Matter of Opinion

A D&D-Planescape Adventure for a Party of Adventurers of the 7th level

What is the power of chaos? Being anything, being everything, the space of the states of existance is like a sea and a body can sail to wherever he wants. If he truly believes it.

Can there be a true ruler of chaos? If such a blood existed, he would be able to forge reality to his whims. But ruling anarchy means denying it. And someone has tried exactly this. Someone has forged chaos itself into matter, and bound it with magic into a nexus of … what? Nothing and everything. The power of the Focus is undetermined and arbitrary, and this lack of definition is its greatest feature.

Shemeshka the Marauder, Sigil’s King of the Crosstrade, has got news of this remarkable object and now she wishes to put her claws on it. The PCs are her choice of agents, and her plan is clear and straightforward. Can it stay so even after it hits randomness itself?
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Adventure Notes

Adventure Synopsis

The PCs are hired by Shemeshka the Marauder to retrieve a magical artefact from Limbo. As their journey progresses, however, more and more parties become interested in the object.

The Plot in Brief

It is well known that Shemeshka the Marauder, King of the Crosstrade, has her claws in more places and persons that most could think possible. Through her many spies and channels, she has learnt of an artefact which a githzerai band has recently wrestled from the slaad in Limbo. This item is said to be a splinter from the slaadi’s Spawning Stone, and the githzerai report that the frog-creatures seem to be mortally afraid of it.

Not many beings are aware of the function of the Spawning Stone, but Shemeshka is among them. The Stone dictates the slaadi’s forms and powers. If this splinter has a similar power, a skilled wizard might find a way to use it to create new forms of life, suited to his own specifications. Through an agent, the arcanaloth contacts the PCs, and sends them to Limbo to retrieve this item. The githzerai are nervous about it, and wish to get rid of it as soon as possible. During the trip, however, it becomes clear that the information is somehow leaking. At least two of the factions – the Harmonium and the Xaositects – know of the artifact’s existence, though they appear to have different information about its abilities.

A couple of Harmonium agents contact the heroes while they are still in Limbo and tries to persuade them to give up the object. They believe that the item allows the minds of mortal beings to instantly contemplate and understand each other, and that this will be an invaluable tool in their quest for universal harmony. However, just as the meeting is heating up, a Xaositect surprise raid causes the PCs to lose the artefact, and forces them to chase the Chaosmen to Mechanus, where they believe that the mystical item can be used to disrupt that plane’s lawful nature and bring chaos to the modron society. The plan fails at the last minute with the help of some Guvner scholars from the Fortress of Disciplined Enlightenment. Their research suggests that the item’s actual function is that of a mathematical device, capable of instantly performing calculations with infinite precision.

The weirdest thing is that as the PCs meet all these parties, the artefact changes its shape to match what the people surrounding it believe it should be. What’s more, it actually demonstrates whatever abilities they believe it should have! The artefact – which name is the Focus – has exactly this one power. It is whatever you believe it is, and it does whatever you believe it does. By now, the identity of their employer has become clear to the PCs, and they must face a difficult choice: handing this awesome power to a fiend, or face Shemeshka’s wrath. Plus, there are still many unsettling questions to be answered: who created the Focus? Who tipped off Shemeshka and the factions about it, feeding them false information and putting them one against each other? And why?

As the heroes investigate this, their trail leads to a Revolutionary League cell led by a mysterious individual. Before they can meet him, an insane ex-member of this group confronts them and reveals them the final piece of the puzzle. The leader of this Anarchist cell is none other than Ssendam the Slaad Lord of Madness! He has created the Focus, he has let it loose on the multiverse to see how much chaos it could spread, and now he wants it back. Only the Lady’s ban on powers in Sigil prevents him from coming and taking it from the heroes’ corpses.

With the agents of a half dozen power groups on their heels, the PCs must choose what to do with the Focus – give it to someone, or destroy it? How can you destroy an undefined object anyway?

Who’s In

Characters that start Matter of Opinion should be between the 4th and 6th level of experience. The adventure can be easily adapted for higher levels by using tougher opponents. Adjusting for lower levels is harder, because the adventure would get implausible rather quickly.

A party tending towards either law or chaos will meet problems along the way, either in Limbo or Mechanus respectively. Since the heroes will find themselves the targets of several different power groups, a party which can rely on a faction to defend them and make choices for them is likely to have it much easier. The best roleplaying can be had when the PCs don’t have this luxury.

Formats and Descriptions

Major NPCs and NPCs that the PCs are likely to fight or ally with are fully statted out at the point of the adventure where they’re likely to appear.

NPCs for which you probably won’t need stats are signaled in the following format: (name/sex, race, class and level/plane of origin/alignment, faction).

Descriptions that can be read aloud use this font. You could also read them for yourself and change them for your players the way you see fit.

Factions

An Anarchist cell is behind most of the plot, but this doesn’t mean that all Anarchists are aware of what’s going on. In fact, Ssendam is taking care to keep his workings secret as much as he can. An PC who is a member of the Revolutionary League isn’t going to have any particular additional help or information.

The Harmonium believe that the artefact can allow minds to understand each other. Some high-ranking officers are confident that it will cause people to see, understand and accept the Harmonium’s point of view, ensuring the faction’s leadership. If there are Harmonium PCs in the party, the adventure will have to be changed at least a bit, because they will probably do their best to deliver the item to their faction when they will request it, rather than oppose this.

The Xaositects believe that the artefact can seed chaos into law. They plan to use it to cause massive numbers of modrons to go rogue, thus weakening the strength of Mechanus. If there are Xaositect PCs in the party, the adventure will not go as planned, because they will (probably) join their faction mates instead of opposing them.

The Fraternity of Order believes that the artefact can perform any kind of calculation instantly. They have no specific plans for it, but they value this ability immensely and desire the item. If there are Guvner PCs in the party, the adventure still works – the PCs are supposed to persuade the Guvners they meet that the Focus only does what you believe it does. Once this is made clear, the scholars will decide that this makes the item too unreliable for use as a calculator, and that the PCs can do with it what they please. This doesn’t stop the Mathematicians from attempting to get it, though. If a PC is a Mathematician… you have the same troubles as for Harmoniums and Xaositects.

The rest of the factions either don’t get contacted by Ssendam, or they know the situation through their spies and wisely choose not to get involved until they can understand what’s going on. PCs might get assigned the task to understand the true function of the artefact, or to retrieve it for their own faction regardless.

Ssendam definitely isn’t going to pull the fiends or celestials into this. He knows that they are more than he can chew; if either got the Focus it would be very hard even for him to recover it quickly.

A few characters in the adventure use faction feats from the Planescape 3.5e conversion at www.planewalker.com. If you can’t or won’t download the feats document, just assign different feats instead. They don’t play a central role.

Unusual Parties

[image: image1.png]


Even though the adventure is designed with a fairly standard party in mind – including at least a tough fighter, an arcane spellcaster, a divine spellcaster, and a stealthy person, – in reality, most gaming groups differ from the norm at least a bit. Maybe a party lacks a powerful healer and needs more time to recover from combat, or maybe they are specialized in melee combat and can defeat opponents way too easily if they can get them close quickly. DMs often have to alter or change adventure modules in order to suit the different capabilities of their particular group of PCs. To ease their job, throughout this adventure you will find sidebars suggesting ways to balance specific encounters against an unusual party’s strength and weaknesses.

Or, of course, you can just leave things as they are, and leave to the players the duty of finding a way around the obstacle! To reflect the increased (or reduced) difficulty of the task, you should increase (or reduce) the Encounter Level accordingly.

What if…?



As in any adventure module, there are certain points where the characters are assumed to take a certain choice, walk a certain path, do certain things. Many times, the assumed party decision is the most logical one, and the one your players will likely choose to follow. And there are other times where the wrong choice will “only” get them all killed in some horrible manner.

Nevertheless, D&D isn’t a videogame. It would be pretty unrealistic if all – or even most – important choices were forced or obvious. Additionally, PCs are notorious for missing obvious clues or finding unexpected solutions, and unwittingly destroying the plot. For this reason, the adventure occasionally provides sidebars explaining what happens should the PCs go the other way. They won’t cover all possible cases, and they won’t provide all the details – we don’t want the text to be 600 pages long, do we? – but they can help the DM to refocus and get the adventure back on track.

More of the Dark

As the adventure progresses, the action is centered on the PCs. However, there are many other characters who take part in the adventure, doing stuff that will influence the PCs later. To help the DM understand exactly what is going on, the adventure occasionally provides sidebars titled “More of the dark” which detail something that is happening in the background or that happened long ago, without the knowledge or awareness of the PCs, and which isn’t important to them right now.

The Laws of Order and the Tricks of Chaos

Since parts of the adventure are going to take place on the planes of Limbo and Mechanus, you will need more details on the workings of magic on these planes than what is given in the Manual of the Planes.

First of all, as any planewalker worth his name knows, on Limbo one can impose his will on the chaos-stuff and create bubbles of stable reality around himself. This way, creatures that aren’t used to raw chaos can travel and live in relative safety.

Control is a Wisdom-based skill that allows exactly that. It can be used untrained, and it is a class skill for Bards, Clerics, Druids, Monks, Rangers, Psions, Psychic Warriors, Sorcerers and Wizards. A Control check, DC 16, is required to control an area of Limbo. The area can take whatever form the character desires, but only very simple forms are allowed (rare individuals, called anarchs, have an extremely more advanced degree of control, and they can create complex items as well as stabilize huge areas of Limbo). Generally, maintaining some ground to walk on and some air to breathe is hard enough for newbies. Maintaining an area of control requires concentration; if something disturbs the character, he or she has to repeat the check and failure means that the area dissolves again into Limbo. For every 2 points of margin by which the character beats DC 16, the radius of control increases by 1,5 meters. The base radius is based on the character’s Wisdom score as follows:

	Wisdom Score
	Area of Control
	Stabilized Area

	1-3
	None
	-

	4-7
	30 cm. radius
	-

	8-11
	1,5 mt. radius
	-

	12-15
	3 mt. radius
	-

	16-19
	4,5 mt. radius
	-

	20-23
	6 mt. radius
	1,5 mt. radius

	24+
	+1,5 mt. per 4 Wis points
	+1,5 mt. per 4 Wis points


Extremely wise individuals may be able to generate a stabilized area. This area is located at the center of and overlaps the area of control. A stabilized area remains of the desired shape for 24 hours without the need for concentration. If two creature wish to control the same area, whoever wins a contested Wisdom check prevails.

Transmutation magic is dangerous to use on Limbo. The plane favors change – all Transmutation spells are automatically Enhanced as per the feat – but this energy is often uncontrollable. The caster must make a Spellcraft check versus DC 20 + the spell’s level. Failure means that the spell is somewhat altered:

· If the check fails by 3 or less, the change is very minor, generally in appearance only. The light from pyrotechnics might have a strange tinge, or the voice carried by message may be slightly alterated.

· If the check fails by between 4 and 6, there is a change in the spell’s appearance and its effect may be slightly different, but it will still do mostly what it’s supposed to do. An animated rope might look like a snake, or the subject of fox’s cunning might actually sprout fox ears.

· If the check fails by between 7 and 9, the spell is definitely altered. It will probably obtain a similar result, but there’s no guarantee as to how it will obtain it. Fly may cause the subject to grow wings, or alter self may turn you into a creature similar to what you intended.

· If the check fails by 10 or more, the spell’s energy is completely warped by chaos. The spell will do something broadly related to what it should do, but that’s it. The actual effect may be random, or it may draw on the caster’s subconscious. Spider climb may turn the subject into a giant spider, or blink may cause parts of the target’s body to vanish and reappear randomly.

Due to the inherent randomness of the chaotic energies of Limbo, it is impossible to take 10 on this check.

Divination magic is somewhat hampered. Spells that ask information to an external source, such as divination or speak with dead require a Spellcraft check, DC 15 + spell level, or the answer is so garbled that it is useless. If a spell allows for multiple questions, the check must be made for each question. Each check only influences one question.

Illusion magic is occasionally empowered by a flux of chaotic energy. The result is that any Figment spell has a 10% chance of becoming real after its duration has expired. The object (or creature!) is still composed of Limbo matter, and may melt into chaos-stuff at any moment, at the DM’s discretion.

Any spell with any of the [Water], [Fire], [Earth] or [Air] descriptor is automatically Extended and/or Widened as per the feats if applicable.

Finally, in addition to all the above effects, any spell may potentially cause a wild surge on Limbo. The caster must make an Intelligence check, DC equal to 5 + spell level, though he has a +5 circumstance bonus if he’s within an area of control (see above). A 1 is an automatic failure. If the check fails, a wild surge occurs. The DM may use whatever wild surge table he desires, or use the small one provided here:

	2d6
	Wild surge effect

	2
	The spell fails. A summon monster spell of the same level is cast instead, summoning a random creature who attacks the caster.

	3
	The spell works, but the target is changed to a random target within range.

	4
	The spell works, but all random variables are halved.

	5
	The spell works, but the duration is halved.

	6
	The spell fails or produces a useless effect.

	7
	The spell works normally.

	8
	The spell fails or produces a useless effect.

	9
	The spell works and is Extended.

	10
	The spell works and is Enhanced.

	11
	The spell works normally. The caster does not expend it; if he casts spontaneously, this spell does not count towards his daily limit, and if he prepares spells this spell is still prepared for him.

	12
	The spell works and is Enhanced, Extended, Maximized and Widened.


On Mechanus, things are somewhat simpler. First of all, the Illusion school just doesn’t work. For what concerns illusions, Mechanus is a giant antimagic field.

Creatures summoned on Mechanus behave in a different way depending on the caster’s alignment. If the summoner is chaotic, or if his alignment is opposite to the creature’s, then the creature will obey the commands literally, without inferring anything about its task, doing exactly what is required, no more, and without questioning. If the caster’s alignment is within one step of the creature’s, then the creature will obey the commands to the best of its abilities, even asking details if the caster doesn’t give clear commands.

	Spell level
	Hit points loss

	1
	1

	2
	4

	3
	8

	4
	12

	5
	16

	6
	20

	7
	24

	8
	28

	9
	32


Necromancy, as a violation of the laws of nature, is hard to cast on Mechanus. All spells require the caster to damage herself, losing hit points at the time of the casting according to the table here on the left.

Elemental magic has some extra rules which have to be obeyed, adding components to the spell. This is true even for casters who make use of the Still Spell or Eschew Material feats.

Spells with the [fire] descriptor have the additional somatic component of striking a spark from one of the cogs. Spells with the [air] descriptor have the additional somatic component of blowing on one’s hand. Spells with the [water] descriptor have the additional material component of water. Spells with the [earth] descriptor have the additional material component of some earth native to Mechanus (some cog dust is enough).

There’s also a short bit on Pandemonium near the end of the adventure. In case they want to cast some spells, they won’t have as many troubles as in the other two planes. The biggest problem is that whenever a character casts a divination spell, the DM should make a Will save for him, in secret, with a DC equal to 10+spell level. If failed, the creeping insanity has corrupted the spell, which gives false information. Also, Miracle, Wish and Limited wish do not work on this plane.

However, the nastiest effect of Pandemonium has nothing to do with magic. Every now and then, when the DM decides it, characters have to make a Wisdom check, DC 9 (they can’t take 10, and a 1 is an automatic failure). Those who fail start feeling the frustration effects of the winds of insanity. As long as they are on Pandemonium, they have a –2 penalty to Intelligence and Wisdom. These penalties vanish as soon as they can stop hearing the winds (for example, by leaving the plane), but they return immediately as soon as they get back.

The second effect, upon failing the second check, is despair. The character loses the penalties, but now he is always automatically surprised. However, when combat starts, he fights in desperation like a madman, taking a +2 bonus to Strength and a –1 penalty to AC. The PCs aren’t going to stay long enough for the third effect, even considering Ssendam’s presence.

Introduction

Eons ago, untamed chaos ruled the roiling expanses of Limbo. The slaadi had no fixed form, each member of the species was a unique creature, and randomness determined their strengths and weaknesses. Then the first Slaad Lords arised – Ssendam, lord of madness, and Ygorl, lord of entropy. They saw that if the creation of new slaadi continued in randomness, sooner or later a creature would be spawned more powerful than both of them. Not willing to let this happen, they created the massive artefact that would one day be known as the Spawning Stone. This location caused the slaad race to be forever bound in a handful of fixed shapes, allowing only minor and occasional variation.

Their power secured, each of the Slaad Lords set out to further his own agendas. They plotted and schemed against each other for millennia, and will likely continue to do so for eons. Recently, Ssendam has collected the chaos-stuff of his plane, and has infused mighty magic within it. Thus was the Focus created.

The Focus

Only Ssendam himself knows the exact boundaries of the power of the Focus. This… item, for lack of a better term, can take any form and assume any ability. Its definition comes from the beliefs of those surrounding it. Whatever you, deep down, think the Focus should do, it will. Certainly, creating a potentially omnipotent object is beyond the powers of even a Slaad Lord. Therefore, there are limits to the Focus’ capability of adapting reality to the belief of mortals. What these limits are, and what would happen if they are reached, is currently unknown.

The Focus adjusts to match the beliefs of the largest group of people surrounding it. The exact range of this reaction is not precisely constant, but it equals roughly one kilometer. This means that in most cases, the people who are causing the Focus to change shape and powers will not witness the actual transformation. The Focus is influenced more strongly by those who are closest, though distance is irrelevant under a dozen or so meters. That is, someone holding the item has as much influence as someone ten meters away, but more influence than someone a hundred meters away. Still, a larger number of distant people can trump the belief of a small group holding the Focus. As if it wasn’t enough, stronger believers have a greater influence (so people who’ve never heard of it have no influence at all). The Focus truly defies definition… rather than using complex formulas to determine whose beliefs the artefact follows, refer to the many examples appearing throughout the adventure. If everyone around knows the true power of the Focus, the item turns into a shimmering, colorful sphere – which feels heavy and light, enormous and tiny, shiny and dark at the same time, and with no effective power at all. People who know the secret are irrelevant for the purpose of determining shape and power – that is, if there are a hundred people who know how the Focus work and only one who believes it is a mechanical frog, it will turn into a mechanical frog. No belief = no influence.

The Focus cannot be consciously controlled. The DM and the players have to figure out from time to time what the PCs are believing about the item – keep in mind that after witnessing the Focus display multiple different abilities, their convictions are probably going to become weak and confused. Noone, not even a power, can decide what he is believing, truly, deep inside. However, it is definitely possible to plant false beliefs in other people, especially if they didn’t know anything about the artefact before. When no other information is available, people can believe anything. And this is exactly what Ssendam wants to do. His reasons are unknown. Perhaps he wants to test the item, or perhaps he wants to sow chaos in the multiverse and the factions. He doesn’t even need a reason; he is the Lord of Madness after all.

Plots of the Insane

Ssendam takes the form of a chaond (a chaos-planetouched) calling himself Fenbott and gathers around him four members of the Revolutionary League faction. As a demipower, Ssendam cannot enter Sigil; though his four lackeys do not realize this, this is the reason for which the cell meets in a cave deep within Pandemonium. During their last meeting, Fenbott has revealed to them his plan. They will use their ability to pose as members of other organizations to infiltrate the ranks of some other factions and plant conflicting information about a powerful artifact hidden in Limbo. Their skill in this regard is mysteriously augmented by the powers of their strange patron.

