Return to Northmoor Session 4 - The Temple of Blood - Scene 1 - Next Steps

Purpose: '8 .->,*=. =1. 9*;=B 87 @1*= =1.B 7..- =8 -8 |ThABloe®BKey7 -
=1. ".7=8; *7- <*?.126 /;86 =1. &*1>*027 D'1l. 588- .B< *;. @1*= =1. *7,2.7= .5 5*:>*74 ><. -
Tone: (;0.7= /[;><=;*=278 78= <8 <2695. =8 0.= =8 @|1.;. =1<.,>;. .7=;*7,. =8 =1.2; 6*38; #tihbsaf70<
".7=8; 2< *7- =12< 6*B +. /;><=;*=270 emergency
Setup: 'l. 806*7 < >= 8; 3><= 8>=<2-. 2= D &27,. =1. '.695. 8Wwassealed ->;270 =1. .?.7=< ¥l*=
NPCs '1. 806*7 =1. 18Rarardal and Alanada) 5.- =8 =1. -.<=;>,=287 8/ =1. ,2=B * 588- .B|2< 7!
=8 0*27 .7=;*7,.
The Blood Temple D ?2.7 @2=1 * 588- .B 78+5. .5 5*:>*7 +588-|2< *5
D'1. 588- '.695. 2< +&ault ahd a test. ;Li>25.- 18 L T7=5%T,.
D Only those who prove themselves worthy @255 +. *+5. =8D = < <>00.<=.- =1DP6 NHF=ell the PCs how the
*:>2;.* 588- .B /;86 =1. =.695. Blood Keys work
D '1. 18<=cannot tell the PCs anything about the tests
27<2-. =1. =.695. *< =1.B ,*778= .7=.;
What to do next?
D'l. 18<=< @255 =.55 =1. % < =1*= =1.B +.52.?7. =1*= =1. ".7=8;
*527?. *7- 27<2-. =1.2; 186. =1. '.69%.BF;.;= |The Temple of Art
>7<>;. 8/ 12< .A*,= ,87-2=287 D '1. 18<=< ,&fTswer many questions *+8>= =1. '.695.
D (7/8;=>7*=.5B =8 .7=.; =1. '.695. 8/ ;= =1. % < @28% 7~=- *
Blood Key D '1.B ,* &ketch out a rough map 8/ =1. 5*B8>= @231
D'l. 588- .B< ,*7 +. /8>7- Zémpldof Blood @12,1 7*6.< /8; =1. 6*38; ;886<
2< 875B */.@ 18>;< 38>;7.B +B +8*= /;86 =1.| 806D7'k. *695. 8/ ;= 2< -.-2,*=.- =8 Gatelldh8- *7- @ *K
D'1. 806*7 ,*7 0>2-. =1. % < =8 =1. '.695. 8/ 588- ;2016>5*;5B ?2<2=.- +B 9*=;87< /;86 =1. .B@25
*@*B *7- 1*< * -2701B 1. ,*7 =*4. =1.6 27 *7+ @2%5'1@*2A8¢8< n8t know how the city was destroyed
=1.6 =8 0.= =1. 588- .B +>= =1.B @.;. 6>;-.;.- +B 6.7 27 @25- ,858;.- [58*4
D'l1. .7=;*7,. =8 =1. '.695. 8/ ;= 2< 78@ 0>*;-.-|+B =1<=*74 8/ =1. <@*69 ;.6.6+.; =1*= .5 5*:>* @[*< 78
Khumat *12-.8>< 02*7= ,;8,8-25. 6*7 =1*= ,*6|. =1;8>0P80 *= =1*= =26.
/;86 =1. .B@25- *==;*=.- =8 =1. 6*02,< @2=1270D=18;4< 8/ *;= [/ a8dund the globe and across the
=.695. 2< 5*2; 2< -2;.,=5B 87 =89 8/ =1. .7=;%7,. =8 ptehes *;. 18><.- 27 =1. '.695.
=.695."'1. % < @255 524.5B 1*?. =8 -./.*= 126 (=8 .D=!1. *;= /8; =1. 68<=c&tptbe removed /;86 =1.
D'l. 018<=< +.0 8/ =1. BérnstheiBbodies 2/ =1.B /2]7- =.695. 2= 2<6*02,*55B +8>7- =1.;.
=1.6 27 =1. '.695. 8/%75. =1. +8-2.< *;. +>;7.-| =1.B 8=1 018 diredin their bedrooms *= 7201=
J*7 +./;.. *7- 78 5870.; 5270.; 27 >7-.*=1




