
A Little Bit of Hell

By Jonathan McAnulty


“A Little bit of Hell” is an adventure that can be easily incorporated into any campaign.  The encounters are most suitable for a party of four 9th level adventurers and the PCs should have magical weapons.  A spellcaster would also be helpful.  

Adventure Synopsis


The PCs come across a mysterious temple.  An old man warns the PCs of danger within and then promptly melts away into nothing.  The temple is the prison of an erinyes who must collect souls.  Upon entering the temple, the door closes behind the PCs and Rylennana, the erinyes, confronts them.  Rylennana attacks the PCs, teleporting away as soon as she is hurt, returning as soon as she heals.  The PCs must search the temple for Rylennana, for, until she is killed, there is no escape for their souls. 

Background


Many ages ago, an erinyes by the name of Rylennana angered her master and was imprisoned.  Her prison is a temple of stone that wanders from place to place and plane to plane. If she can collect a million souls to appease her dark lord, she will be freed.  Rylennana can imprison the soul of any person who is killed within the temple.  Though she has a long way to go, she has already collected thousands of souls and is always eager for more.  

Enter the PCs


The dark temple that imprisons the erinyes is never in the same place for long. PCs could encounter the temple literally anywhere, in the tundra, the desert, the jungle, or even on the ethereal plane.  Always, when it appears, the magic controlling it causes it to meld seamlessly to the local terrain.  


    When and if the PCs exit the temple, they find themselves in a locality that is different than the one they started in.  The temple thus makes for an excellent plot device for moving PCs to a new environment, plane or world.


There are also rumors of an ancient spell that summons the wandering temple to a specific locale.  Campaigns in which the PCs possess powerful spellcasting enemies could easily incorporate the temple as a sub-plot, i.e. the enemy summons it in order to do away with his foes or at the least, spirit them away for a time.

The Temple of Lost Souls


The temple in which Rylennana is imprisoned is, in reality, a wandering extra dimensional space.  It is highly reflective of the imprisoned devil’s personality and power.  Rylennana is aware of everything that goes on in the temple and is even aware of where invisible PCs are.  Within the walls of the temple there is a continual desecration effect.  This gives all undead a +2 profane bonus to attack rolls and +2 hp per HD.  Those that attempt to turn undead within the temple suffer a –6 penalty to the charisma check.  Furthermore, Rylennana can create a major image anywhere in the temple at any time regardless of her whereabouts.  While in the temple, and she can’t freely leave, Rylennana regenerates at the rate of 1 hp/15 minute, unless she is in her chamber, in which case she regenerates faster.  Rylennana regenerates even after reduced to less than 0 hp.


The extra dimensional properties of the temple mean that certain spells will not work properly within the temple.  These spells include those that would create a dimensional door or space, such as Gate; those that would facilitate contact between the planes, such as Commune; those that would involve the ethereal plane, such as Blink; any spell of banishment or dismissal, and any spell opposing Law or Evil.  At the DMs discretion, PCs can realize that they are in an extra dimensional space after the first such spell fails (Knowledge Check DC 15) and attempt to alter their future spells as they cast them (Spellcraft check DC 20) so that they work.  Spells that oppose Law or Evil never work properly within the temple.  
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When the PCs first see the temple, it is made of pale gray stone.  After PCs confront Rylennana for the first time, the walls turn a dark gray color.  If the PCs defeat Rylennana, the walls and ceiling drip blood and the floors become slick.  The doors are made of magically hardened stone (Hardness 10, 40 hp).

Key to the Temple

1. Outside the temple (El 0)

Cold fogs seeps out of the ground and then, as the fog clears a little, the PCs see an impressive gray stone building, with a long pillared porch and massive doors.  The building has a black dome and seems faintly ominous.  On the porch a withered old man in a tattered brown robe watches the PCs.

The withered figure hobbles slowly down the stone stairs towards the PCs.  “Lost he croaks “you are all lost – within those doors are the souls of the damned.  Souls such as yours.”


Regardless of the PCs actions, the man’s begins to melt, his skin running down his bones in droplets.  In a matter of moments he is gone.  The stone doors of the building swing silently open.


If the PCs refuse to enter, the temple vanishes away in an hour’s time

2. Hall of the Seer (EL 9)

Torches are ensconced on the walls of the room.  When all the PCs are in the room, the doors swing firmly shut behind them.  They will not open until the erinyes is reduced to less than 0 hp or the PCs manage to batter them down physically. 

