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This is the first of what | hope will be several other Deally
Encounters in these Tuesday’s Two-Pagers. This one is designed to
be the first room/encourter as the party enters the lair of an intel-
ligent organization or race The organizaion is aways expeding
trouble, and thus there ae 6 guards posted right in the entryway. It
could be aseaet cult, athieves den or even a hobgablin lair. The
default setup is a thieves' den that may or may not be well known
for its assciation with an expert alchemist.

This encourter is designed for parties of 4-6 charaders whose
total levels add upto around 2. (Average party level from 6-8).

Entrance (EL 9 or 10)

As you enter the tunnel you ndicethat it opes dightly down-
ward. A dlight musty scent comes from ahead of you. The oorri-
dor opens into a room. Abou ten fee before you read the
room, apool of water coversthefloor.

Abou two fed of water covers the floor of the room. Two
exits on either side wall can be seen. The floor to the eit corri-
dors an to be afew inches above the water line.

The two fed of water serves two pupaoses. One, no one ca charge
quickly through so much water; and, two, it hides the various traps
on the floor (See Feaures B and C below). The residents of the
dungeon know to walk toward the center of the room, circle aound
the well and then walk diredly toward whichever corridor they are
headled for.

The six archers have orders oot anyone eitering the room
withou shouting out and announcing their presence For the sim-
plicity of the Two-Pager, asauime anyone not knowing the passvord
causes battle to begin. If a parley seems posshble, ensure that the
archers do not alow the charaders to enter the room, preferring to
shou aaoss the water. They do ot want the party to discover
Fedure B except in afull battle.

Feature A (The Water): The water is a very important part of
this encounter. Two fed of water is not easy to maneuver through
on foot. Some strong charaders will be cmmpletely unaffeaed by it
and others will find their movement slow. To simulate this, use the
encumbrancerules to determine what effed the water has. Assume
that displadng 2 fed of water uses 60 pounds of weight. Thus any-
one moving through the water faster than helf a move, is carrying
an additional 60 pounds of equipment. Charaders who become

XX
o] | |
Bl | B|
Entrance A 1l o i
! [ T |’:, [ x| l [
| | NI
B e B
/-*..‘_j.u
|:|= 5 feet x_x
X =A Rogue Archer I

Throwing Dice Games

Reqires the use of the Dungeons & Dragons®,
Third Edition Core Books, published by
Wizards of the Coast®, Inc.

at)

SYStem

What's Tuesday’s Two-Pager?
Tuesday's Two-Pager is a new feaure
at the Throwing Dice Games website.
Every other Tuesday you'll find a new
two-pager in the free stuff sedion of
the website. Each two-pager will fea
ture new OGC for your d20 game.

medium or heavy encumbered
must adjust their charaders
Dexterity and skill chedks
based on the new encumbrance
caegory. Charader class fea
tures that do rot work when
wearing medium or heavy armor also become unavail able if you try
to move quickly in the water.

The other effed of the water is to mask the presence of the
other room features. All Spot chedksto notice aything on the floor
have a—5 pendlty to the chedk. Spot chedks made whil e rushing or
fighting suffer a —10 penalty. This is espedaly important to note
shoud anyone dtempt to rush acossthe room toward the center
pair of archers and nd noticethe well (Feaure C).

The line marked A onthe map is the spot where the water level
stops onitsway up the sloping entry corridor.

Feature B (Slick Fire): Each quarter of the room is covered
with dick fire. The cverage extends from the @rner of the room to
the dotted lines around ead B area Anyone & the elge of this area
can Spot the dlick fire by overcoming a DC of 22 as modified by
Fedure A above.

Sick Fire: This achemicd goo is rarely used becaise of its
volatility in air. If covered by sufficient water, this dippery sub-
stance can cause two very surprising and very different effeds to
anyone getting it on themselves. Moving through a square with
dick fire on it requires a Balance ded (DC 20). Failure halts
movement and fail ure by more than 5 causes afall. Unaware thar-
aders automatically attempt to use the accéerated movement op-
tion under Balance, suffering an additional —5 penalty to the chedk.

The dlick part of dick fire is only the beginning. When dlick
fireis removed from water it bursts into flame. Each patch of dlick
fire causes 1d4 ht points of damage. The dcharacter may take a
standard adion to make aReflex saving throw (DC 15) to pu 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 dick fire, they gain an addi-
tional 1d3 patches ©mewhere dse ontheir body.

Cost: 100 gp; Create DC: 25.

