The Vampire Nest.

An Adventure for 9-12th level party

The characters

Sir Henry – Human Chaotic/Evil Cleric level 9

Sunny – Vampire Sorceress Level 10

Silus -  Vampire  Rogue/Fighter Level 6/6

Nog – Dwarf Rogue level 7

Birdy – Gargoyle Ranger level 10

Ur – Hill Giant Zombie

Rose – Prostitute level 2 commoner

Sir Henry and Sunny travel to the local city about once a month or so, to pick up an orphan from the orphanage each time disguised as respectable citizens using disguise self and Misdirection/ undetectable alignment spells to hide their alignment. 
They visit the city at dusk, teleporting to the outskirts and then using a coach to ride in. The coach is stored in a barn on the outskirts. The farm occupants are given money to keep the horses and look the other way. 

Children kidnapped are kept alive for about 10 days (normally losing 1 point of constitution a day from light snacks by Sunny or Silus). Becky has a constitution of 12 so will last 12 days before she joins the vampire children.    

Stumpflat is a small town 20 miles NE of the city. Stumpflat manor is placed 1 mile outside Stumpflat.

Sir Henry, Sunny and Silus live at Stump flat manor house, it is on a 2 sq (1 * 2) mile estate (surrounded by a 10ft high wall) which is full of traps made by the lodge keeper/game keeper Nog. Patrolling the ground are also numerous un-dead created by Sir Henry and a number of gargoyles.  
It is a ½ mile trek to the manor house from the main gates. The roads on the estate are un-trapped but patrolled by Ur (Hill giant Zombie) and other undead, also some of the statues in the grounds are gargoyles. Birdy (a gargoyle ranger) is placed 100ft from the main entrance on the main road leading to the house. His treasure is stored in a secret door in the base block of his statue (he is the statue).
Campaign Hooks

The Players have been given money to donate to the orphanage by the church, they get to know Becky a very pretty 7 year old girl who wants to know when her mother is going to come back. 

Rose (a prostitute, Beckys mother) has been given money by a deceased client and now has enough money to support her child and has gone to the orphanage to collect her “Becky “ but Becky was taken by Sunny and Sir Henry disguised as a prominent family, the Hinterlands who own Hinterlands outfitting a large general store. Of course the Hinterlands know nothing about Becky….
Leads

Town gate: guards notice the Hinterlands leave by carriage with a little girl. (gather information DC 15).
Town pub: a local of Stumpflat remembers a spate of missing children a few years ago from Stumpflat, could these be linked? (Gather Information DC15).
City watch: A traveller was found dead outside the city last night no apparent cause could have been dead a few days. Body has been buried (if dug up will find puncture marks in the neck (DC 15 heal DC 30 search). (Gather Information DC 20).
A tramp saw a coach pull into farm on outskirts of city (Gather Information 25).

Party with tracking skill can track the coach tracks to the farm DC 11
The Farm owners only know that the couple are posh and pay them to look after the coach and horses. The couple knock on the door and ask for the coach to be prepared (always after dusk) and come back from the city within an hour. This occurs once every two or three weeks. They introduced them selves as Mr and Mrs Sheldon, they never discussed where they came from.

In Stumpflat Inn rogues discussing missing friend who was going to pay Stumpflat manor a visit (DC 20 Gather information DC 20 Listen).
Questioning Nog – Because of Nogs low charisma he finds it quite difficult to lie with a straight face. He will try not to answer any incriminating question but if cornered and threatened is likely to spill the beans. He is not afraid of dying though as he believes he will be turned into one of the undead by Sir Henry.

In cellar during daylight else around the house.

Name: Silus (male) (CE)
Vampire (Medium Undead)

Rogue level 6 (skill points 81) Acrobat

Fighter level 6 (skill points 18) Fighter/Thief

CR 12

Hit die: 0d12+6d12+6d12(78hp)

Init: 7

Speed: 30

AC: 25 +2 Chain Shirt + Shield, none

AC flat footed :22

AC Touch: 13

Base Attack/Grapple: 10/18

Attack: +18 (+4/+4)  1d12+10 + 1d6 shock
    or  +18 (+2/+2) Longbow ,Composite 1d8 +8
Full attack: +18/13 (+4/+4) Greataxe shock 1d12+10+ 1d6 shock
    or  +14/14/9 (+1/+1) Longbow ,Composite 1d8+8(range 110)