 Sitting cross-legged in the middle of the four pillars, a pale woman in a red robe stares at the PCs.  This is Rylennana (Monster Manual 52) in polymorphed form.  Her rope, sword and bow are hidden with illusion.


The woman speaks and says, “Enter brave travelers, the temple of lost souls.  Many are imprisoned in here but not all forever.  Would you have me tell your fortune?”

Rylennana, Erinyes:  CR 7; Medium-sized Outsider (Baatezu); HD 6d8+6; 38 hp; Init +1; Spd 30 ft (50 ft. fly average); AC 20; Atk +10/+5 melee (1d8+5 longsword +2), or +7/+2 ranged (1d8 longbow), or +7 ranged (entangle rope); SA Rope entangle, charm person, Spell like abilities; SQ Damage Reduction 10/+1, SR 12, Baatezu qualities, tongues; SV Fort +6, Ref +6, Will +7; Str 14, Dex 13, Con 13, Int 14, Wis 14, Cha 20.

Skills: Concentration +9, Disguise +11, Escape artist +8, Hide, +9, Listen +10, Move Silently +9, Search +9, spot +10; Feats: Dodge, Mobility.

SA - Spell Like Abilities: At will – animate dead, charm monster, desecrate, invisibility (self), magic circle against good (self), major image, polymorph self, produce flame, see invisibility, suggestion, and unholy blight.  These are all as if cast by an 8th level sorcerer.  Also teleport without error at will as if cast by a 12th level sorcerer. 

SQ - Baatezu qualities: Immunities (Fire and Poison). Resistance (Cold 20 and Acid 20). See in Darkness.  Telepathy.

Possessions:  Longbow (40 arrows), Longsword +2, Rope (50 ft)


Tactics


If the PCs agree to have their fortunes told, Rylennana makes a show of examining their palms.  Having done this, she produces flame in her palm and stare into its depths.  As she converses with the PCs, 16 Skeletons creep up the stair from area 3. PCs can hear the skeletons (listen check DC 15) or spot the skeletons when they reach the top of the stairs (DC 16).  Regardless, when the skeletons are at the top of the stairs, within charge range, Rylennana speaks.  “Doom” she cries, “your future holds doom.”  She then hurls her flame at any obvious spellcaster.  She proceeds to turn invisible and teleport behind the party.  While the PCs are occupied with the skeletons, Rylennana invokes a magic circle against good, creates a major image of more skeletons, and then uses her rope, unholy blight and produce flame to their best effects.  When she fights, Rylennana prefers to use forms that mislead opponents into using worthless attacks against her (such as a vampire or mummy).  Rylennana attacks the PCs until she takes over 15 points of damage, at which point she teleports to area 6 to heal.  If the PCs allow her enough time to fully recover from the fight, she will teleport behind them at an opportune time and attack again, using similar tactics.  Because of her imprisonment, Rylennana cannot summon baatezu. 

3. The Pit of the Dead (EL 5+)

There are two chambers marked as area 3, but both are identical.  Corpses fill the rooms completely.  In fact, there are more corpses in the rooms than is physically possible (literally thousands) and PCs could remove corpses for a long time and never get to the floor beneath.   Searching through the bodies is a gruesome business but there is treasure on some of the corpses.  Such a search is not without danger since the Erinyes can freely animate skeletons.


Skeletons: CR 1/3; Medium-sized Undead; HD 1d12 (6 hp); Init +5; Spd 30 ft.; AC 13; Atk +0 melee (1d4 claws x2); SQ Undead, immunities; SV Fort +0, Ref +1, Will +2; Str 10, Dex 12, Con -, Int -, Wis 10, Cha 11.


Feats: Improved Initiative.

Tactics


Unless the PCs are terribly weakened or are lingering in this area, Rylennana does not bother animating more skeletons past the initial 16.  However, if the PCs begin looking through the corpses, the devil animates dead and cause skeletons to attack the PCs.  Rylennana can control up to 16 skeletons at a time and will continue to animate skeletons until the PCs are dead or leave the room.  She does not have to be in the room to use her animate dead power.


Treasure

A successful search check (DC 15) may turn up items of value in this room.  PCs who are searching open themselves up to attacks of opportunity from the skeletons Rylennana animates.  If PCs make a successful search check, roll on the following table to determine what sort of treasure they find.  Multiple searches can be made, but each successful search will add a +1 cumulative penalty to the search DC.


