This module isn’t finished yet.

ten thousand tiny little abominations were accidentally set loose by the life elementals.... boy, these little critters are alive!

Their best hope is to call upon a death elemental to suck the life out of em.

Little Beasties-  What are those munching noises you keep hearing in the basement?  Go down and find out!

A module written for NERO Ashbury by Lee Sonko. 1995.

In taverns all over Evendarr, really nasty cockroaches have been popping up, eating all the foodstuffs, scaring patrons and destroying property by munching on parts of the structures.

Props: 3 giant plastic cockroaches, between 6" and 1' long.

many small marbles spray painted white (Nidus eggs)

First encounter:  The Dragon's Flaggon Tavern, Ashbury, Evendarr.

The party enters the Dragon's Flaggon with the rest of the patrons.  Every 5-10 minutes, a giant cockroach (cockroach prop) looking creature scurries across the floor and into dark corners and 3 or 4 small holes in the floorboards. (dragged on a string by an NPC).  (1 body, if not killing blowed in 60 seconds it wakes up and scurries off)

There are several important conversations going on in the tavern:  (none of these have to be NPCs except Aral Ahrian, the crazy old man.  They could be PC's that have already gone on the module)

NPC1:  The (tavern where the basement battle will be) tavern is infested with those giant cockroaches.  Noone had seen them until 2 months ago but they are now becoming a nuisance.

NPC2:  (proving they won't attack a small dog) My small Labrador Retriever  won't go outside anymore.  She was rummaging through some dead leaves last week when all of a sudden, the pile of leaves came alive.  It gave her such a start! I saw her starting to attack the pile of those beaties and then they just tore off, scattered in every direction.  It was the strangest thing I've seen in a while.  I don't go there anymore

Healers Guild member:  The Healers Guild is rather concerned and interested in these creatures.  They are also a bit worried about them.  If killed, it won't die unless killing blowed.  They have never seen such a resilient creature.  They've been doing research on them for a couple weeks but haven't made much progress determining what keeps them alive so well.

NPC3:  (they will attack non-moving, living things viciously) I was sleeping out in the woods 3 nights ago with 4 friends.  I woke up in the middle of the night to the sound of a friend screaming.  There were these things crawling all over his body.  There must have been 50 of em.  I swear we got to him just 10 seconds after he started yelling but he was near dead by the time we got em off him.  The damnable things crawled right under his armor and we couldn’t get em out!  They didn’t bother us after we put a watch out, though it was frightning hearing them crawl around all night.  There were just so many of them, if only I had some explosives with me.  That would have blown em all up.

Aral Ahrian.  A crazy old man sitting in the tavern.  He tells the party a story about this  house in the woods near town.  He won’t tell the party too much unless he is properly ‘warmed up’ with a couple drinks from the Dragon’s Flagon.


“I was hunting for small game up in the woods when I came across a house.  I wouldn’t have thought nothin’ about it except that there were these eerie blue lights and all kinds of strange noises coming out of it.  My brother Akmed is into that ritual stuff so I thought I’d take a look. As I walked closer to the house, something terrible happened.  I was walking through this pile of leaves when I heard this awful cracking noise come from just at my feet.  It sounded like the bones of a thousand vanquished foes all cracking at once.  The ground came alive and tried to kill me!  There were thousands of these tiny critters, they were biting my legs trying to kill me! Now I just barely survived but as I made my way out I could see that this place was surounded by those monsters.  They were guarding that house!


(what actually happened was that he stepped on a 'sleeping' school of Nidus, it screamed in pain and ran off). 


He can show the party where this house is.


If he does,  go to the section on Folsom's Cottage, a 1 hour walk from the tavern.

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

The party can now either go to Folsom's Cottage or the infested tavern.

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

Possible Infested Taverns are any tavern in the Ashbury area.  Hopefully each party will get a different tavern to go to:

The basement of the Dragon's Flagon

The Backlash Bar and Grill

The Tasty Grape

etc......

The Infested Tavern:

Whatever the name of the tavern, it looks suspiciously like the Dragon's Flaggon :-)

Every 5-10 minutes, the ‘cockroaches’ scurry across the floor like in the Dragon’s Flaggon.

