Goblins of Io-Rach

This side adventure to the Return to the Temple of elemental Evil was inspired by the Goblins of Io-Rach suggestion in the Book of Vile Darkness, by Monte Cook.  That book is required for use with this side adventure.  This is intended for 4 players of levels 6-7, though additional encounters are provided for 5-6 players or a longer session time.  This adventure is intended to be run as a single session side adventure.

In the poor district of Verbobonc, there lies a clothing shop, simply titled “Clothes” in poor lettering (as if by a child).  This shop is a legitimate front for the Goblins of Io-Rach.  Io-Rach, roughly translated from goblin means “bloody eye lying on the ground”.  This name was chosen by the leader, Kezzerug, after obtaining the alchemical manual from his masters of the Temple of All Consumption.

Once merely a stronger than normal goblin fighter in service to Naquent, Kezzerug was the beneficiary of a strange discovery.  He was given the alchemical manual that describe the special poison of Io-Rach and how to use it to create malformed goblins.  Kezzerug quickly embarked upon a mission to master the formula and to gain a tolerance to it so that he would not be affected.  Over the next ten years, Kezzerug would grow in power and learn to create the poison.  He gained power and was given the tasks of building a small army, in midst of one of the most powerful cities, Verbobonc.  He gathered a few specialized cohorts, Fhist and Krkuk, and few cultists and chose his location.  He then took the next five years to delve under the shop and build his workshop, torture chamber, and the impressive vats. 

Shop: the shop has a few sets of clothes in it, sold at regular value.  Adventures can find the following outfits: peasant, traveling, and artisan.  It has a shop area, a kitchen, and two bedrooms on the first floor.  The second floor has three more bedrooms.  This is where the humans live.  The rear bedroom on the first floor has a secret door that leads to an alley on the side of the building (search DC 18).  This secret door opens inward and cannot be closed from the outside, so someone needs to close it from the inside after letting you out.  The closet in the same bedroom is actually a stone staircase leading 40ft down into a rough corridor.

Area Descriptions: All corridors and passages are 5ft wide.  The corridor leads west about 20ft into a chamber (room 1) about 15 feet on a side, which normally acts as a staging area.  The corridor continues south about 30ft and opens up to the west into a vast cavern (area 2) about 40ft by 60ft.  This is the cavern depicted in the Book of Vile Darkness.  In the south is a short passage leading 10ft into the lab (area 3) about 15ft by 20ft.  Another passage to the southwest leads through the torture chamber (area 4) about 30ft by 15ft which angles mostly northwest.  The passage continues through the torture chamber south about 10ft, then east about 70ft, then north about 10ft, and opens up into the main barracks room for the goblins, 20ft by 20ft (area 5).  A door from this area opens up into a larger chamber that is the barracks for the malformed goblins, 20ft by 25ft (area 6).  A secret door (search DC 18) from here goes north to a chamber about 15ft by 15ft, which is the bedroom of Kezzerug (area 7).  A secret door from there (search DC 18) leads further north into a staircase that intersects the original staircase 25ft up at another secret door (search DC 25).

Staging Area (1), EL 0 or 4: Otherwise empty, this room contains discard trash, stone benches and tables.  If your group has five or more players or your session lasts longer than 4 hours, this room is occupied by 8 goblins (hp 3, 6, 7, 6, 5, 4, 2, 7) and 2 malformed goblins (9, 8).  Each goblin has 1d6 gold pieces.

Pit Room (2), EL 6: This room contains a large pool about 15ft by 20 feet in the north central portion of the room filled with Io-Rach poison.  A small walkway winds around the north section.  Two winches are on the walkway that can be used to lower goblins into the pit.  A huge winch and contraption on the western end can be used to pick up vats (55 gallon wooden drums) and dump more alchemical poison into the pool.  The walls are covered with a slightly greenish slime due to evaporation of the poison.  This slime does not have any ill effect, though it provides a strange light in the room.  There is currently a filled vat in the winch and one goblin in a winch.  There are 10 goblins (hp 2, 7, 4, 6, 3, 5, 5, 8, 1, 3) and 6 malformed goblins (hp 5, 7, 6, 10, 9, 7) scattered about.  One malformed goblin sits atop the huge winch, while two goblins control its mechanism.  The winch can be repositioned as a move equivalent action and tilted and released as a standard action.  It can be adjusted to the sides of the pool, releasing its mixture on an intruder.  No attack roll is needed, as it affects everyone in the square.  A reflex save DC 20 avoids it.  Failure indicates being hit by the poison, which as the normal affects of being immersed until the poison is cleaned off (a full round action is one method).  Each goblin has 1d6 gold pieces.

