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This is the first of what I hope will be several other Deadly
Encounters in these Tuesday’s Two-Pagers. This one is designed to
be the first room/encounter as the party enters the lair of an intel-
ligent organization or race. The organization is always expecting
trouble, and thus there are 6 guards posted right in the entryway. It
could be a secret cult, a thieves’ den or even a hobgoblin lair. The
default setup is a thieves’ den that may or may not be well known
for its association with an expert alchemist.

This encounter is designed for parties of 4-6 characters whose
total levels add up to around 32. (Average party level from 6–8.).

Entrance (EL 9 or 10)

As you enter the tunnel you notice that it slopes slightly down-
ward. A slight musty scent comes from ahead of you. The corri-
dor opens into a room. About ten feet before you reach the
room, a pool of water covers the floor.

About two feet of water covers the floor of the room. Two
exits on either side wall can be seen. The floor to the exit corri-
dors seem to be a few inches above the water line.

The two feet of water serves two purposes. One, no one can charge
quickly through so much water; and, two, it hides the various traps
on the floor (See Features B and C below). The residents of the
dungeon know to walk toward the center of the room, circle around
the well and then walk directly toward whichever corridor they are
headed for.

The six archers have orders shoot anyone entering the room
without shouting out and announcing their presence. For the sim-
plicity of the Two-Pager, assume anyone not knowing the password
causes battle to begin. If a parley seems possible, ensure that the
archers do not allow the characters to enter the room, preferring to
shout across the water. They do not want the party to discover
Feature B except in a full battle.

Feature A (The Water): The water is a very important part of
this encounter. Two feet of water is not easy to maneuver through
on foot. Some strong characters will be completely unaffected by it
and others will find their movement slow. To simulate this, use the
encumbrance rules to determine what effect the water has. Assume
that displacing 2 feet of water uses 60 pounds of weight. Thus any-
one moving through the water faster than half a move, is carrying
an additional 60 pounds of equipment. Characters who become

medium or heavy encumbered
must adjust their characters’
Dexterity and skill checks
based on the new encumbrance
category. Character class fea-
tures that do not work when
wearing medium or heavy armor also become unavailable if you try
to move quickly in the water.

The other effect of the water is to mask the presence of the
other room features. All Spot checks to notice anything on the floor
have a –5 penalty to the check. Spot checks made while rushing or
fighting suffer a –10 penalty. This is especially important to note
should anyone attempt to rush across the room toward the center
pair of archers and not notice the well (Feature C).

The line marked A on the map is the spot where the water level
stops on its way up the sloping entry corridor.

Feature B (Slick Fire): Each quarter of the room is covered
with slick fire. The coverage extends from the corner of the room to
the dotted lines around each B area. Anyone at the edge of this area
can Spot the slick fire by overcoming a DC of 22 as modified by
Feature A above.

Slick Fire: This alchemical goo is rarely used because of its
volatilit y in air. If covered by sufficient water, this slippery sub-
stance can cause two very surprising and very different effects to
anyone getting it on themselves. Moving through a square with
slick fire on it requires a Balance check (DC 20). Failure halts
movement and failure by more than 5 causes a fall . Unaware char-
acters automatically attempt to use the accelerated movement op-
tion under Balance, suffering an additional –5 penalty to the check.

The slick part of slick fire is only the beginning. When slick
fire is removed from water it bursts into flame. Each patch of slick
fire causes 1d4 hit points of damage. The character may take a
standard action to make a Reflex saving throw (DC 15) to put out
one patch of fire. Failure (or no attempt) cause the patch to con-
tinue burning for 1d3 additional rounds.

Anyone walking through slick fire gets one patch of it on their
feet. Each time someone falls in the slick fire, they gain an addi-
tional 1d3 patches somewhere else on their body.

Cost: 100 gp; Create DC: 25.

Feature C (The Well ): In the center of the room, nearly in-
visible below the water is a hole in the floor. This well i s twenty
feet deep with a small six inch raised area around it. It is otherwise
featureless. Spotting the well when standing next to it has a DC of
13 (plus the modifiers li sted in Feature A above). Anyone moving
through the area of the well who fails to Spot it must make a Reflex
saving throw (DC 20) when their foot hits the six-inch lip around
the well . Failure indicates that the character stumbles forward and
falls into the well . Characters carrying equipment weighing more
that one-tenth of their body weight automatically sink to the bottom
of the well . Climbing the walls of the well i s a possible but daunt-
ing task. The walls are slippery to the touch and relatively smooth
requiring a Climb check (DC 28) to scale the walls.

Swimming out requires a simple Swim check (DC 10). Anyone
climbing out will discover that the slippery substance on the walls
is slick fire and that climbing out of the well has covered them
with 2d3 patches. (See Feature B above.)

Feature D (Steps): Since the corridors where the archers are
posted are 2½ to 3 feet above the floor to the room, rounded dais-
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like stairs make getting up into the corridor easy, if you know they
are there. Characters approaching the corridors need to make a Spot
check (DC 5), as modified by Feature A above, to notice the stairs.
The stairs are not wide enough to stand on and fight. Anyone
fighting must either push their way to the top through a potential
enemy or fight from the bottom of the stairs. Fighting from the
floor grants the attacker in the corridor the +2 bonus to having
higher ground.

Rogue Archers, Rog6 (6) — Medium-size Humanoid (Hu-
mans); CR: 6; HD 6d6+12; hp 33, 32, 31, 30, 29, 28; Spd 30 ft; Init
+7 (+3 Dex, +4 Improved Initiative; AC 17 (+3 Dex, +4 Chain
shirt); Atk +6 melee (1d6+1, shortsword) or +8 ranged (1d8+1,
composite longbow) or +6/+6 ranged (1d8+1, composite longbow
with Rapid Shot); SA Sneak Attack +3d6; SQ Evasion, Uncanny
Dodge; AL NE; SV Fort +4, Ref +8, Will +2; Str 12, Dex 16, Con
14, Int 12, Wis 11, Cha 11.

