Note: these entries are the results of the First Mythmere’s Master DM Competition.  Because this was the first contest, many of the entries are fairly short and would be useful as extended plot hooks.

The Iron Shrine, by Rjah 21

Gold Medal winner

The PCs travel the forest during the day so as not to attract the notice of the nearby humans. They have recently incurred the wrath of the local township of Llondgrun, for they broke into the temple of Pelor and made off with the overtly full donations box. (smart bastards)

The lush forest Chesmyr is overrun with long vines and soft moss, the warm air almost trying to coax the simple forest to transform into the jungle it so richly desevres to be. As they travel deeper into the strange woods they come across a large Iron shrine (6' long and 2'-8" wide). The shrine has been hideously fashioned from razors and barbs. Skeletons of small woodland animals cling to it's sides. The PCs can tell that the shrine has been here for a long time (survival 10), due to the way that the forest has grown around it. Despite this it is completely devoid of any form of rust or other deterioration. Atop the creul shrine is a single four leafed clover, with a pin affixed to it's back. (neck slot for a magical item) If the PCs cast detect magic they will find that the shrine is devoid of any magical aura... but that the clover has a medium aura of the school or enchantment! Any PC who picks up the clover is subjected to a Heightened Suggestion(DC22), from a trap placed on the altar by an evil wizard (Search DC=28)(Disable device DC= ) to put the pin on their collar, and remove any other neck slot item they might be wearing. Once the pin is placed on their collar they are subjected to a geas (DC 22). The geas is quite simple and infact to the liking of most PCs. "Find the jewel of Chesmyr, hidden in the forest's eye" (Bardic Knowledge DC 18 to know the approximate location in the forest)

The 'eye' of Chesmyr forest is actually a small gap in the forest located in the south eastern section of the forest. There are a few ancient trails leading to it (2 chances, spot DC25), otherwise the PCs must use their own wits to find the place. Upon finding the 'eye' it is a small clearning 15'x20', with 3 stone cairns as the only things worth of note. The cairns are lined side by side. Each cairn is approximately the size of a medium humanoid, and they are all 1' apart from eachother in the centre of the 'eye'.

With a successful spot (DC16) the PCs notice that the cairn on the eastern most side is the only one to have a red rock atop it. Upon inspection it is just a rock. Infact is is a silent alarm set by the selfsame wizard who left the suggestion trap on the altar. As soon as the stone is moved or touched in any way the wizard is silently notified, and starts to move to the 'eye'.

Each cairn is the tomb of an old druid. Should the PCs search through it they would find the skeletal remains of an elf in each one. 

Regardless if they search the cairns or not, the Wizard arrives on the scene in 2 minutes. His home was amost the forest and he kept close to the 'eye' incase any should fall into his trap.

He approaches the edge of the 'eye' invisible, and remains as concealed as he can (9/10th concealment). Upon seeing the PCs he activates the programmed image that he previously prepared. (DC 22 *gotta love 6th lvl slots*) The centre cairn begins to glow faintly, and then a soft trail of greenish light moves from it to a spot on the ground. If the PCs dig up the earth there they find a magical cloak! This appears to be a cloak of resistance to anyone unable to identify cursed items. Infact it is a cloak of weakened resistance! (Set the cloak level to the party treasure level, but I would suggest -3 as an average unless your group has better cloaks, then up it so they have a chance of wanting to wear it). The only disconcerting thing about the cloak is that the clasp is a small hairball. Dipsite any efforts the hairball can not be removed from the cloak without irrevokalby damaging it.

As soon as one of the PCs dons the cloak the Wizard knows that his time to kill them has almost come, he leads them into the final trap by activating his last trap...

As soon as the cloak is put on the wizard activates his last programmed image. Another beam of light falls to the ground on the western cairn, it procedes to move across the ground to another spot. When the PCs dig up the earth, they uncover a small stone tablet. With the words " Imprisioned beneath are the treasures of old, speak the words 'Pittance Observed' to gain entry", written in celestial or elven (DMs choice). As soon as the words are spoken aloud the trap has been sprung!

The 4 leaf clover that the PCs found was actually the result of a Binding spell cast upon a powerfull Mindflayer. The beast had been hunted for many months by a group of Exalted and when they finally caught him and were about to slay him he begged for forgiveness. The Exalted companions thought he may not be beyond hope and as such offered to give him time to reflect upon his actions. He quickly accepted, glad to be avoiding death. The group then cast the Binding spell on him before he could understand what was to happen. They set the event that would have to occur to free the mindflayer (Pittance Observed), and left him in a display case in the township of Llondgrun's mayor's office.

An evil wizard learned of this, and seeking the assistance of the powerfull mindflayer sought to free him so as to aquire his assistance in overthrowing the township. The wizard disdained the language of the words, and also thought it wise to give his, hopefully, new ally a nice snack to start it's day off right. Not to mention he was rather afraid the Illithid would eat his brains out of pure anger for being Bound (rightfully so!) The wizard wanted to stack the odds in his favor so he placed the cursed cloak and the little quest to attract adventurers. Spreading some of the word to the local township about the treasure had been of little help, and the wizard had almost given up hope when the PCs had tripped his trap. Little did the Wizard know that the Mindflayer had been wounded before being imprisoned.

