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Run Away:  A Module to humiliate PC's

by Lee Sonko and Mike Fenton for Nero Ashbury

copyright permission granted to do whatever you want to it.  Have fun.

module run in January '93 at the Brooklyn site

An orphanage near Ashbury is infested with rats.  Big ones. No I mean BIG 

ones.

Introduction: 

Orbus Breeve , headmaster of the Dover orphanage.

3 body, craftsman skills: cook, caregiver, + any 3 craftsman skills


The party is approached by Orbus Breeve. He explains to the party 

that he has seen a few really big rats crawling around in the basement of the 

orphanage in the past few weeks.  He would like to hire some exterminators.  

It all started after workers started to remodel the building using the money 

from recent collections.


He wants adventurers and not simply exterminators because some of 

the rats he saw were really big.  No, I mean REALLY big.  He holds her 

hands up to indicate their size, starting at 6 inches and going to about 4 

feet.  

"And while you are in the basement, see if you can't find some of the girls 

and tell them to come up for lunch... hmm actually I haven't seen [name 10 

children IE Raphael, Raphaele, Raquel, Rark, Rarson, Rasa, Rasbin, Rasir, Raskogr, Raskuli, Rason, Rasputin, Rasyn, Ratan, Rath, Rathia, Rathisa,  Raul, Raus, Rave] in a few days. I wonder where they could 

have gone off to.." :-)

Encounter 1: the basement of the orphanage.

-1 normal rat, 1ft long, wearing a thin leather collar: 2 body, does 1 nausea 

with bite only: very short dagger or foam rock


The party enters a fairly dusty, moldy, ucky basement.  On one side of 

the basement, there are renovations being done [small scaffold, the wall is 

exposed to the foundation].  Near the renovations there is one 1ft long rat 

pushing around the debris.  The rat ignores the party.  When the rat is 

approached, it begins to screech (warning the other rats)  when they get 

within 5 feet, he stops screeching, paralyzed with fear.  If they pet him, he 

relaxes a bit then flips out striking "1 nausea" at whoever he can while 

bolting 

for the small secret entrance.  He retreats down the small secret entrance.


The small secret entrance is a 1 ft. high "mouse hole".  Teeth marks 

formed it.  The hole goes 3 feet then turns out of view.  It is impassable by 

PC's.  Very close by is a large secret entrance 4 ft. high, also cut with 

teeth, 

into stone, mind you.

Encounter 2: second basement encounter

- 5 giant rats, 2 feet long. 8 body, wearing thin leather collars does 2 

disease 

with 2 claws:daggers


Same room.  The screeching alerted other rats in the area.  From every 

direction 5 more rats attack.  Afterward, 3 more holes in the wall are 

discovered.  Only if the party searches for the rat holes VERY carefully will 

they find them, with rats ready to strike at them.  All holes go 3 feet then 

turn.  

All hole except large one is impassable.

Encounter 3: The corridor

The party eventually proceeds down the large rat hole.  If they look closely at 

the opening, they will notice that the foundation around the hole doesn't look 

too sound.  It begins to smell pretty gross.  After the opening, the ceiling 

opens up to about 8 feet, they can walk upright.  Along the 10 foot long by 4 

foot wide corridor are wire traps.  First at 8 feet, then 4 feet, then again at 8 

feet.  These are 16 pt explosive traps that serve as a warning to the rats in the 

next encounters and it caves in the entrance.  Anyone within 2 feet of the 

opening takes [1st-5th 12 fire, 6-> 16 explosive  + 20 massive mechanical from the stones.  There is also a lever protruding from the wall 4 feet above the ground, near the far side of the corridor.  This will trigger the bomb, collapsing  the opening.  IF the party doesn't collapse the wall, the rat casters will not be in the evil pit.

Encounter 4:  3 Blind Kids

-3 children, 5yrs old: 2 body.

-3 giant rats, 2 ft. long. wearing thin leather collar, 8 body, does 2 disease 

with 2 claws: daggers


The corridor goes for 10 feet, then turns.  At the end of the next 

corridor are 3 small children (5 years old) playing with 3 giant rats.    They 

are alternately being tormented and entertained by the rats.  As soon as the 

party approaches, and the children recognize them, the children tell the rats, 

and the party they want to go home.  The rats immediately strike the children 

down, leaving them at "0 diseased" and run away into the next encounter.