Return to Northmoor Session 4 - The Temple of Blood - Scene 2 - Entrance
Purpose: 9>CC5. =8 =.<= =1. ,1*;*,=.;< 478@5.-0. 8TThe Tiled & tke Gods
*558@ =1.6 =8 9:;8,..- 27=8 =1. 58@.; 5.?7.5 8/ =1. '.,695. BNotdid®8ar inside the Main Chamber are nine 5'x5'
Tone: ->,*=287*5 6B<=.;28>< tiles, set into the floor
Setup: '1l. '.695. 8/ 588- D'1.;. 2< * 5*:;ftandout 8/ =1.<. =25.< *7- =1. ,56>| *= =
NPCs K- &*1>*027 end of this document
D % 6><= @*54 =1. =partisul@ drder @12,1 @255
=;200.; =1. .7=2;. <.= 8/ =25.< =8 <58@5B -.<|,.7- 2
D'1. ,8;;.,= 9*=1 2< &.1*727. 58@.; 5./= ".58;* 58¢
62--5. ?*7-;% ,.7=.; %.58; >99.; 62--5. B;- >
;201 = ;*=12< 62--5. ;201=
D'l. % < ,*7 <=.9w8 Wrong tiles */=.; <=.99270 87 =1.
<.,87- ,8;;.,= =3%.=1. =12;- =1. /588; *=0ryst<| *=
Ref for 2d8 + 6 damage
The Entrance to the Temple of Blood Help from Skills
D'l. =.695. +>25-270 2< * *7=*<B .-.;*52<= <=B5.DWRelgon2701.,4 10
6>,1 524. =1. 127,857 .//.;<87 6.68;2*5< 27 )%<1270=87 E &.1*727. 2< =1. 08--.<< 8/ =1. 6887
+>= @2=1 * /[*7T=*<B =@2<= E".58;* 2< =1. 08--.<< 8/ =1. <.*
D'l. +>25-270 2< 6*-.omalescént marble @2=1 <=;870 E 8;- 2< =1. 08- 8/ <=;.70=1
127=< 8/ ;.- E%.58; =1. <>7 2< =1.027?.; 8/ 52/.
D'l.;. 2< * 5*;0. -86. 87 =89 8/ =1. <:>*;, +>25-270 D%Afcana 1.,4 13
1201 ,85>67< *,;8<< =1. /;87= E'l. 6887 2< <86.=26.< ,*58&lverorb.
D 'l. +>25-2 7extr@maely clean *7- <..6< =8 <1.- *518 E ;..C270 2change of state
6>,4 /;86 =1. +80 D Religion 1.,4 15
D '1l.;. *;.5 steps leading up to the heavy, copper door E ?*7-;* 2< =1. 08- 8/ ,1*70.
D'l. -88; -8.< <18@ xn8l@ verdigris *7 - Ztanding D Religion 1.,4 17
partially ajar E .5 5*:>* @*< * 0;.*= ,2=B *7- 9*;= 8/ * 0;.*=
D'l1. +>25-270 <6.55< 1.*?25B 8/ ,899.; ,2?7252C*=287 ;*=12< 2< =1. 08- 8/ ,2?p52C"*
The Main Chamber of the Temple of Blood E'l. 6887 2< <86.=26.< ,*55.- =1. <25?.; B;+
D %*<= =1. ,899.; -88;nam (ard.apparently only) E ;..C270 2chanhge of state
chamber of the temple
D $7 =1. /588; 3><= 27<2-. =tead&8ahuagn *
D . <..6< =8 1*?. + eléctrocuted *7- =1. +8-Bo2<
more than a few hours dead
D'1l.;. *;. * 7>6+.; Bithes *;8>7- =1. ;886 @me=1
reliefs of people dressed much as the Ghosts
D '1. +*< ;.52./<ndt;labeled.




Return to Northmoor Session 4 - The Temple of Blood - Scene 3 - The Balance of Knowledge

Purpose:
=1. 1
Tone:
Setup:

/>:=1.
NPCs

D
D
D

D

D

D
D

D

D

D

D
D

<=;%¥70. ,1%6+.; =1%= 6><= +. 7*220%=.

Describing the Chamber

water-filled pit

9>CC5. =1*= 6><= +. <857?.- =8 0*2 JOpeéning the.De®

*6+.; 8/ .B<
Lo < ,;*=,1270 98<<2+5B ,86+*=
'1. .5.?2*=8; /;86 *+8?. 1*< 58@.;.- =1.

