Information

Fandor is a town of 3200 people and is plagued by a terrible curse know as The Darkness. When the sun is out the city is normal. When the sun light goes away, The Darkness takes over; everything falls apart, thunder rolls, lighting flashes, the rain falls, the familiar wail begins and undead walk the streets. Some of the townsfolk are absorbed by The Darkness and become undead that walk the streets. If an undead is slain, their bodies will be found in the morning, back in the natural form. The townsfolk will believe that they have either been murdered by an unknown, or killed by the adventurers. Undead who survive the night wake up in the streets with no recollection of what happened or how they got there. The townsfolk know about the terrible curse but are reluctant to talk about it. They retreat to their homes before sundown and lock their doors.

The church here, once devoted to Lathander, is no longer occupied and has started falling into disrepair. 50 years ago, a group of children playing in the abandoned building hear moaning sounds from beneath the floor. A group pulled away some of the flooring to find the source of the noise, but none of them ever came back. When the floors were opened, the curse of The Darkness was unleashed upon the land. Some groups of adventurers have gone in to investigate, but none have returned. This hidden crypt holds the Triad of Darkness. 

Each night there are roughly 100 undead wandering about the town. If any are slain, other people are transformed during the next Darkness to bring their number back to 100. If the Ghast is slain, a new Ghast is created the next night. Every block consists of 4 undead. 1d6 – 2 of them are Ghouls, the remainder are Medium Zombies. There is a 20% chance that one Zombie is Small and is a child in their normal form. Each undead has a 40% chance of detecting living creatures and will attack them. One person is transformed into a Ghast at night. There is a chance that he will appear on any particular block in place of the strongest creature in the group (4 x blocks explored that night)%. The Ghast has an 80% chance of detecting anything living and will alert those around him with a sharp shriek. The undead on his block immediately join the fight. Another 1d8 Medium Zombies will come to his aid in 1d3 rounds (roll for each Zombie). Award an additional 10% XP for the difficulty of this encounter. Each undead carries 1 sp and 1d8 cp.

Zombies p191
Ghouls, Ghast p97

The Triad of Darkness: The person who wields the Triad of Darkness can remove and inflict the curse of The Darkness. The Darkness will only last while the Triad of Darkness remains in that cursed city. The Triad of Darkness can be used to bring the curse upon a city once per month and will last until the Triad is removed from the city. The activation phrase “Darkness consumes my enemies” is written on the back of the Triad in Infernal (and must be shouted in Infernal). The name “Orin” is also inscribed just below the phrase, also in Infernal. Orin is the fiend that guards the Triad of Darkness. He must be defeated before it can be taken. Once every fifteen days the wielder can summon Orin by holding the Triad above their head and calling his name.
Chapter 3:
The Darkness

	
The sun starts to set and shadows begin to dance all around you. In the distance against the bright glow you can see the outlines of a city wall. All is not this peaceful however. Thunder begins to echo all around you and the occasional flicker of light can be seen leaping from cloud to cloud.


“Damnation!” shouts Dunbar. “Well, at least we’re near a town. Let’s hurry up before we’re soaked to the bone again.” Dunbar coaxes the horses to travel a little faster.


The moon has shown itself by the time you near the walls of the city, but something seems rather unusual. No light can be seen and the walls are in disrepair. As you near the walls the horses become skittish and hesitate to carry on, but Dunbar manages to keep them going. As you pass through the walls a strange moaning sound can be heard coming from every direction and rain begins to fall. Looking around you still see no lights, but you do spot a sign hanging loosely from a post. The words are badly faded but you can make them out. “Fandor”


Caravans reach Fandor without any loss of goods and minimal damage to wagons  CR2


With a Listen check (DC 18), a few people can be overheard talking about the strange hole in the abandoned temple and how nobody has ever returned from there. If pressed for more information, they will simply direct the group to the temple at the edge of town and say nothing more.


This is the town where Dmitri, the ‘demon’ child can be found. Dmitri has been given the gift of psionics (he is a level 3 Psion) and has some control over his powers. He is 12. When he becomes angered or afraid he will use his powers to hurt those who offend him. People in the city try to avoid discussing anything about the child. Most will lie and pretend they have never heard of such a person. Dmitri knows about the “stone in the darkness” that plagues the city, but nobody listens to his crazy ranting. Forcefully taking the child may prove dangerous. If the group tries hard enough, he can be persuaded to go with the party. If his parents try to keep him from leaving, he will help the group keep them back and if necessary, kill them.