The children are orphans from the orphanage.  [named Riff-Raff,  Ruggles and Raka (Raka)]  They wandered  into the cave and met a "really nice rat who said we could play with her children while she 

was away."  (yes, it spoke!)  "She told us that she would show us [really evil 

sounding thing] later." [suggestions: a "Defna... (Death Knight) or a *******]

Encounter 5: The evil pit

-2 intelligent rats,  5 feet tall (they can stand on their hind legs), 

effectively rat scavenger earth scholars or Wererat earth scholars (depending

on module scale) claws trimmed to throw magic.

Level 1 - 7 Rats are Rat Skavengers. Levels  8 and up, Rats are Wererats with full abilities. *****

Spell Casters- All Levels, Bless, Greater Bless, Spellshield, Magic Armor.

 Level  Body Spells

  1-2    3    Disarm (3), Cure/Cause Wounds (2), Weakness (1)

  3-4    4    Disarm (5), Cure/Cause Wounds (2), Pin (2), Weakness (1), 


      Shatter (2), Cure/Cause Serious Wounds, Shun

  5-6    5    Disarm (6), Cure/Cause Wounds (2), Pin (3), Weakness (2), 


      Shatter (2), Cure/Cause Serious Wounds (2), Shun, Web (2), 


      Cause Critical Wounds.

  7-8    6    Disarm (7), Cure/Cause Wounds (3), Pin (3), Weakness (2), 


      Shatter (3), Cure/Cause Serious Wounds (2), Shun (2), Web (3), 


      Cure/Cause Critical Wounds, Sleep, Destroy

  9-10   7    Disarm (8), Cure Cause Wounds (3), Pin (4), Weakness (3), 


      Shatter (3), Cure Cause Serious Wounds (2), Shun (3), Web (2)


      Shield Magic (2), Cure/Cause Critical Wounds, Sleep (2), Destroy


      Curse/Remove Curse, Cure/Cause Mortal Wounds

  11+    8    Disarm (9), Cure/Cause Wounds (3), Pin (5), Weakness (4), 


      Shatter (3), Cure/Cause Serious Wounds (2), Shun (4), Web (3)


      Shield Magic (2), Cure/Cause Critical Wounds (2), Sleep (2),


      Destroy (2), Curse/Remove Curse, Confine, Cure/Cause Mortal 


      Wounds, Death/Life

 Rats on Pillars   ********

1st-2nd normal rat  (8 body 2 normal)

3rd-4th  sewer rat   (8 body  2 disease)

5th-6th  giant rat   (20  body 3 disease)

7th-8th  giant rat  (20 body 3 disease, spelled up (12 armor) + reflect + 3 endows)

9th-10   lesser were-rat  (25 body *****)

   It really smells horrible in here.  There is a long, narrow corridor with 

rocks stacked from the floor, 15 feet below the cave level, forming pillars.  At 

the bottom, an assortment of normal rats scuffle around.  There are 

several very small rat sized holes on the floor level.  There is a very small 

gap in the wall on both sides in the middle, in front of one of the pillars. (for the rat casters)  As adventurers walk along the pillars, which feel "relatively sound, but I 

wouldn't want to rock too much", a procession of attack rats matches their 

steps in the opposite direction, meeting them in the middle.  The adventurer 

must kill or push the rat off the pillar to advance.  Falling in the pit makes 15 pt fall damage then attacked by little rats (1 disease every 3 seconds spent in the pit.  If the PC tries to fight off the rats, he takes 1 disease every 10 seconds.  Slept Characters will wake after 20 seconds of biting from the pain (taking 7 points or damage).  As PC's pass the inteligent rats, they will cast at them. The intelligent 

rats will not be there if the party didn't trip the alarms in the first 

corridor.  When the weapon falls, the rats on the lower level immediately 

take the weapon into one of the small rat holes (PCs have 20 seconds to 

retrive the weapon. To retrive a weapon the must jump down (taking 15 pts of 

damage.) or climb (time it takes to secure a rope plus 5 seconds). If a fire 

spell or real fire is thrown down into the pit the rats in the bottom of the 

pit will run into the holes and never return. The weapon is LOST when it 

enters one of the rat holes.  If they run out of spells, they will close a small 

door, making passage into their "casting areas" impossible.  The last two 

pillars seem to be "extremely unsteady". 




          ____




       |RR|                      RR  - Spellcaster.

