NPCs
Adril Hestram – venture captain

Nessian – young crime lord, main villain

Yargos Gill – historian

ORGANIZATIONS
Black Echelon – undead column of infiltrators planning to weaken the defenses of Absalom

Silent Tide – Once an invading fleet from Taldor, now an undead force awaiting the signal to rise from the sea and attack Absalom

War Hounders – Nessian’s gang of henchmen

PLACES
Soggy Piper – Yargos’ favorite eatery

Cliffside – where some War Hounders intend to dispose of Yargos and his friends

Granary – where Black Echelon plans to poison de city’s grain supply

The Siphons – flooded tunnels where the PCs find Grandmaster Torch, and his safes

Metro Cathedral – home of the giant pipe organ

Pyramid of the Dog – Nessian’s hide out

THE LAMP SIGNALS
Red flashes:  poison the grain
Green and orange flashes: silence the giant pipe organ
RULES REFERENCES
Swimming
Check: Make a Swim check once per round while you are in the water. Success means you may swim at up to half your speed (as a full-round action) or at a quarter of your speed (as a move action). If you fail by 4 or less, you make no progress. If you fail by 5 or more, you go underwater.

If you are underwater, either because you failed a Swim check or because you are swimming underwater intentionally, you must hold your breath. You can hold your breath for a number of rounds equal to twice your Constitution score, but only if you do nothing other than take move actions or free actions. If you take a standard action or a full-round action (such as making an attack), the remainder of the duration for which you can hold your breath is reduced by 1 round. (Effectively, a character in combat can hold his breath only half as long as normal.) After that period of time, you must make a DC 10 Constitution check every round to continue holding your breath. Each round, the DC for that check increases by 1. If you fail the Constitution check, you begin to drown. The DC for the Swim check depends on the water, as given on the table below.

	Water
	Swim DC

	Calm water
	10

	Rough water
	15

	Stormy water
	20*

	*You can’t take 10 on a swim check in stormy water, even if you aren’t otherwise being threatened or distracted.


Each hour that you swim, you must make a DC 20 Swim check or take 1d6 points of nonlethal damage from fatigue.

Action: A successful Swim check allows you to swim a quarter of your speed as a move action or half your speed as a full-round action.

Special: A creature with a swim speed can move through water at its indicated speed without making Swim checks. It gains a +8 racial bonus on any Swim check to perform a special action or avoid a hazard. The creature can always choose to take 10 on a Swim check, even if distracted or endangered when swimming. Such a creature can use the run action while swimming, provided that it swims in a straight line.

If you have the Athletic feat, you get a bonus on Swim checks .
Drowning
Any character can hold her breath for a number of rounds equal to twice her Constitution score. If a character takes a standard or full-round action, the remaining duration that the character can hold her breath is reduced by 1 round. After this period of time, the character must make a DC 10 Constitution check every round in order to continue holding her breath. Each round, the DC increases by 1.

When the character finally fails her Constitution check, she begins to drown. In the first round, she falls unconscious (0 hp). In the following round, she drops to –1 hit points and is dying. In the third round, she drowns.

Unconscious characters must begin making Constitution checks immediately upon being submerged (or upon becoming unconscious if the character was conscious when submerged). Once she fails one of these checks, she immediately drops to –1 (or loses 1 additional hit point, if her total is below –1). On the following round, she drowns.

It is possible to drown in substances other than water, such as sand, quicksand, fine dust, and silos full of grain.

