IMosiHO4YHBIN TeaTp
(Originally by OLIVER CARBSCH, scanned from the Dungeon Magazine, issue 77 by exelenz (me@exelenz.ru))

3aMeTKH Mo MPOBEACHUIO 3TOr0 NMPHUKJIYeHus Ha Bapne

[TonHOYHBIA TeaTp HAaXOMUTCSA B IPUroOpoie cronulbl BapHulickoro koposaesctsa, bpuns. Ucropus ¢ Keiipanom
CIlyYHJIach MPUMEPHO TOJITOAa Ha3akd, 00 3TOM MPEIOYUTAIOT HE PACTIPOCTPAHATCS, XOTA CIIyXH, KOHEYHO, XOAMIIH.
«a BBl CJBILIAIN, YTO YTO-TO yXacHoe ciayuywiock B Ilomnounom Tearpe?». U Bot, Keiipan craBuT HOBYIO mbeCy.
Pexnama, OuieThl OTPBIBAIOT C pyKamu (cTpaliHas HCTOpPHs TOJBKO J00aBWIIa MPHUTATHBAIONICH 3araJ04HOCTH

Tearpy).

Crnaaga CTOWT cIeNnaTh 4yTh HMOCHIBHEE, WM IyCTh B3pocieeT ObicTpee. COOCTBEHHO, B TOM, UTO TMApPTHS OBICTPO
ero mopyOHUT, MOXKHO HE COMHEBaThcs. VIHTepecHee OyneT pa3o0paThCs B TOM, YTO K€ UMEHHO mpou3olnio. CTpaxka
sTUM 3aHuMathes He Oyaer (a Bor KCBb moxker 3auntepecoBathesi). Haiitu, rae xun Keiipan, pasy3Hath, 4To xe
CIlyYUIIOCh TOJITO/Ia Ha3aj. BO3MOXXHO, YTO MapTHIO HAMET HOBBIA BIIajesell TeaTpa, YTOOBl BBISICHUTH, YTO JKE
CIIyYWJIOCh, U KaK 3TOTO M30eXaTh B JanbHeWmeM. [lapTuio, 04eBHIHO, MOXKET MHTEPECOBATh KHUTA 3aKIHMHAHHIMA
Keiipana. Wupopmamus o cymiecTBax H3 JAPYTrUX IUIAHOB CYIIECTBOBAHUS MAaJOJOCTYIHA, TPUICTCS HCKATh
COOTBETCTBYIOIIIETO Mara.

Wrak, Ha MOMEHT TiepBOro cTonkHOBeHMs Slaad Gyner yxe young, a uepes 10 payHmoB mocie MOSIBICHHS Ha CBET
CTaHEeT OOBIYHBIM, B3POCIIBIM U MOJTHO(YHKIIMOHATBHBIM CIIAaIOM.

Red slaad, young adult: AC 4; MV 6; HD 7+3; hp 50 (at full); THACO 13; #AT 3; Dmg 1-4/1-4/2-12; SD
regenerates 3 hp/round; SA stun croak 1 per day, save vs petrification; MR 30%; SZ L (8' tall); ML 10; INT low (6);
AL CN; XP 2000;

CyTtb. [laTh mapTum MoOHSATH, YTO MUpP OOJbIIE, YeM Kaxercs. M 4ro myTedl MHOTO, U YTO €CTh OOJIBLIOW MUp,
KOTOPBIN XKIIET, OoJiee TOro, OECKOHEYHOE KOJIMIECTBO 3TUX MUPOB. MyJbTHBEpC.

Ha gene, 3TOT caliATpex O4eHb JOJT0 AOKHUIAICS YAOOHOI0 MOMEHTA JJIs 3aIlyCKa, TaK uTO MPOBECTH ero Ha BapHe
HE TIOJYYHIIOCh, 3aTO TIOMy4Ymiioch B iMnepun — B cronmiie. Hudero ynuBUTENNEHOTO — Bellb MIMEHHO TaM HaXOJUTCS
Tearp, B 4eCTh KOTOPOTO ObliIa Ha3BaH HOBBIM TEATP HA OCTPOBE.