When the party asks the tavernkeep about the creatures, she responds with essentially:


There is a big nest of those things in the root cellar.  I'm a strong person but it's getting so that I'm afraid to go down there.  The customers are also getting spooked by all those things crawling around.  I'll pay you x silver to clean out whatever is there.  Try not to damage anything down there, I have all my winter stores down there.

Payment table:

1-2
2 gold

3-4
3 gold

5-6
4 gold

7-10
5 gold

11-up
6 gold

When the party goes down, go to the Root Cellar section.

Note that the encounter doesn't change at all if they go to the Folsom's Cottage first.

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

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

The Root Cellar:

(sound fx: creaking floor boards and the muffled voices of people talking above.)

(looks: the cellar of a tavern, 50 gallon wine casks built into the building and immovable, an alcove 4' deep in flour, an alcove filled with potatos, dried roots hanging from the ceiling, etc,  a dirt floor with wood beams chewed on in some places by Nidus with new sawdust on the floor.  The worst beam is cut 1/4 through... not a hazard but it doesn’t look good.  There are many crawl spaces and alcoves off of this main room.  It looks like a small creature could pop out from any corner)

(note: this room will be used again for Root Cellar Part Two, and has several massive mechanical traps that will be armed in Part Two)

As the party walks in, 4 Nidus scurry from the middle of the room into the corners.  

Nidus are as smart as cockroaches.  If the party spends 3 full minutes enticing them to come out of their holes, one will come out and try to take whatever they were enticing it with (the gobie treat, sword, whatever) to the mother, leading the party to her.  It will go for anything that has some life in it. Normal goblin treats will not entice it, nor would any common object in the cellar (IE potato, or flour) but  a green leaf or some meat (IE something with lots of life in it) would.  The party can entice up to 3 of the 4 out, with 3 minutes of effort each.  No more can be enticed.  (remove any Nidus killed here from the upcoming battle)

Upon examination of the room, the party finds that they have been eating the wood parts of the building, and some of the stores, but nothing important has been destroyed... yet.  If the party stays still and relatively quiet for 3 minutes, any remaining Nidus will try to retreat to where the mother is, leading the party to her.  Else, they will have to explore the multiple empty holes in the walls.

As the party gets close to the mother, the Nidus get aggravated and start warning the PCs to leave by standing really tall and looking ominous for 3 or 5 seconds at a time and making squealing noises.

As soon as the PC's cross a line around the mother (distance depends on site constraints) they attack, chirping maddly.  A Nidus chirp sounds like the ‘c’ sound from ‘car’ done very loudly.  Making the sound hardly uses the vocal cords at all.  It might help to think of it as the sound a guy in a Kung Fu movie makes when he is showing off his moves.

stats:

Each Nidus consists of n individual creatures with 1 body each.  If not killing blowed in 60 seconds, a killed individual will jump back up and scurry away.  For each one the party doesn't kill, the encounter lasts that much longer.

Each spell kills 1 individual.  Owing to the crushing power of sword swings, each swing for up to 5 points kills one creature. 6-10 points kills 2 per swing, 11-15 kills 3, 16-20 kills 4.

The Nidus moves onto its opponents unmercilously and suicidally close (imagine a swarm of cockroaches).  It swings 2 daggers for damage equal to 1/2 the number of creatures left in it.

IE a Nidus with 6 creatures swings '3 Normal'.  If it is hit once by a '6 Normal', killing 2 individuals, it now swings '2 Normal'.

Scaling:

1-2
4 Nidus with 4 individuals, use daggers, suicidal/ merciless fighting style

3-4
5 Nidus with 6 individuals, use daggers, suicidal/ merciless fighting style

5-6
6 Nidus with 8 individuals, use daggers, smart fighting style

7-8
7 Nidus with 10 individuals, 3 Nidus use florentine, smart fighting style

9-10
8 Nidus with 12 individuals, 3 Nidus use florantine, smart fighting style

11-14
8 Nidus with  14 individuals, 4 Nidus NPCs may use any 1 handed weapons they 



choose, smart fighting style

15 up
8 Nidus with 16 individuals, all Nidus NPCs may use any 1 handed weapons 


they choose, smart fighting style

(note that due to the large numbers of creatures, spells have a minimal effect on them.  Not to worry, they will need their spells in another encounter!)