Space/Reach: 5/5

Special Attacks: Ability Drain Drain Blood 1d4 con if pins opponent. Gain 5 hps per attack, Energy Drain A slam attack gives 2 negative levels. For each level vampire gains 5hp, Other Create Spawn, Other Saves vrs abilities are at 10+ 1/2 vampire level + Chr bonus, Spell-like Abilities Dominate as a standard action, Summon once per day 1d6+1 rat swarms or 1d4+1 bat swarms or 3d6 wolfs, 

Sneak attack Sneak attack at an extra (D6) 3

Special Qualities: Change shape Bat, Dire bat, wolf or Dire wolf as aa standard action, Damage reduction 10/silver and magic, Fast healing 5 points each round, Other Assume Gaseous Form as standard action fly speed 20, Other Spider climb, Resistance to cold 10, Resistance to electricity 10, Traits Undead, Turn resistance +4, 

Evasion Reflex save no damage instead of 1/2

Trap Sense Reflex save and AC when dealing with traps bonus 2

Trapfinding Can find magical traps

Uncanny Dodge Retains Dex bonus if flat footed

Saves: Fort +7, Ref +12, Will +5

Abitities: Str 18, Dex 16, Con 0, Int 12, Wis 12, Chr 16

Skills: Balance 19, Bluff 11, Climb 18, Disable Device 6, Escape Artist 2, Heal 1, Hide 10, Intimidate 19, Jump 20, Listen 11, Move Silently 10, Open Lock 11, Ride 3, Search 9, Sense Motive 9, Sleight of Hand 4, Spot 11, Swim 6, Tumble 19, Use Rope 11, 

Feats: Improved Grapple, Improved Unarmed Strike, Point Blank Shot, Weapon focus(ranged), Alertness, Armour prof heavy, Armour prof light, Armour prof medium, Combat Reflexes, Dodge, Improved Initiative, Lightning reflexes, Martial Weap Prof, Mobility, Rapid Shot, Shield Proficiency, Shot on the Run, Simple Weapon Proficiency, Spring Attack, Tower Shield Proficiency, Weapon Specialization (ranged), 

Spells:

In the cellar during day light else around the house.
Name: Sunny (Female) (CE)
Vampire (Medium Undead)

Sorcerer level 10 (skill points 52) Sorcerer

Hit die: 0d12+10d12(65hp)

CR 12

Init: 8

Speed: 30

AC: 22 + No Armour + Shield, none 30 with mage armour and shield
AC flat footed :18

AC Touch: 14

Base Attack/Grapple: 5/7

Attack: +7  Slam 1d6+2

    or  +9  Crossbow, light 1d8

Full attack: +7  Slam 1d6+2

    or  +9  Crossbow, light 1d8(range 80)

Space/Reach: 5/5

Special Attacks: Ability Drain Drain Blood 1d4 con if pins opponent. Gain 5 hps per attack, Energy Drain A slam attack gives 2 negative levels. For each level vampire gains 5hp, Other Create Spawn, Other Saves vrs abilities are at 10+ 1/2 vampire level + Chr bonus, Spell-like Abilities Dominate as a standard action, Summon once per day 1d6+1 rat swarms or 1d4+1 bat swarms or 3d6 wolfs, 

Special Qualities: Change shape Bat, Dire bat, wolf or Dire wolf as aa standard action, Damage reduction 10/silver and magic, Fast healing 5 points each round, Other Assume Gaseous Form as standard action fly speed 20, Other Spider climb, Resistance to cold 10, Resistance to electricity 10, Traits Undead, Turn resistance +4, 

Summon Familier  1

Saves: Fort +3, Ref +9, Will +8

Abitities: Str 15, Dex 18, Con 0, Int 14, Wis 13, Chr 21

Skills: Bluff 18, Concentration 17, Diplomacy 9, Gather Information 5, Hide 14.5, Know arcana 14, Listen 11, Move Silently 14.5, Ride 4, Search 10, Sense Motive 9, Spellcraft 16, Spot 11, 

Feats: Alertness, Brew Potion, Combat casting, Combat Reflexes, Craft Magic Arms Arm, Craft Wand, Dodge, Improved Initiative, Lightning reflexes, Simple Weapon Proficiency, 

Spells:

level 0 (6) – 10
level 1 (8) – 5 
MM, Disguise self, Mage armour, Shield, Alarm

level 2 (7) – 4
Web, Tasha’s hideous laughter,  Invis, Misdirection, Scorching ray (2) 
level 3 (7) – 3
Fireball,  Displacement, Lightning bolt
level 4 (6) – 2
Wall of fire, Invis greater

level 5 (4) – 1
Teleport
Items Wand of mirror image Potion of Magic fang,
Ring of 5 Swimming