Skill s: Bluff +9 (9r), Disable Device +10 (9r), Hide +11 (9r,
acp), Listen +9 (9r), Move Silently +11 (9r, acp), Search +10 (9r),
Spot +9 (9r), Use Magic Device +4 (3r). Feats: Improved Initia-
tive, Point Blank Shot, Rapid Shot, Weapon Focus (Shortsword).

Uncanny Dodge (Ex): Cannot be flanked. Never loses Dex bo-
nus to AC.

Possessions: Masterwork Mighty (+1) Composite Long Bow,
Masterwork Shortsword, Masterwork Chain shirt, 3 potions of cure
lights wounds (one potion per pair of archers), 6d8 gp each.

Tactics: If battle begins, the archers will fire at any available
targets until someone reaches melee range with them. At that point
they will drop their bows, draw their swords, take one attack and
then take a 5-foot step back. Their objective is to allow the party
members who manage to get across area B to step out of the water
and activate the fire part of the trap. (See Trap B below.)

If they face spellcasters, they will retreat down the corridors as
soon as possible to avoid being targeted by spells.

At the first sign of trouble, one of the center corridor archers
will call back to an unseen ally, “ Intruders.” This will summon
pairs of swordsmen from each corridor (see development below)
and will put the guild on alert. Parties with foreknowledge of this
tactic (by interviewing a member of the guild) can silence the call
of “ Intruders” . The archer who usually makes this shout will wait
1±3 rounds to see how the combat develops before leaving his post
and reporting the attack in person.

Development: If alerted about the intruders, twelve swordsmen
arrive in pairs from the center corridor in 1d3 and 1d6 rounds and
from either side corridor in 1d3+1 and 2d4 rounds. The swordsmen
are fully aware of the features in the room and will attempt to use
them to their advantage.

Rogue Swordsmen, Rog3/Ftr1 (12) — Medium-size Human-
oid (Humans); CR: 4; HD 3d6+1d10+8; hp 24, 25, 24, 23, 27, 21,
20, 24, 23, 26, 23, 25; Spd 30 ft; Init +6 (+2 Dex, +4 Improved Ini-
tiative); AC 17 (+2 Dex, +4 chain shirt, +1 small shield); Atk +6
melee (1d8+2, longsword); SA Sneak Attack +2d6; SQ Evasion,
Uncanny Dodge; AL NE; SV Fort +4, Ref +5, Will +1; Str 14, Dex
14, Con 14, Int 12, Wis 11, Cha 11.

Skill s: Climb +7 (7r, acp), Hide +5 (5r, acp), Intimidate +5 (5r),

Jump +7 (7r, acp), Listen +5 (5r), Move Silently +5 (5r, acp),
Search +5 (5r), Spot +5 (5r). Feats: Improved Bull Rush, Improved
Initiative, Power Attack, Weapon Focus (Longsword).

Uncanny Dodge (Ex): Never loses Dex bonus to AC.
Possessions: Longsword, Chain shirt, 5d6 gp each.

Tactics: The swordsmen's mission is prevent the intruders
from entering the thieves' den at all costs. If they encounter the
characters in the corridors and they outnumber the characters in the
corridor, the additional swordsmen will circle around to the other
corridors (if possible).

If they encounter the intruders in the main room, they will use
their Improved Bull Rush to try to knock opponents into the slick
fire areas of the room or the well . (See Features B and C above.)

DM Prep Work: Other than becoming famili ar with the less
often used rules in this encounter (drowning, putting out fires, etc),
the only important prep work is integrating this encounter into a
living guildhall . Where do those three corridors go? Who is the al-
chemist who created Slick Fire?

RUNNING THE ENCOUNTER
Use these mini-character sheets when running the encounter to
keep track of the rogues' hit points.

The two pages following the license contain the battle area without
the hidden lines. You can use these pages as a battle mat. Consider
them a holiday bonus.

Rogue Archers, Rog6 Fort: +4 Str : 12 +1
Medium-size Humanoid (Human) Ref: +8 Dex: 16 +3

30 ft Will : +2 Con: 14 +2
Alignment: NE CR: 6 Init: +7 Int: 12 +1

Hit Dice: 6d6+12 hp: varies Wis: 11 +0
Flat-footed: 17 Touch: 13 AC: 17 Cha: 11 +0

Atk Bonus Weapon Damage Notes
+8 ranged MW Mighty (+1) Longbow 1d8+1 +1 damage

within 30 feet

+6/+6 ranged MW Mighty (+1) Longbow 1d8+1 Rapid Shot

+6 melee MW Shortsword 1d6+1

Orig hp 33 32 31 30 29 28
Current

hp
Notes

Rogue Swordsmen, Rog3/Ftr1 Fort: +4 Str : 14 +2
Medium-size Humanoid (Human) Ref: +5 Dex: 14 +2

30 ft Will : +1 Con: 14 +2
Alignment: NE CR: 4 Init: +6 Int: 12 +1

Hit Dice: 3d6+1d10+8 hp: varies Wis: 11 +0
Flat-footed: 15 Touch: 12 AC: 17 Cha: 11 +0

Atk Bonus Weapon Damage Notes
+6 melee Longsword 1d8+2 Power Attack

BAB +3

Orig hp 24 25 24 22 27 21
Current

hp
Notes

Or ig hp 20 24 23 26 23 25
Current

hp
Notes
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