Kak 3T0 0bLJ10 Ha caMoM JeJie

Tsoxenslil eHb, TAapTUS BO3BpAaIIaeTcs B CBOIO KOMOPKY. K WX yAnBIeHHIO, Ha TIEPBOM 3Ta)ke OHH BHIST CTapOro
3HAKOMOTO — Ayuienpukazyrka Opumna MaHbe, KOTOPBIH 0 4eM-TO OecellyeT ¢ KOHChePKKOM. 30BYT €ro, KCTaTH,
[Ipokrop JloymoHTep. YBUIEB HAIIUX TePOEB, OH PAJIOCTHO BCKakuBaeT, - «Hy Hakonen-To!». Kak MUHUMYM necsaTb
MHUHYT OH JKaJIIyeTcs Ha TO, KaK CJIOXXHO OBUIO MX HAWTH, paccKa3blBaeT, KaK MOHAYally HAIlell TOCTHHHILY, TIe
MapTHUs KOT/Ia-TO TOCTHJIA, M KaK BhINIapanall y X03auHa ux aapec. Hakoner, on mepexoaut K neny. OxaspiBaercs, y
HETO JIJIS MTAPTHH eCTh paboTa.

Bopuc dusiepman, Biaaenen Tearpa «UyaoTBopel», roTOB 3aIIaTUTh MATHISCAT 30JI0THIX 32 HEOOJBINYIO YCIIYTY,
KoTopas moTpeOyeT OT MapTUU BCEro OJMH Beuep BpeMeHHW. Beab BbI, rocmona, He OTKaxkeTech? S OueHb Ha Bac
paccuuThiBato! 3T0 CPOUHO, ST IPSAMO Ceifuac MpeACTaBIIo Bac 3aKa34yHKy, 10 HAMEYEHO Ha 3aBTPAITHUI Beuep.

JanpHelmuit myTh JIEKHUT B LEHTP CTONUIBL PockomHoe OeloKaMeHHOE 37aHHe, MOPTUK C MPaMOPHBIMU
KOJIOHHAaMHM, OoraTble BHUTPaXH, KapeTbl Mepel BXOJOM M 3aMeuaTeNIbHO KpacHuBas, IEpeHBAIOLIasics 30JI0TOM
(mMarusn?) Hagmuch «reatp «UynorBopeu»». IIpoKTOp MPOBOAMT HAPTHIO B Tearp, CyAs IO 3BYKaM, HIET
npencrasienue. doife, cayra B 3K30THYECKOW JIMBpEe NIPUHUMAET BEPXHIO OAEkAy, mocie dero IIpoxrop Bener
HapTUIO B XO3AUCKYIO JIOXKY. BOpUC CMOTPUT Ha IIpeCTaBICHUE, IIOXJIONBIBAS CTEKOM 10 CBOEMY U3SIIHOMY CaIlory
13 KOKH OYyJUIETBHI, U OTIYCKaeT HeoAoOpHUTelIbHbIe KOMMEHTapuu. BunHo, uto o He B ayxe. C Buny bopucy ner
HOATHJECAT, OH TOJICT, HAa TOJIOBE Y HETO IIApHK, CBETJIbIE 3aBUTHIE JIOKOHBI CIIyCKalOTCS A0 Iuied. HakoHen oH
«3aMeyaeT» HOBONPUOBIBIIMX, M 0OpallaeT Ha Bac CBO€ BHMMaHUE. «Bul caviwanu umo-Hudyov o Ilonnounom
Teampe?».

