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arn, the City of Towers. The first adven-
ture in the series is Sharn, The Missing
Schema. Two NPCs in this module make
an appearance there too, but this adven-
ture can be played as a stand-alone mod-
ule if needed.

The fantasy elements that make Eberron
stand out from other settings are present
in this adventure: swashbuckling action,
arcane ancient mysteries, and the perfect
mix of steampunk, science, and magic.

This adventure is designed for four to
six 3rd - 7th level characters and is opti-
mized for five 5th level characters.
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Part 3. House INSPECTION
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The characters visit councilor Borian Haldorak’s
house in Upper Dura. They are attacked by roach
thralls.

If the characters decide to revisit the Thadian
mansion or the Oaks restaurant, they may have a
chance to speak with Maza Thadian’s sons. Meryn
Thadian and Malys Thadian are in a poor mental
state after losing their mother. They do not know
much about the insect transformation but it does
not seem to surprise them very much. Both of them
knew their mother for more than 150 years. After
her strange sickness nine months ago, Maza Thad-
ian was never the same person. Both of her sofis
noticed the change in personality but could'not do
anything about it. In a way, she had diedealready.
The sickness and symptoms are similarto the ones
that the council reported for Councilor Borian:

CounciLor BoriansaHoME

Ask how the charactérswish to reach Highhold
Ward, in Upper Dura, and\describe their ascent
accordingly. Hightheld Ward is a majority dwarf
neighborho@d. The ethnic influénce of the people
that live there is viSible in the different types of ar-
chitectures. Most towers here are wider and squat-
ter than in the rest of the city. Most of them have no
windows,but balconi€s are a common sight.

The homes)are carved chambers in the towers
with no windows. From inside, it appears as if the
place wasfinside a mountain. Dwarves have adapt-
edawell to living high in the towers of Sharn but
they can only change their ways so much. Coun-
cilor Borian Haldorak’s home is near the top of
Adamantine Tower.
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B1. Main Door

The main door to the councilor's home is at the end
of a hallway that goesfrom the edge to the center
of the tower. Many doorsof ether wealthy dwarves’
homes open to this hallway. There is no response if
the adventurers knock on the wooden door.

A sticcessful DC 16 Dexterity (Thieves Tools)
check disdbles thé complex lock on the front door.
A sueeesstul DC 20 Strength (Athletics) check
allows'a ¢haracter to force their way in using sheer
strength.

Alternatively, the door has AC 14, HP 18, and

resistance to non-magical, non-adamantine piercing
damage.

B2. Living Area

‘The largest chamber in the house. The lavish
lifestyle of Councilor Borian Haldorak is obvious
here. The stone walls are carved with epic scenes
of dwarves fighting hordes of orcs and giants. The
wooden furniture is sturdy and fine. There is an un-
finished statue of Councilor Borian in the middle of
the room. It is still bare rock from the waist down.
Exquisite carpets and vases decorate the room. A
large red curtain separates the living area from the
bedroom (Area B4).

Any character with a passive Perception score
of 18 or higher or a successful DC 18 Wisdom
(Perception) check notices a faint clicking sound
from behind the curtain. If the character warns his
companions, they will not be surprised when the
battle begins.

If any character moves within 10 ft. of the curtain
covering Area B4 it triggers the roach thralls am-
bush.



Treasure

e The silverware set on/the table,is worth 30'gp.

e Three fine porcelain vases in the room can be
sold for 20 gp each.

e There is one potion of healing in the desk’s
drawer.

B3. Latrine

There is a porcelain latrine hole on the floor of this
chambér. The latrine goes down the complicated
f ewers system of the city. Many normal sized cock-
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aches esc e down the latrine as soon as the
door is 0
B41hedroom

A group of roach thralls is waiting inside the
bedroom to ambush and Kill the adventurers. Lord
Mayor Cathan ir'Demell sent them there to do
that. Councilor Borian Haldorak is here too, still in
humanoid form.

When a character moves within 10 ft. of the cur-
tain, the roaches emerge and attack immediately.
Borian Haldorak (roach thrall), 3 roach thralls,
and 6 failed roach thralls attack the party. Use the
guard (MM, p347) statblock for Borian Haldorak in
humanoid form. He transforms into a roach thrall
upon reaching 0 HP. All roaches fight to the death.

When a roach thrall or failed roach thrall reach 0
HP, it triggers its hemolymph ability which causes
it to explode in acid. The damage output is different
for both creatures.

As previous, have each PC witnessing the scene
make a DC 13 Wisdom saving throw; failure
results in the PC suffering a Short Term Madness
(DMG, p258+) and a -2 penalty to further such
scenes for the next 24hrs. Any PC succeeding this
or future saving throws is immune to the effects of
witnessing such a scene for 24hrs.