Gather information on Dmitri’s whereabouts:

CR1


Forcefully take Dmitri:




CR1


Persuade Demitri to come:



CR3


Dmitri will follow the dominant PC and obey his commands. If the party gets Dmitri then heads into the crypt, he will follow them in and will occasionally help in fights. He gets his share of XP when participating.

Inside the Crypt

The black figure that keeps appearing in the illusions is Orin

	
As you descend the stairs the smell of mold and rotting wood greet you.


Room 1:
A body lies in a dried pool of blood.

Those entering the room must make a Will save (DC 18). Those who fail their saves see the illusion.

	
As you enter the room you hear the sounds of screaming echo through the corridors. A man rushes into the room (passing through anything in his path), slamming the door behind him. “In the name of Lathander, how did he get in here?! I must leave here quickly.” He begins to quickly grab a few items and hastily throw them into a sack. You hear the door behind you being thrown open and a tall figure in black armour strides in. “Foul demon!” He pulls out a jeweled symbol and shouts “In the name of Lathander I order you to be gone!” The black figure raises a hand, and with one quick swing strikes the man. You hear several bones break as his face now looks behind him, and quickly falls to the ground where the body you saw coming in currently lies. The figure emits a low bestial growl, crushes the jeweled symbol with its boot, and strides out of the room.



It cannot be discerned how long the man has been dead. Several small coloured jewels lie scattered about the room; most are rose (rose quartz), yellow (amber), and green (emerald). 3d10 of the jewels can be found, each worth 5 gp. The man’s pack still lies on the floor which contains 43 gp, some tattered rags, a broken black vial, and a parchment covered with a large splotch of black ink. A few letters can be made out where the ink did not reach, but they cannot be pieced together to form any logical sentences. The bed and dresser have nothing of value.

Room 2:
Several broken pews lie about the floor. A large recessed circle is carved into the wall.

Those entering the room must make a Will save (DC 18). Those who fail their saves see the illusion.

	
The sounds of fighting can be heard coming from all directions. A tall figure in black armour strides into the room. It strides up to a large symbol on the north wall made of jewels and smashes it with its fist. Jewels are thrown about the room from the impact.


Room 3:


	8 stone sarcophagi sit on the floor. Some have been broken. Several small square doors line the walls. Some of the doors lie on the floor and the occasional body is hanging out of the hole. As you enter the room, four of the bodies hanging out of the holes fall to the floor. They stand up along with two others who arise from the sarcophagi.


· 6 Zombies p191; 17, 16, 17, 9, 11, 12

In the sarcophagi and on the bodies are 420 gp, and a +1 longsword

Room 5:
The smell of rotting flesh is overpowering. The bodies of several people are thrown into a pile, all in various states of decomposition. Those entering the room must make a Will save (DC 18). Those who fail their saves see the illusion.

	A figure in black armour appear with a screaming man impaled on large spikes protruding from the figure’s hand. He gazes in your direction, throws the body into the pile, then walks past you (passing through anyone in its path). 


At the bottom of the pile of corpses is a black stone square with a strange symbol engraved on it.

Room 6:
Those approaching the room must make a Will save (DC 18). Those who fail their saves hear the illusion.

	Painful screams echo down the hall. As you enter the room the screaming stops. 

Lying on a rack is a man that has been cut open, bleeding, with organs lying around him. A human torso dangles from shackles mounted on the wall, and various organs and limbs are littered about the room. An Iron Maiden rests in the corner. Blood has seeped out from the side. The floor is covered in blood.


A Search check (DC 16) will reveal a potion of invisibility, ring of chameleon power, and a wand of cure light wounds (20 charges).

Room 7:
A torch sits in each corner. A shattered chair and broken spears litter the floor. There is a trap in the middle of the room.


Spiked Pit Trap: CR 2; mechanical; location trigger; automatic reset; Reflex save (DC 20) avoids; 20 ft. deep (2d6, fall); multiple targets (first target in each of two adjacent 5 ft. squares); pit spikes (Atk +10 melee, 1d4 spikes per target for 1d4+2 each); Search (DC 18); Disable Device (DC 15).