1-9 
1 mundane item


10-12 
2d10 gp


13-15 
2d10 sp


16-17 
1d3 gems


18 
1 art


19 
1 minor magical item


20 
1 medium magic item

4. The Hall of Lost Souls (EL ?)

There are two rooms marked area 4 on the temple map, but in reality there is only one room, approximately 60 ft in length.  PCs who enter through one door and exit through the other find themselves across from where they started.  This room seems to suck up light (maximum visibility is 10 ft) and is chilled.  Soft moans fill the air though nobody is visible.  In the middle of the room is a iron pedestal, cold to the touch.  This pedestal cannot be moved and is the “battery” for the temple.  The souls of those killed in the temple are drawn to this pedestal and trapped in the room.

This room is filled with the thousands of souls Rylenanna has collected over the ages.  PCs who spend time in the room stand a chance of losing their own souls.  PCs who spend more than a minute in the room must make a Will Save (DC 15).  These Saves must be continually made once per minute while in the room. Failing the check means one of the disembodied souls in the room has partially possessed the PC.  That PC will suffer as if from a slow spell as the two souls within struggle for possession of the body.  For each minute spent in such a state, the PC suffers a –1 Temporary Wisdom loss.   PCs who leave the room or successfully make their Will Save cease to be tormented.  If a PC’s wisdom reaches zero while in the Hall of Lost Souls, that PC dies.

5. Hall of Fire (EL 9)

This entire wide corridor is filled with a constant fire that cannot be extinguished.  PCs entering the room are subject to 1d6 dam/rd from the heat and must make a Reflex Save each round to avoid catching on fire.  Dwelling in the room are two large fire elementals who entered the temple whilst it was on the plane of fire and found themselves unable to go home.  Rylennana has employed them to guard her chamber.  


Fire Elementals (2): CR 5; Large Elemental (fire); HD 8d8+24; hp 45, 69; Init +9; AC 18; Atk +10/+5 melee (2d6+3+2d6 fire Slam); SA Burn; SQ Elemental, Damage Reduction 10/+1, fire subtype; SV Fort +5, Ref +11, Will +2; Str 14, Dex 21, Con 16, Int 6, Wis 11, Cha 11.


Skills: Listen +11, Spot +11; Feats: Dodge, Improved Initiative, Weapon Finesse (slam).

Tactics


The Fire Elementals will not attack PCs unless the PCs are actually in the Hall of Fire.  PCs who retreat or slip into area 6 will cease to be attacked.    

6. Rylennana’s Chamber (EL 9)

The walls and floor of this circular room are black.  The high ceiling is spherical and forms the black dome seen from outside.  An evil altar stands in the center of the room.  This is where Rylennana spends her time while waiting for victims.  She is accompanied by a Hell Cat who is imprisoned with her.  While in this chamber, Rylennana can regenerate 1 hp/5 minutes.

Hellcat: CR 7; Large Outsider; HD 7d8+21; hp 51; Init +6; Spd 40 ft.; AC 14; Atk +12 melee (1d4+6 claws x2) and +7 melee (2d6+3 bite); SA pounce, imporved grab, rake (1d4+3); SQ Scent, invisible in light, SR 16, damage reduction 20/+2, fire resistance 20; SV For +8, Ref +7, Will +7; Str 23, Dex 15, Con 17, Int 10, Wis 14, Cha 10.

Skills: Climb +16, Jump +16, Listen +16, Move Silently +16, Spot +12, Swim +12; Feats: Dodge, Improved Initiative.


Tactics


Rylennana, if found in her chamber fights in a manner similar to that described in Area 2, excepting it is the Hell Cat which takes the brunt of the attack and not skeletons.  Rylennana does not flee from this room if injured, but fights until incapacitated, knowing she can not truly die.

Concluding the Adventure


If the PCs manage to escape the temple, the doors slam shut as soon as they are down the stairs.  If they turn back, they see the image of the old man who first greeted them.  He cackles and burst into flame.  The temple promptly vanishes.  The PCs are not in the same place as when they entered the temple.  If the DM is feeling kindly, they are only a few miles from their starting point.  But in truth, they could be anywhere.


PCs who are killed while in the temple have lost their souls and may not be raised from the dead short of a wish spell or an extremely difficult adventure.
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