; 27=8 =1. =.695.
- *- &*1>*027 *7 $,1;. .55B 98<<2+5

"1l.;. 2< fall-size image of the chamber *= =1
.7- 8/ =12< -8,>6.7=
"1. % < *;. <=*7-2lédye*overlooking a

1. @*55< 8/ =1. ,1*6+.; 058@ @2=1 91
6 8 < <dimly illuminating the entire chamber

"1l. 92=2P'<5 squares) across *7-15'(3
squares) deep /;86 =1. 5.-0. =8 =1. =89 8
@*=.;

1. ,5.%; @*=.; 5884< 524. 2{l square} >=
deep

7 =1. @*=.; 2sketefon of a Sahuagin.

'1.;. *99.*; =8 two niches 87 =1. /*; @*585
"1.B *;.10"wide, 15 high *7- =1. 5./= 87.
5884 < =80%deep =1lright 87. *99.*;< =8

covered by a stone door

1. 5./=72,1. 2< 89.7 *7 shbrtstoné

column 9*;=2*55B ,87?.;.copp& pan
1*70270 +B * ,1*27

$7 =1. /*; ;201= <2-. 8/ =1.5.-0. =1. %
<=*7-270 871&'diameter post with a 3"

deep indent 6" from the top.

"1. ceiling 240 high *7- *99 . *:< =8 +. =1
stone floor 8/ =1. 6*enamber above.

'1. @*55 2< 27<,;2+.- @2=1 =1;.. <B6+
Arcana DC 17 *7 - 8 Religion DC 15:

E'l. <B6+85< 87 =1. @*55 *;. 6.*7
27-2,*=. =iré& fPelor) @255 +;270
Knowledge (loun) 8 /Civilization
(Erathis)

E'l. =89 8/ =1. ,85>67 27 =1. 5./=
seems to be a symbol of Pelor

D'l. % < 7..- gé&into the hallway =1*= 2< 12--.7 +.127- =L. -88
,87?.;270 mithe on the right side
% < Dr88-8 =12< =1.B 7raiseth® copper pan in the left niche
=8 0. =1. %@<2,1 @255 58@.; =1. -88; ,87?.;270 =1. ;201=72,1.
D'l. .*<2.<= @*B =8 -8 =dePthe 26lumBbelow the pan on
B fire =1.;. 2< * +>25- >9 8/ <@*69 0*< 27 =1. 18558@|,85>1
+>;7 /8; * 627>=. 8; <8
D'l. 9*7 2< +.@pntnhuously (but slowly) filled by a drip of
mercury /;86 * 6*02,*5 ?.<<.5 *+87?. 4..9270 2= 9.;/.,=pB +*
@2=1 =1. -88; ,8?.;270 =1. ;201=72,1.
D'1./2;./;86 =1. ,85>67 +.58@ = levapdratedhe drercury
8 < 9 1 8 faster.than it can refill ,¥><270 =1. 9*7 =8 ;*2<. >9 *7-
,87<.:>.7=5B 58@.; =1. -88; 87 =1. ;201=
D $7,. =1. -88; 2< -8@7 =1. % < ndtehed.coltmn matching
/ =1. the one on their ledge behind the door *7- * 1*55@*B 5.*-270 87
D $7,. =1. -88; -;89ehurtk of Sahuagin foot will fall from the
top of the door 927,1.- +.=@..7 =1. -88; *7- ,.25&Fthe *7-
water @1.;. 2= @255 <58@5B +. .*=.7 +B =1. $8C.
D '1. fire will go out after a minute or so *7- =1. 9*7 @255 ;./255 ¢
6.;,>;B *7- <=*;= =8 58 @ raisifig*tB&’door to re-close the
niche '12< ,*7 +. ?2.;B .A,2=270
+.
Getting Across the Pit
D $7,. =1. -88; 2< 89.7 =1. % < @gbacrdss theft 27 8;-|;
=8 ,87=27>.
D'l. .*<2.<= @*B =8 -8 =12< 2< =8 =2. * ;89. +.=@..7 F1. =¢(
< *;. ,85>67<
D'1. /*; 78=,1.- ,85>6AC <=8 +. 5*<<8.-
D '1.;. 2<leveron the back of the column 27<2-. =1, ;201=72,1.
=1*= @255 9> S5twile bridge /;86 =1. 5.-0. =8 =1. ;201 72,1
D Timing is very important 1.;. =1. -88; @255 8ure®ered*B
85< for about a minute *7- =1. +;2-0.0dy3&Hextended for
about a minute *< @.55
= =8D [/ * % 0.styck in the door *< 2= < ,58<270 2= @255 +. f==*, ¢
+10vs.REF /8;1d6+3 19 'l.B @255 7..- =8 ©DG12*
Acrobatics ,1.,4 8; +. 478,4.- +*,4 27=8 =1. 92= 2/ <>,}.<</>
.7- >9 27 =1. 1*55@*B 27<=.*-
72,1.