Room 8:
8 statues line the wall. At the very back of the room is a stone stand. On the stand sits a red square made of stone with a strange symbol engraved on it.


Poisoned Needle Trap: CR 2; mechanical; location trigger; Atk +17 ranged (1d3 plus poison, needle); poison (blue whinnis, Fortitude save [DC 14] resists, 1 Con / unconsciousness); Search (DC 22); Disable Device (DC 17).

Room 9:
Several glass display cases are smashed open. Glass lies all over the floor.

Room 10:
A skeleton lies on a torn up bed. The skeleton’s head rolls to gaze at you, then stands up.

· Medium skeleton p165; 10 hp

Room 11:
A severed torso lies on the floor. Those entering the room must make a Will save (DC 18). Those who fail their saves see the illusion.

	A man in robes is frantically looking around. A figure in black armour strides into the room and cuts thought the mans waist with both claws, severing the man’s top and bottom halves. The figure then strides out of the room. 

The torso moans and pulls itself towards you with its hands.


· Zombie torso p191; 8 hp

Room 12:
Those entering the room must make a Will save (DC 18). Those who fail their saves see the illusion.

	A figure in black armour strides into the room while people are sitting around a large table. As the figure enters the room, everyone begins to scream and try to escape from it. The figure kills everyone quickly with its black spikes.


Decomposed bodies in tattered rags lie on the floor, some with horrified expressions on their faces. Food still sits on the large banquet table, rotting away and creating a disturbing smell.


Room 13:
100 gp, +2 greatsword

Room 14:
A yellow stone square with a strange symbol engraved on it sits on a lone pedestal. Several tapestries line the wall but have become rotten and torn.

Room 15:
4 zombies lumber towards the party as they near the room.

· Zombie p191; 21, 9, 10, 27 hp

If the group approaches from the north, one of the zombies bumps the lever on his way by, setting off the trap that the party is standing on.

A lever sits in the northeast corner. (the level is currently set so the trap in the north hall is disabled. Playing with the lever will make the trap active. The lever itself is not trapped so it cannot be detected.


Spiked Pit Trap: CR 2; mechanical; location trigger; automatic reset; Reflex save (DC 20) avoids; 20 ft. deep (2d6, fall); multiple targets (first target in each of two adjacent 5 ft. squares); pit spikes (Atk +10 melee, 1d4 spikes per target for 1d4+2 each); Search (DC 18); Disable Device (DC 15).

Room 16:
Several skeletons lie on the floor, the bones have been badly scarred.

Room 17:
Three bodies lie on the floor, still wearing armour.

Those entering the room must make a Will save (DC 18). Those who fail their saves see the illusion. 

	
Four people, presumably an adventuring party, stand in a circle. “What is this thing?” one of them asks. “I don’t know. I’ve never seen anything like this before.” Suddenly a dark voice is heard from the south (Infernal: “You cannot free them”) as a figure in black armour charges out from that direction. The figure impales two of the people, one on each hand. One of them drops a strange stone. The figure throws the two bodies to the floor and impales the other two as they watch in horror. One of them is thrown to the floor. The figure grabs the one in his hand by the skull and an eerie glow is seen through the figure’s black helm. The body quickly decomposes and crumbles to dust.


Beneath the adventurers’ bodies is a white stone square with a strange symbol engraved on it. The bodies have 586 gp, +1 full plate, scroll of lightning bolt

Room 18:
Tools are scattered about the floor. The walls of this room look as though they are unfinished.

Orin’s Chamber:

	
After placing the last stone, a large section of the wall slides down into the floor. A lone figure in black armour stands in the middle of the room, its arms folded, gazing in your direction. The figure says some strange words in a low voice (Infernal: “The Darkness cannot be stopped”) and takes a step back as two blades spring out from each gauntlet. Again the figure says a few words (Infernal “You’ll die like the rest of them”) and rushes towards you.



After killing Orin

	
The figure lets out a demonic scream and quickly disappears into wisps of smoke that rise towards the ceiling, disappearing in a flash of light. After the flash, a black triangular block of metal hits the ground.


This is the Triad of Darkness as explained above.