At the end of the 2" round of combat, if Elric
Boromar has not been discovered in Area B8, he
fires a bolt as he enters in from the balcony to help
the party destroy the roach thralls. A successful DC
10 Wisdom (Insight) check reveals that although
Elric visibly notices the party members, he is solely
focused on the attacking thralls. When the last
roach thrall dies, Elric drops his crossbow to the
floor and raises his hands. He wants to talk.

A successful DC 16 Intelligence (Investigation)
check allows a character to find a fake brick on the
north wall that activates a secret door. The d
leads to Area B5.

Adjusting the Encounter

Level 3 — Remove 2 Roach Th:
Level 4 — Remove 1 Roach
Level 5 — As written

Level 6 — Add 1 Roac
Level 7 — Add 1 Roa
Thrall

sation) check allows a character
dart trap (DMG p123) designed to

o deactivate the trap.

If a character opens the chest without deactivating
the trap, he must make a successful DC 17 Dexter-
ity saving throw, taking 12 (4d6) poison damage
on a failed save.

Treasure

The chest contains some valuables that belonged to

Borian Haldorak.

e Several purses containing 250 gp in various
denominations.

e A deed to the house, owned by Borian Haldorak.
Show the players Handout 3 — (House Deed)

e A purse with 2 blue diamonds (value
each).

e 2 potions of healing.

e A House Kundarak bank n
Show the players out
Note)

e A scroll case

ntelligence check allows a character to determine
that the food was abandoned here for at least two
weeks. There is nothing of value in this area.

B7. Kitchen

There are two preparation tables and a large caul-
dron in the middle of the room. The smell of putrid
food is not as strong as it is in Area B6. Borian
Haldorak has eaten most of the stuff in this room
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already. He had expensive tastes in food and drinks
before but the roach thrall inside him cannot differ-
entiate fine food from rotten food.

BS. Balcony

The double wooden doors to the balcony are
unlocked. The balcony offers a spectacular view of
the city. Two statues of dwarven guards in armor
decorate the place. There is a stone bench next to
the handrail.

Despite the council’s best efforts, Illyra Boromar
found out what was said in the council session she
was barred from attending. Boromar agents re-
cently discovered important information. She sent
Elric to the councilor’s home to talk to the PCs.
Elric Boromar is hiding in the balcony, waiting for
the adventurers. If the party triggers the ambush
encounter from Area B4, Elric emerges from the
balcony and helps them kill the roaches.

If a character goes to the balcony before the fi
they discover Elric Boromar sitting on the stone
bench, looking at the city. He knows there are giant
roaches in the bedroom and wishes to talk.

ELric BoroMAR's DEAL

to talk and has some go
the characters attack hi

s one of the most successful mem-
. He is Saidan’s cousin and enjoys a

Elric Boromar is a bold halfling. Whenever there’s
an operation no one wants to do, it is always Elric
who ends up doing it. He enjoys the thrill of danger.
Despite this, he is a good negotiator who seldom
uses torture or force. He does not fear the Sharn
Watch but he fears the monsters of Daask.
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ir if they agree to continue their
of the roaches. Here are some

w you think we're guilty of this. But we don’t
gic to get our way. The roaches Kkilled both
Councilor Maza and Councilor Borian. It would
not serve our purposes to kill Borian, you know?
He has supported Ilyra Boromar for years.

Don’t you see what happened? The Lord Mayor

set you a trap. He sent you here to die. We still

don’t understand his involvement with the roach-
es but we believe they are working together with
the Droamite monsters of Daask.

e My agents have tracked the roaches main lair
down to Lower Tavick’s Landing. We know you
have your own motivations to go there. But Coun-
cilor Ilyra Boromar also wants you to go there
and get rid of those abominations. Borian was
our ally and we want justice too.

e If you help us, you'll be highly regarded by the
Boromar Clan. Hell, Saidan Boromar will want
to thank you personally.

Elric shows the players a rough map of Black Arch
Ward (Lower Tavick’s Landing). An X at the end of
an alley marks the spot where the lair entrance is
supposed to be.

If Bloody Spear is not with the party, Elric Boro-
mar offers to accompany them down the lair.