In the gate House
Name: Nog (CN)
Dwarf (Medium Humanoid)

Rogue level 7 (skill points 100) Trap Expert

CR 7

Hit die: 0d8+7d6+21(46hp)

Init: 3

Speed: 20

AC: 17 + 4 Ring of protection
AC flat footed :17
AC Touch: 13

Base Attack/Grapple: 5/12

Attack: +8  Club 1d6+4

    or  +8  Crossbow, heavy 1d10

Full attack: +8  Club 1d6+4

    or  +8  Crossbow, heavy 1d10(range 120)

Space/Reach: 5/5

Special Attacks: Other +1 attack Orcs,goblinoids, Other Weapon familiarity dwarven waraxes and urgroshes, 

Sneak attack Sneak attack at an extra (D6) 4

Special Qualities: Darkvision 60, Other +2 Appraise related to stone or metal work, Other +2 bonus on search for unusual stonework, Other +2 Craft checks relating to stone or metal, Other +4 Dodge Ac against Giant type, Other Stable +4 bonus on being bullrushed ot tripped, Resistance to poison +2, Resistance to spells +2, Traits Dwarf, 

Evasion Reflex save no damage instead of 1/2

Trap Sense Reflex save and AC when dealing with traps bonus 2

Trapfinding Can find magical traps

Uncanny Dodge Retains Dex bonus if flat footed

Saves: Fort +5, Ref +8, Will +3

Abitities: Str 16, Dex 16, Con 16, Int 14, Wis 12, Chr 3

Skills: Balance 14, Craft (Trap making) 11, Disable Device 12, Hide 12, Jump 14, Know dungeon 12, Move Silently 12, Search 12, Tumble 9, Use Magic Device 1, Use Rope 13, 

Feats: Armour prof light, Improved Grapple, Improved Unarmed Strike, Rapid Reload, Simple Weapon Proficiency, 

Spells:

Nog is incapable of lying because of his low charisma so any effective interrogation will reveal most of the house secrets (if he lies he immediately starts laughing). He is not afraid of dying as he thinks Sir Henry will bring him back (livening or not does not worry him).

Name: Sir Henry Nachtish (CE)
Human (Medium Humanoid)

Cleric level 9 (skill points 60) Trickery Domain

CR 9

Hit die: 0d8+9d8(41hp) 61 with bears endurance
Init: 1

Speed: 20

AC: 23 +2 Half-plate +2 Shield, heavy steel 30 with shield and Shield of law on. (from staff) 32 with magic circle against law
AC flat footed :21

AC Touch: 10

Base Attack/Grapple: 6/6

Attack: +8 (+2/+2) Mace,Heavy 1d8+2

Full attack: +8/3 (+2/+2) Mace,Heavy 1d8+2

Space/Reach: 5/5

Special Attacks: 

Turn Undead Turn undead 3 +Charisma bonus / day

Special Qualities: 

Saves: Fort +6, Ref +4, Will +9

Abilities: Str 11, Dex 12, Con 10, Int 14, Wis 17, Chr 12

Skills: Bluff 13, Concentration 16, Diplomacy 7, Disguise 17, Heal 7, Hide -3, Know religion 5, Listen 5.5, Ride 1, Spellcraft 2, Spot 5, 

Feats: Armour prof heavy, Armour prof light, Armour prof medium, Combat casting, Craft Construct, Craft Wand, Deceitful, Extra Turning, Shield Proficiency, Simple Weapon Proficiency, 

Spells: 

Cleric

level 0 (6)  (DC 13)

level 1 (6)  (DC 14)

CLW *3,  Shield of faith,  Command, Disguise self
level 2 (6)  (DC 15)

Cure moderate wounds, Desecrate, Spiritual weapon, Undetectable alignment,  Invisibility 

level 3 (5)  (DC 16)

Magic circle against law, Dispel magic, Bestow curse *2,  Protection from fire, Non-detection,  

level 4 (3)  (DC 17)

Confusion,  Death ward, Cure Critical wounds, 

level 5 (2)  (DC 18)
False vision, Flame strike

Wand of Bears endurance (25 charges)
Staff of Defence  (45 charges) (Shield, Shield of faith, Shield other, Shield of law) 
Created by Sir Henry in the Hobby room, 
Name: Nobin