Meanwhile, a githzerai warband finds out from a mystic named Zeth that a band of slaadi not far from their location is carrying a mysterious jewel, capable of granting the powers of an Anarch on whoever is wearing it. After a nasty battle, the warriors emerge victorious with their prize. And the jewel does exactly that. The wearer is capable of forging ground, castles, trees and even animals from the chaos-stuff of Limbo! The powerful Anarch guild hears about this and immediately dispatches a team, led by one of the guild’s high-ups, to investigate these claims. The Anarch group sees the truth with their eyes, and grow worried of a possible threat to their power. Then a sending from someone claiming to be a Sigilian merchant reaches the githzerai settlement with a generous offer for the “stone” (stone? It’s a jewel… it does have a stone in the middle, but…).

As the Anarchs spitefully draw breath to reject this proposal, their leader speaks and declares that the offer is accepted. In the stunned silence that follows, he answers the sending and states that they will wait for the purchaser to send someone to collect the item.

In her lavishly decorated room, Shemeshka the Marauder opens her eyes and grins widely. A tiefling servant is holding up a mirror for her, while another is carefully combing her fur.. “They accepted!”

By her side, another planetouched, wearing a dark spellcaster’s robes, is looking quite dubious. “Odd. I wouldn’t…”

Without lifting her gaze from her own reflection, the female arcanaloth interrupts her servant. “As I told you, the githzerai aren’t interested in an item that changes and controls other creatures. It’s against their beliefs. They have… painful racial memories about that”.

“I know that, my lady. I didn’t think that they wanted to use it. What surprises me is that, knowing its function, they haven’t already destroyed it. I fear someone is trying to peel us”.

Shemeshka sneers. “Of course someone is trying to peel us. They always do. But… “, she continues, with a glint in her canine eyes, “I haven’t got to where I am by never taking a risk. Besides, the price is low. Now go find some cutter to run this errand for me, will you?”

The tiefling wizard looks confused. “Won’t you assign the mission to a couple of the lads here?”

The arcanaloth sighs. “Since it probably is a scam, I’d rather keep the ties to myself to a minimum. Understood?”

As the fiendish humanoid pulls his hood over his bald head, he can’t shake off his worries. “What if the mercenaries cross us? It’s enough money that…”

Once again, the King of the Crosstrade interrupts him. This time by snarling and slapping away the mirror. Moments after the tiefling has scurried out of the doors, the fiend’s telepathic powers reach him through the ornate wood. IF this happens, we’ll have to add a couple pages to the deadbook, that’s it!
Chapter I

This is what they call a trip?

Offer of Employment

Shemeshka’s agent is a tiefling sorcerer named Antoine, and he’s been looking for someone to hire for this job for quite a while before approaching the PCs. The King of the Crosstrade generally relies on her own small army of spies and bashers, but this time she’s decided to rely on mercenaries. Antoine is struggling to find a small group that’s at least somewhat reliable. His usual places aren’t exactly where one finds trustworthy cutters, though.

	Antoine
	Al. Lawful Evil
	Tiefling Sorcerer 6th/Rogue 2nd (Outlands)
	CR: 9

	Str: 9 (-1)
	HP: 6d4+2d6+8 (30)
	Speed: 9

	Dex: 13 (+1)
	AC: 12 (+1 dex, +1 deflection)
	Armor: none

	Con: 13 (+1)
	Initiative: +5 (+1 dex ,+4 improved init)
	% fail.: 0%
	Check pen.: 0

	Int: 12 (+1)
	Ref: +6 (+5 base, +1 dex)
	BAB: +4
	Grapple: +3

	Wis: 10 (+0)
	For: +3 (+2 base, +1 con)
	Melee: +3 (+4 base, -1 strength)

	Cha: 17 (+3)
	Will: +5 base
	Ranged: +5 (+4 base, +1 dexterity)

	Attacks

Dagger, +3 melee, damage 1d4-1, crit 19-20/x2, or

Dagger, +5 range 3, damage 1d4+1, crit 19-20/x2
	Skills

Bluff +14 (+9 ranks, +3 cha, +2 racial)

Concentration +10 (+9 ranks, +1 con)

Diplomacy +14 (+9 ranks, +2 synergy, +3 cha)

Hide +3 (+1 dex, +2 racial)

Intimidate +5 (+2 synergy, +3 cha)

Listen +4 ranks

Spellcraft +10 (+9 ranks, +1 int)

Spot +5 ranks

	Feats and special abilities

Feats: Improved initiative, Silent spell, Weapon focus: ray.

Darkvision 18 meters, cold, fire and electricity resistance 5, darkness 1/day.

Sneak attack +4d6, trapfinding, evasion.

Sorcerer spells known (DC 13 + spell level): 0th level: dancing lights, prestidigitation, detect magic, read magic, daze, ray of frost, resistance; 1st level: mage armor, true strike, magic missile, disguise self; 2nd level: scorching ray, invisibility; 3rd level: ray of exhaustion.
Sorcerer spells/day: 6/7/6/4, caster level 6.
	

	Equipment

Bags of spell components, cold iron dagger, 450 gold coins.

Potion of cure moderate wounds (faint conjuration, CL 3).

Ring of protection +1 (faint abjuration, CL 5).

Scroll of fireball (faint evocation, CL 5).

Scroll of dimension door (moderate conjuration, CL 7).

Feather token (whip) (moderate conjuration, CL 12).
	


After much asking around, walking, and gathering information, Antoine is given the names of the PCs and a place where he can find them. Rather than going to meet them directly, he is going to pose as a rich collector of curiosities and antiquities, and hire some boy to deliver them a message:

Malaire Mansion is a small but luxurious building, which belongs to Shemeshka through several intermediaries. Antoine counts on it to lend weight to his story. Nevertheless, he’s not too much used to this kind of jobs, and he’s not managing the recruitment as well as he could. Peery PCs have good reasons to smell something fishy – first of all, why is this rich blood sending them a message through a random boy instead of a courier? If the PCs ask around Sigil before going there, have them roll Gather Information. They have a +2 circumstance bonus if they are doing their research in the Lady’s Ward, and another +2 circumstance bonus if they have at least one contact among the rich upper class of Sigil. What they learn depends on what DC they manage to beat:

· DC 5: “Malaire Mansion is one of the smallest buildings on the Marble District, but it is still larger than most sods’ houses… and ten times as costly!”

· DC 5: “A. Malaire? Never heard of him…”

· DC 10: “Malaire Mansion is owned by some rich merchant, but he doesn’t live there. Still, there are always at least a couple of guards keeping it safe. He holds some meeting every now and then.”

· DC 20: “Malaire Mansion isn’t actually owned by someone called Malaire. They were the family who built it, but they’ve moved out of Sigil centuries ago. For what I know, they could have returned and bought their case back, though.”

· DC 35: The PC manages to find an ex-guard of Malaire Mansion, who is willing to sell the dark about the place for 200 gold. If the PCs hand over the jink, he says: “The fop who has the deed to the place is just a puppet. And the person who pulls the strings is Shemeshka the Marauder. Oh, yes. All sort of people meet there, but their business tends to be a bit shadier than corn trade, if you catch my drift? And now I’d better get to a portal out while I still have my head. If you’ll excuse me…”

The mansion itself is a two-stories building tucked between two much larger properties in the Marble District. There’s a garden in front of the house, as wide as the building itself and about 20 meters long. The entire property is surrounded by 5-meters tall and rather thick stone walls, with razorvine growing on them. There is a wide iron doorway in the wall, guarded by four tough-looking guards (Male humans, Warrior 6th/Outlands/various alignments) led by a tiefling (Leras/Male tiefling, Fighter 6th/Outlands/Neutral evil, Free league). They are all wearing chainmail of different workmanships; the tiefling has a longsword and small metal shield, while the rest are wielding pikes. They don’t look very martial; they are chatting in front of the doorway and the tiefling is leaning on it and picking his nails with a dagger.

When the PCs approach, the tiefling stands up and walks towards them. If the PCs tell him that they have to meet Malaire, the heroes are let in without further questions. The garden beyond the doorway is not much well-kept; there are pricey, exotic plants which seem to prosper well enough, but they are disordered and overgrown. The mansion is built in marble and rare woods, and is well maintained, if a bit sooty. The tiefling accompanies the PCs to the door and opens it for them. The inside is as luxurious as the outside, and surprisingly more clean. Beautifully carved furniture rests on wall-to-wall carpets, and a large crystal chandelier hangs from the ceiling of the second floor. 

In the atrium, the PCs are greeted by “Lord Malaire”. Antoine has clothed himself in expensive silk clothes for this meeting, though he is keeping his spell components bags hanging from his leather belt. He has long, pointed ears and somewhat grayish skin, revealing his fiendish ancestry. After the initial greetings, he dismisses the guard and invites the PCs to sit in the adjoining room.

The living room contains several comfortable couches, a fireplace, and several shelves of expensive drinks. Another servant, again a tiefling, is standing quietly in a corner. After you and “Lord Malaire” have sit down, she approaches the group and asks whether they want something to drink. Meanwhile, Antoine starts explaining what he wants from you.

“I fancy myself a collector of antiquities and unusual trinkets from all around the planes. Throughout the years, I have accumulated quite an impressive set of works of art and unusual natural items. I have recently been made an offer for a very interesting item: a rock which is said to have been carved from the Spawning Stone in Limbo. Though the item itself is inert, I am curious to see and touch the ground of that legendary location. The githzerai currently own the item, but I have already made agreements about a trade. Your job is to deliver the payment to Limbo and return with the stone. The trip will take you through the soup composing that plane. If you have any experience with Limbo, you may not find it surprising that I am unable to predict how long this task will take you. I expect no more than one or two weeks, though. I am ready to offer you one thousand gold pieces for this job, to be paid when you deliver the stone to my hands. Do we have a deal?”

Antoine has been practicing his story and setting up the place for hours; if the PCs want to use Sense Motive to find out if he’s lying, the DC is 26. If the PCs have information on him and make it clear that they are suspicious, he gets nervous; use Bluff versus Sense Motive of the character who’s talking. “Lord Malaire” is ready to say that the item actually has some kind of magical properties, but he isn’t going to admit being connected to anyone else; rather, he’ll raise the reward in return for less questions asked. While being grilled by the PCs annoys Antoine, he’ll also be positively impressed by their competence. He can also honestly tell the PCs that there is no unusual risk expected for their task, they just have to go there, pick up the stone, and get back. Noone else knows about this item.

If the PCs accept, he will tell them that they have to meet his contact, a githzerai named Zeth, at the Face of Gith tavern. He doesn’t have the cutter’s description. “Lord Malaire” unlatches one of his belt bags and throws it at the heroes. He says that the bag contains the payment which has to be delivered to the githzerai settlement in Limbo. It’s a bag of holding (type I, moderate conjuration, CL 9), and it’s well protected (greater glyph of warding set to cast an Extended summon monster VI to summon a Large Fire Elemental; moderate abjuration, CL 13). It contains 50000 coins worth of gold and platinum pieces and gems.

“If you are ready, you may leave immediately. The sooner you return, the sooner you will have    your reward. One last thing…”. There is a brief malignant brilliance in the tiefling’s eyes. “I am in magical contact with the githzerai who own the stone. I will know if and when you deliver the payment and pick up the object. And the bag containing the payment itself is well protected. In short, do not try to cross me. It would be a very bad, and very final, mistake”.

The Blind Leading the Blind

The Face of Gith, located in the Lower Ward of Sigil, is a triangle-shaped stone building. The windows are darkened glass and the door is shut at all times. In front of it, a half dozen githzerai, clothed in the sober garments typical of their race, whisper quietly to each other. Passersby don’t seem too keen to pass near this establishment, which is well-known to be reserved to githzerai.

As the PCs come closer, the humanoids stop talking and eye the heroes warily. These githzerai aren’t looking for trouble, but they are in no mood to talk to strangers and they certainly won’t let them into the tavern. They will briefly answer the PCs’ questions, but they don’t know anything about a member of their race named “Zeth”.

If the heroes are good at diplomacy, they may be able to make the githzerai a bit more friendly. While this doesn’t change the fact that they have never heard of Zeth and they won’t let the heroes in, they may suggest that this Zeth could be a githzerai from outside Sigil. One of these bashers could be persuaded to look for Zeth in the tavern. The githzerai don’t like disturbing the tranquility of the patrons, but they’ll do it if it looks important or for a good garnish.

Only one of the patrons in the tavern (Malethia/Female githzerai, Fighter 6th/Limbo/Chaotic neutral, Anarchist) has met Zeth before. If the PCs somehow meet her, they can chat, but she is very peery of the heroes. If she learns that a bunch of strangers are looking for Zeth, she may show up to chat, provided that the PCs don’t look too much like law-oriented guys. Malethia is going to require some jink to reveal some dark on the ‘zerai the PCs are looking for; 50 jink sound about appropriate. “He approached me about a week ago, in this very tavern. He introduced himself as Zeth, and said that he was looking for chant about the Anarchists faction. Where he got the idea that he could get that from me, I have no clue. He is a tall middle-aged man… around the half of his second century, I guess. And he’s blind, I think… at least, he wore a blindfold”. There is nothing else she knows.

Zeth turns up at the Face of Gith about fifteen minutes after the PCs have arrived. He corresponds to Malethia’s description; he has long hair tied behind his head with a string, and wears a simple robe and a blindfold. Despite this, he moves very confidently, as if he could see normally.

	Zeth
	Al. Lawful Neutral
	Githzerai Monk 5th (Limbo)
	CR: 7

	Str: 14 (+2)
	HP: 5d8+5 (31)
	Speed: 12

	Dex: 22 (+6)
	AC: 21 (+6 dex, +1 monk, +4 wis)
	Armor: none

	Con: 13 (+1)
	Initiative: +6 dex
	% fail.: 0%
	Check pen.: 0

	Int: 10 (+0)
	Ref: +10 (+4 base, +6 dex)
	BAB: +3
	Grapple: +9

	Wis: 19 (+4)
	For: +5 (+4 base, +1 con)
	Melee: +5 (+3 base, +2 strength)

	Cha: 9 (-1)
	Will: +8 (+4 base, +4 wis)
	Ranged: +9 (+3 base, +6 dexterity)

	Attacks

Unarmed strike, +6 melee, damage 1d8+2, or

Unarmed strike, +5/+5 melee, damage 1d8+2
	Skills

Concentration +9 (+8 ranks, +1 con)

Control +8 (+4 ranks, +4 wis)

Knowledge (Limbo) +4 ranks

Listen +12 (+8 ranks, +4 wis)

Spot +12 (+8 ranks, +4 wis)

	Feats and special abilities

Feats: Blind Fight, Blindsight (3 mt. range), Combat Reflexes, Improved Grapple.

Darkvision 18 meters, power resistance 10.

Psionics: 3/day: combat prescience, ego whip, far punch, feather fall, mental barrier at ML 5.

Evasion, still mind, ki strike (magic), slow fall 6 mt, purity of body.
	

	Equipment

White robe. 15 gold pieces, guidon compass to Torizah.

Blindfold of wisdom +4 (the wearer cannot see) (moderate transmutation, CL 8)
	


Zeth is quite the character. He’s not well known outside Limbo, and not much there either. His blindness derives from a close call with some slaad, who implanted their eggs just below his eyes with a lucky strike. His mates saved him, but he lost his sight in the process. After that, Zeth took to wandering Limbo and somehow found his magical blindfold (the drawback means nothing to him) and learnt to sense his surroundings in a mystical way. Zeth speaks in riddles and Zen quotes, and his inscrutable, serene calmness is so constant as to become annoying. The githzerai says that he can foretell the future by watching the random swirling of Limbo’s chaos, but whether this is true or just gibberish is anyone’s guess. Some people consider him too wise to be understood, some other just think he’s barmy.

Unless the PCs approach him first, he will walk to them and address them. They are the only non-githzerai around here, after all. After introducing himself to the party, Zeth tells them that he’ll be their guide in Limbo. They are going to enter the plane through a portal from Sigil, and then reach the githzerai burg of Torizah on feet. The trip should take something between a day and a week, depending on whether the other end of the portal has changed or not and by how much, so the bashers should stock up on food. Also, Zeth tells the PCs that a chaos beast was spotted near Torizah shortly before he left Limbo, so the party should ready restoration spells.

If the PCs ask about his dialogue with Malethia, Zeth will explain that he can see glimpses of the future by examining Limbo’s chaos-stuff, and that he feels some Anarchists are going to be involved. He tried to discover more, but with no success.

Once everything is ready, Zeth leads the group to a paint factory in the Lower Ward, stopping along the way to purchase two pieces of silk rope. The party walks around the factory as Zeth keeps making knots around the rope, until they reach a flat area near the back of the building, full of wooden panels painted with samples of the factory’s products. Zeth waves the knotted rope in the air, and a portal flares to life as the colors behind it blur into randomness.

Sail the Ocean of Chaos

As soon as the PCs step through the portal, they find themselves floating in the void. Warm red light and blue refractions surround them. Barely seconds after, a forceful wave of water smashes into them, appearing from thin air and dealing 1d6 subdual damage. The water retreats in every direction and tongues of fire start dancing threateningly on it.

Zeth concentrates, and the fiery water recede further as a wide slab of basalt materializes just under the PCs’ feet. You are now standing in the middle of a 12-meters wide island of black stone, floating in the middle of the roaring chaos of Limbo. Fiery water, liquid air, and everything in between tumbles and bounces outside the bubble of solid reality that Zeth is generating. The githzerai pulls out a wooden box containing some sort of compass. How he’s able to see it is anyone’s guess.

“Limbo is with us today. We are close to Torizah. You cannot go somewhere if you aren’t going anywhere. Let’s move. The ocean of chaos is not without its sharks”.

As Zeth is putting the guidon compass back into his robe, have each PC and the githzerai roll Listen checks. Whoever beats DC 13 can hear a differently pitched roar in the middle of Limbo’s chaos, just in time to avoid being surprised by the nightmarish tentacled horror that suddenly plops out of the soup and on the PCs’ shelter.

	Chaos Beast
	Al. Chaotic Neutral
	Medium Outsider (Limbo)
	CR: 7

	Str: 14 (+2)
	HP: 8d8+8 (44)
	Speed: 6

	Dex: 13 (+1)
	AC: 16 (+1 dex, +5 natural)
	Armor: none

	Con: 13 (+1)
	Initiative: +5 (+1 dex, +4 improved init)
	% fail.: 0%
	Check pen.: 0

	Int: 10 (+0)
	Ref: +7 (+6 base, +1 dex)
	BAB: +8
	Grapple: +10

	Wis: 10 (+0)
	For: +7 (+6 base, +1 con)
	Melee: +10 (+8 base, +2 strength)

	Cha: 10 (+0)
	Will: +6 base
	Ranged: +9 (+8 base, +1 dexterity)

	Attacks

2 claws, +10 melee, damage 1d3+2+corporeal instability
	Skills

Climb +13 (+11 ranks, +2 str)

Escape artist +12 (+11 ranks, +1 dex)

Hide +12 (+11 ranks, +1 dex)

Jump +9 (+11 ranks, +2 str, +2 synergy, -6 speed)

Listen +11 ranks

Search +11 ranks

Spot +11 ranks

Survival +2 synergy*

Tumble +14 (+11 ranks, +1 dex, +2 synergy)

* when following tracks

	Feats and special abilities

Feats: Dodge, Improved Initiative, Mobility.

