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Introduction

This Rocks on the Other Side adventure is designed for a group of 4th-6th level characters. It is heavy on combat, so the characters will need to be well armed. The majority of the opponents are human, but there will be a few surprises. The adventure is fairly straightforward, so it should be easy to play for experienced players as well as players that are fairly new to the game.

Items that are meant to be read aloud to the players are italicized. Other sections are meant for the game master’s eyes only, and for the player’s to hopefully uncover.

 


Player’s Introduction

For weeks, your group has been searching for a band of bandits that have been raiding nearby towns, stealing goods, as well as abducting people. Locals have told you that they seem to come out of the nearby hills, but a search of the hills has so far failed to show any signs of the bandits. A day ago, you were able to track them three miles into the hills, but then the trail went cold.

Last night, another nearby town was attacked, and you now find yourself tracking the bandits again into the hills. This time, it seems like they were in more of a rush, as they don’t seem to have done as good of a job of covering their tracks. Will this be the day that you finally track them to their base, and put an end to their harassment of the locals?

 


Danger in the Underbrush

You’ve tracked the bandits three miles into the hills, but now you’ve stopped as you’ve suddenly found a dead body. The clothing on the body seems to match the description of what the bandits have been wearing as they’ve attacked the towns, but the clothing is badly torn, and the body has numerous wounds, and by the expression on the corpse’s face, it’s obvious that this man died a horrible death.

As the group investigates the body, they will be attacked by four mutated rats.

Mutated Rats

Health 22

AB: +7

DB: +8

 

The rats will attack relentlessly and will fight to the death.

If the characters defeat the rats and search the area nearby, they can find the rats’ nest with a search against a CS of 15. If they find the nest, they will find a clip with eight bullets for a pistol, a compass, a flashlight, two torn up holsters, a pair of bloody shoes, and a watch.

 


The Caves

After dispatching the rats, you continue along the trail that isn’t much more than an animal run for another mile. The bandits have done an even worse job of covering their tracks, and you’re able to follow their path to a hillside covered with shrubbery. Carefully moving the branches and bushes, you’re able to find a wooden door that has been built into the hillside. Unfortunately, the door is locked.

The lock is a fairly simple one. An engineering or repair skill check against a CS of 12 will unlock the door. If that isn’t an option, the characters will have to beat the door down. The door has 30 health, and of course, this is bound to alert anyone in the first room, which will allow them to alert the rest of their band.

 

1 The door opens on to a seventy foot long by fifty foot wide cave. Directly across from the door, you can see a passage leading you know not where. The room is lit with lanterns, and there is the smell of sweat and stale food. There are three tables in the room, and shelves are built onto the south wall. There doesn’t seem to be anything on the shelves. A number of men dressed in fatigues are sitting at the tables. They rise, drawing weapons as you walk through the door.

If the characters are able to enter the room without alerting the guards, there will be six men in the room, sitting at the tables. There are five 2nd level men and one 3rd level. If the characters had to break down the door, then one of the 2nd level characters would have been dispatched to warn the rest of the bandits. If this is the case, the remaining five men will not be sitting at the tables, instead they will be ready for combat.

2nd level men

Health: 12

AB: +3

DB: +5

Armed with bow and arrow

 

3rd level man

Health: 19

AB: +6

DB: +8

Armed with a pistol

 

A thorough search of the room will turn up the normal items that are to be expected, such as clothing, arrows, two clips for the pistol, and any other regular items a game master might want to add. There are no special items in this room, and the men aren’t wearing any kind of defensive gear.

There is a 50% chance that any gunfire in the room will alert the bandits in room 2, if they haven’t been alerted already.

 

 

 

2 

As you walk out of the hallway, you notice that this room is oddly shaped, but it’s roughly ninety feet by ninety feet. There is a door on the east wall, and a narrowing passage on the north wall that looks to lead to another door. A long table stretches west to east with several wooden chairs around it. Numerous barrels are piled up on the south wall. Lanters burn along all of the walls. Three men and a woman, dressed in fatigues stand up as you enter the room. Drawing their pistols, they don’t seem to be very happy to see you.

The three men are 3rd level, and the woman is 4th level. If they have been warned of the intrusion, they will not be sitting at the table, but rather will be prepared for combat.

3rd level men

Health: 19

AB: +6

DB: +8

Armed with a pistol

 

4th level woman

Health: 25

AB: +7

DB: +10

Armed with a pistol

 

A search of the barrels will find that they only contain water, and not necessarily the cleanest of water. A search of the rest of the room will reveal basic personal items, the woman is carrying two clips for her pistol. Other than that, there is nothing of value in the room.

Both doors are unlocked.

 

 

 

3 

This room is roughly eighty feet long and forty feet wide. A door can be seen on the opposite wall. Half a dozen sleeping bags are piled against the south wall. Lanterns adorn all of the walls, and five men are seated on the floor in the middle of the room, apparently playing a card game. As you enter, they stand and draw their weapons, obviously unhappy with your presence.

3rd level men

Health: 20

AB: +6

DB: +8

Armed with a pistol

 

If the bandits have been warned of the characters’ presence, then they won’t be playing cards. Instead, they will be waiting and will open fire immediately, gaining a +2 initiative bonus for the first round of combat.

A thorough search of the room, with a CS of 17 will find a laptop shoved into a crack on the north wall. If the characters are able to access the computer, which currently has no charge, a computerese check against a CS of 25 will give them a map of the cave complex. It won’t give them any other information, but it will at least let them know what could be in their future. Nothing of interest can be found in this room, other than a couple of pistol clips, and the standard items that most people would carry with them.

The door is unlocked.

 

 

 

4 

This room is roughly fifty feet long and seventy feet wide. There is a door on the opposite wall. This room is filled with crates and boxes, and like the other rooms before this one, lit lanterns line all of the walls. Two men seem to be inspecting the boxes. They turn as you enter, and both men grab crossbows off of the boxes.

These two men actually aren’t the only ones in the room. Just inside the door is a woman, armed with a pistol and a knife made of obsidian. She is the room’s main guard. She will be ready for attack even if the caves haven’t been alerted to the presence of the characters. If the bandits have been alerted, then the two men will be using the crates as cover, giving them a +6 defense bonus, and they will be ready to fire their crossbows.

3rd level men

Health: 21

AB: +6

DB: +8

Armed with a crossbow

 

5th level woman

Health: 30

AB: +8

DB: +9

Armed with a pistol and an obsidian knife. The knife is especially sharp, granting her a +1 attack bonus and a +1 damage bonus. This attack bonus has already been figured into her bonus above.

 

The crates and boxes are filled with assorted dried food goods. They also contain blankets and other bed coverings. There are also several crates that are filled with clothes. Other than the dagger, there isn’t much of use in this room.

 

 

 

5 

This room is sixty feet across and ninety feet wide. Burning torches line the walls. There are three on each wall, so the light is not as good in this room as it has been in the other rooms. A door is built into the south wall. A large red “X” is painted on the door. There are no other exits, and the room appears to be empty.

The door is locked, and will require an engineering or repair check against a CS of 17 in order to pick it. There are no other exits from this room, and there is nothing else of interest.

 

 

 

6 

As you walk down this short passage, there is an odd rattling noise from ahead of you.

If the characters do not have a light source, they will be attacked by eight skeletons as soon as they enter the room. If they do have a light source…

Your light
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