   -----------------------    ----------             O  - Pillar.

     |    O     O      R     R     R |               R  - Pillar with Rat.

     | O     O     R      O     O    |

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



      |RR|



      ----

Encounter 6: Nausia room

 6 huge Rats with their leader are in this room.        

    Level     Body    Damage      Notes

      1        10      1 Disease   None

      2        15      2 Disease   None

      3        20      3 Disease   None

      4        25      3 Disease   None

      5        30      4 Nausea    SpellShields

      6        35      5 Nausea    SpellShields

      7        40      5 Nausea    SpellShields, Immune to Poisons

      8        45      6 Nausea    SpellShields, Immune to Poisons

      9        50      7 Poison    Reflect Magics, Immune to Poisons

     10        55      7 Poison    Reflect Magics, Immune to Poisons

     11        60      8 Poison    Reflect Magics, Immune to Poisons

     12        80      9 Poison    Reflect Magics, Immune to Poisons

    Leader- Rat Scaven (Levels 1-6, Wererat Levels 7+)_    

    Level   Body   Notes

     1-3     30     Spell Pyramid 4 4 3 2 1



     Level 1- Cause Light Wounds (2), Disarm (2)



     Level 2- Cause Wounds Wounds (2), Pin (2)



     Level 3- Weakness, Shatter (2)



     Level 4- Cause Serious Wounds (2)



     Level 5 Web

     4-6     45     Spell Pyramid 6 5 4 3 2 1



     Level 1- Cause Light Wounds (3), Disarm (3)



     Level 2- Cause Wounds (3), Pin (2)



     Level 3- Cause Disease, Weakness (2), Shatter



     Level 4- Cause Serious wounds (2), Shun



     Level 5- Web, Shield Magic



     Level 6- Sleep

     7-9     60     Spell Pyramid 9 8 7 6 5 4 3 2 1



     Level 1- Cause Light Wounds (3), Disarm (6)



     Level 2- Cause Wounds (3), Pin (5)



     Level 3- Cause Disease (2), Weakness (2), Shatter (3)



     Level 4- Cause Serious Wounds (3), Shun (3)



     Level 5- Web (3), Shield Magic, Poison Blood



     Level 6- Sleep (2), Cause Critical Wounds (2)



     Level 7- Wither (3)



     Level 8- Cause Mortal Wounds, Confine



     Level 9- Death

     10-12    75    Spell Pyramid 11 10 9 8 7 6 5 4 3



     Level 1- Cause Light Wounds (4), Disarm (7)



     Level 2- Cause Wounds (4), Pin (6)



     Level 3- Cause Disease (3), Weakness (3), Shatter (3)



     Level 4- Cause Serious Wounds (3), Shun (5)



     Level 5- Web (4), Poison Blood, Shield Magic



     Level 6- Sleep (3), Cause Critical Wounds (3)



     Level 7- Wither (5)



     Level 8- Cause Mortal Wounds (3), Paralyze



     Level 9- Death (3)

Lying around the room are several monster weapons.  All the blades are dull and they are rickety.  If a PC picks one up, he can swing for 1/2 of his normal damage, rounded up to the nearest point.

 Any PC who remains in the room for 2 Minutes is affected by Nausea unless 

 they have a resist Toxin or a resist Poison. Once Nausea'd they may leave the

 room to the hallway. After 1 minute of fresh air, they may re-enter. The

 Hallway will have fresh air for the entire module unless the PCs tripped the

 cave-in trap. If that trap was tripped, them the hallway air will go bad in

 20 minutes after the trap is tripped.


This is the rat's sleeping, eating, workout, and "restroom".  Large 

room.  

On a far side of the room, there are 5 huge rats doing calesthenics to a 

powerful looking huge rat in front who is leading them.  The party can see 5 

more sleeping beyond them (to save NPCs this is represented by 1 NPC).  On 

one wall is a well drawn map of Ashbury with the current underground 

tunnel system also drawn on it.  There are many proposed tunnels going all 

over.  There are two current exits, one to the orphanage, and one close to 

some hills near by.