Darkvision 18 meters, spell resistance 15, immune to critical hits and transformation.

Corporeal instability (su): Fort DC 15 to avoid. The creature’s shape warps. Any clothing reduces Dexterity by 4. Speed is reduced to 3 or one quarter normal, whichever is less. Cannot cast spell or use magic items, -4 to hit, 50% miss chance. 1 Wisdom drain per round, at 0 the character turns into a chaos beast. Can roll Charisma, DC 15, to assume normal form for 1 minute. Shapechange or stoneskin restore the normal form for the duration of the spell; restoration, heal or greater restoration cure the condition.
	


The chaos beast is slow, but the space the PCs have is very small. Remember that whoever is maintaining the stable area must maintain concentration! Outside the stable area, fire is the current dominant element; any character caught within it takes 1d6 fire damage per round.

It is fairly likely that one or more characters are affected by corporeal instability after this encounter. Their bodies flow and warp, their features melt, their limbs fail as they are distorted, and their nerves are wracked by terrifying pain. The experience drives most people insane within minutes before turning them to another chaos beast forever; controlling one’s form is exceedingly hard and only a temporary solution. Hopefully the heroes have restoration spells handy. If a character somehow manages to contract corporeal instability but still reach Torizah before he is transformed, the party can purchase a scroll of restoration at the shop in Torizah’s foreigners area.

After the fight, the heroes can follow the guidon compass to the githzerai town. The bubble of solid reality opens before them and closes after their passage, so that they can walk through Limbo. The party quickly gets out of the fiery bubble and start walking through what appears to be solid stone, with rivers of  bubbling water coursing through it.

Occasionally, the party may meet Limbo petitioners. These spirits typically assume some kind of elemental form – a pillar of flame, a water blob, or just a rock – but they don’t keep the same shape for long. They can communicate, but they have an extremely short attention span. They may decide to follow the PCs or even help them, just to turn and get away at any random point. For some added fun, have one of these petitioners follow the party around, making himself useful as much as he can, but give him some weird personality quirk. Maybe it enjoys singing, or playing pranks (turn to water and splash on someone, what fun!), or just speaks nonsense. The petitioners don’t much like the austere githzerai towns, so they generally stay clear of them unless something interesting is going on.

Eventually, after not more than a day of traveling, you get into a mile-wide bubble of air, and can see the city of Torizah right before you. The town lies on a flat island of stone, floating just below the middle of the bubble. Torizah’s massive granite walls are ‘D’-shaped. Within the walls, you can see the tops of numerous plain white buildings that host the bulk of the githzerai population. Outside, several smaller buildings comprise what is probably a foreigners’ ward. As you draw nearer on your personal walking platform, the entire city, slowly and without a noise, rotates so that the foreigners’ area is closer to them.

Zeth cannot notice this. He is blind, after all. He’ll ask a PC to guide the group to the gates. If someone informs him of the strange rotation, he is somewhat annoyed. Githzerai never show off; this evident display of power is fairly strange on their part. Before leaving Limbo, Zeth had heard rumors that the leader of the anarch team in Torizah was behaving a bit strangely. Now he wonders whether the rumors were true.

Torizah

Like many other githzerai settlements, Torizah is fairly isolationist and restricts foreigners to their quarter outside the city walls. Strangers will be allowed to enter the city proper only if they are accompanied by a githzerai – but even Zeth will agree to this only if there is a good reason.

The outside of Torizah is composed of three stone buildings and many sparse tents. The “permanent” buildings – like everything else, they are actually maintained by the local anarchs – are a supplies store, an inn/tavern, and a shop selling and buying mixed goods. The inn, called “The Friendly Harbor”, is run by a half-elf (Jitty Lairan/Female half-elf, Rogue 6th/Prime/Chaotic good, Xaositect) who employs a number of petitioners as waiters. The rooms have no numbers and indeed no fixed price, and if you actually get what you ordered, consider yourself blessed. The store is run by a human (Jon/Male human, Expert 3rd/Outlands/True neutral), a serious-looking guy who imports food and water from the Outlands for cutters who are traveling through Limbo. He also occasionally gets some specialty foodstuff from the outer planes, and he sells it for a fairly high price. The shop is run by two overweight tiefling brothers (Mootal Nurus/Male tiefling, Rogue 2nd/Expert 3rd/Outlands/Chaotic neutral) (Keenas Nurus/Male tiefling, Sorcerer 5th/Outlands/Chaotic neutral). They trade stuff with visitors and with the githzerai, and at any given time they may have a bunch of scrolls and potions or other minor magical items in addition to all commonly-needed mundane equipment. The new gadget they are trying to get rid of is a psionic crystal which can be used to play music. A body needs to think at any tune he knows well, and the crystal will read it from his mind and play it. Not terribly useful, and the githzerai don’t seem to be interested, but still the brothers are trying to sell it for at least a thousand gold.

The tents are places where visitors can sleep. They are maintained by the anarchs of the town. In fact, the local githzerai bashers have created just about every structure in Torizah, including the air bubble and the building themselves. The rotation trick, though, wasn’t their idea. The anarch team that was sent here to investigate the powers of the so-called “Amulet of Anarchs” is led by an old githzerai wizard named Thanized, a respected member of the Anarch Guild. Truth is, shortly after arriving here, Thanized was secretly killed and replaced by Ssendam himself, his body hidden in the rock bed of Torizah. The slaad lord, a master of changing, had no trouble keeping his identity secret from the githzerai. Still, the rest of his comrades definitely sensed that something was wrong, especially when the old sage agreed to sell the Amulet of Anarchs to a Sigilian businessman shortly after its powers were confirmed. This latest showing off with the city is just another strange act. Still, the other githzerai do not challenge his decisions, out of their utmost respect for Thanized.

“Thanized” and five other githzerai greet the PCs as soon as they set foot on the ground of Torizah. As they introduce themselves, have everyone roll Sense Motive, DC 15. Those who succeed can feel that though “Thanized” is looking friendly, the rest of the githzerai have a much colder demeanor. Those who beat DC 30 can feel something strange in the old man’s gaze, though they can’t quite put their finger on it.

“Welcome to Torizah, friends. We are looking forward to doing business with you. As I have already told your employer, we have little interest in the item which we are selling to you despite its considerable power. I wish to invite you to the house which we have created inside the city’s walls to have dinner toget…”

At this point, one of the githzerai escorting Thanized coughs violently as the other four give brief astonished looks to the old anarch before returning to their usual composed selves. Which nevertheless continues unfazed: “…together. I’ll give you the item there. Since you will certainly be tired from your travel, we shall offer you a good place where you may sleep as well”.

You are (somewhat reluctantly) led through the steel doors of Torizah. The inside of the city is austere, plain. Two or three stories buildings rise from the granite floor, forming serpentine roads full of githzerai. Most of the townsfolk mind their own business, though rather often you can spot someone glaring at you. The main roads are lined by strange plants, never seen before, bearing fruits of strange shapes and colors. Exotic animals can see all around; mules with eight legs are carrying heavy loads and strange quadrupeds with wide backs are carrying people around. These, Thanized explains, are creations of the anarchs which reside in the city.

Eventually, you reach another plain building, fairly large but otherwise not much different from all the others. Inside, you see a corridor leading to several small rooms. Thanized concentrates for a moment, and the corridor is replaced by a large dining hall, with a table full of excellent food and drinks.

The PCs can seat wherever they want, and the rest of the githzerai sit around the table about randomly. Then, an unseen servant enters the room bringing a golden chain, to which a shining gold and gems jewel is attached. “Thanized” offers this item to the PCs, stating that this is what they have come here for. And, likely, now discussions will begin.

“Thanized” says that he personally tested the powers of the amulet and that they are what was agreed between him and the PCs’ employer. He dismisses the differences in the item’s description as irrelevant details. Curiously enough, although most PCs won’t notice it, he hardly ever mentions his payment, as if he didn’t really care about it. If a hero does notice this, he may be able to get away with a lower price by suggesting that they’ll take the item without further questions if “Thanized” accepts a lesser amount of money. If the PCs start talking about the actual powers of the amulet, the old githzerai silences them with a gesture and invites the rest of his entourage to leave the room. This surprises them, and causes a couple of them to protest, but they eventually abide once again to the old sage’s requests and go away. Only when the other anarchs are out of ear’s reach, “Thanized” tells the PCs that the amulet does what it’s supposed to do… control and influence the slaadi. They can go out of the city and try it themselves if they want to. Once the party is sufficiently satisfied and the payment has been made, the dinner can proceed.

The food created by “Thanized” is excellent; Ssendam is naturally an anarch of superior skill himself. All the githzerai here can speak the planar trade tongue, and the PCs can talk to them and make friends if they are good enough at diplomacy. Zeth is all too willing to entertain “Thanized” with dialogue while the PCs chat with the other anarchs. While isolationist, the githzerai aren’t evil and as generally chaotic beings, they don’t follow tradition too blindly. PCs chatting with them may learn that the wise Thanized has been behaving rather strangely in recent days, and that if it were for them, the PCs would never have had the amulet. They can also find out that these githzerai apparently believe that the effect of the amulet is to grant the powers of an anarch to whoever dons it. And they have seen this to be true with their own eyes. Really, the PCs can try it right now if they want.

In this moment, whoever wears the amulet has the powers of an Anarch. He multiplies by 200 the radius of Limbo that he can control, and he can maintain the entire area even while unconscious, as long as he’s still alive. Further, he can create any construction or normal item, any normal plant that he can think of, and with a Control check, DC 22, he can create animals as well. These items, plants and animals cannot have any supernatural ability; they are limited to normal and “rational” creations. The character doesn’t have any sort of control over these animals. All these things revert to chaos-stuff if they get out of the controlled area, and the ability still doesn’t work outside Limbo. While competing for control of an area, the character uses a Control check instead of a Wisdom check.

During the meal, Ssendam in his current wizened githzerai form is keeping an eye on everything that’s going on. If questioned about the item, he’ll keep giving evasive answers and guaranteeing that the item does what it’s supposed to do and the PCs can just go try it outside town if they want. Everyone is halfway between embarrassed and confused when Thanized declares the meal over. The dishes vanish together with the entire table, and the house reassembles itself forming bare but functional bedchambers and bathrooms.

If the PCs wish to get out into the city instead of sleeping, Zeth will agree to accompany them. He doesn’t feel comfortable around Thanized, and apparently the rest of his githzerai followers share this feeling. The PCs can talk with the locals but there isn’t much more that they can find out about the situation. Most githzerai don’t know about the stone/amulet, and those that do believe that it is a jewel granting control over the chaos-stuff. None has heard about it having an effect on the slaad, though a few people suppose that if it allows control of chaos-stuff it might grant control of chaos creatures as well. Most are pretty surprised that the Anarch Guild was willing to sell it.

A Peaceful Encounter

Despite the peery atmosphere, nothing bad or surprising happens during the PCs’ stay in Torizah. Eventually, the PCs will get ready to leave the town. If you feel that the players would enjoy some extra action, you can throw in an encounter with a few slaadi here. The chaotic creatures have a society based on strength; whoever is the strongest rule, and proving one’s strength is what they like to do. They like to challenge people, and they always fight one at a time, confident that their strength will prevail – which makes defeating a group of them a lot easier. Good thing, because they often roam Limbo in packs. Even though Shemeshka currently believes that the Focus scares slaadi away, none in the party knows about this – and therefore, the artefact has no particular effect on the frog-fiends.

Zeth leads the party towards the place where the portal was… but the portal is no longer there! The party meets instead a sizeable squad of Harmonium bashers, evidently uncomfortable in the unfamiliar and chaotic environment. Ten people comprise the team. One of them is a wizard, wearing travel clothes bearing the Harmonium symbol. Another is the officer in command of the team, clad in spotless full plate armor. Three more bashers are elite patrol members, with the rest of the team being made up of rookies. Two of them are maintaining the tiny reality bubble which barely contains the squad. If a PC has the Knowledge (factions and guilds) skill, he can use it (DC 13) to recognize the various ranks.

The man in full plate, evidently the leader, removes his helmet revealing a sweaty young face, blond hair and eyes shining from an inner light. “Greetings”, says the aasimar with a smile. “It sure is hot in this place…I am Mover Two Methian Saleras of the Harmonium. It seems that the portal you used to get here has moved; we will escort you back to Sigil in a moment. First things first, though. According to our chant, you have an item which should rightfully belong to our faction. Oh, don’t worry, we certainly aren’t here to steal from you! The Harmonium is ready to make you a very generous offer to thank you for your efforts in recovering the Crystal Star of Ortho”.

	Methian Saleras
	Al. Lawful Good (Harmonium)
	Aasimar Paladin 7th (Arcadia)
	CR: 8

	Str: 14 (+2)
	HP: 7d10+7 (45)
	Speed: 6

	Dex: 13 (+1)
	AC: 21 (+1 dex, +10 armor)
	Armor: heavy

	Con: 13 (+1)
	Initiative: +1 dex
	% fail.: 35%
	Check pen.: -6

	Int: 10 (+0)
	Ref: +4 (+2 base, +1 dex, +1 cha)
	BAB: +7/+2
	Grapple: +9

	Wis: 14 (+2)
	For: +7 (+5 base, +1 con, +1 cha)
	Melee: +9 (+7 base, +2 strength)

	Cha: 13 (+1)
	Will: +5 (+2 base, +2 wis, +1 cha)
	Ranged: +8 (+7 base, +1 dexterity)

	Attacks

+2 greatsword, +12/+7 melee, damage 2d6+5, crit 19-20/x2
	Skills

Diplomacy +6 (+5 ranks, +1 cha)

Knowledge (factions and guilds) +5 ranks

Listen +4 (+2 wis, +2 racial)

Sense motive +7 (+5 ranks, +2 wis)

Spot +4 (+2 wis, +2 racial)

	Feats and special abilities

Feats: Joint operation (+1 to hit and damage for each other character with this feat flanking the target), Power attack, Weapon focus: greatsword.

Darkvision 18 meters, acid, cold and electricity resistance 5, daylight 1/day.

Detect evil at will, smite evil 2/day (+1 to hit, +7 to dam), divine grace, lay on hands 7 pts/day, aura of courage, divine health, turn undead 4/day as a cleric 4th, remove disease 1/week.

Paladin spells/day: 2, caster level 3.

Prepared spells: 1st: Lesser restoration, Protection from chaos.
	

	Equipment

Message from his superiors on Ortho, 200 gold coins.

Backpack containing rations for three days and two potions of cure light wounds (faint conjuration, CL 1)

+2 full plate armor (+10 armor bonus, 35% spell failure, -6 check penalty, +1 dex max) (moderate abjuration, CL 6)

+2 greatsword (damage 2d6+2, crit 19-20/x2) (moderate evocation, CL 6)
	


	Harmonium Wizard
	Al. Lawful Neutral (Harmonium)
	Human Wizard 5th (Outlands)
	CR: 5

	Str: 9 (-1)
	HP: 5d4+5 (18)
	Speed: 9

	Dex: 14 (+2)
	AC: 15 (+2 dex, +3 armor)
	Armor: none

	Con: 13 (+1)
	Initiative: +2 dex
	% fail.: 0%
	Check pen.: 0

	Int: 16 (+3)
	Ref: +3 (+1 base, +2 dex)
	BAB: +2
	Grapple: +1

	Wis: 12 (+1)
	For: +4 (+1 base, +1 con, +2 gr fort)
	Melee: +1 (+2 base, -1 strength)

	Cha: 9 (-1)
	Will: +5 (+4 base, +1 wis)
	Ranged: +4 (+2 base, +2 dexterity)

	Attacks

Dagger, +1 melee, damage 1d4-1, crit 19-20/x2, or

Dagger, +4 range 3m, damage 1d4-1, crit 19-20/x2
	Skills

Concentration +9 (+8 ranks, +1 con)

Knowledge (arcana) +11 (+8 ranks, +3 int)

Knowledge (factions and guilds) +11 (+8 ranks, +3 int)

Knowledge (law) +11 (+8 ranks, +3 int)

Knowledge (limbo) +11 (+8 ranks, +3 int)

Spellcraft +13 (+8 ranks, +3 int, +2 synergy)

	Feats and special abilities

Feats: Great fortitude, Scribe scrolls, Spell focus (evocation), Subdual spell (metamagic, the spell deals nonlethal damage).

Wizard spells/day: 4/4/3/2, caster level 5.

Prepared spells: 0th: Detect magic, Detect magic, Prestidigitation, Touch of fatigue; 1st: Enlarge person, Enlarge person, Shield, Silent image; 2nd: Bear’s endurance, Glitterdust, Web; 3rd: Subdual Fireball, Haste.
	

	Equipment

Bags of spell components. Toad familiar (+2 CON). 2 daggers.

Backpack containing rations for three days and a scroll of invisibility (faint illusion, CL 3)

Bracers of armor +3 (moderate abjuration, CL 9)

Spellbook: 0th – all core; 1st – Enlarge person, Identify, Protection from chaos, Shield, Silent image, Summon monster I; 2nd – Bear’s endurance, Glitterdust, Invisibility, Web; 3rd – Dispel magic, Fireball, Haste; 4th – Minor creation.
	


	Harmonium elites (3)
	Al. Lawful neutral/good (Harmonium)
	Human Fighter 5th (Outlands)
	CR: 5

	Str: 13 (+1)
	HP: 5d10+8 (32)
	Speed: 6

	Dex: 10 (+0)
	AC: 14 (+4 armor)
	Armor: medium

	Con: 12 (+1)
	Initiative: +0
	% fail.: 40%
	Check pen.: -6

	Int: 10 (+0)
	Ref: +2 (+1 base, +1 dex)
	BAB: +5
	Grapple: +6

	Wis: 11 (+0)
	For: +5 (+4 base, +1 con)
	Melee: +6 (+5 base, +1 str)

	Cha: 10 (+0)
	Will: +1 base
	Ranged: +5 base

	Attacks

+1 longsword, +8 melee, damage 1d8+2, crit 19-20/x2
	Skills

Climb +3 (+8 ranks, +1 strength, -6 armor)

Jump +3 (+8 ranks, +1 strength, -6 armor)

Ride +8 ranks

	Feats and special abilities

Feats: Joint operation (+1 to hit and damage for each other character with this feat flanking the target), Weapon focus: longsword, Power attack, Toughness, Weapon specialization: longsword.
	

	Equipment

Scale mail (AB +4, max dex +3, check penalty –4, arcane failure 25%)

Heavy steel shield (AB +2, check penalty –2, arcane failure 15%) (not equipped)

+1 longsword  (damage 1d8+1, crit 19-20/x2) (not equipped) (faint evocation, CL 3)
	


	Harmonium squad (5)
	Al. Lawful neutral/good (Harmonium)
	Human Fighter 3rd (Outlands)
	CR: 3

	Str: 13 (+1)
	HP: 3d10+6 (22)
	Speed: 6

	Dex: 10 (+0)
	AC: 15 (+4 armor, +1 shield)
	Armor: medium

	Con: 12 (+1)
	Initiative: +0
	% fail.: 30%
	Check pen.: -5

	Int: 10 (+0)
	Ref: +1 base
	BAB: +3
	Grapple: +4

	Wis: 11 (+0)
	For: +5 (+4 base, +1 con)
	Melee: +4 (+3 base, +1 str)

	Cha: 10 (+0)
	Will: +1 base
	Ranged: +3 base

	Attacks

Longsword, +5 melee, damage 1d8+1, crit 19-20/x2
	Skills

Climb +2 (+6 ranks, +1 strength, -5 armor)

Jump +2 (+6 ranks, +1 strength, -5 armor)

Ride +6 ranks

	Feats and special abilities

Feats: Weapon focus: longsword, Power attack, Toughness, Weapon focus: shortbow.
	