«Hy umo oic, 3nauum, Mue npuoemcs 8am o Hem pacckazamv. Ho, 0ns nauana, s Obl Xomen y3nams, HA YMO Gbl
CcnocobHbvl. Omo npasda, umo cpedu 8ac 08a OURIOMUPOBAHHLIX Yapodes 3-eil cmenenu noceaweHus?». Ilpoxmop
3aeepsiem, 4mo 0d, camvle, 4YMO HU HA eCMb OUNIOMUPOBaHHble, moivko umo u3 Capsapoa. beneduxm



npoooadxcaem, — «Mmax, Honnounsiti meamp — 3mo cmapoe 3agedenue, emy yoice HecKonvko comen nem. Huyezo
0cobenHo20, meamp Ha omuude, HUK020a He OvLL ocobenno nonyiapen. Ho eom nocieonee epems... B obwem, onu
nopmsm mHe 6usnec, u uspsiono. B me onu, xozoa 6 Ionnounom ueparom, y mens 3an noaynycmou. Pacckazvigarom
gcaKue OaUKu npo ux Cnekmaxiu. B obwem, s pewiu cxooums cam, HOCMOMpems HA UX CHNEeKMAKIb, X0Yemcs
NOHAMb, YUMo Jice Max npusiekaem nyoauxy. 3auem mue éul? Hy, @bl dice Crvbliuanu, ¥mo mam Ciyduloch HeCKOAbKO
mecsayes Hazao? Hem? Kax cmpanno. Hy, ciywaime. Toeoa meampom éraoden Ketipan Mucm, monooou u ouerv
mananmaugvii napeus. C He2o u Hauanca noovem meampa. On NOCMAUL HECKOAbKO OYeHb YOAUHbIX CNeKMAaKell,
6ce boavue comuueckoeo moaka. Hy, a nomom ou 3aseun o epanouosnou npemvepe. llpuvem uepams cnekmaxiv
0yoym monvko pas. Hy, noneooa pexnamol, 6ce Ounemvl ywinu 3a Oukue Oeuveu. CneKkmakib HA3bIBANCA
«Buizvisarowuii [lemona». B obwem, Oemanetl s1 He 3HAI0, HO, 2060pPsM, KAKOU-MO MAHbAK HAYATL 8CeX mam yousams,
nozubno mHozo Hapody. Ketipany euunuiu neciabvii uck. Ilocmepmuo, oa. Xomsa mena-mo ez2o me mawiiu. Teamp
NPOCMOSIT HEMHO20, €20 KYRUJL KAKOU-MO HEeGHAMHbIU Hel06eK u3 npogunyuu. M umo-mo He Xxyjce y He2o
nonyuaemcs, wem y Ketipana. B obwem, s puckogamv He X0uy, HO U C NOIKOM CMPAICU MONCE He XOUY UOMU —
sacmerom dce. Tax umo mHe HAOO, WMOObL 6bl CO MHOU NOOBLIU HA CNEKMAKTe, U eCU YMOo, MO He3AMeMHO MaK MHe
NOMO2IIU, 8€0b HUKIMO Jice He YOUBUMCS, YO 00UH XOPOWUL Yelo8eK HOMO2 OpPY20MY XOpouiemy uenoseky? bunemol
3a20moenenvl, co2nawatimecs. 3asmpa Houvlo ce bydem. Cnekmakib Hazvlgaemcs «I ypman nupyem»».

Hanbme HakoHen 3amyckaeM mpukitoueHne «llomnounsiii Teatp». Craama ycunuts. Ilocnme pasz6opku Bopuc
HOIIPOCUT MAPTHUIO O €IIe OAHOW yCiIyre, KOTOPYIO OH, IOHSATHO, Xopouo omnatut. OH, bopuc, pemmn o nemeske
kynuth [lomHounslii. Ho ni1st Hayana oH xo4et pa3zo0pathces, B 4eM 31ech aeno. M kto ke atoT Keiipan, u ymep on
WK Kak, 1 OyZeT Takoe eie, Wi Het? JacT CTo 30J0ThIX, ¥ MOoKUTKH KelipaHa mapTuu OTOMIyT.