sleeping flies:

throughout module, swarms of big ugly black flies buzz about their heads at 

times.  This is represented by an NPC walking around "buzzing"  The fly 

cannot be hit in the air with anything except area effect things or a critical 

slay.  While landed on anything, represented by a short stick touching the 

spot, the fly can be killed with a swat of the hand hitting the stick or a blunt 

weapon.  Eventually, the flies will land on the PC's.  If they land on a body 

part not covered by more than cloth (no armour) for 10 seconds, they will 

have successfully bitten the PC, doing 0 damage but causing a bit of pain and 

injecting a delayed reaction sleep poison.  1 minute after injection, the victim 

is "suddenly very sleepy", at 2 minutes, the victim falls into a "sleep poison" 

sleep.  Any fly captured by the party to save its venom will be disappointed to 

find that the fly dies 1 hour after leaving the cave.  If examined, the poison is 

irreproducible with known alchemy.  `

Here are some rumors that have been circulating around town over the past several days.  Please read THESE rumors before checking in today.  There are many other rumors circulating in the Tavern, some of which may prove to be crucial to your success.  The rumor sheets given out today are Out-of-game and may only be read by the person that they were given to at logistics.  (be sure to get YOUR rumor sheet when you check in!)

Here are a few rumors that have been going 'round the tavern the past few weeks.

Be reminded that, while some of them may be true, there are many people in Ashbury that expect people to "accidentally overhear" their conversations. 

The Rat King is alive and preparing to exact his revenge upon Ashbury.

(You overheard this conversation in the tavern.  You didn't recognize the travelers.  They left soon after you heard this.)


The Baron of Trellheim occationally has nightmares.  He cries out during some of them. A friend heard him scream "I'm drowning! Stop him!"  In another dream, he hollered, "Stop moving. Let me go [mumble] Fall. Fall! Fall!! [mumble] See him? ...... I have you! Drown!" and then he wimpered, "I'm sorry."  The scariest dream, for my friend, was only a few nights ago.  The Baron just started tossing and turning.  From his feet up, he stopped moving but as he did, his upper body thrashed all the more.  Then his arms stopped moving and his head reeled around violently.  Finally his head stopped moving and his eyes opened wide, his face frozen in a terrible unblinking grimace.  He lay like this for almost a minute, only his eyes moving, darting back and forth and sometimes up into his head.  At the end of it, he thrust one word out and then collapsed into sleep.  He said "Full".  He doesn't conciously remember any of it.

Since Semper Tige has left town, Rowell has looked uncomfotable talking to the other Sarr in town.

The Healers Guild has done well recently, despite Hyperious' orders about charging for healing.  It has actually brought more good members to the guild.  Members that aren't concerned about copper and silver but healing.

Necros has been gloating to his friends about how he got off the necromancy charge so easily.  He brags that as long as Ashbury's legal system is so lenient, he will cast Necromancy all the time.

Never Charm yourself.  A friend of mine, Narsilious Theory tried it once, and it got him into alot of trouble.  He ended up in Niman, working as a mason.
-----------------------------------------------------------------------------------------------------------

Here are a few rumors that have been going 'round the tavern the past few weeks.

Be reminded that, while some of them may be true, there are many people in Ashbury that expect people to "accidentally overhear" their conversations. 

The Rat King's army is even stronger than in the fall.  They have spies and ears in every dark corner of every building for for miles around.

In the fall, several thieves tried to mug Shalizar as she closed up shop.  They were unpleasantly suprised to find that she could not be waylayed or even hurt by most of their weapons.  The thieves appeared at the Healers Guild a few minutes later.

Semper Tige was seen ripping himself out of a physical web, thrown at him by a giant spider.

The Healers Guild is suffering badly because of Hyperious' orders about charging for healing.  Some of the Guild members have left while others are actually stealing from the guild to make up lost silver.

Necros -really- did cast a Magic Key at the "Necromantic lock".  And how did the person that led the party there -know- it was necromantic???

A Merchant from the Dancing Cow Cheese Emporium was traveling back from Garsons Bridge, hauling a shipment of crackers to their new store in Ashbury when he was waylayed.  The thieves rummaged through all of his stores but didn't take anything.  The shopkeep is re-thinking opening a shop in such a dangerous town.  

The Dover Orphanage has had a servant made of iron and tin for almost a year.  S/he is wonderful with children, cleaning up after them and doing housework.  S/he even does windows.

Morlox's hatred of small creepy crawlies traces itself back to an incident before the war.

If anyone ever tries to sell you a silver ingot, ALWAYS cast a Detect Magic on it before accepting it.  A friend of mine lost a lot of money on a "Fools Silver" stone.  It looked real enough... It WAS real.... for 28 days.