	Equipment

Scale mail (AB +4, max dex +3, check penalty –4, arcane failure 25%)

Light steel shield (AB +1, check penalty –1, arcane failure 5%)

Longsword.

	


The PC that is carrying the Focus can feel some weight shifting inside his backpack as the item changes form. If he was wearing the amulet, the transformation takes place in the same way, but still without hurting the PC. The Focus is now a clear crystal star, with many points jutting out in all directions. As it reflects and refracts the light around itself, everyone within a range of about ten meters can feel a low, harmonic telepathic buzz in their heads, feeling as if it was some kind of song.

The “Crystal Star of Ortho” allows all beings within its area of effect to understand each other. It has the effect of a permanent calm emotions spell (caster level 20); every creature in the area is affected, and if they want to attack someone they need to make a Will save, DC 20, every round. The same goes for any kind of violent or even simply emotive action. Further, it grants a +10 competence bonus to Diplomacy and Sense Motive, but only if the creature does not attempt violent or emotive actions. Trying to save and failing still results in no bonus.

Both the PCs and the Harmonium start to feel this effect almost immediately. The Harmonium squad members are visibly more relaxed despite the alien environment. Methian Saleras was ready to take the Crystal Star with strength if necessary, now he wouldn’t dream of it. At most, he may wait for the PCs to enter Sigil and then arrest them if they try to use the item for unlawful purposes. The PCs mysteriously feel very reassured that the squad has no intentions of attacking them. They can just discuss this matter until a satisfying compromise is reached.

The Harmonium offer to start walking towards the portal while they chat; it takes about a day of walk. Methian would also like to take a look at the item. After some dialogue, he says that he’s afraid that the party will give the item to agents of chaos and crime. It would be a sad day for the Harmonium if one of their most prized relics was used by their own enemies.

Xaos Strikes!

After several hours of walking, a petitioner in the shape of a shard of ice reaches the party and starts yapping: “Are here they! They here are! Here they are!”. Moments later, the petitioner turns to steam and hisses away, and the chaos-stuff before and behind the party clears up to reveal two large groups of people, wearing a random assortment of brightly colored clothes and armor. They are all wielding oaken quarterstaffs covered in nonsensical signs. Some of them wear the Xaositect symbols. Screaming nonsense and laughing, they launch themselves at the Harmonium and at the PCs as Methian Saleras shouts “Treachery!” and draws steel. The aura of harmony and understanding seems to have vanished.

	Xaositects (10)
	Al. Chaotic neutral (Xaositect)
	Human Warrior/Rogue 2nd/1st (Outlands)
	CR: 2

	Str: 10 (+0)
	HP: 2d10+1d6+3 (17)
	Speed: 6

	Dex: 13 (+1)
	AC: 15 (+3 armor, +1 shield, +1 dex)
	Armor: medium

	Con: 12 (+1)
	Initiative: +5 (+1 dex, +4 improved init)
	% fail.: 25%
	Check pen.: -4

	Int: 11 (+0)
	Ref: +2 (+1 base, +1 dex)
	BAB: +2
	Grapple: +2

	Wis: 10 (+0)
	For: +5 (+4 base, +1 con)
	Melee: +2 base

	Cha: 11 (+0)
	Will: +3 (+1 base, +2 iron will)
	Ranged: +3 (+2 base, +1 dex)

	Attacks

Quarterstaff, +2 melee, damage 1d6
	Skills

Climb +2 (+6 ranks, -4 armor)

Hide +0 (+3 ranks, +1 dex, -4 armor)

Jump +2 (+6 ranks, -4 armor)

Move silently +0 (+3 ranks, +1 dex, -4 armor)

Swim +7 (+6 ranks, +1 dex)

	Feats and special abilities

Feats: Unlikely event (automatic success on 19-20 instead of 20, automatic failure on 1-2 instead of 1), Iron will, Improved initiative.

Sneak attack +1d6, trapfinding.
	

	Equipment

Hide armor (AB +3, max dex +4, check penalty –3, arcane failure 20%)

Light wooden shield (AB +1, check penalty –1, arcane failure 5%)

Quarterstaff.
	


	Xaositects (10)
	Al. Chaotic neutral (Xaositect)
	Human Warrior 3rd (Outlands)
	CR: 2

	Str: 11 (+0)
	HP: 3d10+6 (22)
	Speed: 6

	Dex: 12 (+1)
	AC: 15 (+3 armor, +1 shield, +1 dex)
	Armor: medium

	Con: 13 (+1)
	Initiative: +1 dex
	% fail.: 25%
	Check pen.: -4

	Int: 10 (+0)
	Ref: +2 (+1 base, +1 dex)
	BAB: +3
	Grapple: +3

	Wis: 10 (+0)
	For: +5 (+4 base, +1 con)
	Melee: +3 base

	Cha: 11 (+0)
	Will: +3 (+1 base, +2 iron will)
	Ranged: +4 (+3 base, +1 dex)

	Attacks

Quarterstaff, +3 melee, damage 1d6
	Skills

Climb +2 (+6 ranks, -4 armor)

Jump +2 (+6 ranks, -4 armor)

Swim -1 (+6 ranks, +1 dex, -8 armor)

	Feats and special abilities

Feats: Unlikely event (automatic success on 19-20 instead of 20, automatic failure on 1-2 instead of 1), Iron will, Toughness.
	

	Equipment

Hide armor (AB +3, max dex +4, check penalty –3, arcane failure 20%)

Light wooden shield (AB +1, check penalty –1, arcane failure 5%)

Quarterstaff.
	


In just moments after the Xaositects have appeared, the Focus changes shape and function again. It warps and elongates, changing weight and texture until it has become a 2-meters long oaken staff, covered in intricate runes which seem to shift as a basher looks at them. Whoever wields this Staff of Law Disruption can use the spell-like abilities atonement (in its Chaotic form), banishment (Lawful creatures only), confusion and dispel law once per minute (caster level 20, DC 18+spell level). It may also be wielded as a +5 anarchic quarterstaff bane of lawful outsiders.

The two groups are each formed by five warriors and five warrior/rogue (feel free to change around their statistics and classes; here we present two categories to save space but Xaositects do not have a fixed training or equipment).

The staff is far too large to be hidden by the PCs or stored in a backpack. The Xaositects are going to try to disarm the character who is wielding it. One of them will do the disarm attempt while others use the aid another action to help him. Then, another Chaosman will grab it and pass it to someone else. All Xaositects have staves that look just like the “Staff of Law Disruption” from just a meter away, so deciding who has it is going to be a problem. The person who’s got the Staff will use it to banish away all the Harmonium, and then the Xaositects will run away in random directions, leaving the PCs (and Zeth if he’s still there and alive) alone and without the Focus.

Chapter II

In the eye of the storm

First: Get Out of Here

Returning to “Lord Malaire” without the item is definitely not an option. Even Zeth is kinda worried at the thought. The best bet is to either chase down one of the Xaositect before they disappear and interrogate him, or get back to Sigil to gather information.

The chaos-stuff is vaguely transparent here (ice and water, it seems), so the party can actually follow a Chaosman if they can keep close to him. If Zeth is still with the party, he’ll be a great advantage in chasing people on Limbo. As a monk, he can move faster (he needs to concentrate on the chaos-stuff, but so does the fugitive). Further, his high Wisdom gives him a good chance of wrestling control of reality from the fugitive. If the heroes manage to capture a Xaositect, they can get good chant out of him, provided that they can deal with the headaches associated to talking with these barmies. They’ll have to navigate through nonsense marinated in scramble-speak to get to the dark of things.

From a prisoner here, the PCs can learn that the Xaositect plan was to steal the staff and bring it to Mechanus. Once there, they will use it to cause a modron to go rogue. Or several modrons. In fact, they plan to use it to this end until it rots in their hands or they run out of modrons, whatever comes first.

The PCs will eventually have to get back to Sigil. They don’t really know where the portal is, though. They may continue in the general direction that they were following with the Harmonium bashers, but they’ll need to roll Survival (DC 18) to remember the right direction after all this mess. Alternatively, they may stop a petitioner and ask… though whether they’ll get the right answer is anyone’s guess. At least, Methian said that the trip would take about one day, so they have a broad idea of how far the portal is.

The portal’s location, however, is currently guarded by four Harmonium watchmen on either side.

	Harmonium (8)
	Al. Lawful neutral/good (Harmonium)
	Human Fighter 3rd (Outlands)
	CR: 3

	Str: 13 (+1)
	HP: 3d10+6 (22)
	Speed: 6

	Dex: 10 (+0)
	AC: 15 (+4 armor, +1 shield)
	Armor: medium

	Con: 12 (+1)
	Initiative: +0
	% fail.: 30%
	Check pen.: -5

	Int: 10 (+0)
	Ref: +1 base
	BAB: +3
	Grapple: +4

	Wis: 11 (+0)
	For: +5 (+4 base, +1 con)
	Melee: +4 (+3 base, +1 str)

	Cha: 10 (+0)
	Will: +1 base
	Ranged: +3 base

	Attacks

Longsword, +5 melee, damage 1d8+1, crit 19-20/x2
	Skills

Climb +2 (+6 ranks, +1 strength, -5 armor)

Jump +2 (+6 ranks, +1 strength, -5 armor)

Ride +6 ranks

	Feats and special abilities

Feats: Weapon focus: longsword, Power attack, Toughness, Weapon focus: shortbow.
	

	Equipment

Scale mail (AB +4, max dex +3, check penalty –4, arcane failure 25%)

Light steel shield (AB +1, check penalty –1, arcane failure 5%)

Longsword.
	


Smart PCs may be able to bluff their way through these Hardheads. They don’t have the party’s description, so the heroes can tell them that they are just travelers. If the Harmonium get any suspicion about the PCs’ identities, though, they’ll immediately start wondering where the Mover Two and the rest of the squad ended up, and they’ll want to arrest the characters. Needless to say, the paladin and the rest of the people aren’t coming back very soon: having been banished to their respective planes, they aren’t in Limbo or Sigil.

Gathering Intelligence

Back into Sigil, the heroes must move quickly. They’ll have to Gather Information, DC 20, to find someone who has heard about a bunch of Xaositects getting on Limbo en masse for some reason. This guy is a filthy little gnome (Ginkirt/Male gnome, Commoner 5th/Prime/Chaotic neutral) who lives in a shack in the Hive and makes some sort of living fishing out rubbish from the Ditch and from Boneyard Pond, and selling whatever he can find which still has some use. Ginkirt has a couple of Chaosmen friends and rumor has it that several Xaositects organized a secret mission to Limbo. He’s willing to share the details for a dozen gold or so.

“Of course, ‘organized’ is a loose word where the Xaositects are involved, but apparently someone managed to get them to stick to a plan. Whoever that is, he must be pretty good. Anyway, they were told about this staff that can…” the gnome makes a vague hand gesture, “make order go away, or something like that. Whatever, I say, if such an item existed it would be pretty useless on Limbo, you can’t drown a fish after all. I’ve heard that they’ve got something and they’re going to Mechanus. I’m betting my shoes that, artefact or not, they’ll leave a trail of confused folk from Automata to the modron realms. And then get killed in some messy way, of course”. The filthy creature sneers and pokes at his nose.

It is true that finding a Xaositect on Mechanus is easy and finding twenty should be a joke. The heroes now need to find a portal to the clockwork plane.

Obviously, the best thing of all would be to be able to find what portal the Xaositects used and follow them. This is actually fairly easy; during the night, the madmen stormed the Hands of Time in the Lower Ward and with the power of the Focus they got in and out through a portal before anyone could stop them. Depending on how much time it took for the PCs to get back to Sigil, the chant of the attack can be more or less widespread. Eventually, they’ll hear about the assault and go to the place to investigate.

The Hands of Time is a guildhouse and a workshop. Outside, it presents itself as a rather normal building with a clocktower and a lamp post – until a section starts moving. The Hands of Time is full of mechanical contraptions designed by the people who work here, modrons, aasimon and other lawful creatures. From music boxes to mechanical drills, the automatic doors and gyrating platforms in this place reveal rooms full of the wonders of science.

The guildmaster, Saddam Hasan Ibn Arvalas (Male human, Wizard 14th/Prime/Lawful good, Fraternity of Order), is still fuming over the event and the PCs can quickly get on his right side if they reveal that they’re after the Xaositects. There is a portal to Automata in the building, hidden within one of the small rooms which hold tools and spares for the many mechanisms that fill the Hands of Time. Few people outside the peculiar guild know of the portal; the members reserve its use to pick up supplies from Mechanus and don’t want their shop to become invaded by travelers. Saddam may tell the PCs about the portal if they reassure him that they will not abuse it or reveal it to others. The key is a special mathematical equation, which must be scribbled on a piece of paper or spoken aloud; provided that the character has been told what the equation is, either action requires a Knowledge (mathematics) check, DC 10. If no characters have this skill, they may simply memorize the equation, though it will take an Intelligence check, DC 11, to remember it correctly.

If the PCs tell Saddam about the Xaositects’ intentions, he will become quite worried. He’ll ready papers which will allow them to skip some of the red tape needed to get to Mechanus, and he will briefly explain them how the Mechanus portal works. He will also offer them unique items from his workshop as support:

· An “autocrossbow”: A masterwork light repeating crossbow. The design is different from traditional repeating crossbows; exceptionally complex springs and pulleys adjust the balancing and reload automatically after each shot, making it surprisingly easy to use. It is considered a simple weapon and it uses normal repeating crossbow bolt cases. However, inserting a new bolts case takes an entire minute of tinkering with the safe locks and rewinding the springs.

· A planar compass: this compass can be adjusted to work in places where there is no such thing as the north. If there is a standard reference point in the plane, the compass will point towards it. For example, it will point towards the Spire on the Outlands, or towards the Modron Cathedral on Mechanus. Its multi-scaled indicators make it exceptionally precise.

· 10 thunderstones and 10 tanglefoot bags. These items are the standard alchemical items from the PHB.

Cogs in the Machine

The PCs reach the orderly town of Automata, popping out from an alley between a metalsmith and a carpenter. This burg’s roads are straight and intersect at straight angles; perfectly organized patrols guard the roads and every action has a law governing it. Chances are that the PCs will break some kind of law in the first five minutes they are on the road; you need a permit to bear weapons, another to cast spells, you can’t drink or eat outside except in certain areas, you must be registered with the city’s government, which is embodied by the Council of Order.

Each patrol is composed by ten petitioners and a sergeant, also a petitioner.

	Patrol petitioners (10)
	Al. Lawful neutral
	Human Warrior 1st (Outlands)
	CR: ½

	Str: 12 (+1)
	HP: 1d10+4 (9)
	Speed: 6

	Dex: 10 (+0)
	AC: 15 (+4 armor, +1 shield)
	Armor: medium

	Con: 12 (+1)
	Initiative: +0
	% fail.: 30%
	Check pen.: -5

	Int: 11 (+0)
	Ref: +0 base
	BAB: +1
	Grapple: +2

	Wis: 10 (+0)
	For: +3 (+2 base, +1 con)
	Melee: +2 (+1 base, +1 str)

	Cha: 10 (+0)
	Will: +0 base
	Ranged: +1 base

	Attacks

Longsword, +3 melee, damage 1d8+1, crit 19-20/x2
	Skills

Climb +0 (+4 ranks, +1 strength, -5 armor)

Jump +0 (+4 ranks, +1 strength, -5 armor)

Swim –5 (+4 ranks, +1 strength, -10 armor)

	Feats and special abilities

Feats: Weapon focus: longsword, Toughness.
	

	Equipment

Scale mail (AB +4, max dex +3, check penalty –4, arcane failure 25%)

Light steel shield (AB +1, check penalty –1, arcane failure 5%)

Shortbow (damage 1d6 range 18 m, crit x3), 20 arrows.

Longsword (damage 1d8, crit 19-20/x2), Automata militia uniform.
	


	Petitioner sergeant
	Al. Lawful neutral
	Human Warrior 2nd (Outlands)
	CR: 1

	Str: 12 (+1)
	HP: 2d10+7 (17)
	Speed: 6

	Dex: 11 (+0)
	AC: 15 (+4 armor, +1 shield)
	Armor: medium

	Con: 13 (+1)
	Initiative: +0
	% fail.: 30%
	Check pen.: -5

	Int: 10 (+0)
	Ref: +0 base
	BAB: +2
	Grapple: +3

	Wis: 10 (+0)
	For: +4 (+3 base, +1 con)
	Melee: +3 (+2 base, +1 str)

	Cha: 11 (+0)
	Will: +0 base
	Ranged: +2 base

	Attacks

Longsword, +4 melee, damage 1d8+1, crit 19-20/x2
	Skills

Climb +0 (+4 ranks, +1 strength, -5 armor)

Intimidate +3 ranks

Jump +0 (+4 ranks, +1 strength, -5 armor)

Swim –5 (+4 ranks, +1 strength, -10 armor)

	Feats and special abilities

Feats: Weapon focus: longsword, Toughness.
	

	Equipment

Scale mail (AB +4, max dex +3, check penalty –4, arcane failure 25%)

Light steel shield (AB +1, check penalty –1, arcane failure 5%)

Longsword (damage 1d8, crit 19-20/x2), Automata militia uniform.
	


The officers are all Harmonium, and unless the PCs have taken less than a couple of days for their researches in Sigil, they will already have their descriptions and orders to scrag them. The best thing the heroes can do is hire someone who knows the local laws and make sure not to draw attention. Such cutters hang around governmental buildings, and a decent guide can be hired for less than a gold per day. They aren’t attorneys, but they’ll make sure that their employers don’t commit obvious blunders.

Automata changes completely during the night. Everyone goes to sleep, and only the militia patrols are allowed to walk the roads. However, the underground of the city wakes up and welcomes visitors. Under the streets of Automata lies a network of tunnels and rooms, inhabited by the city’s shady citizens, where one can get whatever forbidden good or service he needs. Surveillance around the Mechanus portal is also rather weak by night, and one can sneak past the guards and get in. Or knock them out with a well-placed confusion spell, like the Xaositects did. This also means that he won’t know where on Mechanus he ends up, though.

See, the portal in Automata is a large arch, surrounded by revolving gear and clockwork. Depending on the position of the gears, the portal leads to a different place. Therefore, each visitor must wait for the time which the clerks have determined and stamped on his papers, and only then he is allowed to safely enter the portal.

If the PCs want to make everything by the book, just getting them registered as visitors and getting permits for their weapons and spellcasting is going to take the better part of day. The bureaucracy of Automata is efficient, but it’s also ridiculously complex. The real hard bit, though, is getting the permit to enter the portal to Mechanus. If they managed to get the help of Saddam Hasan Ibn Arvalas, they already have most of the modules compiled and checked for them with a nice red “high priority” Fraternity of Order stamp. But they still must figure out where they need to go.