Cpa3sy ke mocje ciydasi Co Cj1aajgoM MpuOyaeT ropojckas CTpaxa, 4yTh CIIyCTs — YepHbIe OpaThs. [lapTuio onpocsr
— «a 8ac NONpoOcuM OCmamuvcsa», HO 3alepkuBaTh He OynyT. Ecnu uto, Bopuc 0OBSCHHUT, UTO HAHSII 3Ty IPYMITY
00ioB U1 TUYHON oXpaHbl. | maBHBINA U3 bpaTheB miemver npo ceds, — «0emMonsl 8 yeHmpe cmoauysl, Ymo-mo He
mak, 4mo-mo epadem, 4mo-mo ceywaemcs, umo-mo ...». IIpocToll mMyTh paccieZoBaHUS — uyepe3 IMOCIETHEr0
ounmansHOTO Brasensua teatpa. Cam, 6e3 Keiipana, oH He CMOXKET MOCTABUTH JaKe CKa3Ky O CEpEeHbKOM ObIUKe, U
0oJbIlIe BCErO MeuTaeT MpojaTh Tearp. Eciu oH moiiMer, 4To OT ero OTKPOBEHHOCTH 3aBUCHT, KYIIAT JIH €ro TeaTp,
TO CKphIBaTh He Oynmer Huyero. HazomeT u mecto, rae »un Keifpan — 3170 MaHcap[a HaJ IBETOYHBIM MarasmHOM B
MATH MHHYTaX X0AbOBI OT TeaTpa. B 00mieM, 31ech npobieM ObITh He T0JKHO. 30BYT Biaaenbia CencaBuo Puxrtep.

B mancappe Keiipana, noj KpoBatblo, MapTHIO TOXKUIAETCA TPIXKa!

v Tloxoguas kuura ¢ 3aknuHanusamu, 50 crpamuu. Change self, conjure spell component, ventriloquism, blur,
improved phantasmal force, spectral force, hallucinatory terrain.

v" Ring of Chameleon Power.

v" Wand of Metamorphose Liquids. 34 charges.

v’ Dagger of Light +1. Maruueckuii +1 KumXas, 10 TPOU3HECEHUH MAaruyeckoil (GOpMyIibl Je3BHE HAYMHAET
CBETHUTHCS aHanornyHo s¢dekry vapel Light. Konosas ¢pasza ompexnensercs B mporecce WACHTUDHUKALNH, U
3BYYHT ClenyrommM odpasoM: «chath ssussun». IIpounsHocuTs (pasy Hamo BCIAyX, U TpoMKO. CTpaHHO B 5TOM
KUHKaJe CIIeayrolee — KooBas pasa Ha JAPOBHICKOM, IIEPEBECTH €€ MOKHO MPUMEPHO, KaK CBET 3aKIUCH!»,
OJIHAKO K€, 3a4eM JJPOBaM MOT MMOHAI00MThCS CBeT? M caM 3TOT KWHIKaJl JIy4H COJTHIIA OTIHYHO MEPEHOCHUT.

v 0Old shoe of infinite stones. Crapsiii camor, HaiiTu €ro, CKopee BCEro, MapTUH MPUAETCS B IOKJIAKE KaKOro-I100
mara (yxe crtpanHO). BHyTpu Oonrtaercs HeOompmioir (3 caHTHMETpa IUaMETPOM) KPYIJIbId KaMyIIeK
(Mpamop?). Uepes cekyHIy mocie TOro, Kak KaMyIlIeK W3BJICUYEH U3 carora, TaM 3apokIaeTcs HOBbIA. Eciu
caror nepeBepHyTh, TO Yepe3 Jac 1moja HuM obpasyercs ropka u3 60*60=3600 kamymkoB. CBEeTUTCS Ha Maruio
(conjuration). Ilo GoONBIIOMY CUETy MPOCTO MArMYECKMH Kyphe3, XOTS MOXKHO TIPHAyMaTh K JEIBHOE
npumeHeHue. [IoBecuTh HaJl MPOMAacThio, BEPHYTHCS Yepe3 CTo JieT. MoxHO mponatsk, B CapBap/e 3a Hero JaayT
HUKAaK HE MEHBIIE ISTH COTEH 30JI0THIX, OTJIIMYHBIN JKCHOHAT Ui My3es. Jla, MOHSATHO, YTO KaMyIIKH He
HOSIBIIIIOTCA M3 HHUYETro, JIOAH, IUIOTHO PadoTaloIpe ¢ KaMHEM, XOpOLIO 3HAIOT O «IbIPYaToil Ooye3Hm»,
KOTOpasi MopaXkaeT Mpamop, Oy/Ib TO IPUPOIHBIN TIACT MM KOJOHHA KOPOJICBCKOTO aBopia. [lapTus uMeer Bce
IAHCHI YCTPOUTD JMUIEMHUIO 3TON caMOoil O0JIe3HH :)