As each individual Nidus is killed, the Nidus NPC drops a Nidus marker on the ground.  Instruct the PCs to pick up a marker as they killing blow each creature.  Depending on how the combat goes there are two ways to deal with them coming back to life:

1  If the combat is quick:  60 seconds after the last Nidus dies, the marshall calls a hold and picks up all the markers on the ground.  These markers go back to the Nidus NPCs to be used in adding individuals to the next round's Nidus. Before calling Lay-On , the marshall explains, "All of a sudden, the dead creatures jump right up and scoot off into the corners with amazing speed."

2 If the combat takes some time:  The marshall must estimate 60 seconds from the death of each individual.  An approximation is fine.  After 60 seconds, the marshall walks over and picks up the appropriate markers, saying loudly, "This creature jumps up and scurries off with amazing speed."

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

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

Mother's Alcove

(looks: a 4'x4'x5'room dug into the foundation of the building and the surrounding dirt.  On the floor is the mother Nidus and several Nidus eggs (use small marbles spray painted white)

At the end of the battle, in a very well protected corner is the mother.  She has no fighting abilities and can not communicate with the party inteligently.  She just has her big sad-soul bug-eyes.  The mother lays 1 egg each minute until they pick her up or kill her.  If they kill her, an egg in the room hatches immediatly.  In 5 minutes, the new baby Nidus starts laying eggs.  If they kill that one, nothing happens.

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

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

Folsom's Cottage 

(sound fx: occational distant lightning bolts and persistant rumbling of something vaguely thunderlike, occational quiet Nidus squealing noise)

(looks: a cheap, run down cottage with boarded up windows that let eerie blue flikering light through)

The party walks with Aral Ahrian for 1 hour.  They show up at the house near nightfall.  Just as he said, there are eerie blue lights and all kinds of strange noises coming out of the place.  Surrounding the place at a range of 20 feet there are tens of schools of Nidus.  None of them come any closer than 20 feet.  After 3 minutes of standing there, one of the Nidus tries to go into the circle.  It moves slowly and makes it half way.  Then it screams.  The half that entered the circle dies and the rest of the creature retreats.  (the NPC should drop a pile of Nidus marker chips) This field has absolutely no effect on the PCs. Upon seeing this, Aral gets scared and runs off.

**************************************

The party enters the circle and then the house.  They can't see anything through the windows because they have been securely boarded up.  Entering the house, they see the following:

Father Folsom Kassevik, Greater Death Elemental.  Behind him is a large blue shimmering wall (represented by a blue tarp of course).  In front of him are three Nidus squirming on a table.  He stands inside a Permanent, limited Circle of Power 

From behind the circle he explains:

In their quest to perfect "life" , the Life Elementals created these little beasties.  You have to admit, they have a lot of spunk!  Of course, they weren't finished with them, they lack certain safeguards.  If they are allowed to roam free, they would eventually wreak havok on the Tyrran food supply.  And there is nothing to say that, given a little time, they wouldn't develop a taste for more "active" prey than fruits and vegetables.  The truth is, they shouldn't be here.  The Vitale Senate is disavowing their involvement in this affair for whatever reason.  They won't even speak with me or my cohorts.  Maybe they want the creatures to take over after all.  

Whatever the case, being a pre-eminent Death Elemental in the area, it has fallen upon me to put these things back into the glass jar they belong in.

You have probably figured out how hard it is to kill these creatures.  What do you expect from a bunch of Life Elementals?  In my reasearch, I have found out a few things.  One being that they do have a finite life-span, one of only a few months.  They also have a kind of group mind that allows them to travel the way they do.  There are several mothers that lay eggs but I believe that if we can find the most senior mother and perform a certain ritual on her, the other mothers will stop producing. (***I don't like that... figure out how to make it repeating)

I have been working on a magic to be acted upon the mother that would stop her from reproducing.  She would tell the others to stop and then the problem would go away in a matter of a few months.  I need you to fetch the primary component for this ritual.  The component I need are the eyes of a brood warrior.  Luckily, through no help of yours I was able to re-establish a small colony of these interesting creatures in a cave I keep.  You must go there and fetch what I need or you and I will both be in a stick of trouble.  I must stay here and finish the research and prepare for the ritual.  You are not to kill all of the brood.  If you do, I will be quite put out.