Feature C (The Well): In the center of the room, nealy in-
visible below the water is a hale in the floor. This well is twenty
feet deep with asmall six inch raised area aoundit. It is otherwise
featureless Spotting the well when standing next to it has a DC of
13 (plus the modifiers listed in Feaure A above). Anyone moving
through the aeaof the well who fail sto Spot it must make aReflex
saving throw (DC 20) when their foat hits the six-inch lip around
the well. Failure indicates that the dharader stumbles forward and
falls into the well. Charaders carying equipment weighing more
that one-tenth of their body weight automaticdly sink to the bottom
of the well. Climbing the walls of the well is a possble but daunt-
ing task. The wall s are dlippery to the touch and relatively smooth
reguiring a Climb ched (DC 28) to scdethewalls.

Swimming out requires a simple Swim ched (DC 10). Anyone
climbing out will discover that the dippery substance on the walls
is dick fire and that climbing out of the well has covered them
with 2d3 patches. (SeeFeaure B above.)

Feature D (Steps): Since the arridors where the achers are
posted are 2% to 3 fed above the floor to the room, rounded dais-
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like stairs make getting up into the crridor easy, if you know they
are there. Charaders approaching the crridors need to make aSpat
ched (DC 5), as modified by Fedure A above, to notice the stairs.
The stairs are not wide enough to stand o 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 dtadker 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,
compaosite longbow) or +6/+6 ranged (1d8+1, compasite longbow
with Rapid Shat); SA Sne&k 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 11l

ills: Bluff +9 (9r), Disable Device +10 (9r), Hide +11 (9r,
aq), Listen +9 (9r), Move Silently +11 (9r, ag), Seach +10 (9r),
Spot +9 (9r), Use Magic Device #4 (3r). Feats: Improved Initia
tive, Point Blank Shat, Rapid Shot, Wegyon Focus (Shortsword).

Uncanny Dodge (Ex): Cannat be flanked. Never loses Dex bo-
nusto AC.

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

Tactics: If battle begins, the achers will fire & any available
targets until someone readies meleerange with them. At that point
they will drop their bows, draw their swords, take one atadk and
then take ab5-foot step badk. Their objedive is to allow the party
members who manage to get acossareaB to step out of the water
and adivate the fire part of the trap. (SeeTrap B below.)

If they facespell casters, they will retrea down the corridors as
soon as possble to avoid being targeted by spells.

At the first sign of troude, one of the center corridor archers
will cdl badk to an unseen aly, “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
tadic (by interviewing a member of the guild) can silence the cdl
of “Intruders’. The acher who wsualy makes this siou will wait
1+3 rounds to seehow the combat develops before learing his post
and reporting the atadk in person.

Development: If alerted abou 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 D 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 Sne&k Attadk +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.

ll's: Climb +7 (7r, agp), Hide +5 (5r, ag), Intimidate 45 (5r),

Author’s Note: Today is aday of firsts and lasts for me. It is my
35" hirthday and the last day of the yea. The fad that people go
out and cdebrate the end of my birthday still galls meto this day.
But I've never redly been known to hdd grudge so, enjoy the
encounter and have aHappy New Y ear.

Please leave any feadbadk abou this or any other two-pager
onthe message board listed in the list at the top d this page.
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Jump +7 (7r, aq), Listen +5 (5r), Move Silently +5 (5r, aq),
Seach +5 (5r), Spot +5 (5r). Feats: Improved Bull Rush, Improved
Initi ative, Power Attack, Wegyon Focus (Longsword).
Uncanny Dodge (Ex): Never loses Dex bonusto AC.
Possesdons: Longsword, Chain shirt, 5d6 gp ead.

Tactics: The swordsmen's misgon is prevent the intruders
from entering the thieves den at al costs. If they encourter the
charadersin the crridors and they outnumber the dharadersin the
corridor, the alditional swordsmen will circle aound to the other
corridors (if possble).

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

DM Prep Work: Other than becoming familiar 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 orridors go? Who is the d-
chemist who creaed Slick Fire?

RUNNING THE ENCOUNTER

Use these mini-charader sheds when running the encounter to
keep tradk of the rogues' hit points.

The two pages foll owing the license cntain the battle aeawithou
the hidden lines. You can use these pages as a battle mat. Consider
them a holiday bonts.