v 70 pp, black opal (550 gp worth).



Adventure Background

Three months prior to the PCs' night on the town, the Midnight Theater held a one-night-only engagement
called The Summoner, a dark tale about a merciless plot of his screenplay. Kieran hired a fellow guild member (a
Tth-level conjurer) to create the hand-drawn magic circle that would dominate the middle of the stage. The conjurer
would be offstage casting ensnarement and ventriloquism to make Kieran sound like he was casting the spell. The
slaad would remain in the circle during the fight and be directed by the conjurer to do nothing but glare and roar at
the crowd until it was told to return home. The hero would arrive to witness the summoning and defeat Kieran in a
fantastic magical battle created with spectral force. The hero would use the last of his magical energies to send the
creature back to its own world before dramatically collapsing on stage to end the play.

Kieran advertised for months prior to the debut of The Summoner. He and his troupe of actors did not
disappoint. The slaad's appearance on stage nearly overwhelmed the frightened audience. The ensnarement worked
until the slaad realized that the magic circle had been compromised by one of the on-stage actors. Enraged and
disoriented, it leapt from the circle, killing every actor on the stage including the overmatched conjurer. Kieran was
struck by the creature and flung into the seats. With the crowd screaming and bursting through the exits, the creature
gorged itself on the fresh corpses before returning through the portal created by the ensnarement spell.

Kieran survived. His theater was closed for a time pending investigation by the city watch. Then Kieran got
sick. He had been injected with the egg pellet of the red slaad but did not know the cause of his illness. His affliction
made him incredibly hungry, and over the next three months his weight doubled. The baby slaad growing inside of
him was devouring Kieran's life energy, starving him. He sought aid from the local clergy, but their ministrations
failed.

The city leveled a crippling fine on Kieran and barred him from creating any new productions within city
limits. Kieran became desperate. Two months after the theater held its last performance, Kieran decided to open the
theater again. He hired a new theater director and tried to resurrect the theater as its silent backer. The first shows
were dismal failures. His new play The Feast of Gourmand, is a story about vampires and their obsessions with
things they no longer share with the living. The plot is tame and the effects subdued. Kieran hopes people will
reacquaint themselves with the theater and save him from financial ruin. A month has passed, and the PCs are now
standing in line to see the show.

The Midnight Theater

The theater is a tall, one-story structure with a basement. The wooden seats are arranged in a semi-circular
pattern around the stage and music pit. The seats slope downward to allow a better view of the stage. The seating
area and the stage are supported by a series of posts and beams set into the earthen foundation of the building. The
area behind the stage has the actor's preparation areas, a small office, and a set of stairs leading to the basement. The
basement has an earthen floor and is piled high with a maze of crates, racks of costumes, and boxes of theatrical
odds and ends. The posts that support the upper floor are visible here. Slivers of light shine through cracks in the
ceiling, filling the basement with shadows. In one corner of the basement, ground water leaks through the foundation
wall, forming a small pool. Rats congregate around this site, foraging for bits of food that fall through the cracks in
the ceiling during performances.

Beginning the Adventure

Explain to the PCs that they are gearing up for a night on the town. This could involve tavern hopping or
street entertainment. The DM is encouraged to role play the good times leading up to the start of the evening to set
the tone. The dressed-up PCs eventually arrive at the Midnight Theater and get in line under a starlit sky. The PCs
might have received the tickets for the show from a grateful NPC they helped on a previous adventure. Alternatively,
the DM could explain that the tickets were given to the PCs to cover a gambling debt or by the director of a rival
theater interested in learning some of Kieran's secrets. The PCs have heard the recent stories surrounding the theater
over the course of the evening. The DM should paraphrase the events of The Summoner, including rumors of
Kieran's disappearance, but be careful not reveal specific information about the slaad or the magic involved in
creating the play.