Return to Northmoor Session 4 - The Temple of Blood
Reference

- Scene 3 - The Balance of Knowledge - Combat

Transparent Bog Ooze Large natural beast (blind,

Level 3 Elite Brute XP 300

00ze)

Initiative +0 Senses Perception +2; blindsight 10, tremorsense 10
HP 90; Bloodied 45; see also split below
AC 17; Fortitude 15, Reflex 13, Will 13
Immune gaze; Resist 5 acid
Saving Throws +2
Speed 4, see also flowing form
Action Points 1
Slam (standard, at-will) Acid
+8 vs. AC; 2d6 + 1 damage, and ongoing 5 acid damage (save ends).
Flowing Form (move; at-will)
The ooze shifts 4 squares.
Split (when first bloodied; encounter)
The bog ooze splits into two, each with hit points equal to one-half its current hit
points. Effects applied to the original bog ooze do not apply to the second one. A
bog ooze canOt split if reduced to 0 hit points by the attack that bloodied it. Left
alone, the two halves recombine into a single creature at the end of the encounter.
Alignment Unaligned Languages -
Str 13 (+2) Dex 8 (+3) Wis 12 (+2)
Con 11 (+1) Int 1 (-4) Cha 1 (-4)
Description : A formless and colorless ooze that devours its prey with its acidic
protoplasm.

The Creature in the Pit

D 7 =1. 92=Teansparent Bog
Ooze @12,1 @tack anything
/5.<1B =faltsanto the pit *7 -
2< ;.<987<2+5. /8; .*=270
8// 8/ =1. &*1>*027

Transparent Bog Ooze Tactics

D 8; 5*;0.; 0;8>9< =1. 88C.
*7- ;.*,1 >9 8>= 8/ =1. 92=
87. 8/ =1. % < .2=1.; 87 =
8; =1. .A=.7-.- +;2-0. =81/
=1. 92=

D 8; <6*55.; 0;8>9< =1.
<=*;= =8 =1;*<1 87,. *7B87|.
*+8?. =1. 92= .<9.,2*55B 1
/1,86 * ;89.

@*t.;




Return to Northmoor Session 4 - The Temple of Blood - Scene 4 - Shark Alley

<=255 87. <=.9 *1.*- 8/ =1.6
Tone: *»4 =,7<. ,5*><=:;8918+2, +*==5,

/;86 0.==270 * 588 -The Ballway is only very dimly lit by
torches from the Chamber of Keys beyond once the door to the
testing chamber closes.

NPCs &*1>*027

7 Young Sahuagin Guards: (259xp)

Initiative +1 Sense$erception: +4; low-light vision
HP 1; a missed attack never damages a minion.
AC 17; Fortitude 15, Reflex 13, Will 12
Speed6, swim 6
Trident (Standard; at-will) Weapon
+6 vs. AC; 5 damage
Trident (Standard; at-will) Weapon
Ranged 3/6; +6 vs. AC; 5 damage. The young sahuagin guard must retrieve its triden
before it can throw it again.
Blood Frenzy

bloodied enemies.

Alignment Chaotic Evil LanguagesAbyssal
Skills Athletics +6

Str 16 (+4) Dex14 (+3) Wis 12 (+2)
Con 14 (+3) Int 10 (+1) Cha10 (+1)

Sahuagin Tactics:
D'l1. &*1>*027 @255 /201= =8 =1. -.*=1 =8 9;.?2.7=
;270 =1. 1*6+.; 8/ .B<
D ;;*70. =1.6 <8 =1*= =1.;. *;. :>2=. * /. @ 27 =1. 1¢
<86. ;.6*27270 27 =1. ;886 =8 /58@ +*,4 27=8 =1
D 188<. B8>; <=*;=270 98<2=287< ,*;./>55B 2/ B8

The sahuagin gains a +1 bonus to attack rolls and a +2 bonus to damage rolls agains

Purpose: ,86+*= .7,8>7=.; =8 ;.627- =1. % < =1*= =1. &rf1>*027 *;.

Setup: 'l. 1*55@*B +.=@..7 =1. '.<=270 1*6+.; *7- =1. 1*6+.; 8/
.B< 2< +58,4.- +B * &*1>*027 ;.*; 0>*;- 5./= =8 9;.?2.7F *7B87. .5<.

