sensitivity 

Saves: Fort. +2, Ref. +1, Will -1

Abilities: Str. 9, Dex. 13, Con. 10, Int. 10, Wis. 9, Cha. 8

CR: 1/4

Treasure: 61 gp., 27 sp., 85 cp.


*If the room is searched, pc’s will find a key ring with the keys to room 30, and both doors leading to room 24. 

Area 28: Prison Guard Room South

This room is 25’ x 30’. This room has a table, 6 chairs and a rack of saps. 

Area 29: Guard Latrine


This room has privies in it.

Area 30: Prison


The door to this area is thick and locked. There is a 10 inch by 10 inch hole in the door, about face level, that has 3 iron bars set vertically in it. The stench of death permeates from the hole in the door. The room inside is 70’ x 70’. 


*If the pc’s open this door they will be met with the wight that is trapped here. The wight is the result of a animate dead spell gone terribly awry. Cerick was a 6th level priest until this mishap.
 
*Wight

Hit Dice: 4d12 (Hp. 26)

Initiative: +1


Speed: 30 ft.


Armor Class: 15 (+1 Dex, +4 natural), Touch 11, Flatfooted 14


Base Attack/Grapple +2/+3

Attack: Slam +3 melee (1d4+1 plus energy drain)

Full Attack: Slam +3 melee (1d4+1 plus energy drain)


Space/Reach: 5 ft. / 5 ft.


Special attacks: create spawn, energy drain
Special qualities: Dark vision 60 ft., undead traits 

Saves: Fort. +1, Ref. +2, Will +5
Abilities: Str. 12, Dex.12, Con. -, Int. 11, Wis. 13, Cha. 15
CR: 3
Treasure: none
Area 31: Concubine Quarters


This room is 30’ x 30’. In this room is a woman who is scantily dressed. She says, “he knows your coming, he’s ready for you, he’ll kill you, he’ll kill you all and you will never have me.” She then takes a dagger from behind her back and stabs herself in the stomach.

*Salliena


Human commoner

Hit Dice: 1d4 (Hp. 2)(after stabbing herself -1)

Initiative: +0


Speed: 30 ft.


Armor Class: 10, Touch 10, Flatfooted 10


Base Attack/Grapple +0/-1


Attack: -


Full Attack: -


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: - 

Saves: Fort. +0, Ref. +0, Will +1

Abilities: Str. 8, Dex.11, Con. 10, Int.9, Wis. 13, Cha. 15
CR: ¼ 
Treasure: none

Area 32: Concubine Quarters


This looks like a room for a woman. There are woman’s items neatly placed about the room. The room is otherwise empty.
Area 33: Concubine Quarters


This looks like a room for a woman. There are woman’s items neatly placed about the room. The room is otherwise empty.
Area 34: Concubine Quarters


This looks like a room for a woman. There are woman’s items neatly placed about the room. The room is otherwise empty.
Area 35: Norton’s Room


This room appears to be for a man. There are men’s items neatly placed about the room. There is a weapons rack with a Long Sword, heavy mace and dagger on it. There is also 2 armor stands with a suit of leather armor (master work)on one and the other is empty. 

Area 36: Garrack’s Room

This room appears to be for a man. There are men’s items neatly placed about the room. There is a weapons rack with a Long Sword, heavy mace and dagger on it. There is also 2 armor stands with a suit of leather armor (master work)on one and the other is empty.
Area 36: Grand Hall


The door to this room is locked.

*Door, Open Lock (DC 20), Good wooden, 1 ½ in. thick, hardness 5, hp. 15, break (DC 18). Once the pc’s get the door open read:


This is a 65’ x 70’ room. Torch light illuminates the room. Sitting on a throne in the back of the room is what appears to be a man with stubby horns protruding from his forehead. There are 2 scantily dressed women on his left and one on his right. In front of him are 2 warrior types in chain mail with heavy shields. They are drawing long swords and walking towards you cautiously. The man sitting on the throne says, “so you think you can challenge Cerick the Terrible?”

*The 2 women on Cericks left will commit hara-kiri so that Cerick can animate them as zombies. The woman on his right is his beloved Alle’a who will defend him with her life. Cerick  will rely completely on his spells and followers to defend himself, he will not engage in melee combat. Once his resources are spent or if the pc’s get to close he will use his darkness ability and silence spell to try to escape.