Lab (3), EL 6: This room contains a full alchemical lab (see the PHB), the alchemical manual titled Io-Rach, which details the process of creating the poison, two vats, and some additional tables and benches.  It is light be wall sconces.  Also in here are four human alchemists (level 1 experts, named Tolmer, Liz, Brad, and Aniss, armed with daggers), two malformed goblins (hp 9, 5), and Fhist.  If they hear combat in the adjoining room, the malformed goblins are sent in while the alchemists block off the passage with a vat and Fhist prepares for combat.  Each alchemist has 20 gold pieces and 10 silver pieces.

Torture Chamber (4), EL 5: This room contains the rack of irresistible torture, an iron maiden, a fire pit with pokers and other implements in it, two vats, chains and hooks hanging from the ceiling, and manacles on the walls.  On the rack is Alicia, wife of a nearby tool shop owner named Drafus.  She was captured on her way home from her friend Sarah’s house.  The clothing shop is halfway.  In one of the manacles is a boy (about 17) named Herme.  Krkuk is applying thumbscrews to him while two malformed goblins (hp 6, 5) are operating the rack.  Their screams can be easily heard in the adjoining pit room despite the noises of all the goblins and combat.  Given the chance, Krkuk will drink the potion and grab a fiery hot poker.  The victims are too out of it to notice anything or help their rescuers.

Main Barracks (5), EL 0 or 2: The goblins normally here are in the main pit room.  This room contains many bunk beds stacked 4 high, and lots of garbage.  If your group has five or more players or your session lasts longer than 4 hours, this room is occupied by 8 goblins (hp 2, 7, 4, 1, 3, 2, 5, 4).  Each goblin has 1d6 gold pieces.

Barracks (6), EL 4: This is the barracks for the malformed goblins.  It contains nicer bunks, though is still littered with garbage.  In it are four more malformed goblins (hp 5, 6, 7, 8).  They attempt to hold off intruders long enough for Kezzerug to prepare for battle.

Leader’s Room (7), EL 8: The door to this room from the barracks is trapped with the poison of Io-Rach, which operates on contact (gloves avoid the trap, CR 1).  In it is a lavish bedchamber and Kezzerug.  See his description for tactics.  Under the bed is a chest that contains two sacks, one with 500 silver pieces and the other with 200 gold pieces.  It also contains a +1 curved dagger, similar to the ones the clerics of Tharizdun carry.  There is also a 10-pound block of gold carved into an obex (about 6 inches on a side).  Melted down, this is equivalent to 500 gold pieces.  On the other side of the secret door is a spiked pit 20ft deep (CR 4, Ref DC 20, 2d6, Atk +10 1d4 spikes for 1d4+2 each, search DC 18, disable device DC 25).   The secret door at the top of the stairs is trapped with a bestow curse (CR 4, Will save DC 14, search DC 28, disable device DC 28).

Kezzerug, small-size humanoid (goblinoid), male goblin Fighter 5/Warrior of Darkness 3; CR 8; HD 8d10+16; HP 60; Init +1; Spd 30ft; AC 19 (touch 12, flat-footed 18, +1 Size, +1 Dex, +5 chain shirt +1, +2 lg. Shield); Atk +13/+8 melee (1d6+6/19-20x3, +1 vile, hand axe +2); AL CE; SV Fort +9, Ref +5, Will +6; Str 16, Dex 13, Con 15, Int 12, Wis 10, Cha 15.

Skills: alchemy +9, knowledge (arcana) +9, listen +2, ride (worg) +2, spellcraft +7, spot +2.

Feats: alertness, weapon focus (hand axe), weapon specialization (hand axe), improved critical (hand axe, violent knowledge), iron will, lightning reflexes, vile martial (hand axe), poison immunity (Io-Rach Poison), combat reflexes (demonic celerity).

Languages: abyssal, common, goblin.

SQ: darkling weapon, darkvision 60ft, violent knowledge, demonic celerity.

Possessions: +2 hand axe, +1 chain shirt, potion of endurance, 2 potions of cure light wounds, potion of invisibility, obex.

Description: Kezzerug (pronounced kez-zerr-oog) is pale yellow, almost ochre in color, with no hair.  Early in life he was badly burned over his entire body in a fire that burned down his village.  The heroes who killed everyone else in his tribe took pity on the small goblin child, healed him, and set him free.  Kezzerug is very powerful, especially for a goblin, and commands with a ruthlessness unknown even by goblin standards.

Tactics: If Kezzerug is aware of intruders, he will start with the potion of invisibility, then the potion of endurance.  He will then take the three rounds for darkling weapon and chooses curse spewing.  He then enters combat without fear, and rightly so.