Rogue Ar chers, Rog6 Fort:| +4 | Str:[ 12 | +1
Medium-size Humanoid (Human) Ref: | 48 [ Dex:| 16 | +3
301t Will:| +2 |Con:| 14 | +2
Alignment:| NE [CR:] 6 Init: [ +7 ] Int:| 12 [+1
Hit Dice |6d6+12 hp: |varies| Wis:| 11 | 40
Flat-footed:| 17 |[Touch:| 13 | AC:|17]|Cha 11 [+0
Atk Bonus Weapon Damage | Notes
+8ranged | MW Mighty (+1) Longbow | 1d8+1 | i damee
+6/+6 ranged| MW Mighty (+1) Longbow | 1d8+1 | Rapid Shot
+6 melee MW Shortsword 1d6+1

Orighp| 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

30ft 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 | AcC:|17]|Cha] 11 |+0
Atk Bonus Weapon Damage | Notes
+6 melee Longsword 1dg+2 | Power Attack

Orighp| 24 25 24 22 27 21

Current
hp

Notes

Orighp| 20 24 23 26 23 25

Current
hp

Notes
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tent as defined in the Open Game License version 10a. No artwork or text
within any artwork is Open Game Content.
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are claimed as Product Identity in this work as described in Section 7 of the
Open Game License. No aher Product Identity is claimed in this work.

OPEN GAME LICENSE VERSION 1.0A

Thefollowing text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Re-
served.

1. Definitions: (a)"Contributors' means the copyright and/or trademark
owners who have contributed Open Game Content; (b)"Derivative Mate-
rial" means copyrighted material including derivative works and tranda-
tions (including into ather computer languages), potation, modification,
correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, trans-
formed or adapted; (c) "Distribute" meansto reproduce, license, rent, lease,
sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open
Game Content" means the game mechanic and includes the methods, proce-
dures, processes and routines to the extent such content does not embody
the Product Identity and is an enhancement over the prior art and any addi-
tional content clearly identified as Open Game Content by the Contributor,
and means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product
Identity. (€) "Product Identity" means product and product line names, logos
and identifying marks including trade dress artifacts; creatures characters;
stories, storylines, plots, thematic dements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations;
names and descriptions of characters, spell s, Enchantments, personalities,
teams, personas, likenesses and spedal abilities; places, locations, environ-
ments, creatures, equipment, magicad or supernatural abilities or eff ects,
logos, symboals, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product
Identity, and which spedfically excludes the Open Game Content; (f)
"Trademark" means the logas, names, mark, sign, motto, designs that are
used by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g)
"Use", "Used" or "Using" meansto use, Distribute, copy, edit, format,
modify, translate and atherwise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licenseein terms of this agreement.

2. TheLicense: ThisLicense applies to any Open Game Content that con-
tains a notice indicating that the Open Game Content may only be Used
under and in terms of this License. Y ou must affix such anotice to any
Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the License itself. No ather terms
or conditions may be applied to any Open Game Content distributed using
this License.

3. Offer and Acceptance: By Using the Open Game Content Y ouindicate
Y our acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeng to usethis Li-
cense, the Cortributors grant Y ou a perpetual, worldwide, royalty-free,
non-exclusive license with the exad terms of this License to Use, the Open
Game Content.
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5. Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, Y ou represent that Y our Cortri-
butions are Y our original creation and/or Y ou have sufficient rightsto grant
therights conveyed by this License.

6. Noticeof License Copyright: You must update the COPYRIGHT
NOTICE portion d this License to include the exad text of the
COPYRIGHT NOTICE of any Open Game Content Y ou are copying,
modifying aor distributing, and Y ou must add the title, the copyright date,
and the copyright holder©s name to the COPY RIGHT NOTICE of any orig
nal Open Game Content you Distribute.

7. Use of Product Identity: You agreenot to Use any Product Identity,
including as an indication as to compatibility, except as expresdy licensed
in another, independent Agreement with the owner of each element of that
Product Identity. Y ou agreenot to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunctionwith awork
containing Open Game Content except as expresdy licensed in another,
independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does
not congtitute a chall enge to the ownership of that Product Identity. The
owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content Y ou must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. Y ou may use any authorized version of
this License to copy, modify and distribute any Open Game Content origi-
nally distributed under any version of this License.

10. Copy of thisLicense: You MUST include acopy of this License with
every copy of the Open Game Content Y ou Distribute.

11. Use of Contributor Credits: Y ou may not market or advertise the
Open Game Content using the name of any Contributor unlessY ou have
written permission from the Contributor to do so.

12. Inability to Comply: If it isimpossblefor Y ou to comply with any of
the terms of this License with respect to some or al of the Open Game
Content due to statute, judicial order, or governmental regulation then You
may not Use any Open Game Material so aff ected.

13. Termination: ThisLicense will terminate auitomaticdly if You fail to
comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the termination
of thisLicense.

14. Reformation: If any provision of this Licenseis held to be unenforce-
able, such provision shall be reformed only to the extent necessary to make
it enforceeble.

15. COPYRIGHT NOTICE
Open Game Licensev 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000, Wizards of the Coast, Inc.;
Authors Dbnathan Twed, Monte Cook, Skip Williams, Bruce R. Cordell,
based on original material by E. Gary Gygax and Dave Arneson.
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