As soon as the words are spoken the Mindflayer is freed from his binding spell and immediately mindblasts in a cone towards the character wearing the cloak. His many years of solitude making his hatred grow and his desire to kill grow strong. Despite the nature of the spell he felt he should be famished and as such extracts brains if at all possible. Due to his broken leg though the Mindflayer is prone upon being freed, and will not move unless it is using levitate on itself to do so. The Mindflayer appears 5' away from the PC who spoke the words in any direction of your choice.

Round1 (suprise round mindflayer only, unless a succesfull reflex save DC 18 is made by the PCs to be given a chance to react is made.) Mind blast the wearer of the cloak, and everyone else in the cone.

Round 2: Charm monster any not mindblasted.

Round 3: Levitate over to a mindblasted foe and prepare to extract

Round 4+ Eat brains... so many brains!

As soon as the wizard is given a chance to act ( no suprise round for him as he is stunned the ruse actually worked) He aids the mindflayer with spells of your choice.

You can scale this challenge as you see fit. The wizard did not have to cast the spells himself, he could have easilly bought scrolls instead. As such you could weaken the Mindflayer's HD or its HP due to the fact that it was Bound in a weakened form.

If you want to increase the CR, simply add class levels to that mindflayer (I suggest monk or savant). Hope that I wrote it the way I envisioned it.

The Invalid, by Calorissi

Silver Medal Winner

Your party has finally vanquished the head zealot of the Crimson Guard and are headed for a nearby town for some much needed rest and relaxation, not to mention a place to pawn all of the spoils of your conquest.

You reach Barasil just after dark, the trip would have normally taken a few extra hours, but the thought of a warm in with wine, women, and food was enough lure to quicken their pace.

In almost no time, you locate the only inn in this small town, the Four Leaf Clover, and decide, a name like that must be a lucky omen after so long on the road.

Your party enters the inn.

Upon entering the inn, you notice that there are roughly 20 patrons, 4 serving girls but a quick scan of the bar shows no discernible bartender or innkeeper. Instead you see that the serving girls are taking turns serving the patrons at the tables and also the ones at the bar.

(Spot check DC 10: the crowd looks to be comprised of local farmers and townspeople. Each wears the same drab colours that are common in this region.)
(Gather information from inn patrons DC 10: There have been strange doings lately with people disappearing and all.)
(Gather Information from serving girls DC 15: The barkeep has left to find his missing daughter, who has not been seen since she and her pet cat went for a walk last night.)
(Gather Information from serving girls DC 20: The barkeeps daughter has gone to meet with her new lad, an adventurer who has taken temporary residence in an abandoned farmhouse just south of town.)
(Gather Information from serving girls DC 25: The barkeeps daughter has been visiting this new suitor for weeks and often also brings healing salves.)
(Search of the dimly lit innkeeper's daughter's room DC 20 will show hairballs coughed up of the cat shows a brightly coloured fabric and threads which disintegrate when exposed to sunlight)


DM Notes:

- Old farmhouse is only a mile and a half down the south road.
- (Listen check DC 20: Faint chopping noises in the distance)
-(Spot check DC 20 from bushes 50 feet from the farmhouse (DC less as you approach the farmhouse): there is a fresh path through the overgrown grasses on the way to the outhouse)

- Four room house: kitchen - mostly abandoned and dusty, but a close inspection (Search DC 15) will reveal fresh fruits and vegetables and day old bread.
- Common area covered benches for sitting, and a fireplace, somewhat dusty and unused, but a close inspection (Search DC 12) that the fireplace has fresh ash and still slightly warm from last nights fire.

- Bed room 1 (children's bedroom): three beds ranging from very small to adult size are in the room, search of dressers will reveal (DC 10: fresh women's cloathing which is not as dusty or dirty as the raged cloathing left behind when the previous occupants left. DC 15: Love poems from a teenage girl to some suitor, unfinished or unsigned - tell of his strange hair)

- Bed room 2 - master bedroom: There lies a Mind flayer, a Spot Check 10: shows that his one leg must be broken as it is splinted and raised. You also see a young woman tending to it, she is feeding it presently and will raise up to attack you with the knife she is cutting the food apart with.
She is fully under the mental commands of the Mind Flayer and will defend him unto her death, or while she remains conscious.

At the time of her screams of rage when she attacks, her father the innkeeper breaks in to the cabin and shouts "Don't worry honey, Daddy will save you!" He carries a hand axe as a weapon and speeds towards the bedroom his daughter is in.

DM Notes: He too is under control of the mind flayer. He is an ex-adventurer and his level should be such to present a bit of a problem to the Party Characters. He too will fight to the death or while he remains conscious. The mind flayer will attack the strongest fighter type in the party with mental attacks while the two combatants will attack the magic users or clerics. The mind flayer has a wand of magic missiles (24 charges)

Experience: Normal XPs for demise of the Mind Flayer, and defeat of the innkeeper and his daughter. Experience will be doubled if the party manages to render the innkeeper and his daughter unconscious without killing them.
The party finds: A wand of Magic Missiles (see mind flayer), 52 Gold Pieces, 20 Electrum, a very intricate drow crafted spider shaped knife (will decay in sunlight, but if not decayed, will be worth 225 gold to a collector or knowledgeable shopkeeper as it is a sacrificial dagger to Loth). A ripped map which will show the entrance to the cave and the first section of the underground passage that will lead to the Underdark.

