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Lt roded ion

BY MICHELLE A BROWN NEPHEW

Your party has just vanquished the Evil Wizard and  any ravening beast of theﬁst. En
looted his mage tower, and now they’re all off to the glorified battles with ran

nearest city to cash in their piles of treasure. No! strive to be innovati
They’re NOT there yet! First they have to make their — own merits, and t
way across the countryside looking much like a travel-  time or less. Won’t

ling buffet to any nasties who take a shining to them ... “dungeon” they un

That’s where this sourcebook comes in. En Route 1s a
collection of twenty-one short encounters that GMs can
easily insert into longer adventures of their own design,
or use as transitions between published modules. It
offers a host of obstacles to complicate your PCs’ Jour—
ney, ranging from quick combat scenes to plot-ozriented
sidelines to mini dungeon crawls. Whatever s
your characters find themselves in, En Route is r
with a variety of fully fleshed-out encounters design
to be played at a moment’s notice. With En Route, you

and the spirit mine; poisons and potions from ergot to
iquid sunshine; weapons both magical and mundane,
some even with extraterrestrial origins; magic traps,
your favorite crunchy bits monsters, and special abilities like Permanent
erence appendices arr i Invisibility, Rebirth, Engulfing Slam, Poltergeist, and
encounter location, a Drunk; new rules for dealing with a shaken faith;
and a bevy of NPCs ready to enthrall your players on
short notice.

So once your characters have scoured the dungeon,
looted the dragon’s horde, and lived to tell the tale of
their brave deeds, crack open your copy of En Route
y catch on to the notion to give them a rude awakening. Even more fortune
n charm the viciousness out of  and glory await ... but they have to get there first!

Todt is 1ise U/Z/ijﬂ/izé L dcerrsed

s sourcebook is published under the terms of the Open Game License. The portions of this book that are rules-
ated are defined as “Open Game Content.” To clearly distinguish the Open Game Contentin this book from
the rest of the material, we have placed all Open Game Content in boxes like this one.

The OGL allows you to borrow these materials in documents of your own creation, as long as you follow the terms of the
Open Game License (which you can find on page 2). For example, you could use one of our new special abilities for a
character you create and publish on your personal website, or even in a book that you publish and sell in game stores. To learn more, visit the
Open Gaming Foundation at www.opengamingfoundation.org.
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BY MICHELLE NEPHEW e ILLUSTRATED BY HELENA WICKBERG

Encounter Level: 3
Setting: Forest

Summary: The PCs come across a tree with leaves of
gold and fruit made of gems. When they come too
close, they are compelled to battle with each other, as
the mischievous forest gnome responsible for the illu-
sion laughs at them from the boughs of the now quite
mundane tree.

gray-green skin, dark hair,
wearing a simple but finely-ma

tact with other peoples unless

in danger.

p/ﬂ'é‘é Uﬂé

As the characters make their way down the forest
path on their way to the next village, they hear a
faint “tinkling” sound. It’s as if a hundred
chimes were stirred by the same breeze.

from a dense spot in the woods
the path to the left.

If the PCs investigate, t
brush soon thins into
tree situated promi

at each one harbors the familiar
d only in the heart of a flawless ruby.

gratiatingly to them about what
nturers they are to see through his mea-

Will save, they aren’t able to see the gnome hidden
behind the illusion in the mundane tree and the
igment persists until two rounds after the caster
(the gnome, whose name is Dimfoodle) becomes
distracted and loses his concentration. This is like-
ly to happen when the next stage of his trap is put
into action ...

Plyzse Tovo

ouches the tree or otherwise interacts with it,
gets a Will save DC 15. A successful save lets the
subject ignore the effect, revealing a very ordinary
oak tree beneath the figment.

When the characters get within 15 feet of the tree,
Dimfoodle uses his ring of rage to compel the PCs
to fight with each other, while he remains safely in
his tree.