They have two ways to go doing this – by the day, or by the night. They can find out the exact moment when the Xaositects attacked the militia men guarding the portal, and ask the clerks where the portal was connected to in that moment. This idea encounters two problems: first, the PCs aren’t allowed to see the guards’ reports. And to get the permit, they’ll have to deal with the Harmonium officers leading the militia. Second, the clerks that work the portal gear codebook don’t usually have to “reverse engineer” their calendars to find out where the portal led at a given moment. This means that, even though it would be pretty easy for them to do it, they will force the PCs to go through more red tape to get a permit to obtain this information.

Alternatively, the heroes may delve in the Automata underground during the night, and gather information among the vice holes, the thieves hideouts, and the clandestine arenas. Obviously, the Xaositects went here to know where the portal would lead them; after conferring with Leggis Scrog, the leader of the shadowy Council of Anarchy that rules the nights of Automata, they have been pointed towards Naimia Maderan (Female human vampire, Rogue 7th/Prime/Lawful evil), an ex-Guvner and a vampire who has devoted her unlife to discovering the exact pattern of the Mechanus gate. She has contacts among the clerks in the bureaucracy and even among the Guvners in the Fortress of Disciplined Enlightenment, but even they do not have the key; apparently, only the modron have figured that out and they pass codebooks to the Automata government every now and then.

The PCs can learn of the vampire as well, and since she has no sympathy for the chaotic-minded Xaositects, she is willing to tell the PCs where they went and even the time at which the heroes must enter the portal… for the right price, of course. Naimia would like the PCs to capture a moigno, one of the bizarre obsessed creatures that roam Mechanus and perform calculations for the modron. Canny PCs should recognize that this kind of mission is nigh-impossible; the creatures can teleport at will and they are two-dimensional; it would take powerful magic to restrain one for any length of time, and it isn’t even certain that they could survive outside Mechanus. With some diplomacy, Naimia could be persuaded to settle for no less than five hundred gold coins.

Whatever their means, the PCs will eventually know where the Xaositects went – the quiet city of Delon-estin òtì – and when they have to enter the portal – which is during the night and therefore requires an additional permit. When the PCs show up to the portal, they find it guarded by a Harmonium officer and several petitioners. Unless the heroes have taken care to disguise themselves somehow, he’ll recognize them and order his guards to attack. Even if they are disguised well enough not to be recognized, the officer will want to see their papers, and he knows their names.

	Harmonium officer
	Al. Lawful neutral (Harmonium)
	Human Fighter 6th (Outlands)
	CR: 5

	Str: 14 (+2)
	HP: 6d10+10 (40)
	Speed: 6

	Dex: 10 (+0)
	AC: 20 (+7 armor, +3 shield)
	Armor: medium

	Con: 13 (+1)
	Initiative: +0
	% fail.: 50%
	Check pen.: -9

	Int: 10 (+0)
	Ref: +3 (+2 base, +1 dex)
	BAB: +6
	Grapple: +8

	Wis: 15 (+2)
	For: +6 (+5 base, +1 con)
	Melee: +8 (+6 base, +2 str)

	Cha: 10 (+0)
	Will: +6 (+2 base, +2 wis, +2 iron will)
	Ranged: +6 base

	Attacks

+1 longsword, +10 melee, damage 1d8+3, crit 19-20/x2
	Skills

Climb +3 (+9 ranks, +2 strength, -9 armor)

Jump +3 (+9 ranks, +2 strength, -9 armor)

Ride +9 ranks

	Feats and special abilities

Feats: Iron will, Hardheaded (immune to charm effects), Weapon focus: longsword, Power attack, Toughness, Weapon specialization: longsword.
	

	Equipment

Half plate (AB +7, max dex +0, check penalty –7, arcane failure 40%)

+1 heavy steel shield (AB +3, check penalty –2, arcane failure 10%) (not equipped)

+1 longsword  (damage 1d8+1, crit 19-20/x2) (not equipped) (faint evocation, CL 3)
	


	Militiamen (6)
	Al. Lawful neutral
	Human Warrior 2nd (Outlands)
	CR: 1

	Str: 12 (+1)
	HP: 3d10 (15)
	Speed: 6

	Dex: 11 (+0)
	AC: 14 (+4 armor)
	Armor: medium

	Con: 10 (+0)
	Initiative: +0
	% fail.: 25%
	Check pen.: -4

	Int: 10 (+0)
	Ref: +0 base
	BAB: +2
	Grapple: +3

	Wis: 10 (+0)
	For: +3 base
	Melee: +3 (+2 base, +1 str)

	Cha: 11 (+0)
	Will: +0 base
	Ranged: +2 base

	Attacks

Halberd, +4 melee, damage 1d10+1, crit 20/x3, or

Shortbow, +2 range 12m, damage 1d6, crit 20/x3
	Skills

Climb +2 (+5 ranks, -4 armor)

Jump +2 (+5 ranks, -4 armor)

Ride +2 ranks

Swim -5 (+3 ranks, -8 armor)

	Feats and special abilities

Feats: Weapon focus (halberd), Point blank shot.
	

	Equipment

Scale mail (AB +4, max dex +3, check penalty –4, arcane failure 25%)

Halberd (damage 1d10, crit 20/x3), shortbow (damage 1d6, crit 20/x3), 10 arrows.
	


If the PCs manage to overcome this challenge, they can finally enter the Mechanus gate.

Delon-estin òtì

The sight of Mechanus is impressive as always. You step out of the portal and find yourself near the edge of an incredibly huge gear wheel, maybe miles in diameter. Far away, you can see dozens of cogs that connect to the one you’re standing on, and hundreds or thousands that connect to them. This goes on beyond what the eye can see; the sky and the horizon are just parts of a cosmic clockwork machine. The air is still and you can hear a faint tic-toc, like a pendulum, which seems to come from the plane itself.

Just behind you, you see a stone arch in a long wall, from which you have just stepped out. The glow of the portal fades, and beyond the arch you see a wide, straight road, leading inside a silent city which looks even more orderly than Automata. Four guards stand at the gate, but they hardly even look at you. They seem to be conversing, although you can’t tell how – they aren’t saying anything, except a sigh or grunt, or a small gesture every now and then.

Delon-estin òtì is a city where hardly anything ever happens; the inhabitants lead their orderly lives following patterns so precise that they have abandoned the need for communication. They know what their fellows are going to say, and complex conversations are led with just a wiggle of the eyebrows and a polite cough. They have no government, because any of the folk of Delon-estin òtì knows what the others want and can take decisions for them. They can’t communicate with outsiders, and for this reason some of the inhabitants do their best to exercise in the planar tongue so that they can deal with visitors. These folk don’t understand the rest of the townspeople perfectly, and they can’t really reason like normal people either; they are far more lawful than most and you have to be very precise in what you say.

The city itself, as is to be expected, is precisely structured and exactly symmetrical: twenty wall sections surround it, two of which have gates. The inside comprises fields and agricultural patches, and all the buildings are residential. There are no shops or inns, though visitors can stay in buildings that have been abandoned for whatever reason. Delon-estin òtì is renowned for its oracles: the people here are so good at discerning patterns that they can foretell the short-term future of lawful creatures. Managing to understand what the prediction is, though, may be a problem.

What happens when a horde of rampaging madmen armed with an artefact of chaos come up in such a perfect town? When the PCs arrive, most of the populace is at the center of town, where a large garden surrounds a small grove where the people meet to discuss. The rest of the inhabitants are patrolling the gates and the streets.

Not long after the PCs have showed up, one of the people in charge of dealing with outsiders (Jarua Britin/Female human, Expert 3rd/Mechanus/Lawful neutral, Fraternity of Order) shows up to guide them around town. She’s shaven-headed and looks rather nervous. Like everyone in town, she’s shaken from the Xaositects’ assault, but in her case it is definitely more evident.

The Chaosmen have appeared from the portal and traversed the town to the other gate before leaving. Delon-estin òtì has its defenses: each person can fight surprisingly well thanks to their skill in recognizing patterns, especially against lawful creatures. But their ability proved useless against the Xaositects, who made ample use of their Staff of Law Disruption, disabling the militia men with confusion as they approached. Some Xaositects were taken down, but the bulk got out and headed in the direction of Regulus. Even on Mechanus, where the Chaosmen don’t exactly feel at home, a large number of Xaositects proved enough to confuse the extremely lawful inhabitants of Delon-estin òtì to the point of making their unusual style of communication impossible. They have recovered now, but they are still quite nervous and a squad of militia men will follow the PCs as long as they are in town.

Jarua is going to lead the PCs to a house where another bunch of strangers have arrived. They are Guvners from the Fortress of Disciplined Enlightenment.

	Hamonid Jefir
	Al. Lawful neutral (Guvner)
	Human Wizard 7th (Outlands)
	CR: 7

	Str: 11 (+0)
	HP: 7d4 (18)
	Speed: 9

	Dex: 12 (+1)
	AC: 15 (+1 dex, +2 deflection, +2 natural)
	Armor: none

	Con: 10 (+0)
	Initiative: +1 dex
	% fail.: 0%
	Check pen.: 0

	Int: 18 (+4)
	Ref: +3 (+2 base, +1 dex)
	BAB: +3
	Grapple: +3

	Wis: 11 (+0)
	For: +2 base
	Melee: +3 base

	Cha: 13 (+1)
	Will: +5 base
	Ranged: +4 (+3 base, +1 dex)

	Attacks

+1 dagger, +4 melee, damage 1d4+1, crit 19-20/x2
	Skills

Concentration +10 ranks

Craft (armorsmith) +14 (+10 ranks, +4 int)

Craft (weaponsmith) +14 (+10 ranks, +4 int)

Decipher script +14 (+10 ranks, +4 int)

Knowledge (arcana) +14 (+10 ranks, +4 int)

Knowledge (Mechanus) +16 (+10 ranks, +4 int, +2 synergy)

Knowledge (Outlands) +16 (+10 ranks, +4 int, +2 synergy)

Spellcraft +16 (+10 ranks, +4 int, +2 synergy)

	Feats and special abilities

Feats: Craft magic arms and armor, Enlarge spell, Great fortitude, Probability manipulation (2/day he can add +2 or –2 to any single attack roll, damage roll, caster level check or skill check made by a single character within 18 m), Scribe scrolls, Spell focus (enchantment).

Wizard spells/day: 4/5/4/3/2, caster level 7.

Prepared spells: 0th – Detect magic, Detect magic, Message, Prestidigitation; 1st – Charm person, Expeditious retreat, Obscuring mist, Shield, Sleep; 2nd – Hideous Laughter, Extended Magic missile, Owl’s wisdom; 3rd – Fly, Lightning bolt, Slow; 4th – Bestow curse, Dimension door.

12 temporary hit points from False life, though he’s taken 4 damage to cast it (as a necromancy spell on Mechanus).
	

	Equipment

+1 dagger  (damage 1d4+1, crit 19-20/x2) (faint evocation, CL 3)

Amulet of natural armor +2 (moderate transmutation, CL 6)

Ring of protection +2 (moderate abjuration, CL 6)

Spellbook: 0th – all core; 1st – Charm person, Enlarge person, Expeditious retreat, Identify, Magic missile, Mount, Obscuring mist, Shield, Sleep; 2nd – Blur, False life, Hideous laughter, Invisibility, Owl’s wisdom; 3rd – Arcane sight, Fly, Lightning bolt, Slow, Suggestion; 4th – Bestow curse, Dimension door.

Robes, 200 gold coins.

Scrolls of arcane sight (faint divination, CL 5), identify (faint divination, CL 1) and suggestion (faint enchantment, CL 3).
	


	Garatt
	Al. Lawful neutral (Guvner)
	Dwarf Fighter 7th (Outlands)
	CR: 7

	Str: 16 (+3)
	HP: 7d10+21 (58)
	Speed: 4.5

	Dex: 9 (-1)
	AC: 23 (+8 armr, -1 dex, +3 shield, +3 nat)
	Armor: heavy

	Con: 17 (+3)
	Initiative: +3 (-1 dex, +4 impr initiative)
	% fail.: 65%
	Check pen.: -7

	Int: 13 (+1)
	Ref: +1 (+2 base, -1 dex)
	BAB: +7/+2
	Grapple: +10

	Wis: 12 (+1)
	For: +8 (+5 base, +3 con)
	Melee: +10/+5 (+7 base, +3 str)

	Cha: 9 (-1)
	Will: +3 (+2 base, +1 wis)
	Ranged: +6/+3 (+7 base, -1 dex)

	Attacks

+1 shocking dwarven waraxe, +12/+7 melee, damage 1d10+6+1d6 electricity, crit x3
	Skills

Climb +6 (+10 ranks, +3 strength, -7 armor)

Jump +6 (+10 ranks, +3 strength, -7 armor)

Ride +9 (+10 ranks, -1 dex)

	Feats and special abilities

Feats: Cleave, Improved initiative, Improved sunder, Power attack, Structured mind (+4 versus psionic attack modes, +1 versus divination spells), Weapon focus: dwarven waraxe, Weapon specialization: dwarven waraxe.
	

	Equipment

+1 half plate (AB +8, max dex +0, check penalty –6, arcane failure 40%) (faint abjuration, CL 3)

Amulet of metal skin (+3 natural armor, only on Mechanus, Acheron or Arcadia) (moderate transmutation, CL 9)

+1 heavy steel shield (AB +3, check penalty –1, arcane failure 15%) (faint abjuration, CL 3)

+1 shocking dwarven waraxe  (damage 1d10+1, crit x3) (moderate evocation, CL 8)
	


Both are quite high ranking in the faction, and their orders are to figure out what the Xaositect are doing with a certain device which is supposed to perform any calculation instantly, even faster than a moigno. This device would be incredibly useful to the Guvners, but it would be worthless for the Chaosmen, so Hamonid and Garatt have to discover how they got it, why and what they are doing with it. If possible, they should recover the artefact as well. And prevent the Mathematicians, a sect devoted to mathematics, from knowing about it – otherwise, the entire sect would immediately jump on the Chaosmen party to get the item for themselves. You don’t have to be a PC to get weird missions!

Having heard of the Xaositect assault, they have arrived here through the Labyrinthine Portal. They don’t know the PCs’ story yet, but they are quite willing to learn. If the PCs recount their adventure, the Guvners will ask them to leave the house for some hours while they confer. After some time, the two come to a conclusion. 

The human, Hamonid, says: “This item, whatever it is called, may possibly be used to do what the Guvners expect it to do. However, it is a powerful chaotic artefact. For the specific use that we were told, it is unreliable. How can something powered by chaos itself be trusted with computations requiring infinite precision? What if it bobs us into believing it works, and then fails at the most inopportune time? It may work for the first ten thousand times, and then miscalculate the next one! The consequences, should this happen for a critical calculation such as… How Much Lawfulness It Takes To Get Automata Onto Mechanus, could be catastrophic. As if that wasn’t enough, it is clear that there is some power who is working behind the scenes in this tale, and he must be a real blood to peel no less than three factions. There is an agenda somewhere. The Fraternity of Order doesn’t wish to be caught into it”.

Then, Garatt the dwarf speaks. “We will have to discuss this with our superiors. In the mean time, we shall not interfere with you. Kicking the Xaositects out of Mechanus is a priority. I hope you will bring to us whatever information you can find about the item; we can reward you for that. Meet us again in this same place, one week from now”.

After the brief dialogue, the two Guvners start packing up and getting ready for their return trip.

Revelations

As the PCs start traveling along the cogs and gears, they eventually have to cross a small (10 meters diameter) wheel where a bunch of modrons, led by a pentadrone, are standing guard. These modrons, who were working on a cog with the help of a moigno, have been attacked by the Xaositects during the Chaosmen’s march towards Regulus. Even though the Focus isn’t actually powerful enough to cause a modron to go rogue, its confusion power can affect the boxes normally, despite their immunity to mind-influencing effects. The Xaositects were rather disappointed by this finding, but they fled and headed towards Regulus anyway, hoping to catch a lone monodrone – maybe if the simple outsider is away from his superiors, it will become vulnerable.

	Pentadrone
	Al. Lawful neutral
	Medium-size Exemplar
	CR: 4

	Str: 18 (+4)
	HP: 5d8+10 (32)
	Speed: 9

	Dex: 16 (+3)
	AC: 17 (+3 dex, +4 natural)
	Armor: none

	Con: 14 (+2)
	Initiative: +3 dex
	% fail.: 0%
	Check pen.: 0

	Int: 12 (+1)
	Ref: +7 (+4 base, +3 dex)
	BAB: +5
	Grapple: +9

	Wis: 12 (+1)
	For: +6 (+4 base, +2 con)
	Melee: +9 (+5 base, +4 str)

	Cha: 12 (+1)
	Will: +5 (+4 base, +1 wis)
	Ranged: +6 (+5 base, +1 dex)

	Attacks

5 slams, +9/+9/+9/+9/+9 melee, damage 1d4+4
	Skills

Diplomacy +11 (+8 ranks, +1 cha, +2 synergy)

Gather information +9 (+8 ranks, +1 cha)

Knowledge (Mechanus) +9 (+8 ranks, +1 int)

Knowledge (planes) +9 (+8 ranks, +1 int)

Listen +11 (+8 ranks, +1 wis, +2 alertness)

Search +13 (+8 ranks, +1 int, +4 racial)

Sense motive +9 (+8 ranks, +1 wis)

Spot +15 (+8 ranks, +1 wis, +2 alertness, +4 racial)

Survival +13 (+8 ranks, +1 wis, +2 synergy*, +2 synergy**)

* on Mechanus

** when following tracks

	Feats and special abilities

Feats: Alertness, Track.

All-around vision (cannot be flanked), Darkvision 18 m, acid, cold and fire resistance 20, DR 10/magic.

Breath weapon (Ex, 9 m cone of gas, Fortitude DC 14 or paralyzed for 2d4 rounds; 1/hour, no more than 5/day)

Levitation (Ex, 6 m/round, up to 1 hour, each use counts against the breath weapon)

Modron traits (immune to mind-influencing effects, subdual damage, ability damage, ability drain, critical hits)

Superior multiweapon fighting (can fight with all its arms at no penalty)
	


	Quadrone
	Al. Lawful neutral
	Medium-size Exemplar
	CR: 3

	Str: 16 (+3)
	HP: 4d8+4 (22)
	Speed: 9

	Dex: 15 (+2)
	AC: 16 (+2 dex, +4 nat)
	Armor: none

	Con: 13 (+1)
	Initiative: +2 dex
	% fail.: 0%
	Check pen.: 0

	Int: 12 (+1)
	Ref: +6 (+4 base, +2 dex)
	BAB: +4
	Grapple: +7

	Wis: 12 (+1)
	For: +6 (+4 base, +2 con)
	Melee: +7 (+4 base, +3 str)

	Cha: 11 (+0)
	Will: +5 (+4 base, +1 wis)
	Ranged: +6 (+4 base, +2 dex)

	Attacks

4 claws, +7/+7/+7/+7 melee, damage 1d4+3, or

2 longbows, +6/+6 range 30m, damage 1d8, crit x3, or

2 longbows, +4/+4/+4/+4 range 30m, damage 1d8, crit x3
	Skills

Diplomacy +9 (+7 ranks, +2 synergy)

Gather information +7 ranks

Knowledge (Mechanus) +8 (+7 ranks, +1 int)

Knowledge (planes) +8 (+7 ranks, +1 int)

Listen +10 (+7 ranks, +1 wis, +2 alertness)

Search +12 (+7 ranks, +1 int, +4 racial)

Sense motive +8 (+7 ranks, +1 wis)

Spot +14 (+7 ranks, +1 wis, +2 alertness, +4 racial)

Survival +12 (+7 ranks, +1 wis, +2 synergy*, +2 synergy**)

* on Mechanus

** when following tracks

	Feats and special abilities

Feats: Alertness, Rapid shot.