After you have fetched the eyes, you must bring me the mother Nidus..... No I don't know where to find one. (there is a mother Nidus in the root cellar of every tavern)  You will be able to tell a mother Nidus because other Nidus protect her fiercely.  The mother herself won't put up any resistance.  The most important thing of all, the mother must be brought here ALIVE.  (Folsom forgets to tell the party that bringing the mother into the 20 foot circle around his cottage will kill it.)

Root Cellar part two:  The party killed the first mother

(looks: this room looks and sounds suspiciously like the first root cellar!)

The party returns to the Dragons Flaggon and they are told by the Tavern keep that there is another tavern just down the road.... (The Backlash Bar and Grill?  The Tasty Grape?)  that's been infested.

This time, the Nidus are waiting for the party  (ain't group-mind great?)

The party descends into the cellar and everything happens the same as before, 4 Nidus scatter when they walk in.  But in the last room, mother's alcove, the support beams 

 they are waiting for them with traps n such... falling ceilings, floor pits, and ....

Nidus

ni.dus n, pl ni.di or ni.dus.es [NL, fr. L] (1742) 1: a nest or breeding place;

esp: a place or substance in an animal or plant where bacteria or other

organisms lodge and multiply 2: a place where something originates, develops,

or is located

Star Wars

     Weekens of Sept 23

Everything you ever wanted to know about being a Nidus*

(*but were afraid to ask)

Welcome to the wonderful world of monsters.  This quick guide should help you acclamate youself to your new role as the pre-eminent race on Tyrra.

The QUICK guide:

Definitions:
Nidus: 
a ‘school’ of individual cockroach like bugs that can move together.  Think of it as a horde of giant cockroaches all wandering around together in one big clump.

Individual
a single cockroach like creature.  If you put several of them together, you have a Nidus.

Sounds:
-A Nidus chirp sounds like the ‘c’ sound from ‘car’ done very loudly.  Making the sound hardly uses the vocal cords at all.  It might help to think of it as the sound a guy in a Kung Fu movie makes when he is showing off his moves.

Appearance:
You look like a thousand giant cockroaches.  ********

Damage:
Nidus are very special in that the creature that is played by a single NPC is actually many small creatures working together.  Think of it as a horde of giant cockroaches all wandering around together in one big clump. If there are more individuals, they can hit harder.  The downside is that each tiny individual is easy to kill.  


Each Nidus consists of n individual creatures.  (‘n’ is some number between 1 and 30) It swings 2 daggers for damage equal to 1/2 the number of individuals left in it (round down).  For example, a Nidus with 6 individuals swings '3 Normal' with each dagger.  If 2 individuals are killed,  leaving 4, it now swings '2 Normal' with each dagger.


Since you are actually several tiny creatures, there are special rules to taking damage:

Each spell that hits you only kills 1 individual.



A Dragons Breath, Death, or Magic Missile each only kill 1 individual

confining and charming magic kills 1 individual



done partially for simplicity... but read on!

damage is received in 5 point increments.  taking 1-5 points kills 1 individual. 6-10 points kills 2 per swing, 11-15 kills 3, 16-20 kills 4. etc...

IMPORTANT Don’t think about how many body point you have.  Only think of how many points you swing for. When you swing for 0 points, you are unconcious!

The Kicker:
“Those darn nabbed things just kept coming back!”


You got life... lots of it.  After all,  Life Elementals created you!


If not killing blowed in 60 seconds, a killed individual will jump back up and scurry away.  For each one the party doesn't kill, the encounter lasts that much longer!  Or maybe the next encounter will be tougher!  The Marshall will verify that each individual is killing blowed but he or she might need some help with this.

  If not killing blowed in 60 seconds, a killed individual will jump back up and scurry away.  For each one the party doesn't kill, the encounter lasts that much longer.

Each spell kills 1 individual.  Owing to the crushing power of sword swings, each swing for up to 5 points kills one creature. 6-10 points kills 2 per swing, 11-15 kills 3, 16-20 kills 4.

The Nidus moves onto its opponents unmercilously and suicidally close (imagine a swarm of cockroaches).  It swings 2 daggers for damage equal to 1/2 the number of creatures left in it.

IE a Nidus with 6 creatures swings '3 Normal'.  If it is hit once by a '6 Normal', killing 2 individuals, it now swings '2 Normal'.