Fhist, small-size humanoid (goblinoid, reptilian), male reptilian goblin Sorcerer 4; CR 5; HD 4d4+8; HP 18; Init +1; Spd 30ft; AC 14 (touch 12, flat-footed 13, +1 size, +1 Dex, +1 natural, +1 bracers); Atk +3 melee (1d4+1 claw); AL NE; SV Fort +3, Ref +3, Will +8; Str 12, Dex 13, Con 14, Int 12, Wis 16, Cha 16.

Skills: alchemy +8, balance +5, concentration +12, jump +5, spellcraft +8.

Feats: combat casting, violate spell.

Languages: common, goblin.

SQ: darkvision 60ft, scent.

Spells (6/7/4, known 6/3/1): 0 – detect magic, no light, preserve organ, ray of frost, read magic, slash tongue; 1 – magic missile, shield, stupor; 2 – shriveling.

Possessions: wand of burning hands [32 charges, 3rd level, command word “Fssh”], bracers of armor +1, cloak of resistance +1, arcane scroll of dispel magic and identify, potion of invisibility, iron holy symbol to the Elder Elemental Eye.

Description: Fhist (properly pronounced such that the “fh” is dragged on for half a second, like fhhhh-ist, though most shorten it to fist) has recently dyed his hair blood red, and he has painted a large yellow triangle on his forehead.  His skin has a green tinge and appears to be covered in glistening scales.  He has a short, reptilian tail that extends about a foot and a half.  Fhist is the odd product of a laboratory experiment in the Temple of All Consumption involving goblins and kobolds.  Fhist has one piece of knowledge believed to have been erased: he knows about the “big red dragon in the center of the eye”.  He worships the Elder Elemental Eye, though he doesn’t know why or what it really means.

Tactics: Fhist first starts with the potion of invisibility, sending his lackeys in as a buffer.  He then casts shield and gets into position to cast shriveling and a violated magic missile.

Krkuk, small-size humanoid (goblinoid), male goblin Rogue 4; CR 4; HD 4d6-4; HP 11; Init +4; Spd 30ft; AC 18 (touch 15, flat-footed 14, +1 size, +4 Dex, +3 studded leather); Atk +3 melee (1d3 + 1d6 fire, hot iron, +2d6 sneak attack, fire requires reflex save DC 15 or catch fire); AL CE; SV Fort +1, Ref +7, Will +0; Str 10, Dex 18, Con 9, Int 6, Wis 8, Cha 15.

Skills: bluff +7, escape artist +13, intimidate +15, listen +8, sense motive +6, spot +8.

Feats: alertness, deformity (gaunt), willing deformity.

Languages: common, goblin.

SQ: darkvision 60ft.

Possessions: rack of irresistible torture, potion of invisibility, keys to the manacles in the room.

Description: Krkuk (pronounced kerr-kook) is probably the thinnest goblin in the world.  He is emaciated, weighing less than one half a normal goblin, and the purplish veins beneath his skin are clearly visible.  His yellow and brown teeth jut out of his face and the skin is pulled tight over his head, making it look like a skull.  The rest of his skin, however, is sallow and hangs loose over the rest of his gaunt frame.

Tactics: Krkuk will first drink his potion.  He will only attack if he can get a sneak attack and would prefer to attack an unarmed opponent.

Malformed goblin, medium-size humanoid (goblinoid); CR 1; HD 1d8+2; HP 6; Init +1; Spd 30ft; AC 14 (touch 11, flat-footed 13, +1 Dex, +3 natural); Atk +3 melee (1d6+1, 2 claws, poison); AL CE; SV Fort +4, Ref +1, Will -2; Str 12, Dex 13, Con 15, Int 6, Wis 7, Cha 4.

Skills: hide +7, listen +1, move silently +5, spot +1.

Feats: alertness, deformity (clawed hands), willing deformity.

Languages: goblin.

SQ: darkvision 60ft, poison of Io-Rach.

Description: The malformed goblins of Io-Rach were created by immersing normal goblins in the poison vats.  If the immersed goblin survives for one minute, then it transformed to the above stats.  Each goblin is badly deformed, created a larger than normal arm, a bloated body, deformed legs, or a similar deformity.  In all cases, the goblin acquires deadly claws and is infused with the poison.  The pale greenish poison noticeably drips from their claws and seeps out of their bloated bodies, eyes, nose, and other orifices.

Poison of Io-Rach: Fortitude save DC 13, 1 constitution /1 strength (primary), 1d3 constitution/1d3 strength (secondary).  This poison, upon contact or injury, gets stronger as it remains in the system.  The initial damage is relatively weak in comparison to the secondary damage, and it is cumulative upon further contact.  Immersion causes the secondary damage per round unless the victim is a goblin, in which case it causes only the primary damage the first round.  After a minute of immersion, the goblin must make a fortitude save DC 13 or die.  Success indicates that it is transformed into a malformed goblin.  Malformed goblins are immune to the goblin poison of Io-Rach.