Golem, Flesh (Large Construct)

 level 0 (skill points ) 

Hit die: 9d10(50hp)

Init: -1

Speed: 30

AC: 18 + No Armour + Shield, none

AC flat footed :19

AC Touch: 8

Base Attack/Grapple: 6/16

Attack: +11  Slam 2d8+6

    or  +4   

Full attack: +11  Slam 2d8+6

    or  +4/-1   (range )

Space/Reach: 10/10

Special Attacks: Other Beserk 1% cumulative per round, 

Special Qualities: Damage reduction 5/adamantine, Darkvision 60, Immunity to magic, Low-light Vision , 

Saves: Fort +3, Ref +2, Will +3

Abitities: Str 22, Dex 8, Con 0, Int 0, Wis 10, Chr 1

Skills: 

Feats: 

Spells:

Random encounters in the estate

Name: Ogre skeletons (4)

Skeleton (Large Undead)

 level 0 (skill points ) 

Hit die: 5d12(33hp)

Init: 5

Speed: 20

AC: 20 + Half-plate + Shield, heavy steel

AC flat footed :20

AC Touch: 9

Base Attack/Grapple: 2/13

Attack: +8  Greatclub 2d8+7

Full attack: +8  Greatclub 2d8+7

Space/Reach: 10/10

Special Attacks: 

Special Qualities: Damage reduction 5/bludeoning, Darkvision 60, Immunity to cold, Undead Traits , 

Saves: Fort +1, Ref +2, Will +3

Abitities: Str 24, Dex 12, Con 0, Int 0, Wis 9, Chr 1

Skills: 

Feats: Improved Initiative, Simple Weapon Proficiency, 

Spells:
Name: Ghoul ogres

Ghoul (Large Undead)

 level 0 (skill points ) 

Hit die: 6d12(42hp)

Init: 2

Speed: 30

AC: 16 + No Armour + Shield, none

AC flat footed :14

AC Touch: 11

Base Attack/Grapple: 3/12

Attack: +8  Bite 1d8+5

Full attack: +8  Bite 1d8+5

                   +6 Claw 1d6+2

                   +6 Claw 1d6+2

Space/Reach: 5/5

Special Attacks: Other Ghoul fever DC12 if biten incub 1 day 1d3 con 1d3 dex, Paralysis DC12, 

Special Qualities: Darkvision 60, Turn resistance +2, Undead Traits , 

Saves: Fort +2, Ref +4, Will +6

Abitities: Str 20, Dex 14, Con 0, Int 13, Wis 13, Chr 12

Skills: Balance 7, Climb 10, Hide 3, Jump 10, Move Silently 6, Spot 6, 

Feats: Multiattack, Toughness, Weapon Focus, 

Spells:
Name: Large Ghast

Ghast (Large Undead)

 level 0 (skill points ) 

Hit die: 8d12(55hp)

Init: 3

Speed: 30

AC: 18 + No Armour + Shield, none

AC flat footed :15

AC Touch: 12

Base Attack/Grapple: 4/14

Attack: +9  Bite 2d6+6

Full attack: +9  Bite 2d6+6

                   +7 Claw 1d6+3

                   +7 Claw 1d6+3

Space/Reach: 5/5

Special Attacks: Other Ghoul fever DC15 if biten incub 1 day 1d3 con 1d3 dex, Other Stench, Paralysis DC15 1d4+ 1 rounds, 

Special Qualities: Darkvision 60, Turn resistance +2, Undead Traits , 

Saves: Fort +2, Ref +5, Will +7

Abitities: Str 22, Dex 16, Con 0, Int 14, Wis 13, Chr 16

Skills: Balance 11, Climb 14, Hide 6, Jump 13, Move Silently 10, Spot 8, 

Feats: Improved Natural Attack, Multiattack, Toughness, 

Spells:

Name: Ur

Zombie (Huge Hill giant Undead)

 level 0 (skill points ) 

Hit die: 14d12(94hp)

Init: -2

Speed: 20

AC: 23 + Full-plate + Shield, none

AC flat footed :25

AC Touch: 6

Base Attack/Grapple: 7/23

Attack: +13  Mace,Heavy 3d6+12

Full attack: +13/8  Mace,Heavy 3d6+12

Space/Reach: 10/10

Special Attacks: 

Special Qualities: Damage reduction 5/Slashing, Darkvision , Undead Traits , 

Saves: Fort +9, Ref +2, Will +3

Abitities: Str 27, Dex 7, Con 0, Int 0, Wis 9, Chr 1

Skills: 