All-around vision (cannot be flanked), Darkvision 18 m, acid, cold and fire resistance 10.

Modron traits (immune to mind-influencing effects, subdual damage, ability damage, ability drain, critical hits)

Superior multiweapon fighting (can fight with all its arms at no penalty)
	

	Equipment

2 longbows (damage 1d8 range 30 m, crit x3), 40 arrows.
	


	Tridrone
	Al. Lawful neutral
	Medium-size Exemplar
	CR: 2

	Str: 14 (+2)
	HP: 3d8+3 (16)
	Speed: 9

	Dex: 12 (+1)
	AC: 15 (+1 dex, +4 nat)
	Armor: none

	Con: 12 (+1)
	Initiative: +1 dex
	% fail.: 0%
	Check pen.: 0

	Int: 9 (-1)
	Ref: +4 (+3 base, +1 dex)
	BAB: +3
	Grapple: +5

	Wis: 11 (+0)
	For: +4 (+3 base, +1 con)
	Melee: +5 (+3 base, +2 str)

	Cha: 10 (+0)
	Will: +3 base
	Ranged: +4 (+3 base, +1 dex)

	Attacks

3 claws, +5/+5/+5 melee, damage 1d4+2, or

3 javelins, +4/+4/+4 range 9m, damage 1d6+2
	Skills

Diplomacy +8 (+6 ranks, +2 synergy)

Knowledge (Mechanus) +5 (+6 ranks, -1 int)

Listen +8 (+6 ranks, +2 alertness)

Search +9 (+6 ranks, +4 racial, -1 int)

Sense motive +6 ranks

Spot +12 (+6 ranks, +2 alertness, +4 racial)

Survival +10 (+6 ranks, +2 synergy*, +2 synergy)

* on Mechanus

** when following tracks

	Feats and special abilities

Feats: Alertness, Combat reflexes.

All-around vision (cannot be flanked), Darkvision 18 m, acid, cold and fire resistance 10.

Modron traits (immune to mind-influencing effects, subdual damage, ability damage, ability drain, critical hits)

Superior multiweapon fighting (can fight with all its arms at no penalty)
	

	Equipment

6 javelins (damage 1d6 range 9 m, crit x2).
	


	Duodrone (2)
	Al. Lawful neutral
	Small Exemplar
	CR: 1

	Str: 12 (+1)
	HP: 2d8 (9)
	Speed: 9, fly 9 (poor)

	Dex: 11 (+0)
	AC: 14 (+1 size, +3 nat)
	Armor: none

	Con: 11 (+0)
	Initiative: +0
	% fail.: 0%
	Check pen.: 0

	Int: 6 (-2)
	Ref: +3 base
	BAB: +2
	Grapple: +3

	Wis: 8 (-1)
	For: +3 base
	Melee: +4 (+2 base, +1 str, +1 size)

	Cha: 9 (-1)
	Will: +2 (+3 base, -1 wis)
	Ranged: +3 (+2 base, +1 size)

	Attacks

Claw, +4 melee, damage 1d4+1, or

Shortspear, +4 melee, damage 1d6+1, or

Shortspear, +3 range 9 m, damage 1d6+1
	Skills

Diplomacy +6 (+5 ranks, +2 synergy, -1 cha)

Listen +6 (+5 ranks, -1 wis, +2 alertness)

Search +5 (+5 ranks, -2 int)

Sense motive +4 (+5 ranks, -1 wis)

Spot +6 (+5 ranks, -1 wis, +2 alertness)

Survival +6 (+5 ranks, -1 wis, +2 synergy*)

* when following tracks

	Feats and special abilities

Feats: Alertness.

Darkvision 18 m, acid, cold and fire resistance 10.

Modron traits (immune to mind-influencing effects, subdual damage, ability damage, ability drain, critical hits)
	

	Equipment

Shortspear (damage 1d6 melee or range 6 m, crit x2)
	


	Monodrone (6)
	Al. Lawful neutral
	Small Exemplar
	CR: ½

	Str: 10 (+0)
	HP: 1d8 (4)
	Speed: 6

	Dex: 10 (+0)
	AC: 13 (+1 size, +2 nat)
	Armor: none

	Con: 10 (+0)
	Initiative: +0
	% fail.: 0%
	Check pen.: 0

	Int: 3 (-4)
	Ref: +2 base
	BAB: +1
	Grapple: +1

	Wis: 7 (-2)
	For: +2 base
	Melee: +2 (+1 base,  +1 size)

	Cha: 8 (-1)
	Will: +0 (+2 base, -2 wis)
	Ranged: +2 (+1 base, +1 size)

	Attacks

Bite, +2 melee, damage 1d4, or

Shortspear, +2 melee, damage 1d6, or

Shortspear, +2 range 9 m, damage 1d6
	Skills

Listen +4 (+4 ranks, -2 wis, +2 alertness)

Search +0 (+4 ranks, -4 int)

Spot +4 (+4 ranks, -2 wis, +2 alertness)

Survival +6 (+4 ranks, -2 wis)

	Feats and special abilities

Feats: Alertness.

Darkvision 18 m, acid, cold and fire resistance 10.

Modron traits (immune to mind-influencing effects, subdual damage, ability damage, ability drain, critical hits)
	

	Equipment

Shortspear (damage 1d6 melee or range 6 m, crit x2)
	


Meanwhile, the pentadrone has got rather worried by the possibility that mind-influencing spells may be used on his race. As worried as a modron can be, anyway. It has sent a few flying messengers to Regulus and is now guarding the cog from anyone who looks like trouble. Obviously, the PCs qualify. The modrons will attack them immediately if the PCs try to cross the wheel, or if they make any hostile move. No amount of diplomacy is going to make the pentadrone change its mind; modrons give the word “stubborn” a new meaning. The best the heroes can obtain is to convince him to tell them what happened, and to send a messenger (a winged monodrone) to rely any new information to Regulus. The PCs may learn that the item does not have enough power to cause a modron to go rogue.

In case of a fight, remember that whenever a modron above monodrone status is killed, the nearest one of the immediately lower rank is promoted. So, if the PCs kill the pentadrone, the quadrone will immediately become a pentadrone, the tridrone will immediately become a quadrone, the duodrone will become a tridrone, and a monodrone will become a duodrone… the best strategy is either to kill them starting from the monodrones, or try to kill the officers fast enough that they remain stunned from the promotion (it takes them one round to recover). Shortly after the battle, Zeth (if he’s still alive and with the party, or one of the PCs otherwise) receives a sending from Shemeshka. They are unable to recognize her, of course. “Lord Malaire here. Where are you? What are you doing? Why is the item not here yet? Answer truthfully, completely and immediately!”

Characters that know how the sending spell works may get suspicions now. The spell carries the identity of the caster and allows the recipient to identify him if he has met the caster before; therefore, why didn’t they recognize Malaire? Still, it is pretty plausible that he has just hired someone to cast the spell for him.

Whatever the PCs answer, chances are that the King of the Crosstrade will not be pleased. Not at all. Deciding to throw her weight at the PCs as an extra incentive, she’ll immediately cast another sending and tell them: “You moronic berks! I am Shemeshka the Marauder, King of the Crosstrade. Bring back the Stone or the deadbook will be too good for you!”

Chapter III

The frayed ends of sanity

He Who Searches, Finds

Eventually, the PCs catch up with a lone Xaositect, who got bored of the whole business and is currently looking for a portal out of the plane. He joined the group in Sigil and wasn’t present when they attacked the PCs.

	Makial
	Al. Chaotic good (Xaositect)
	Elf Fighter/Sorcerer 2nd/1st (Outlands)
	CR: 3

	Str: 12 (+1)
	HP: 1d10+2d4+3 (14)
	Speed: 6

	Dex: 9 (-1)
	AC: 13 (+4 armor, -1 dex)
	Armor: medium

	Con: 13 (+1)
	Initiative: -1 dex
	% fail.: 25%
	Check pen.: -4

	Int: 11 (+0)
	Ref: -1 dex
	BAB: +2
	Grapple: +3

	Wis: 10 (+0)
	For: +3 (+2 base, +1 con)
	Melee: +3 (+2 base, +1 str)

	Cha: 15 (+2)
	Will: +3 base
	Ranged: +1 (+2 base, -1 dex)

	Attacks

Masterwork greatsword, +5 melee, damage 2d6+1, crit 19-20/x2
	Skills

Climb -1 (+2 ranks, -4 armor, +1 str)

Jump -1 (+2 ranks, -4 armor, +1 str)

Search +6 (+4 ranks, +2 finder)

	Feats and special abilities

Feats: Finder (+2 search, he can search a 3x3 meters area in one round), Great Finder (1/week he can find a random level 1 treasure anywhere with an hour of searching), Weapon focus: greatsword.

Sorcerer spells/day: 6/5.

Sorcerer spells known: 0th – Acid splash, Detect magic, Flare, Prestidigitation, Read magic; 1st – Mage armor, True strike.
	

	Equipment

Breastplate (AB +5, max dex +3, check penalty –4, arcane failure 25%)

Masterwork greatsword (damage 1d6 melee, crit 19-20/x2).

Scroll of Tenser’s Floating Disk (faint evocation, CL 1)

Scroll of Ray of Stupidity (faint enchantment, CL 3)

Potion of Reduce (faint transmutation, CL 5)

299 gold coins, 708 silver coins.
	


Makial is a rather odd elf. Instead of being thin and graceful, he’s big and clumsy. He trips around, fumbles with spell components, gets his own armor in the way – and occasionally stumbles on valuable stuff that just happens to lie around. It’s rather uncanny. People who know him suspect that he isn’t half as barmy as he seems. With Xaositects, you never know

The Chaosman is very friendly towards the PCs and he only wants to get back to Sigil, or at least out of Mechanus. If the heroes can help him, he can tell them what his fellows have been doing up until he left – basically, roaming around and trying the Staff on modrons with relatively little success. They seem to get confused for a while, but they recover quickly. Still, it was fun for a while.

Even if the PCs can’t direct him to a portal, if they act kindly and maybe hand him some rations, Makial may take a liking to them and decide to use his Great Finder feat for them.

The next encounter which awaits the PCs is with the Mathematicians. These guys are devoted to calculating the secrets of Mechanus. They believe that treasures untold are hidden in the farthest gears, that the power of the plane will be theirs if they apply hard thinking and logic to it. Unlike the Guvners, they don’t do much outside Mechanus, and they don’t really deal or even concern themselves with chaos. Still, word has got to one of them that the Guvners are trying to hold something hidden from them, and he believes it is related to the Xaositects who have been rampaging through the plane for a couple of days now.

As you keep marching in the direction Makial pointed you to, you eventually approach an area where a number of modrons led by a tridrone (1 tridrone, 4 duodrones,  48 monodrones) are scuttling around a complex clockwork structure linking three mile-wide wheels, performing maintenance and fixing stuff. Some gear spirits are with them, little metal creatures with the shape of common tools and simple mechanical objects, that are to the cogs what a dryad is to a forest. A tall, dark-haired human wearing plate armor is patiently talking with the tridrone. Not far from him, a wrinkled gnome clothed in a robe is looking rather bored of the entire scene.

When he notices you, the man stops talking and greets you with a smile. “Hail, strangers. My name is Marixim and this is my comrade Talimedes. Are you with the chaotic ones?”

After you’ve reassured him that you have nothing to do with the Xaositects, he seems to relax somewhat. “The Chaosmen have passed from here just some hours ago. Apparently, they have managed to convince a bunch of gear spirits from this area to follow them on some sort of stupid trip. The modrons are struggling to keep the gears synchronized, so we’re here to help them”.

The gnome speaks: “I am a Mathematician”. From the tone of his voice, you infer a capital M there. “The tridrone here has the task of servicing this structure, but without the gear spirits it’s becoming rather difficult. I’m lending a hand with the calculations – certainly, it would be easier if I had a couple of moignos around”.

“Or a smarter modron”, Marixim interrupts with a rather annoyed look. “Hmm. If you’ll excuse me, I have a system of a half dozen differential equations to solve before we can get the angular velocities right…”, says Talimedes before turning to the gears and assuming a very concentrated expression.

	Talimedes
	Al. Lawful neutral (Mathematician)
	Gnome Wizard 7th (Mechanus)
	CR: 7

	Str: 9 (-1)
	HP: 7d4+21 (40)
	Speed: 6

	Dex: 11 (+0)
	AC: 14 (+3 armor, +1 size)
	Armor: none

	Con: 16 (+3)
	Initiative: +4 improved initiative
	% fail.: 0%
	Check pen.: 0

	Int: 18 (+4)
	Ref: +3 (+2 base, +1 dex)
	BAB: +3
	Grapple: +3

	Wis: 12 (+1)
	For: +2 base
	Melee: +3 (+3 base, -1 str, +1 size)

	Cha: 7 (-2)
	Will: +5 base
	Ranged: +4 (+3 base, +1 size)

	Attacks

Unarmed strike, +3 melee, damage 1d3 subdual
	Skills

Concentration +10 ranks

Craft (alchemy) +14 (+10 ranks, +4 int)

Decipher script +14 (+10 ranks, +4 int)

Knowledge (arcana) +14 (+10 ranks, +4 int)

Knowledge (mathematics) +14 (+10 ranks, +4 int)

Knowledge (Mechanus) +16 (+10 ranks, +4 int, +2 synergy)

Search +9 (+5 ranks, +4 int)

Spellcraft +16 (+10 ranks, +4 int, +2 synergy)

	Feats and special abilities

Feats: Craft wondrous items, Eschew material, Improved initiative, Navigate labyrinthine (he can use the labyrinthine portal to go virtually anywhere in Mechanus), Scribe scrolls.

Low-light vision, +2 vs illusions, +1 to illusion DC, +1 to hit vs kobolds and goblinoids, +4 dodge vs giants, +2 racial to Listen and Craft (alchemy).

Speak with animals (Sp, as the spell, only on burrowing animals, duration 1 minute, caster level 1) 

Wizard spells/day: 4/5/4/3/2, caster level 7.

Prepared spells: 0th – Detect magic, Flare, Prestidigitation, Touch of fatigue; 1st –Expeditious retreat, Magic weapon, Mount, Obscuring mist, Obscuring mist; 2nd – Detect thoughts, Detect thoughts, Scorching ray, Web; 3rd – Dispel magic, Fireball, Fly, Slow; 4th – Dimension door.
	

	Equipment

Bracers of armor +3 (moderate abjuration, CL 6)

Amulet of health +2 (moderate transmutation, CL 8)

Spellbook: 0th – all core; 1st – Alarm, Charm person, Expeditious retreat, Identify, Mage armor, Magic weapon, Mount, Obscuring mist, Ray of enfeeblement, Unseen servant; 2nd – Acid arrow, Detect thoughts, Fox’s cunning, Misdirection, Scorching ray, Web; 3rd – Dispel magic, Fireball, Fly, Haste, Hold person, Protection from energy, Suggestion; 4th –Dimension door, Wall of fire.

Robes, 500 gold coins.
	


	Marixim
	Al. Lawful neutral
	Human Fighter 7th (Prime)
	CR: 7

	Str: 19 (+4)
	HP: 7d10+14 (51)
	Speed: 6

	Dex: 13 (+1)
	AC: 21 (+10 armr, +1 dex)
	Armor: heavy

	Con: 14 (+2)
	Initiative: +1 dex
	% fail.: 35%
	Check pen.: -5

	Int: 13 (+1)
	Ref: +3 (+2 base, +1 dex)
	BAB: +7/+2
	Grapple: +11

	Wis: 11 (+0)
	For: +7 (+5 base, +2 con)
	Melee: +11/+6 (+7 base, +4 str)

	Cha: 10 (+0)
	Will: +4 (+2 base, +2 iron will)
	Ranged: +8/+3 (+7 base, +1 dex)

	Attacks

+1 axiomatic greatsword, +13/+8 melee, damage 2d6+8(+1d6 vs chaos), crit 19-20/x2, or

Longbow w/+1 arrows, +10/+5 range 33m, damage 1d8+5, crit x3, or

Longbow, +9/+4 range 33m, damage 1d8+4, crit x3
	Skills

Climb +9 (+10 ranks, +4 strength, -5 armor)

Intimidate +10 ranks

Jump +9 (+10 ranks, +4 strength, -5 armor)

Swim +4 (+10 ranks, +4 str, -10 armor)

	Feats and special abilities

Feats: Dodge, Combat expertise, Improved disarm, Iron will, Power attack, Weapon focus: greatsword, Weapon focus: longbow, Weapon specialization: greatsword.
	

	Equipment

+2 full plate (AB +10, max dex +1, check penalty –5, arcane failure 35%) (faint abjuration, CL 3)

Gauntlets of ogre power (faint transmutation, CL 6)

+1 axiomatic greatsword (damage 2d6+1, crit 19-20/x2) (moderate evocation [lawful], CL 7)

Composite mighty longbow (max strength +4) (range 33m, damage 1d8)

10 +1 arrows, 20 arrows
	


Talimedes is a competent wizard, like many other Mathematicians, and Marixim is his faithful bodyguard. The mage isn’t too good at social enquiries, being more used to deal with numbers, and his method of gathering information relies on solid use of detect thoughts while Marixim tries to drive the conversation to the interesting topics. The fighter will chat with the heroes and try to drive the talk to the Xaositects; Talimedes is using detect thoughts to find what the PCs aren’t saying and telepathic bond to direct the conversation. If the two find out about the artifact, Marixim will try to find out more. And, as it often happens when an obsessed person believes he’s seen the object of his desire, Talimedes is going nuts when he finds that the Focus can be used to calculate anything.

With little experience of chaos, he doesn’t have the Guvners’ compunctions. Whether he’s heard it through the telepathic bond or from the mouth of the heroes, his eyes widen and he coughs uncontrollably for several seconds before turning and suggesting the PCs to get to a more comfortable place, away from the modrons, to talk about this.

Talimedes wants the Focus. He doesn’t care about its possible inaccuracies or whatever; he says that the Mathematicians will test it until they find its limits, and he doesn’t believe the chant that it could behave correctly during the tests and malfunction on a critical operation. He wants the PCs to accept his help, and then give him the artefact. He will grow angered quickly if it seems that the heroes don’t want to cooperate, and eventually he’ll threaten them. He won’t attack unless the PCs attack him first, though; he’s not that sure of his superiority.

If a fight breaks out, the modrons will not intervene. The tridrone doesn’t have the decisional ability to figure out that they ought to help Talimedes. Some of the gear spirits, though, may decide to help the Mathematician. If he gets a chance, Talimedes will teleport away from the combat. If the heroes don’t attack, they may simply walk away – either way, they won’t get rid of the evil Mathematician so easily. Now that he knows enough details, he can use the Labyrinthine Portal to get ahead of them, cast invisibility and lay an ambush for when they have recovered the Focus.