—

—

D

:eJA' d%ntﬁré Tﬁees Property of Skeleton Key Games
F|nd @]ut more at http://www.skeletonkeygames.com

ALy é‘;\ uses? Dungeons 1, 2, and Multi-Level Dungeons
> 1*?. * @2C*;-

-87 = ,5>69 =1.6 =80.=1.;




Return to Northmoor Session 4 - The Temple of Blood - Scene 5 - C

hamber of Keys

+10 vs. Ref for 2d6+10

Purpose: 9>CC5. =1*= @1.7 <85?.- *558@< =1. % < [ERitingthe Chan®ér. 8/
=1. +588- 4.B< D Inside the fireplace =1.;. 2smallslot =1*= * [255.-
Tone: 1*55.70270 9>CC5. <85?270 *7- 27=;* 9*;=B ;85. 95*H®dBey @255 /2= 27=8
Setup: *2270 -./.*=.- =1. &*1>*027 =1. % < /27- =1.6<.57?D< R%ey12< 95*,.- 27 =3ot=atd turned =1floor 8/ =1
,1*6+.; 8/ 4.B< +>= 6><= -2<,87?7.; 18@ =8 ;.=;2.?7. * 4.B /;85%; 05.*,. @e5%8ftng *7B87. 27<2-. >9 =1;8>01 1
*5=x*, -88;< *= =1. +*,4 8/ =1. =1. =.695.
NPCs #87. D '"1.B 4.Ban be removed after they arrive =1. /588;
<274&4*,4 -8@7 */=.; * 627>=. 8; <8
Describing the Chamber D ==1.,;.*;, 8/ =1. '.695. =1.B ,tafgenumber of
D'1l. ;886 %€ x50, (10sqg x 10sq) @ 2 =30"*high Sahuagin tracks *7- 6*;4< @ 1.;bodthad been
ceiling pulled up
D'1.;. *;. * 7>6+.; Br/ge (10'x10'x10") stone blocks
suspended from the ceiling Congratulations
D '1.;. 2< stjuashed-looking dead Sahuagin 27 =1. ,.75.; D '1. Bogman, Ramardal, and Alandada will be waiting
8/ =1. ;886 /8; =1. 0;8>9 27 =1. 806*7 < +8*= 27 /;87= 8/
D '1l.;. 2< 10 wide raised area ;>77270 =1. 5.70=1 8/ =1.D '1.B @ 2dngratulate the group 87 0.==270 =1. 4.B
back of the room
D 7 =1. ,.7=.; 8/ =1, ;*2<.- *;.* 2< *7 *5=%*, 524 |Ti2asars*,.
D'1l. /2;.95*,. 2< <: @2-. *7- -..9 D 6870 *55 =1. -.*- &*1>*027 =1. % < {redsurd.?.
D'l. mantel 8/ =1. /2;.95%*, thigkirdn bar <.= -..9 2(7=8 parcel 5 09 or =@ 8 09 0.6< 00 =@ 8
=1. <=87. 8/ =1. @*55 98=287< 8/ 1.*5270 09
D *70270 /;86 =1. 2;87 9%rystal keys <1*9.-
;8>015B 524. .B.+85=< Experience
D'l. 5889< 8/ =1. 4.B< *;. =1;.*-.- 87=8 =1. 2;87 +*; DSfory awasd of 200xp (50 each for 4) /8; <>,,.<</[/>55
no apparent way to remove them ;.=;.2?2270 * 588- .B /;86 =1. '.695. 8/ 588-
D 99*;.7=5Bfirethas never been set in the fireplace D / =1.B -./.*F.Sahuagin 259xp A9 .*,1
D Looking up from inside the fireplace -*B5201= ,*7 +,.7 D [/ =1.B -./.*=.- Gdze 300xp A9 .*,1
<..7 A9 .*,1
D &8 2/group of 4 - /.*=.- .?2.;B=1270 A9 .* /1 2
The Crystal Keys *;. -827double XP 524, @. ;.,866.- =1*= @H5 +.
D 7 8;-.; =8 ;.687?. * 4.B /;86 =1. +*; =1. 18558@ <1*;&ch.-
9827= 8/ =1. 4.B 6><= +. 95>70.- 27=8 =1. +8:B 8/ <86.87.
@2=1 78+5. .5 5*:>*7 +588- . 0 87. 81.%ky % <
will fill with blood *7 - =1 phase through the iron bar
D /=. filling a key with blood *PC will be Dazed >7=25
=1.B .*= *7- =*4_ *7 A=.7-.- ;.<=
D / =1. 4.B< pulled on hard +./8;. =1.B *;. /255.- @2=1
+588- =blocks from the ceiling @255 /*55 27=8 =1|. ;886

B

B8>
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