Feats: Armour prof heavy, Simple Weapon Proficiency, Toughness, 

Spells:

Vampire children group 2-8 (only at night in the day time they are in the family crypt).
Name: Vanpire children

Vampire spawn (Small Undead)

 level 0 (skill points ) 

Hit die: 4d12(29hp)

Init: 6

Speed: 30

AC: 16 + No Armour + Shield, none

AC flat footed :14

AC Touch: 13

Base Attack/Grapple: 2/1

Attack: +6  Slam 1d3+3

Full attack: +6  Slam 1d3+3

Space/Reach: 5ft/

Special Attacks: Energy Drain 1 negative DC 14 (chr based), Other Blood drain if pin foe then can drain 1d4 points of con and gain 5hp, Other Domination as a standard action DC14 will, 

Special Qualities: Damage reduction 5/silver, Darkvision 60, Fast healing 2, Other Gaseous form, Other Spider climb, Resistance to Cold 10, Resistance to Electricity 10, Turn resistance +2, Undead Traits , 

Saves: Fort +1, Ref +5, Will +2

Abilities: Str 16, Dex 14, Con 0, Int 13, Wis 12, Chr 14

Skills: Bluff 6, Climb 8, Craft 4, Diplomacy 6, Hide 14, Jump 8, Listen 11, Move Silently 10, Search 8, Sense Motive 11, Spot 11, 

Feats: Alertness, Improved Initiative, Lightning reflexes, Skill Focus, Toughness, 

CR: 4

Spells:

Statues.

Name:

Gargoyle (Medium Monstrous humanoid)

 level 0 (skill points ) 

Hit die: 8d8+32(71hp)

Init: 2

Speed: 40,fly 60,swim 0,climb 0,burrow 0

AC: 16 + No Armour + Shield, none

AC flat footed :14

AC Touch: 12

Base Attack/Grapple: 8/12

Attack: +13  Claw 1d4+4

Full attack: +13  Claw 1d4+4

                   +13 Claw 1d4+4

                   +11 Bite 1d6+2

Space/Reach: 5/5

Special Attacks: 

Special Qualities: Damage reduction 10/magic, Darkvision 60, Other freeze DC20 spot to see if gargoyle is alive, 

Saves: Fort +6, Ref +8, Will +6

Abilities: Str 18, Dex 14, Con 18, Int 6, Wis 11, Chr 7

Skills: Hide 8, Listen 6, Spot 5, 

Feats: Multiattack, Toughness, Weapon Focus, 

CR: 5.33333333333

Spells:

Name:  Birdy
Gargoyle (Medium Monstrous humanoid)

Ranger level 10 (skill points 50) Dungeon Crawler

Hit die: 4d8+10d8+56(122hp)

Init: 9

Speed: 40,fly 60,swim 0,climb 0,burrow 0

AC: 22 +3 No Armour + Shield, none

AC flat footed :17

AC Touch: 15

Base Attack/Grapple: 14/18

Attack: +20 (+2/+2) Battle axe 1d8+6

    or  +23 (+2/+2) Longbow ,Composite 1d8+7

Full attack: +18/13/8 (+2/+2) Battle axe 1d8+6

                   +16 Battle axe 1d8+2

                   +18 Bite 1d6+2

    or  +21/21/16/11 (+2/+2) Longbow ,Composite 1d8+7(range 110)

Space/Reach: 5/5

Special Attacks: 

Favored enemy Number of Favored enemies =  2 Human, Animals
Special Qualities: Damage reduction 10/magic, Darkvision 60, Other freeze DC20 spot to see if gargoyle is alive, 

Animal Compation 

Evasion Reflex save no damage instead of 1/2

Swift Tracker Can follow tracks at normal speed no penalty

Track Gains Track as a bonus Feat

Wild Empathy Improve attitude of an animal

Woodland Stride Can move through undergrowth at normal speed

Saves: Fort +12, Ref +16, Will +8

Abilities: Str 18, Dex 20, Con 18, Int 8, Wis 12, Chr 5

Skills: Hide 20, Jump 8, Know dungeon -1, Listen 5, Move Silently 20, Search 2, Spot 5, Survival 16, Swim 7, Use Rope 5, 

Feats: Rapid Shot, Two-Weapon Fighting, Armour prof light, Endurance, Flyby Attack, Improved Initiative, Martial Weap Prof, Multiattack, Point Blank Shot, Shield Proficiency, Simple Weapon Proficiency, Toughness, Track, Weapon focus(ranged), 