	Gear Spirit (5)
	Al. Lawful neutral
	Small Exemplar
	CR: 1

	Str: 12 (+1)
	HP: 1d8+3 (7)
	Speed: 6, burrow 6

	Dex: 13 (+1)
	AC: 16 (+1 size, +1 dex, +4 nat)
	Armor: none

	Con: 16 (+3)
	Initiative: +1 dex
	% fail.: 0%
	Check pen.: 0

	Int: 10 (+0)
	Ref: +3 (+2 base, +1 dex)
	BAB: +1
	Grapple: +1

	Wis: 13 (+1)
	For: +5 (+2 base, +3 con)
	Melee: +3 (+1 base,  +1 size, +1 str)

	Cha: 11 (+0)
	Will: +3 (+2 base, +1 wis)
	Ranged: +3 (+1 base, +1 size, +1 dex)

	Attacks

Claw, +3 melee, damage 1d6+1
	Skills

Disable device +4 ranks

Hide +9 (+4 ranks, +1 dex, +4 size)

Knowledge (Mechanus) +4 ranks

Listen +5 (+4 ranks, +1 wis)

Move silently +5 (+4 ranks, +1 dex)

Search +4 ranks

Spot +5 (+4 ranks, +1 wis)

Survival +5 (+4 ranks, +1 wis)

	Feats and special abilities

Feats: Toughness.

Darkvision 18 m, SR 21, acid, cold and fire resistance 10, immune to mind-influencing effects, subdual damage, ability damage, ability drain, critical hits.

Meld into metal (Sp, at will, as the Meld into stone spell but it works on metal, caster level 5)

Command machinery (Su, it can assume control of any machine with which it has melded)

Damage armor (Su, if it strikes someone in melee, it can redesign the armor to make it less effective; the target’s armor, if any, has its AC modifier reduced by one; an armor reduced to zero is destroyed)

Rust vulnerability (Ex, takes double damage from any rust-related attack)
	


Party Crashers

After some hours, the PCs get on a medium-sized cog, about ten meters across, and can suddenly hear noise from the other side. Voices of people, sounding like madmen… or Xaositects. “We that I and untie go say box home”. “That are we with what gizmo doing?”. “The in whack head it!”

The chaosmen are on the other side of the gear. They have the same stats they had in Limbo, and there are about fifteen of them. The PCs should plan for maximum surprise. First of all, if the heroes do anything noisy, the Xaositects get a chance to hear them, though being on the other side of the cog they get a –5 penalty to Listen checks. Secondly, this particular cog spins rather quickly and is connected to several more. The weird gravity of the plane means that creatures walking on it do not feel any centrifugal force, but crossing to the other side takes a Dexterity check, DC 10 (a Tumble check can be made instead, with the same DC). Armor penalty applies. If the check is failed, the character got caught between this gear and another – roll a Reflex save, DC 15. If passed, the character escapes with nothing more than a torn cloth. If failed, the character takes 10d6 damage as some part of his or her body is crushed between the cog’s steel teeth.

In the middle of the group of Xaositects, a single wounded monodrone is tied up (if the heroes free it, it will scuttle away towards Regulus). The Chaosmen seem to be discussing on what to do now. Reasonably enough, several of them aren’t terribly glad to be here, especially after seeing that their toy isn’t working as well as they thought. If the PCs attack them, a third or so of the Xaositects will just flee as fast as they can. The rest are likely to go away after blood starts flowing. But before the battle is over, Talimedes the mathematician is going to spring his ambush. From another cog overhead, he’ll attack the PCs with summoned Axiomatic Dire Bats and ranged spells, not caring too much about hurting the Xaositects either. Meanwhile, his servant Marixim will jump in the fray and start whacking whoever gets close to the Staff of Law Disruption. If the PCs want to reach Talimedes by walking, they have to get through two other awkwardly-placed wheels, for a total of over 60 meters of distance.

If they manage to get through this encounter, the PCs can finally get their hands on the Focus again. The item takes the shape of what looks like a multicolored sphere. It looks large and small at the same time, it feels heavy and light, and it isn’t clear whether it reflects light or shines by itself. It doesn’t do anything, but the power is there somewhere. The time of hard decisions begins.

The Focus of Attention

The next move is up to the PCs. But all the other players are still around and watching them carefully, and the more time the heroes take to think, the more impatient the hounds will grow…

Here are the groups interested in the Focus at the moment:

· The Harmonium are still convinced that the party owns the Crystal Star of Ortho. They aren’t called Hardheads for nothing. By the time the PCs get back to Sigil, they will find that they are wanted for a list of offenses as long as Primus’ arm. And the Focus will react to any large Harmonium patrol passing nearby by turning back into the Crystal Star. If the PCs give the item to the Harmonium, they’ll be forgiven and possibly rewarded, but they don’t need to do that. Hamonid and Garatt can testify for them at a trial, and clear the Hardheads from their tails.

· Some Xaositects may decide to get the Focus back. But they are few and disorganized, and not a real threat.

· As the heroes are going to find out fairly soon, the real Thanized has been found dead, deep within the stone bed of Torizah. This is bad news, because the githzerai are now out for blood, and not even giving them their “Amulet of Anarchy” back is going to satisfy them. They believe that the PCs somehow impersonated the old anarch to convince the githzerai to sell them the item.

· The Guvners at least are keeping their heads cool. They smell a mastermind behind all of this, and they are willing to help the PCs find out the dark. All they have to do is ask. Saddam Hasan Ibn Arvalas can give them shelter near the Hands of Time, and the faction can do some research about “Lord Malaire” and find out that the palace he used to receive the PCs really belongs to Shemeshka.

· The Anarchists as a faction are largely unaware of what’s going on. However, the members of the cell that started all of this are still around, and most of them are going insane thanks to their regular meetings with the Lord of Madness.

· Shemeshka has heard about the weirdness surrounding the Focus by now. She wants it in her claws as soon as possible, but she is going to be cautious. Clearly, someone very powerful is involved here, and having the object of contention right now may not be a good idea. She’s placing a couple of skilled tieflings after the PCs, with orders to follow them.

· The Mathematicians don’t know about the Focus, but they will investigate the death of Talimedes and eventually learn something. They have very little influence outside Mechanus, though. If the heroes stay on the plane for long enough for them to discover the truth, they may become a problem.

· Finally, Ssendam himself is getting bored with the game. He wants the Focus back. Naturally, he can’t enter Sigil, so he’ll try to lure the PCs to his current hideout on Pandemonium.

The characters will probably get back to Sigil soon enough. If they ask the help of the guildmaster of the Hands of Time, they can get some help. Saddam will offer them a room at the Red Pony inn, booked under his name, as a place to stay incognito while they find out what’s going on. Meanwhile, he’ll use his Guvner contacts to find out as much dark as possible.

While they wait, the PCs have to dodge the Harmonium. Apart from this, though, they are less or more safe. The githzerai haven’t yet found Thanized’s corpse, and they won’t until a few hours before the PCs visit Saddam again; Shemeshka will discover that they are at the Red Pony in less than 24 hours, but all she’ll do is putting two of her assassins to work as spies. They will follow the party from afar using their spyglasses, staying in the shadows, very careful not to be noticed. They always place themselves in two different positions, and they will not mention the other if they get discovered.

If the PCs recall the Anarchist hint from the beginning of the adventure, they may decide to start investigating Revolutionary League circles. This is quite problematic; the Anarchists hide themselves well and aren’t strictly organized. Even if the heroes locate an Anarchist cell, which is no small feat on its own, they have no guarantee of learning anything useful. Outside Ssendam’s small choice group of cutters, noone knows the dark of the plan. If they do start asking around Anarchist safe houses and circles, though, Ssendam will be informed, and he will circulate the chant that the Anarchist leader Fenbott wants to meet the PCs in four days to explain them what’s going on, if they bring the “Focus” with them. They will find their instructions in the place from where they entered Limbo the first time. If the heroes go there before the fourth day, they will not find anything except a Harmonium guard team. The team is composed by six guardsmen and a wizard who has instructions to cast pyrotechnics on one of their torches should the “suspects” show up. He’ll create a blinding flash of light which will draw patrols from half Sigil towards the paint factory to get the PCs.

But before getting into trouble there, the characters will have a lot more to do. After two days since the PCs got back to Sigil, this is what Saddam can discover:

“Well cutters, here’s the chant”. Saddam lowers his voice. “First of all, Malaire mansion belongs to Shemeshka, the King of the Crosstrade. I’m afraid that the sending you received was authentic… you cannot stay at the Red Pony for long, it’s a miracle if she doesn’t already know where you are”. The wizard sighs while winding some springs on a strange pyramid-shaped clockwork device. “I have recalled Hamonid and Garatt from Mechanus. Hopefully, their testimony will be enough to get the Harmonium off you. We still cannot identify who gave them that description of the artefact and the orders to investigate it… I have followed the paper trail back to the Fortress of Disciplined Enlightenment, but the order seems to have simply appeared in our bureaucracy by itself, stamped and everything, and then it got evaluated as usual. Originally, they were supposed to just get it from you – luckily, some berk in the command chain changed that”.

He carefully upturns the pyramidal mechanism and he places it on the table, where it stays in perfect balance on its tip. You can hear a soft whirring from the device. Saddam stares at it. “I’m afraid the good news end here. There are … bits and pieces of information scattered everywhere. The Anarchists seem to be involved. The Harmonium won’t admit it, but I’m positive that they, too, can’t find out where exactly they got their chant from. The githzerai have got nervous, too… they must have received some bad chant this morning, but I don’t know anything else”. Saddam shakes his head. “If I were in you, I would get rid of that chaotic thing. Besides, its power lies in not knowing what it does; it’s an instrument of lies and madness. I would get rid of it as soon as possible. Nothing too bad has happened to you yet, but I feel that this is only… a false balance. The real force is soon going to reveal itself”. As he speaks, the whirring slows down stops, and the pyramid crashes on the table.

All Come Crashing Down

Saddam’s speech is ominous, but broadly correct. Just now, the githzerai in Sigil have received the new that Thanized was found dead in the underground of Torizah, and the person who pushed to sell the Amulet of Anarchy was an impostor. They want the PCs dead now. Unless the heroes want the undying enmity of an entire race of powerful psionicists and lethal martial artists, they’d better pull out their best diplomacy, and try not to kill anyone even if they are attacked. Zeth, if he’s still with the party, may testify for their good faith, and the ‘zerai may give them a chance to explain themselves. If the monk is no longer with the party, the heroes are in deeper trouble; the githzerai are just going to assume they are lying scum and it will take a great effort to convince them otherwise.

If they can just get a githzerai to listen to them, the PCs may relate their story and maybe find someone respectable (such as Saddam) who can testify for them. In the best case, the githzerai will give the characters the benefit of the doubt and will renounce their claims to the artefact – but they want to know who the murderer was.

About 12 hours before the appointed day, a crazed barmy makes his appearance at the inn where the PCs are staying (if the PCs were outside, they will meet him when they come back). He is Gomar Grotes, one of Ssendam’s four Revolutionary League lackeys. Gomar (Male dwarf, Rogue 6th/Outlands/Chaotic neutral, Anarchists) is a dwarf and, weird enough for his race, a master chant monger. Currently, though, he is raving insane. The stay in Pandemonium and Ssendam’s influence have overwhelmed him, and caused him to revolt against his former master. Which is not a bad thing, but Gomar is really unable to think coherently and his usefulness to the PCs will be limited. Here’s a sample of the kind of mad talk that gets out of his bonebox:

“His is the Abacus, His is the Staff, His is the Focus! He wants them back! There is no reality in the fluid quicksilver of all the infinite planes! Know you not who you are to meet? I shall scream my white hot defiance to all the worlds, and none shall deny the thunderous voice of truth! Can you see His dread face in the cracked mirror of madness? Can you hear His unearthly voice in the howling winds of insanity? High I stand on the frozen hills, and I clearly see, I see them, I see the ice walls burning! The wastelands of Limbo eternal run purple with the uncountable legions of His spawn! THE EYES! THEY ARE MELTING! Gray stone was skillfully carved by the hands of the master, indomitable will was forever imprisoned in the invisible chains! I will take him out of my rotting brain with red hot iron, but not before you have known! He is in every narrow prison, but He may not enter this walled Cage! Bodies change as the limbs of the impure are torn from their sockets and pure chaos flows! Oh, but His seed is in every living being, and so is the dark seed of his brother Death! None may dare challenge the tyrannical rule of the ancient giants! Listen to me, listen to my words, for I am the one who knows: may a thousand knives of frozen acid carve the flesh from your living bones, may the baatezu chain you to the scorching walls of the iron city Dis for twelve centuries, may your blood turn to poison, your bones to molten lead, and your nerves to lightning, before you meet the immortal horror behind this barmy game! Claws, fangs, and horns! He is not Fenbott, he is not the green slaad, he is not the shapeless spawn, though these are his forms! He is madness, against whom no defense exists! He made the toy you are carrying, he let it loose on the planes, but now the game! It’s over!”

…and so on. There are lots of dangerous darks in Gomar’s words, but also lots of nonsense. If the PCs are really smart (and really patient), they may put together enough information to get a starting point on the search for who they are about to meet. An immensely powerful creature of madness who can assume the form of a humanoid, a green slaad, or a shapeless blob? Guvner PCs may search the Great Library; Fated PCs might have access to the underground archives of the Hall of Records. Any of these sources contains the truth – but the PCs must find someone who knows where to look if they want to find out in so little time. If they do the search by themselves, they must make a Search check, DC 22, and every check takes one hour. An alternative is to go to the Parted Veil in the Lower Ward. The perpetually hurried little gnome Kestod Brighteyes (Male gnome, Wizard (illusionist) 12th/Bytopia/Chaotic good Athar) will be happy to help. He knows his books inside out, and after acknowledging the PCs’ query as a difficult one, he will find out what they want to know in less than an hour.

Ssendam, Slaad Lord of Madness, corresponds to everything Gomar Grotes said. Now that the heroes know who they are challenging, they must decide what to do. As detailed later, it is possible to destroy the Focus, and while this is better than leaving it in the wrong hands, it is going to leave the PCs with plenty of enemies.

Alternatively, they may give the Focus to one of the contenders. Shemeshka and Ssendam are the two most dangerous ones, and unless the PCs play it smart, satisfying one will enrage the other. Odd enough, the PCs can escape the worst of the King of the Crosstrade’s rage by staying clear of Sigil, and they can escape the direct wrath of Ssendam by staying in the city. Both options aren’t too inviting.

The PCs may get to Shemeshka, explain the situation in detail, and beg for mercy. The fiend is smart, and if she believes them, she will not want to put herself directly against Ssendam (besides, since using the Focus is tricky at best once you know the truth). She will, however, try to get them to accept another job for her if they don’t want to be skinned alive and then dropped in a vat of salt and vinegar. This may be a good hook for future adventures.

If they decide to go to the appointment with Ssendam…

The Secret Place

On the appointed day, back at the paint factory, another of the four Anarchists employed by Ssendam wanders there and attaches an innocent-looking poster on the painted walls. The poster looks like some sort of advertisement.

The address corresponds to a filthy stone building not far from the Slags; another of Ssendam’s lackeys is guarding it. She’s a tiefling bard named Habrinie; maybe because of her attitude with music, her mind has been hit the hardest by Pandemonium’s mad howling winds (not counting Ssendam’s presence). She is wearing what used to be quality clothes, but they are now half-torn and disgustingly filthy with mud, blood and who knows what else. Habrinie has pierced her skin with dozens of steel needles, with small iron bells attached to them, perhaps as an attempt to drown out the noise of Pandemonium. Her face, with a small cylindrical bell hanging from her upper left eyebrow, is a mask of blood, sweat and madness.

Habrinie is extremely paranoid. She barely trusts the other members of her cell, for now. If the PCs enter without knocking or waiting for her to open, she will attack them on sight, fully convinced that they have come to get her. Even if they behave in the most reassuring way possible, they won’t be able to enter the house or to talk for more than five minutes top before she starts screaming at them to go away, or attack them outright. The tiefling is completely insane, and nothing short of magic will make her friendly; she understands no reason or logic. She keeps raising and lowering her tone of voice, and interpreting everything the PCs say as a personal insult or threat. Every now and then, she casts a defensive spell, getting ready to fight. If combat does break out and she seems to be losing (quite likely since she’s not a good fighter), she will run away screaming – maybe the heroes will meet her again, maybe not.

	Habrinie
	Al. Chaotic neutral (Anarchist)
	Tiefling Bard/Cleric of Ssendam 6th/2nd (Outlands)
	CR: 7

	Str: 10 (+0)
	HP: 6d6+2d8+24 (54)
	Speed: 9

	Dex: 13 (+1)
	AC: 11 (+1 dex)
	Armor: none

	Con: 16 (+3)
	Initiative: +5 (+1 dex, +4 improved init)
	% fail.: 0%
	Check pen.: 0

	Int: 11 (+0)
	Ref: +6 (+5 base, +1 dex)
	BAB: +4
	Grapple: +4

	Wis: 17 (+3)
	For: +8 (+5 base, +3 con)
	Melee: +4 base

	Cha: 16 (+3)
	Will: +11 (+8 base, +3 wis)
	Ranged: +5 (+4 base, +1 dex)

	Attacks

+2 dagger, +6 melee, damage 1d4+2, crit 19-20/x2
	Skills

Bluff +12 (+9 ranks, +3 cha)

Concentration +7 (+4 ranks, +3 con)

Diplomacy +14 (+9 ranks, +3 cha, +2 synergy)

Escape artist +10 (+9 ranks, +1 dex, +2 slippery)

Listen +11 (+8 ranks, +3 wis)

Spot +11 (+8 ranks, +3 wis)

Use magic device +12 (+9 ranks, +3 cha)

Languages: planar trade tongue, abyssal, yugoloth, slaad

	Feats and special abilities

Feats: Slippery (+2 Escape artist, +1 on saves versus mind-affecting effects), Iron will, Silent spell.

Darkvision 18 meters, cold, fire and electricity resistance 5, darkness 1/day.

Bardic music (countersong, fascinate, inspire courage +1, inspire competence, suggestion)

Bardic knowledge +6

Bardic spells/day: 3/4/3

Bardic spells known: 0th: Dazie, Ghost sound, Light, Lullaby, Prestidigitation, Read magic; 1st: Charm person, Cure light wounds, Expeditious retreat, Magic aura; 2nd: Eagle’s splendor, Invisibility, Silence.

Cleric spells/day: 4/3+1

Madness domain (+1 to Wisdom for spells/day and DCs, -1 for everything else)

Chaos domain (chaos spells at +1 CL)

Prepared cleric spells: 0th Detect magic, Inflict minor wounds, Resistance, Virtue; 1st: Obscuring mist, Protection from law, Sanctuary, Shield of faith.
	

	Equipment

Tattered clothes, lots of bells.

+2 dagger (damage 1d4+2, crit 19-20/x2) (moderate evocation, CL 6)
	


If the PCs pick up a xylophone (there is one in the house, if they search under an old couch) and play it around, they’ll eventually open a portal to Pandemonium, where “Fenbott” awaits them. The portal opens to a small, dark cave, about ten meters across, little more than an enlargement of one of the many tunnels of the layer. The wind and deafening noise blast the PCs’ faces before they’ve even set foot on the ground. A tall and large man, wearing black leather clothes which flap in the wind, is standing on the other end of the cave, apparently untroubled by the environment. A shorter man (Nusidion/Male human, Wizard 9th/Outlands/Chaotic neutral Anarchist) at his right is holding with trembling hands a stick with a torch tied to the end. The fire seems to struggle to resist the wind; dim light gives the torchbearer a gaunt, pitiful appearance. Canny PCs can spot his knuckles – they’re white. He’s gripping the stick as if his life depended on it.