The PCs are seated in the back row in the center of the theater. The growing crowd is restless and talkative.
Ushers seat the remaining standing individuals, and the play begins. The sets are strikingly real and change
completely after a few moments of darkness between acts. The story unravels. Gourmand is the hero. He is sickly



pale and grossly overweight. Throughout the entire play he eats from a heaping food platter and drinks from a goblet
filled with blood. His attempts to seduce women and conquer men end in tragic failure with every sunrise. The
crowd becomes sympathetic and emotional at times. The violence of Gourmand's feedings is subtle and even poetic.
PCs find themselves getting caught up in the passion of the story when the following event occurs on center stage.
Read the following boxed text to the players:

Gourmand the vampire lifts his bulbous head up from the throat of the twitching body of his latest victim,
Lady Sorrow. Tears stream down his pale face into his blood-lined mouth. Gourmand's fangs glisten in the glare of
the spotlight. He looks up angrily at the moon hanging off to the left side of the stage and coughs, somewhat unex-
pectedly. Gourmand begins a solemn monologue as flickering torches begin to light the stage, revealing the alleyway
and the refuse surrounding him. Villagers carry the torches closer, and a priest raises his holy symbol with a
trembling hand. They surround Gourmand as he speaks to the heavens, oblivious to their presence. The priest begins
to castigate the vampire. The villagers quake in fear behind him.

Gourmand laughs and strides toward the priest, who backs away, his voice trailing off into a whisper.
Gourmand begins to speak, then falls to his knees, clutching at his stomach. The priest and the villagers are startled.
Gourmand rolls onto his back and screams horribly, pulling at his clothes. The villagers step back, and the priest
cautiously approaches holding the holy symbol in his outstretched hands. The priest looks confused. He glances back
at the villagers, one of whom inadvertently shrugs his shoulders. Gourmand begins to spasm, and his shrieks disrupt
the dramatic music rising up from the pit. His shirt rips open, exposing an undulating bulge in his abdomen.
Gourmand's body goes still and his shrieks become whimpers.

The priest calls into the rafters for the lights, his hands flailing wildly. Gourmand's abdomen bursts open,
and a deformed, froglike creature with an oversized mouth of sharp fangs rises out of it. The creature reaches into the
corpse of Gourmand and tears the heart from his chest. The creature then turns to face the screaming audience and
swallows the organ whole.

As the spotlight falls on it, the creature rips up a floorboard and slithers under the stage. Everyone runs. You
rise up out of your seat to watch the moon flicker and go dark. Four of the villagers' discarded torches blandly
illuminate the recesses of the stage. The buildings surrounding the alley lose their decorative facades and turn into
lightweight, wooden scaffolds. There is no clear way to get to the stage, except to charge through the frenzied crowd.

The Midnight Theater

Fighting the Slaad

Gourmand was Kieran Mists. He used hallucinatory terrain and spectral force spells to enhance the stage



decor, but these spells fail with his passing. Kieran refused to let his sickness prevent him from acting in his plays.
Kieran's magical disguise is revealed if his body is inspected. (He used change self spells to hide his identity.)

The PCs must brave the fleeing crowd to reach the stage area. The shock of witnessing the events on stage
and the commotion in the theater make it impossible to attack the slaad with missile weapons or ranged spells before
it flees into the hole. PCs require 3 rounds and a successful Wisdom check to get to the stage. Each failed check adds
1d2 rounds, as the PC blunders into an impassable crowd of people. Once the PCs are on stage, they can enlarge the
hole made by the slaad (which expends 1 round) and descend through it, or they can go backstage and descend the
stairs. It is a 10' drop to the floor of the basement area if PCs go down the hole. PCs suffer no damage from the fall if
they take adequate precautions.

