WheelBarrows and Puppies and Sporks, Oh MY!


A mini adventure for the 2001 Living Jungle Interactive.

Time Limit: 30 minutes – maximum.

It was a dark and stormy night when Bengoukee sent you on this mission. “The eye of the tiger is vital, I say vital to the success of the jungle in their coming trials against the tamara. Seek out this fabled gem and return it here.” That, and some directions, was all he gave you to go on. Now you stand here at the entrance to an ancients’ cave. Strange runes line the entrance to the cave, and all around the jungle is silent, respecting the awe that this hidden place engenders. Who knows what doom awaits you inside this dark tunnel into the ancients place?


Runes: DC 30 decipher script (or DC 20 for decipher ancient script) reveals that the runes warn “Death to all who enter”. 


It’s dark in the cave, low-light vision only helps for the first 30’ or so, after that they need torches.

Once they enter the cave, continue:

NOTE: NO TRANSPORTATION MAGIC (like FLY or LEVITATE) works in the cave, due to an ancient enchantment. And the tunnel is too narrow for an aaracokra to fly through.


The cave leads deep into the earth, and as first only the fact that the stone is worked and flat gives you any clue you are not in a normal cave. The tunnel is 2 nubari wide, and just over one nubari tall (12’ by 7’ tall).  After 50’  you see your first sign of something frightening. A pit looms in front of you, and on the other side of the pit stands an old, old skeleton, pinned to the wall by some deteriorating spikes. Whoever last came here came a long time ago, and they didn’t leave. From here it is hard to tell, but it appears that whoever it was died clutching something, something that sparkles just a bit in your light.

The Pit: The pit is 10’ across, and stretches from one side of the tunnel to the other. The heroes must leap across, or use ropes. A large tree root sticks out of the ceiling, someone with rope use (DC 10), or climbing (DC 8), or Dex (DC 12), can fasten a rope to the root and use it to swing across – Vine Swinging or Dex – DC 5.


The pit is 20’ deep, with mostly dull spikes in the bottom. Falling PCs take 2d6 points of damage, with a reflex save (DC 12) to avoid the spikes at the bottom. If they fail, they take another 1d6 points of damage from the spikes. (they’re not very sharp).

The trap on the other side. The other side of the pit has a two foot clear space, then it has a pressure plate that causes spikes to shoot out of the wall. Unless someone spots the trap from across the pit (DC 35 from this distance), or states that they are hanging on to the edge of the pit or standing right on the edge, they have little chance to avoid it. If someone carefully swings over, balances on the edge, and then makes a search check, the trap is DC 15 to detect. The pressure plate is an 8’ by 4’ slab in the middle of the tunnel, so there are two feet on either side that the heroes can use to bypass the plate (Balance or Dex – DC 10).  


Setting off the trap causes 1-4 spikes to shoot out with an attack bonus of +10. Each spike that hits causes 1-4 points of damage. 

The skeleton: Searching the skeleton reveals nothing of value except a ceramic spork (cert provided).

The Cave of the Tiger:


Having bypassed a nasty trap (if they did), you come to a larger room. The room seems to reek of age. The floor is covered with patterns partially hidden by sand, it is impossible to make them out without entering the room. Across the room are stairs leading up to a raised dais. On the dais is a pedestal, and on the pedestal rests the largest emerald you have ever seen. From somewhere above light peeps through to this room, and it seems to focus on the gem. All of the room is aglow with a greenish light, reflected from the many sides of this gem. Yes, even from here you can tell that the gem has been actually cut and polished into something the likes of which you have never seen. Clearly it is the work of the ancients. To your immediate left is a tall (10’) stone statue of a warrior, holding a stone axe high above your heads.

By now the heroes may be getting the Indiana Jones connection, so if they want to get down on their hands and knees to brush some sand away from the patterns, let it work. A bunch of small spikes shoot out at about waist height and strike the opposite wall. Of course is someone steps into the room without checking, the spikes hit them instead. Damage is 1 point per spike, and 2-5 spikes will strike an unwary person for each step they take. It is 20’ across the room, so about six steps for a normal sized hero, eight for a small hero. Of course the spikes used to be poisoned, but that has long since gone stale.

Avoiding the spikes – If someone brushes aside the sand, they see that each pattern is an ancient symbol. The symbol is raised just a tiny bit above the rest of the floor. Any pressure at all, no matter how small, causes the symbol to sink into the ground and sets off the spikes. For all practical purposes, there are an unlimited number of spikes that can be shot. 


To avoid the spikes requires balance checks of 10 for each step (6 for medium, 8 for small). 


If they choose to crawl along the floor, they can avoid the bulk of the spikes. Each round (6-medium or small) they take 1 point of damage from a spike hitting them. Be sure and mention that the spikes look like they’re poisoned (they were poisoned, but the poison is no longer potent).


Also, this room is large enough that an aarakocra can fly across it, avoiding all spikes. Transportation magic still does not work here.

The Pedestal: The Eye of the Tiger is an emerald the size of a robin’s egg. It is quite beautiful, being a cut and polished gem, something the heroes have never seen. It is also resting on a pressure plate, which the heroes must balance the weight if they wish to remove it without danger. To judge the exact weight requires an Appraisal or Wisdom check, DC 20. Success does not stop the trap; it merely delays it a bit. (By now, they should be expecting the big iron ball, but they’re not going to get it, at least not the way they think).

When they remove the eye:

If they succeed at the check to balance the weight:


As you pick up the eye of the tiger, you utter a sigh of relief. Nothing happens. Then, very slowly, the pedestal starts to sink into the ground. 

It takes two rounds for the pedestal to sink into the ground in this circumstance. Someone trying to make it back across the symbols can make all six rolls in two rounds (DC goes up to 12). 