*Norton


Human fighter 2

Hit Dice: 2d10+2 (Hp. 12)

Initiative: +1

Speed: 30 ft.


Armor Class: 18 (Dex. +1, chain mail+5, heavy shield+2), Touch 11, Flatfooted 15

Base Attack/Grapple +2/+5

Attack: long sword +5 melee (1d8+3/19-20x2) or dagger +5 melee (1d4+3/19-20x2)

Full Attack: long sword +5 melee (1d8+3/19-20x2) or dagger +5 melee (1d4+3/19-20x2)

Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: - 

Saves: Fort. +4, Ref. +1, Will +0
Abilities: Str. 16, Dex.13, Con. 13, Int.9, Wis. 10, Cha. 9
CR: 2
Treasure: 21 gp, 22 sp, 66 cp.

*Garrack


Human fighter 2

Hit Dice: 2d10 (Hp. 11)

Initiative: +3


Speed: 30 ft.


Armor Class: 19 (Dex. +2, chain mail+5, heavy shield+2), Touch 12, Flatfooted 15


Base Attack/Grapple +2/+3


Attack: long sword +3 melee (1d8+1/19-20x2) or dagger +3 melee (1d4+1/19-20x2)


Full Attack: long sword +3 melee (1d8+1/19-20x2) or dagger +3 melee (1d4+1/19-20x2)


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: - 

Saves: Fort. +3, Ref. +2, Will +2

Abilities: Str. 13, Dex.16, Con. 10, Int.9, Wis. 15, Cha. 9

CR: 2

Treasure: 3 gp, 26 sp, 6 cp.

*Zombie women

Hit Dice: 2d12+3 (Hp. 10,13)

Initiative: -1


Speed: 30 ft.


Armor Class: 11 (Dex. +1, +2 natural), Touch 9, Flatfooted 11


Base Attack/Grapple +1/+2


Attack: Slam +2 melee (1d6+1)


Full Attack: Slam +2 melee (1d6+1)


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: Single actions only, damage reduction 5/slashing, dark vision 60 ft., undead traits

Saves: Fort. +0, Ref. -1, Will +3

Abilities: Str. 12, Dex.8, Con. -, Int.-, Wis. 10, Cha. 1

CR: ½ 

Treasure: none


*Alle’a


Human commoner

Hit Dice: 1d4 (Hp. 2)

Initiative: +1


Speed: 30 ft.


Armor Class: 11 (Dex. +1,), Touch 11, Flatfooted 10


Base Attack/Grapple +0/-1


Attack: dagger -1 melee (1d4-1/19-20x2)


Full Attack: dagger -1 melee (1d4-1/19-20x2)


Space/Reach: 5 ft. / 5 ft.


Special attacks: -

Special qualities: - 

Saves: Fort. -1, Ref. +1, Will -1

Abilities: Str. 8, Dex.12, Con. 9, Int.12, Wis. 9, Cha. 17

CR: ¼ 

Treasure: Black velvet mask with numerous citrines 105 gp, sapphire pendant on gold chain 1750 gp., and a jeweled anklet 2500 gp.


*Cerick


Tiefling Priest 5

Hit Dice: 5d8+5 (Hp. 27)

Initiative: +1


Speed: 30 ft.


Armor Class: 11 (Dex. +1,), Touch 11, Flatfooted 10


Base Attack/Grapple +3/+2

Attack: -

Full Attack: -

Space/Reach: 5 ft. / 5 ft.


Special attacks: spells
Special qualities: dark vision 60 ft, resistance to cold 5, electricity 5, and fire 5 

Saves: Fort. +5, Ref. +2, Will +6
Abilities: Str. 8, Dex.13, Con. 12, Int.11, Wis. 14, Cha. 16

CR: 5

Treasure: In room 38
*Spell-like abilities: Darkness once per day

*Spells: Cerick gets 5 0 level spells, 4 1st level spells + 1 domain, 3 2nd level spells +1 domain and 1 3rd level spell +1 domain.

0 Level spells: Read magic, cure minor wounds, detect magic, purify food & drink, light.

1st level spells: command, comprehend languages, curse water, detect good.

`
2nd level spells: silence, Inflict moderate wounds, owl’s wisdom.

3rd level spells: animate dead 

Domain spells: protection from good, desecrate, magic circle against good.