The baby red slaad is immature but feeds relentlessly on the vermin and other inhabitants of the theater base-
ment. The PCs have 1 turn (10 rounds) to find the slaad before its regenerative powers transform it into a young
slaad. When the PCs find the slaad, it is sitting at the position marked "X" on the basement map, eating rats. The
slaad resembles a tadpole; it has a translucent tail and shriveled hind feet. It pulls itself along using its forearms. It
will not flee from combat unless a bright light is shined on it. The PCs can fight from the tops of the boxes and crates
that fill the basement, adding +1 to their attack rolls and improving their Armor Class by 2. The baby slaad is an
adept climber, but because its hind section is underdeveloped, it has difficulty attacking PCs standing above it. It is
driven by its appetite and follows a PC who taunts it with food. The baby slaad cannot gate, use its stunning croak,
or impregnate foes. It has not been alive long enough to gain these abilities.

Red slaad, baby: AC 6; MV 12; HD 4+3; hp 22; THACO 17; #AT 3; Dmg 1-2/1-2/2-8; SA surprises opponents on a
1-5 on 1dIO; SD thief abilities (see below), regenerates 1 hp/round; MR 10%; SZ M (4' long); ML 10; INT low (5);
AL CN; XP 420; MM/318 (modified) and dungeon Adventures #43.

The baby red slaad has the following thief abilities: MS 55%, HS 50%, DN 60%, CW 85%.

After 1 turn, the baby slaad transforms into a young slaad and acquires new statistics. PCs witnessing the 1-
round transformation must make a saving throw vs. paralyzation or be unable to act during the round because of the
revulsion caused by the slaad's molting process. The baby's pink flesh darkens to red, its tail becomes a stub, and its
rear legs become stronger. The young slaad moves on all fours and is more clumsy. The transformation process does
not heal wounds suffered by the slaad in its baby form. The DM will note that the young slaad can kill low-level
characters with a single bite. DMs are advised to administer damage from the bite in a dramatic fashion and not Kill
PCs outright. Leaving a PC dangling with two hit points left is a far more effective method of creating tension during
combat.

Red slaad, young: AC 5; MV 9; HD 5+3; hp 36 (at full); THACO 15; #AT 3; Dmg 1-3/1-3/2-12; SD thief abilities,
regenerates 2 hp/round; MR 20%; SZ M (6 tall); ML 10; INT low (6); AL CN; XP 650; MM/318 (modified) and
dungeon Adventures #43.

The young red slaad has the following thief abilities: MS 35%, HS 30%, DN 40%, CW 50%.

Concluding the Adventure

When the city watch arrives on the scene, the PCs should have just finished the combat. After a brief
interrogation, they are escorted from the theater. A couple of days later, the watch contacts the PCs and arranges to
give them the possessions of Kieran Mists, who had no next of kin. The PCs receive a wand of misplaced objects
with 50 charges, a ring of chameleon power, a buckle knife +1, and Kieran Mists' traveling spellbook with the
following spells: change self, conjure spell component, scatterspray, ventriloquism, blur, improved phantasmal
force, sense shifting, Lorleveim's creeping shadow, spectral force, watery double, and hallucinatory terrain. The DM
may substitute other items as he or she sees fit. The PCs should not receive the spellbook if there is no mage in the
party, as it is worth too much money.

The city closes the Midnight Theater for a time and reopens it just in time for the festival season, but it never
fares as well as when Kieran ran the show. Maybe some business-minded PCs could do a better job, and there is
always the chance that the original owner of the ensnarement spell comes to the city looking for its whereabouts.

PCs searching among the props and costumes in the basement might find the manuscript for a lost play titled
The Pirate King, which tells the story of the pirate Bloody Rupert and Katiana, the noblewoman who captures his
heart. Hidden in the pages of this manuscript is a treasure map. The map could pinpoint the location of a pirate hoard
somewhere in the city, or it could be a false map. Either way, the lost play and the map are excellent hooks for future
adventures.