If they fail:


As you pick up the gem, the pedestal starts to rapidly sink into the ground. A rumbling is coming from the wall to your right.

In this case, the heroes have only one round to flee the room. Balance or Dex DC is 15 to make it safely out. 

In either case:

If they use the Indy method, and try to run real fast, give them +2 to AC (for speed and circumstance bonus), and have 6 spikes try to hit them with a +5 attack bonus. Damage – 1 pt per spike that hits.


The wall on the right collapses, and the stone statue starts to move.

Let them react to the statue moving. It is not a golem, it is just swaying with the rest of the structure. The arms holding the axe crack, and the axe falls to the ground. It only has a chance to hit someone if they state they are going to attack. Even then, they get a reflex roll (DC 10) to avoid the axe. Failure means 1d8 points of damage. 


From behind the pedestal, a huge stone ball rolls out and smashes into the left wall. There is a shaking in the ground, and behind you, on the other side of the pit,  a stone slab slowly starts to drop across the tunnel.


The stone ball just smashed into the left wall and stuck there. It’s not going anyplace else. But if they are already running, they won’t know that. If someone looks back, they cannot see the stone ball following them, nor can they hear it over the rumbling and screeching as the stone slab in front of them slides down to cut off the passage.

The Stone Slab:


The stone slab takes  four rounds to close off the tunnel.  It is 40’ from the entrance to the room back to the pit. Of course there is still the pressure plate with the spikes that shoot out. Should someone try to leap both the pressure plate and the pit, they must cover 16 feet with a jump. (Note the Jump spell counts as transportation magic as well). If they skirt the pressure plate, they cannot do a running jump across the pit. If they have left their rope(s), they can swing across with a Dex or Vine Swinging check at DC 5.

Thus:

Crossing the room of the pedestal – 1 round

Running to the pressure plate – 1 round

Skirting the pressure plate – 1 round

Swinging across – 1 round.

Swinging across and rolling under the stone slab – 1 round – Vine Swinging or Dex check at DC 5, tumbling or Dex check at DC 10 to make it under the slab.  Note: tumbling only required on round four, otherwise they can just duck under it and keep going.

No more than four people can fit in the tunnel at the same time, no more than two can skirt the pressure plate at once.

Jumping the pressure plate and landing on the edge, or jumping and grabbing the rope – Balance or jumping – DC 10.  If someone falls into the pit, allow a Reflex save – DC 10 to hang on to the side. One round to scramble up and keep going.

Propping up the stone slab. Unlikely. Judge based on player actions and the materials used to block the slab. A ceramic weapon will do it with no problem, it won’t break. Using a spear or pole will delay the slab for one round, then the spear or pole breaks. Using just strength requires a Str check of 22.

If they’re trapped: If the slab seals someone in, they have a very good option for getting free. The stone ball is stuck in the wall, but the heroes can get behind it and push. Any attempt like this frees the stone ball, it rolls forward and smashes the stone slab to bits. If someone accidentally gets under or in front of the ball, give them a reflex save – DC 10 to evade. Failure means 1d4 x player level (let’s not kill low level people automatically, just hurt them real bad).


If they don’t think of using the stone ball, remind them that they were fleeing it, it should have been here long before now. When they go back and check, tell them that the stone ball kind of quivers, it wouldn’t take much to set it free. 

Outside the cave:  If time permits, you can run a combat encounter for the PCs.

Low Tier: 

Ape: CR 2; Large Animal; HD 4d8+4; hp 22; Init +1 (Dex); Spd 30, climb 30; AC 13 (-1 size, +1 Dex, +3 natural); Atks +7 melee x2 (1d6+5 (crit x2), 2 claws), +2 melee (1d6+2 (crit x2), bite); SA nil; SQ Scent; AL N; SV Fort +5, Ref +5, Will +2.


Str 21, Dex 13, Con 12, Int 2, Wis 12, Cha 7.


Skills: Climb +18, Listen +6, Spot +6. Feats: None.

The ape is enraged by the noise and the shaking. He’ll hide in a tree outside (+5 cover bonus to hide check) and drop on a PC, attempting to bash it severely. If wounded more than ½ damage, it flees.

High Tier:

Snake, Giant Constrictor: CR 5; Huge Animal; HD 11d8; hp 49; Init +2 (Dex); Spd 20, climb 20; AC 14 (-2 size, +2 Dex, +4 natural); Atks +13 melee (1d8+10 (crit x2), bite); Face/Reach 15 ft x 15 ft./10 ft.; SA Improved Grab, Constrict 1d8+10; SQ scent; AL N; SV Fort +7, Ref +9, Will +4.


Str 25, Dex 15, Con 11, Int 1, Wis 12, Cha 2.


Skills: Balance +10, Climb +18, Hide +2, Listen +9, Spot +9. Feats: None.


Improved Grab: To use, it must hit with its bite. If it gets a hold, it can constrict.


Constrict: It inflicts 1d8+10 points of damage with a successful grapple check, only to Large-size or smaller creatures.

The snake attempts to drop on whomever looks like the last one out of the cave. It’s very hungry, and tries to constrict a PC until it’s down to less than 10 hit points. Then it tries to flee.

Returning with the Eye

The heroes have several options. The eye of the tiger is a major inroad into winning success in the contest to please Bogoomba’s daughter, and can be given to her to try to win her favor. Bengoukee doesn’t care who ends up with the eye, as long as it is recovered. If they are successful, he offers them their choice of one (1) of the following:

A transport device of the ancients (a wheelbarrow) There are two.

A puppy, suitable for training.

There are two.

A fetish for a healing circle (1)

A fetish for a fly spell (1).

The spork may be retained, or it may be used to pay off the Blue Hands, if anyone has already made that deal in Ten Times the Hero.