CR: 15

Spells: 

Ranger

level 1 (2)  (DC 12)

level 2 (1)  (DC 13)
Name: Rose

Human (Medium Humanoid)

Commoner level 2 (skill points 10) Prostitute

Hit die: 0d8+2d4+2(7hp)

Init: 0

Speed: 30

AC: 10 + No Armour + Shield, none

AC flat footed :10

AC Touch: 10

Base Attack/Grapple: 1/0

Attack: +0  No Melee +-1

Full attack: +0  No Melee +-1

Space/Reach: 5/5

Special Attacks: 

Special Qualities: 

Saves: Fort +1, Ref +0, Will +0

Abitities: Str 9, Dex 10, Con 12, Int 8, Wis 11, Chr 13

Skills: Bluff 5.5, Diplomacy 4.5, Disguise 1.5, Sense Motive 2.5, 

Feats: Negotiator, Persuasive, Simple Weapon Proficiency, 

Spells: 

Commoner
100ft around the house is covered in thick fog because of Birdys ever smoking bottle.

Traps set on estate (Nog has been busy) DC20 search DC20 disable CR 6
Pit traps 10ft + 1-3 spikes poisoned for  DC15 con 1-3

 thich
Xbow traps 1D10 ATT +20  DC 6 DC20 CR 6
Fusilade of Spear traps 4 spears  1D8  +4 ATT +21 DC 20 CR 6
Swing log Traps DC20 Reflex save 2-20/none   DC 20 CR 6
On House 

Main entrance Symbol of Pain Activation - Not undead under door.  Password “Blood”     

Porch Sonic Glyph of warding

Upper Porch Sonic Glyph of Warding

Master suite door Sonic glyph of warding
Basement door Electric glyph of warding
Basement stairs mental alarm cast by sunny to warn only her.

All other doors and windows are barred from the inside.
Stump flat manor is shielded by an Unhallow spell that has the protection from energy (fire) added to it effecting  all CE creatures. This spell will also protect the manor from catching fire. This gives the site magic circle against good and -4 turning attempts vrs undead. 

Treasure (Silus)
Sapphire pendant on gold chain(2000gp),Silver ewer(50gp),Gold circlet with four aquamarines(3000gp),Gold circlet with four aquamarines(1000gp),Old masterwork painting (1400gp),Gold and ruby ring(7000gp),brass mug with jade inlays(300gp),Cloth of gold(150gp), Total value 14900

Coins gp 4000

(Sunny)

TREASURE 
Coins gp 2000

Goods gems 15

blue quartz(10gp),black pearl(700gp),silver pearl(60gp),silver pearl(60gp),blue quartz(8gp),blue quartz(10gp),black pearl(300gp),black pearl(200gp),blue quartz(13gp),silver pearl(100gp),black pearl(800gp),emerald(800gp),black pearl(300gp),silver pearl(110gp),blue quartz(10gp),

Total value 3481

Items minor 3

Wand of mirror image 
Potion of Magic fang
Ring of 5 Swimming

Nog

TREASURE Coins gp 1500
Goods art 1
Solid gold idol (500gp),
Total value 500
Items major 1
Ring of +4 Protection

Sir Henry

TREASURE Coins gp 1200

Goods art 4

Silver ewer(30gp),Old masterwork painting(1100gp),Silver ewer(60gp),Gold music box(1000gp),

Total value 2190

Items medium 1

Staff of  Defence 

Birdy 

TREASURE Coins gp 1000

Goods gems 14

blue quartz(11gp),silver pearl(80gp),black pearl(500gp),black pearl(400gp),black pearl(600gp),emerald(800gp),emerald(1100gp),blue quartz(9gp),silver pearl(80gp),blue quartz(7gp),black pearl(400gp),silver pearl(100gp),blue quartz(12gp),black pearl(400gp),

Items minor 10
Scroll of Arcane 1d3 spells level 2 Bulls strength, Cats grace, Protection from arrows

Potion of Enlarge person

Necklace of fireballs type IV

Scroll of Arcane 1d3 spells level 1 Shield, Identify, Alarm

Wand of Magic missile (1st)

Scroll of Arcane 1d3 spells level 1 Magic missile

Potion of Invisibility

Potion of Magic weapon

Potion of Mage armour

Eversmoking bottle

Main Floor Plan
Upper Floor Plan
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