The black-clothed man looks almost human, except for his bulky proportions. And his eyes. They shine with all the colors of the rainbow. When he speaks, his voice is a lot lower in pitch than anything a human can utter. It echoes through the cavern and it’s loud enough to resonate within people’s chests despite the howling wind. “Well met, sirs. I hope you have had fun with my Focus, at least as much fun as I had following its travels. The test of my new toy was successful enough. It will undoubtedly be a worthy tool in our rightful struggle against the chains that hold the multiverse…”. Saying this, he puts his hand on the shoulder of the other sod, who startles and opens his mouth to scream – but you can’t hear him, because of the wind. “My Anarchist friends were so narrow in their views. They were lucky for having met me. The real chains are in your own mind, and sanity is much overrated anyway”.

“Madness is the natural state of the soul. And that is what I am. Chaos is the natural state of reality. And that is what the Focus is. Now hand it over to me, and then we can talk about your future. I have much to offer in return for faithful service”. The creature extends a hand, its tinge shifting from red to blue to green as you look at it.

The PCs are in extreme danger now. There are precious few ways for them to get out of here alive and intact. Ssendam is not evil (it’s Chaotic Neutral), but from its alien perspective, sanity means pattern and pattern means binding. It respects life as much as any Neutral character, and it won’t kill the PCs without a good reason; it’d much rather get them to his side and is quite willing to honestly offer them riches and power. Whether they are worth going stark raving mad, that’s the PCs’ choice. Attacking Ssendam is not an option; as a demigod, it is completely immune to anything and everything that the heroes can try. Maybe, just maybe, a monstrously hard hit with a powerful magical weapon, or a wish, or something like that, could have a chance of slightly damaging Ssendam’s clothes. The idea is so ridiculous that he won’t even take offense if they try.

If they have the Focus with them, Ssendam can sense it. There is no way to bluff it into believing that they don’t have it. If they really don’t have it, though, having smartly left it in Sigil maybe, the slaad lord is going to be rather annoyed. Worse, it can’t simply pick the information from their mind, because the ambient insanity of Pandemonium is enhanced around Ssendam to the point where all divination always gives false information. Ssendam will try to persuade the heroes to get back to Sigil, and bring back the Focus, promising untold riches and unimaginable power for them if they decide to stay with him and serve it. If they accept, he will place a geas spell on them to make sure that they don’t try any trick. At caster level 40, so good luck getting rid of it.

If the PCs try to sound the xylophone, open the portal, and flee, they find that this may be not as easy as it sounds (heh). The howling winds completely drown the sound of the instrument, and the portal does not open. This isn’t a problem for the demigod Ssendam who has a number of ways to open the portal anyway, but mere mortals may need some work and time to get around this. The first solution is to use some illusionary sound spell which can create enough noise to be heard in the wind (even ghost sound is enough). The illusionary sound opens the portal just fine. Another way is to block, fully or partially, either of the cave’s openings. They aren’t that wide; a few human-sized creatures standing in the middle can be sufficient. This will lower the volume just enough to sound the xylophone successfully. This, of course, doesn’t take into account the fact that there is a demigod who may object to the whole project. As a divine entity, Ssendam cannot be surprised, wins initiative automatically, and even if not quite omnipotent he can cast any spell at caster level 40, untroubled by Pandemonium effects, divinations excluded.

Now come the smarter options. The first one is to convince the Slaad Lord that its goals will be better served if the Focus is given to Shemeshka. This will solve the PCs’ two biggest problems in one sweep. It isn’t terribly hard either, since Ssendam doesn’t currently have any plan for the Focus after recovering it. What are Ssendam’s goals anyway? Chaos, and madness. And Shemeshka is a fiend, who has sent barmy her share of sods already. On the other hand, Shemeshka is also a ruling force – a force for structure, in some way, and Ssendam doesn’t like this. In the end, the Slaad Lord can accept the PCs’ proposals, but on a condition. They will work for him, keep an eye on the fiend by entering her retinue, and should Ssendam decide that what she’s doing with the Focus isn’t in its best interests, they will have to… correct the situation, according to Ssendam’s wishes. Of course, they will be rewarded for this – for a starter, with the power to get Shemeshka to accept their excuses and the retrieved Focus and hire them.

Now for another option. As they say, though, luck helps the brave. There is a slim chance for the PCs to destroy the Focus. Like all artefacts, there is only one way to do it. In this case, leading someone to believe that the Focus doesn’t exist. It is hard. It is very different from simply not knowing about the item’s existence, which is what most of the multiverse does. You’d have to make someone know about the Focus, and then tell him that you were talking screed, convincing him on a deep level.

Obviously, this isn’t going to work on Ssendam, who created the damn thing, or on the PCs, who carried it around and repeatedly witnessed a multitude of its effects. Right now, the Focus is in its generic, shimmering sphere form. But there is a slim chance: the slaad lord overwhelms all people around in power, except for the tiny detail that it knows the truth about the Focus, and therefore has no influence on it right now. But there is another person here with them, standing quietly in the corner, to whom Ssendam has only ever spoken of the Focus in general terms. One whose ravaged subconscious is pretty much exposed at the moment.

If the PCs talk to Nusidion and try to persuade him that Ssendam lied to him and the artefact it was talking about never existed, then the Slaad Lord is going to be caught off-guard for a moment. It will try to talk Nusidion into believing the truth – and normally the PCs would be no match for the rhetoric skills of the Lord of Madness. Ssendam, though, has the odds stacked against him. First of all, if it simply kills the PCs right now, Nusidion can only interpret this as a clear confirmation that they were right and that his master wanted to silence them. Second, if it attacks Nusidion, it would obtain exactly the same result (unless it can kill him so fast that he doesn’t even realize what’s happening – but that isn’t going to happen, even quickened spells take a second or so to go off). Third, Nusidion already knows that Ssendam lied to him once (by posing as an Anarchist leader), and he’s ready to believe that he lied again about the Focus. Fourth, Nusidion in his current Wisdom-drained state is prone to believing almost anything, especially if it is what he wants to hear, for example something that justifies his hatred of Ssendam. Fifth, just because you’re a demigod it doesn’t mean you can do everything, and Ssendam isn’t terribly good at telling the truth. Sixth, Ssendam is surprised by this turn of events and for some time he won’t come up with truly smart plans.

If the PCs are actually able to convince Nusidion that Ssendam lied to him, there is no such thing as the Focus, and he has given up his sanity for nothing, then whoever is carrying the item feels a weight (heavy? Light?) disappear. Instantly, Ssendam wails so loud that the cavern’s walls vibrate, and the howl slurs into a some sort of gross, wet noise as the humanoid body loses shape and turns into a formless blob of multicolored fleshy substance, screaming from a thousand orifices.

The destruction of its artefact stuns Ssendam for at least a minute, giving the heroes enough time to flee if they have any sense at all. However, the unearthly howl combined with the winds is boring deep in their minds; they have to make a Wisdom check, as detailed in the description of Pandemonium on page 7, every round until they are out. They won’t progress beyond the second stage of madness, though, having not been exposed to Pandemonium long enough.

If the PCs don’t escape to the safety of Sigil fast enough, Ssendam recovers, angrily morphs into its green slaad form, locks the portal and kills them all.

Epilogue

Where’s the Focus at the end of it all? And what pacts and agreements did the PCs weave?

The Mathematicians are mad at the PCs, but they have no influence outside Mechanus. As long as the PCs are careful while on the clockwork plane, they can stay away from them and their minions.

The Harmonium are still peery. Once they are convinced that they have been bobbed, though, they will let the PCs go without charges, and Methian Saleras, if he’s still alive and the heroes haven’t needlessly killed any of his men, may even offer a good repayment for the attack. He’s well and truly embarrassed for what has happened.

The Guvners have understood what has happened, and they have no business with the PCs. The PCs have solved the attack to the Hands of Time, the faction has helped them in settling their own problems, and that’s it. Fair enough.

The Anarchists and Xaositect either don’t know or don’t care about what happened. If the PCs killed a lot of Xaositects, though, they shouldn’t expect any help from that faction any time soon.

The githzerai have hopefully understood who was the real culprit for the death of their revered Anarch leader. If so, they won’t hold anything against the heroes, recognizing that they have no fault. Besides, the ‘zerai at Torizah did get a big bunch of jink from them, and for this they are grateful. If the PCs are respectful to them they may be able to ask a favor or two some time in the future.

If Shemeshka doesn’t get the Focus, she’s going to be very angry. If the PCs could persuade her that having the Focus would draw the ire of Ssendam, they can get away with this, but the fiend is going to hold them in debt for all the trouble. It isn’t fair, but fiends aren’t fair. This can be an excellent hook for future adventures, where the heroes are hired by Shemeshka again (maybe under threat of revealing their location to all the other enemies they made during the adventure). Recovering her money from the githzerai could be a nice start. Otherwise, they will have to run from the fiend’s assassins and spies until she forgets about the whole story (that is, forever until they find some way to repay her).

If Ssendam doesn’t get the Focus where he wants – in its hands/claws/pseudopods, or with Shemeshka if the PCs were that smart – he will be quite angry. It cannot get to the PCs directly, at least not while they are in Sigil, and neither would it want to. The Lord of Madness has many more agents and many more ways to cause grief to the heroes. Again, this is a good hook for future adventures. If the PCs destroyed the Focus, there is no way they can prevent Ssendam from being exceedingly furious. It will personally come and kill them if they get on Limbo or anywhere close without massive protections from divination, and it will send powerful slaadi and other chaos creatures after them whenever it can. Life isn’t easy after you’ve crossed a power, even a minor one.

If the PCs did deliver the Focus to Shemeshka after talking with Ssendam about it, they can get on rather well as long as they can walk on a razor blade. The Lord of Madness can grant them the power to soothe Shemeshka and get hired by her with some relatively fair conditions. It can know what happens around its artefact, and it will every now and then call on the PCs to do some task related to the Focus for him. Ssendam can provide them with magical items, special abilities, and whatever else they need to be its proxies, but the price is high – every time they fulfill the Slaad Lord’s orders, they come closer to madness.

This story is over. For now. Do not rely on Chaos to clean up loose ends.




ARE you FAMILIAR with the term ‘VIVISECTION’, berk? oh, JUST asking…


- SHEMESHKA





HEY, you’re BETTER OFF cutting a DEAL with ME than with the BAATEZU. probably. HEH!


- SSENDAM





you ANGERED the LORD OF MADNESS? good JOB, BOYS!


- KESTOD, ATHAR and PROUD OF IT





no, really… go BACK to HUNTING SQUIDS, or whatever IT is you GUYS do…


- a berk PURCHASING a ONE-WAY ticket to the DEAD-BOOK





are you STUPID?!? who ELSE can make BETTER USE of IT?


- talimedes





ATTACK.


    ATTACK.


        ATTACK.


            ATTACK.


- pentadrone, quadrone, tridrone and duodrone





+SIGH+


- a PETITIONER of DELON-ESTIN òtì, speaking VOLUMES





sorry. IT is so DIFFICULT to talk WITH you.


- jarua





More of the Dark


No exact scores are given for Ssendam’s Bluff and Diplomacy. The Slaad Lord isn’t a real god and it may or may not have finite stats, but that’s not the point.


If the players are smart enough to try this tactic, they deserve a chance, even if they have no great diplomat among them.


Make them roll Bluff, keep the tension high, and remember that Nusidion is very prone to believing them and mistrusting Ssendam.





More of the Dark


The light boy is Nusidion, another Anarchist controlled by Ssendam. He is quite mad, too, but he’s struggling with himself to retain control.


Lost in his own mind, he’s unable to do anything except grip the light staff. He realizes full well what’s happening to him, and he hates Ssendam with all his being.





What if…?


If the PCs don’t believe that the Anarchists are involved and don’t investigate this trail, have Gomar Grotes show up in advance and clue them, in his barmy way, to what’s going on.





What if…?


If you want to simplify the combat, reduce the number of low-ranking modrons and add a quadrone or a couple of tridrones.





More of the Dark


Habrinie was the first cutter ensnared by Ssendam. She was traveling in the town of Hopeless when this man calling himself Fenbott approached them and told her of a wonderful plan to seed chaos among the factions.


Habrinie was instantly seduced by the disguised Slaad Lord’s charisma, and she became her agent in Sigil. It was her who recruited the other agents.





What if…?


If the PCs have some mean to reliably cure Habrinie’s insanity, they may gain valuable information.


She doesn’t know as much as Gomar Grotes about their master, but she knows all about the other two members of the cell. Jekimo got out of the portal just a few hours ago, to attach the poster behind the paint factory. Hakish entered the portal days ago, and never got out.





Visit The Cynosure!


The Most Barmy Attraction In The Multiverse!


Shows are continuous


LEAVE SANITY AT DOOR


Find us at Hangman Alley 13, Hive Ward. The sound of a xylophone will open the way!





I find lots of STUFF around HERE, but no PORTAL yet.


- makial





Unusual parties


If the PCs have no means of casting restoration, you may consider substituting the Chaos Beast with a couple red slaadi.


The slaadi are the ultimate believers in individual strength. One of them will attack the party, while the other watches. Unless it’s attacked first, the second slaad will not engage the PCs until the first one is defeated. They do this to prove their strength, trusting that if they are strong enough to win, they don’t need cooperation. And, conversely, that winning through cooperation doesn’t prove one’s strength.





oooh! i LIKE strawberries. NOT when I burn THOUGH.  WEEEEE!


- a PETITIONER of LIMBO





DUDES ok. at SHAPE fun AND keep ALL AFTERWARDS you TRY to think the YOUR.


- XAOSITECT prep SPEECH





cursed XAOSITECTS. no  DISCIPLINE. no RESPECT.


- SADDAM HASAN IBN ARVALAS





I estimate it WILL take me a THOUSAND YEARS to CRACK the portal CODE


- naimia, WHO could actually AFFORD it





What if…?


Remember that if the PCs take too much time before entering the portal, they will come out in the wrong place.





More of the Dark


No Guvner in Sigil knows about the plans of the Mechanus division of the faction yet, simply because Ssendam in his transformed form has just made his appearance to the Fortress of Disciplined Enlightenment.





What if…?


Actually, reporting to “Malaire” isn’t that bad an idea. Antoine will be mad, but he has to report to Shemeshka. And he’d rather not report a failure, even if it’s not his fault. He’ll help the PCs by using some contacts to find out where they can discover the Xaositects’ plans.





What if…?


The Harmonium wizard had a Subdual Fireball prepared. If he was able to pull it off, it’s quite likely that the PCs won’t have to run anywhere to get their prisoner.





More of the Dark


Ssendam gathered a bunch of Xaositects and told them about this staff that allows the wielder to tear apart the structure of Law in the minds of the victims. It didn’t take much else to convince twenty or so of them to mount an expedition to chase down the PCs; in fact the hard bit was getting them to follow a vague plan.


The Lord of Madness also planted the idea of using it against the modron on Mechanus and see what happens.





What if…?


Characters that are extremely good at diplomacy, with the added bonus of the “Crystal Star of Ortho”, just might be able to convince the Harmonium to leave them alone.


The adventure proceeds normally; the Xaositects’ mission will be even easier without the Harmonium around. The only difference is that the PCs won’t witness the power of the Focus in its form of Staff of Law Disruption now.





What if…?


If the PCs somehow manage to retain the object and drive the Xaositects away, it reverts to being the Crystal Star of Ortho and the adventure proceeds in a different way.


Ssendam really wants the Xaositect to have the Focus. Apart from the overall chaos created by his plan, he wants to test whether the Focus can really disrupt a modron’s lawful mindset.


The Harmonium and the Guvners are going to be the PCs’ problems for a while, rather than the Xaositects. Meanwhile, Ssendam will find a way to rally a new group of Xaositects to try and steal the Focus again. Maybe he’ll send some slaadi to help them.


If the PCs kill lots of Xaositects, the madmen can replenish their numbers pretty easily in Sigil.





More of the Dark


Methian Saleras received a message which apparently came from one high-ranking Harmonium from Ortho, that faction’s home world in the Prime. The message said that the Crystal Star of Ortho had been recovered. Though Methian had never heard of it, the message described the Crystal Star as a powerful artefact which the original founders of the Harmonium used to pacify the world of Ortho. It would bring harmony and understanding to everyone around it, making the Harmonium’s mission immeasurably easier. The item, according to this letter, was stolen by chaotic agents and was thought lost forever, but a party of adventurers had managed to recover it in Limbo.


“Act now. You must recover the Crystal Star of Ortho by any means possible. They have used a portal to Limbo which is located near the old paint factory. Act now before the relic is lost again”. The Mover Two decided that this was his occasion to boost the Harmonium cause and get a certain promotion. He planned the trip carefully, scouting the portal after the PCs used it and having patrols cross it every now and then to make sure of its destination on Limbo. Unable to find the party on Limbo, he decided to stay near the location of the portal exit at the moment the party used it.


Methian Saleras is a paladin and as much as he doesn’t like the idea of taking the item by force, he will do it in the name of greater good.





oops.


- SPELLCASTER in LIMBO 





TIEFLING? yes. I HOPE you still WANT this JOB.


- ANTOINE, practicing his POKER FACE





SOD OFF. this PLACE is reserved to PEOPLE.


- githzerai in FRONT of the FACE of GITH 





BARMY? then I am the BEST GUIDE in the REALMS of MADNESS, am I NOT?


- zeth, always UNFAZED by INSULTS





More of the Dark


Zeth actually believes he can foretell the future by examining the swirling chaos of Limbo. As long as the prediction deals with events in Limbo, it even works quite often, maybe because his belief actually causes the events to happen.


Ssendam used this conviction against him: during one of Zeth’s meditation sessions, he showed him the “stone” and its powers and planted a suggestion in him to trade this chant to Shemeshka.





What if…?


If the PCs refuse the job, the adventure will need to take a different course. Antoine, frustrated, will resort to picking a group of Hive bashers willing to do what he wants.


After some days, the PCs will be contacted by someone else, maybe a factor of one of the factions they belong to. He will propose them a similar task (and be very surprised when the PCs tell him about “Malaire”). A rich merchant has sent a party of bashers to retrieve an item on Limbo; this wouldn’t normally concern the faction except that just a few hours ago it was discovered that the merchant is actually an agent of Shemeshka the Marauder.


The factor has been fed another story by Ssendam; make up some powers for this item which would be very appealing for the faction in question. This is what the PCs get told. They have to recover the item from Shemeshka’s thugs before they get back to Sigil.





What if…?


If the PCs learn this chant and mention it to Antoine, he will initially deny any connection. If pressed, he’ll say that he purchased the house from Shemeshka. Canny PCs may be able to wrest a higher reward from him.


Naturally, the chatty guard will be found dead shortly after.





Dear sirs, I write you this message because I am looking for a few capable cutters willing to earn a good pay for a quick trip Out of Town.


The business is Honorable and worthy of your skills.


Meet me this evening at Malaire Mansion, in the Marble District.





Malaire u








Unusual parties


If the PCs actually don’t have any of the typical D&D party’s reputation as troubleshooters, Antoine’s motivations might be somewhat different.





Unusual parties – example


If your party lacks a member with enough stealth capabilities to consistently sneak around the fortress without alarming the guards, you can have the tieflings in areas 1 and 3 be sleeping on duty, or substitute one of the potions in the crate in area 2 for a potion of invisibility.
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