Proceed to Part 4. The Roaches’ Lair.
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41 HP 52 (8d8 +16)
Speed 30 ft.
STR DEX CON INT WIS CHA
11(+0) 16(*+3) 14(+2) 13(+1) 11(+0) 10 (+0)

ELric BoroMAR

Medium humanoid (halfling), neutral

Armor Class 15 (studded leather)

Saving Throws Dex +6, Int +4

Skills Acrobatics +6, Deception +3, Perception +3,
Stealth +10

Damage Resistances poison

Senses passive Perception 14

Languages Thieves' Cant, Halfling, Common

Challenge 4 (1,100 XP)

Assassinate. During his first turn, Elric Boromar has
advantage on attack rolls against any creature that hasn't
taken a turn. Any hit Elric Boromar scores against a
surprised creature is a critical hit.

Evasion. If Elric Boromar is subjected to an effect that
allows him to make a Dexterity saving throw to take only
half damage, Elric Boromar instead takes no damage if he
succeeds on the saving throw, and only half damage if he
fails.

Sneak Attack. Elric Boromar deals an extra 13 (4d6)
damage when he hits a target with a weapon attack a

advantage on the attack roll, or when the target is

FaiLep Roacy THRALL

Tiny aberration, neutral evil
I

Armor Class 13 (natural armor)
HP 11 (2d8 +2)
Speed 30 ft., climb 30 ft.

STR DEX CON |INT WIS CHA
12(¢+1]) 14(+2) 12(+1) 6(3) 100 7(2)

Damage Resistances acid, slashing damage from
nonmagical weapons, poison

Senses passive Perception 11

Languages Chemical Pheromones

Challenge 1/4 (50 XP)

Acidic Hemolymph. When the failed roach thrall dies, a
sudden chemical reaction inside it makes it explode. Each
creature within 5 feet of it must make a DC 10 Dexterity
saving throw, taking 3 (1d6) acid damage on a failed save, or
half as much damage on a succesful one.

Limited Flight. The failed roach thrall can use its wings to
glide through the air but it cannot gain altitude. It falls 10 ft.
per round and moves at a speed of fly 30 ft.

Actions

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target.
Hit: 3 (1d4 + 1) slashing damage.

Failed Roach Thrall

— -
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RoacH THrALL

Medium aberration, neutral evil

Armor Class 16 (natural armor)
HP 33 (6d8 + 6)
Speed 30 ft. (bipedal) 40 ft. (as insect), climb 30 ft.

STR
16 (+3)

DEX
14 (+2)

CON
12 (+1)

INT WIS
14(+2) 13(+1)

CHA
7(2)

Damage Resistances acid, slashing damage from
nonmagical weapons, poison

Senses passive Perception 11

Languages Common, Chemical Pheromones

Challenge 3 (700 XP)

Acidic Hemolymph. When the roach thrall dies, a sudden
chemical reaction inside it makes it explode. Each creature
within 5 feet of it must make a DC 14 Dexterity saving throw,
taking 10 (3d6) acid damage on a failed save, or half as much
damage on a succesful one.

Limited Flight. The roach thrall can use its wings to glide
through the air but it cannot gain altitude. It falls 10 ft. per
round and moves at a speed of fly 30 ft.

Actions

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 12 (2d8 + 3) slashing damage.

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one t
Hit: 8 (1d10 + 3) slashing damage.

| Roacti THRALL Larva

Tiny aberration, neutral evil

Armor Class 10 (natural armor)
HP 2 (1d4)
Speed 5 ft., climb 5 ft.

CON
10 (+0)

INT
3(4)

WI
10 (

STR
4¢3

DEX
10 (+0)

Damage Resistances poison
Senses passive Perceptidn 10
Languages Chemical P
Challenge 1/8 (2

Acrid Hemolym,
sudden chemical
creature within 5
saving throw, taking 2

10 Constitution
on a failed save.

Actions

Acid elee Weapon Attack: +2 to hit, range 15/30 ft.,

: 2 (1d4) acid damage.

10
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Taank You

Wow! You got this far. I want to thank you wholeheartedly for purchasing an@dtusing
this module. When I learned to play Dungeons and Dragons so many years(ago, li€ame
across the Eberron Campaign Guide for 3.5 ed. The book enthralled me. We played
Eberron campaigns for over twelve years. I played all those awé€some games with,my
relatives and close friends. Some people left and some others joinéd but Ttreasure all
those memories the same. Eberron means a lot to me. It has a place in my heast.

I am serious about all of my RPG creations but this was also a'llabor of love. I love the
setting and rejoice with the ability to create content for others to'use. I trust that you
can see in these pages the love and care I have for Eberron. There iSore to come be-
cause this is the second installment of a trilogy ofdeosely related Sharn adventures.

If you enjoyed this preview, consider purchasing the' full product here. The full adven-
ture features over 50 pages of content. It includes‘detailed maps of the different wards
of Sharn, all map files from the module, PDFwith clickable index and hyperlinks, and
printer-friendly Version.
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