Area 38: Cerick’s Quarters


This room is 25’ x 25’. It is  lavishly decorated. There are silk curtains surrounding the bed, which is covered in silk sheets and pillows. There are 2 velvet couches. The walls are adorned with tapestries. There is a book shelf with many tomes and there is a chest.


*The tapestries are finely woven and will fetch 300 gp. Each, there are 3. The bed coverings and curtains are of fine quality and will fetch 500 gp. 3 of the tomes  are very rare and will fetch 100 gp. Each. The chest is locked (DC 25), hardness 5, hp 15, break (DC 18). In the chest you find a Strand of Payer Beads (magical, DMG. Pg.267) A clerics vestment 5 gp. And a noble’s outfit 75 gp. 
Area 39: Statue Room


This room is full of shelves of statues of animals. Every kind of animal you can think of is in here. 
*Most are crude and worthless but if the room is searched you will find some of value (about 130gp plus a serpentine owl  DMG pg.256).

Area 40: Storage Room

This room is full of shelves and chests. It is packed with miscellaneous mundane items. Age has left its toll on the contents of this room. It would take hours to search this room.

*Everything in this room is now worthless.

Room 41: Slave Room West


In this room is a girl, in peasant clothes, chained to the wall. She is murmuring gibberish to herself and does not even look to recognize you. 


*Upon further inspection you will notice multiple burns and whip marks on her skin. This young woman has been tormented to insanity by the devil in room 43. She is so far gone that she will not speak or smile. She will eat if offered even the worst of food.

Room 42: Slave Room East


This room has chains attached to the wall like room 41 but no one is in them. There are many blood stains on the walls and floor.

Area 43: Devil Lair


This room is lit by torchlight. In this room you see a pointed ear creature that has moist scaly skin, a long tail and clawed hands and feet. The 2 things that stand out about him are a long snaky beard and the massive saw-toothed glaive that he carries.


*Bearded Devil (Barbazu)


Hit Dice: 6d8+18 (Hp. 45)

Initiative: +6

Speed: 40 ft.


Armor Class: 19 (+2 Dex.,+7 natural), Touch 12, Flatfooted 17

Base Attack/Grapple +6/+8

Attack: Glaive +9 melee (1d10+3 plus infernal wound) or claw +8 melee (1d6+2)

Full Attack: Glaive +9 melee (1d10+3 plus infernal wound) or 2 claws +8 melee (1d6+2)
Space/Reach: 5 ft. / 5 ft. (10 ft. with Glaive)

Special attacks: Infernal wound, beard, battle frenzy, summon baatezu
Special qualities: damage reduction 5/silver or good, dark vision 60 ft, Immunity to fire and poison, resistance to acid 10, and cold 10, see in darkness, spell resistance 17, telepathy 100 ft.
Saves: Fort. +8, Ref. +7, Will +5
Abilities: Str. 15, Dex.15, Con. 17, Int.6, Wis. 10, Cha. 10
CR: 5

Treasure: 669 gp, 3,002 sp, 30,003 cp, 2 potions (magic fang) and (jump). This treasure is kept  in 3 chests.
Spell-like abilities: greater teleport (self and 50 lbs. of objects only.)

Area 44: Well Area

This is a rough hewn, primarily round room with a well in the middle of the floor and a hole in the ceiling. There is a large chest on the other side of the room. The chests dimensions are 5x5x6 ft. There are several skeletons, suits of armor, a shield and weapons strewn about the area.

*Mimic


Hit Dice: 7d8+21 (Hp. 52)

Initiative: +1


Speed: 10 ft.


Armor Class: 15 (-1 size, +1 Dex., +5 natural), Touch 10, Flatfooted 15

Base Attack/Grapple +5/+13

Attack: Slam +9 melee (1d8+4)

Full Attack: 2 Slams +9 melee (1d8+4)


Space/Reach: 10 ft. /10 ft. 


Special attacks: Adhesive, Crush
Special qualities: Dark-vision 60 ft., immunity to acid, mimic shape
Saves: Fort. +5, Ref. +5, Will +6
Abilities: Str. 19, Dex.12, Con. 17, Int.10, Wis. 13, Cha. 10

CR: 4
Treasure: 100 gp, 400 sp, 4,000 cp, 1 disguise kit, 1 suit full plate, 1 scimitar, 1 darkwood shield, 1 50 ft. rope (silk), masterwork studded leather, one backpack empty and a dagger.