On one of the lowest boughs — about 10 feet above
the ground — lounges a hugely grinning forest
gnome. The gnome is a bit under 2 1/, feet tall, with

When the characters start to attack each other, the
gnome quickly progresses from his silent giggling to
a stifled chortling, and finally isn’t able to contain
his mirth any longer — he falls out of the tree when
his belly-laughs overtake him. This means his illu-
sion of the golden tree is broken, and the characters
can now see their tormentor — if they’re not too
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busy rough-housing. Dimfoodle takes
cover behind the now very unexcep-
tional trunk of the oak tree that is
revealed.

When you think your players have done
enough damage to each other’s charac-
ters, or if one of the PCs manages to
shake off the effects of the ring and
starts to move menacingly toward the
gnome, Dimfoodle gets bored (or
scared) and makes a break for his bur-
row, which is about 10 feet behind the
tree, and protected by some bramble
bushes. When he gets more than 15 feet
from the characters, the enchantment is
broken — until they come within range
again, that is. Unless the party has an
abnormally small halfling or gnome
among their number, they won’t be
able to follow the forest gnome under-
ground. This is a good tactic for GMs
to use to keep the party from gaining
the ring as loot. On the other hand, the
PCs might just manage to grab (or bru-
tally slay) Dimfoodle before he can
scurry back to his burrow.

.

In this case, taking the ring by fo
breaks the spell, but the characters v
have to find someone with the Forge
Ring feat to enlarge the ri
will even be able to fit al
gnome PC; there’s no_way that the
can be refitted to z

-sized char-

acter without destroying 1
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ALL THAT GLITTERS

21'/71;90//@ A Ao Trickster

Male Forest Gnome, 3rd-Level Wizard

CR 3; SZ S (humanoid); HD 3d4+12; hp 24; Init +3 (+3 Dex); Spd 20 ft. (x5 Run); AC 14 (+3 Dex, +1 Sizg
Atk +2 melee (1d4, dagger), or +5 ranged (1d4+3, sling with bullets); SA spells; SQ gnome t i
animals, forest gnome traits; AL CG; SV Fort +5, Ref +4, Will +7 (+2 Iron Will); Str 10, Dex 1
16, Wis 14, Cha 15.

Skills: Appraise +5, Craft +8, Hide +11 (+15 in woods), Intimidate +4, Knowledge (a
gion) +9, Listen +2, Move Silently +3, Spellcraft +9, Spot +2

Feats: Scribe Scroll, Iron Will, Run
Languages: Dwarven, Elven, Gnome, Goblin, Orc, Sylvan

Gnome Traits (Ex): Low-light vision, +2 bonus to saves vs. illusions, +1 bonus to attack r
and goblinoids, +4 dodge bonus against giants.

Speak with Animals (Sp): Once per day gnomes can use speak with as a Ist-level druid to speak with

a burrowing mammal.

ithout leaving footprints or a
t trace.) Also, +1 bonus to

Forest Gnome Traits (Ex): Forest gnomes can
scent. Tracking them without using magic is impos
attack rolls against kobolds, goblinoids, orcs, and repti

Spells: (4/3/2%)
0 Level — daze, flare, light, read magic
Ist Level — sleep, magic missile, spider c.
2nd Level — invisibility, minor image

*Gnomes can also cast dancing lights, gho gitation each once per day as a 1s-level wizard.
Possessions: 2,500 gp in basic idden in his burrow); includes a spellbook with all
0-level wizard spells and his evel spells plus unseen servant, identify, and enlarge. He

has a dagger, sling with 20 b ¢ d ring of rage (5,040 gp) on his person.

EW MAGIC T'TEM:

Z)j/fy g ?ﬂ/ﬂ

ring made of red gold with a ruby chip mounted into its face. When activated by a command word,
lows darkly and the ring causes all living creatures within a 15 foot radius fight each other without
ny danger they might be in, as in the spell emotion (rage). The enchanted creatures get a +2 morale
Strength and Constitution scores, +1 morale bonus on Will saves, and —1 penalty to AC. The ring does
fect the wearer. The effect lasts until a second command word is spoken, or the ring is removed from the
earer’s finger. A Will save DC 16 (not including the morale bonus) negates the effect. The ring can be used
once per day.

Caster Level: 71 Prerequisites: Forge Ring, emotion; Market Price: 5,040 gp




