DEFENDING THE MANOR

General

· -2 visual Perception modifier per 10 ft. (as opposed to -1/10') due to fog, at 50 ft. opponents have partial cover (-4 to atk), at 100 ft. opponents have total cover

· large windows open to the outside (no screens)

· DC 20 to Climb manor walls (slick with fog's mist) or sea cliffs

· DC 15 to Swim in choppy surf below

· 5 minutes to search each room of manor or lighthouse (1 hour to take 20)

· without proper tools, Craft checks have a -2 penalty; with mwk tools Craft checks have a +2 bonus

Barricades

· enough material in house and lighthouse to block 12 5-foot sections of open space

· created barrier has properties of good wooden door (hardness 5, 15 hps, Break DC 18)

· setup takes 5 minutes for each 5 foot section

Front Door (room A1)

· strong wooden door (hardness 5, 20 hps, Break DC 23)

· piling furniture behind the door uses 10 feet of material but increases door's stats (hardness 5, 40 hps, Break DC 25)

Murder Holes (room A5)

· can create murder holes in floor overlooking front door in 20 minutes with successful DC 12 Craft (carpentry) or Disable Device check; takes 30 minutes if check fails

· can spend 1 hour boiling water to pour through murder holes dealing 2d6 fire dmg. (Reflex DC 15 half)

· PC with Craft (alchemy) who has access (i.e. explored) manor and lighthouse storage (whale oil?) can craft makeshift alchemist's fire with DC 20 Craft (alchemy) check; requires 1 hour of brewing; can pour through murder holes to deal 4d6 fire dmg. (Reflex DC 18 half)

Pit Trap (room A6)

· can spend 10 minutes sawing sagging floorboards with successful DC 15 Craft (carpentry), Disable Device, or Knowledge (engineering) to require anyone crossing room to make DC 20 Reflex save or fall through floor as if falling into 10-ft. pit trap

Lighting the Flame (room A7)

· PCs can use 20 gallons of whale oil from below to light lighthouse lantern, providing normal light in 100-ft. radius, but does nothing to reduce effects of fog (and at GM discretion may deprive them of a key component for the makeshift alchemist's fire in room A5)

Traps

· 2 rusty bear traps in A4 (requires 15 minutes searching, 5 minutes with successful DC 20 Perception check) can be used in and around manor for fighting individuals but provide NO defense points; Type: mechanical; Perception DC 20; Disable Device DC 20; Trigger location; Reset manual; Effect +10 (2d6+3), halves target's move or immobilizes if trap attached to solid object; Escape Disable Device DC 20, Escape Artist DC 22, Strength DC 26

· PCs with trap building skills can rig traps that effect multiple enemies on path to manor earning 1 Defense Point for each trap (DC 15 Craft (traps) or Disable Device); trap construction of this type takes 1 hour

Spells

· only long-range area effect spells can earn Defense Points

· area-effect, rune-type spells can be set along path to manor

· instant cast spells must be used as waves approach the manor (at less than 100' due to fog unless PC has way to detect at longer range or spell can be fired blind)

· Subtier 3-4 spells dealing 15 pts. earn 1 Defense Point + 1 Defense Point for every 10 pts. of dmg. beyond 15

· Subtier 6-7 spells dealing 20 pts. earn 1 Defense Point + 1 Defense Point for every 15 pts. of dmg. beyond 20

Catapult

· finding pieces to replace missing parts requires DC 15 Craft (carpentry) check (untrained check is at -2 if PCs lack the proper tools)

· finding replacement pieces and assembling the catapult requires 30 minutes and a successful DC 15 Disable Device, Knowledge (engineering), or Profession (siege engineer); aid another is allowed by other PCs; may retry check by spending another 10 minutes

· spending 10 minutes on target practice gives +4 to targeting check vs. approaching troops

· requires crew of 3 people working 3 full rounds to load and fire

· firing requires the crew leader to make DC 19 targeting check (add +4 for proficiency if has Profession (siege engineer)); check uses leader's base atk bonus + Knowledge (engineering) or INT mod; successful hit gives PCs 1 Defense Point (2 Defense Points on natural 20 roll)

· PCs CAN fire blind down the path beyond the 100' visual range applying +4 bonus for firing practice and +2 if have way to track their shots (ex. light spell)

Defense Points Earned*

Wave 1:  O  O  O  O  (-1 conscript per 1, minimum 4; -1 xun strangler per 2, minimum 1)

Wave 2:  O  O  O  O  O  O  (-1 saboteur per 2, minimum 2; -1 xun strangler per 2, minimum 1)

* note adjusted number of enemies with 3 or 4 players