Hope you enjoyed this one.

Tytik, by Meabolex

Bronze Medal Winner

This 4-encounter adventure is suitable for 4 level 13 adventurers.

The Silver Tower (or, insert your mage's guild), overseer of all that is magical in the Caled Empire, has grown quite weary of the "chatter" involving the Tytik Sanctum.

Long rumored to be a shrine to an extinct civilization in Caled -- known ominously as The Fallen Elders -- the Tytik area has always been monitored by the Silver Tower as a site of slight magical importance. The most fascinating element of the area is the rather large glass lens that was carved out of the naturally-formed glass that crops up in Caled's inhospitable Wehoward mountains. The huge lens (several hundred feet in diameter) magnifies anything that is placed on one side to huge proportions. While the lens is known by some scholars as a legend, it's largely believed that any magical associations with the area have been lost to time.

The latest rumors to rise from Caled's magical underground contain a hint to the true purpose of the lens' power. Any inanimate object that is animated on one side of the lens may move through the lens and become many orders of magnitude larger when it emerges through the other side. This isn't an inherent property of the lens, but the lens can be used as a material focus in a spell or ritual that does this. 

The only problem, the Silver Tower fears, is that the creature that emerges will be completely uncontrollable. A large enough creature would be quite difficult to stop -- the Empire's military and magical reserves are already quite stretched battling the mighty lich Vaserdin and his new Underdark alliance. Also, there are fears that this lens could be used as a weapon to summon such a destructive creature to draw forces away from the Caled/Vaserdin front. Therefore, the lens must be constantly monitored to prevent various problems.

The problem is that the area around the lens is rather resistant to magic (and hence its true interest to the Silver Tower). The only way to monitor the device is to place a special scrying device near it so that the structure can be monitored remotely by the Silver Tower. This device will be provided to the PCs.

The players are gathered through mutual friends to address the issue. Any organization concerned with the safety of Caled (or any given land) could round the PCs up for this quest. They are briefed only on the most important details: 

* There is a major security issue within the Caled empire. Due to the sensitivity of the information, everyone is on a need-to-know basis.

* There is a time limit of 1 day to complete the quest starting tomorrow -- the Caled forces are planning an offensive and the issue needs to be resolved quickly.

* The PCs are told to take a small metal box to the Tytik ruins and leave it hidden somewhere near the Lens of Tytik -- at least within 50 feet. They are told not to open the box and not to ask questions about its use. The PCs are also given a large sign that is shrunk (via shrink item) that warns anyone not to enter Tytik. The PCs are to place the sign noticeably at Tytik's entrance.

The box is locked with an arcane lock and lined with lead, but should the PCs get it open or find out what is inside, they'll find a magical four-leafed clover that emits a strong divination aura. A DC 20 bardic knowledge or Analyze Dweomer spell reveals the device's true function: A constant monitoring device that warns the creator of the presence of intelligent creatures within 100 feet. The device also relays to the creator the name of any spell cast within 100 feet of the clover (as if they rolled a successful Spellcraft check to determine the spell).

* Eliminate any hostile forces they encounter. If non-hostile forces are encountered, remove them from the area.

* The PCs are to report back to their representative of the Silver Tower (in person, by courier, or magic) when the quest is completed.

The Silver Tower representative, being rather impatient, urges the PCs to go through a free teleport the next morning. If the PCs have another way to get to the area, they should take it -- it's about 500 miles due NW as the dragon flies.

The PCs are initially teleported near the entrance to Tytik -- an underground cavern in a heavily mountainous area. They are about 500 ft in a random direction from the entrance, but they can still see it.

At the entrance of the cave (which is large enough for a huge creature to fit through), the players find that someone has beat them to the ruins. Someone has placed a powerful guardian to ward off would-be adventurers -- a twelve-headed pyro-hydra. The hydra is inside the tunnel, 80 feet straight back in the darkness. Scattered outside the tunnel and throughout there are various burnt bodies of those who weren't aware of the hydra's presence. They have a randomly generated CR 13 treasure on them. There are some tracks (a few mind flayers) leading into the cave that are relatively fresh.

Deeper into the cavern, the players find what appears to be a small encampment that has been torn to pieces. Apparently an exploration team had been ransacked by some other group. In reality, the ransacked group is none other than the forces of Vaserdin. The PCs, after seeing some looted mind flayer corpses, hear some moaning. Under a large rock, the players find a mind flayer still alive. The creature at first seems angry, but once it sees the PCs, it quickly changes tone to innocent and begs the PCs for help -- obviously, the creature has a broken leg. The mind flayer at first is scant on details (he's an agent of Vaserdin, after all), but with some diplomacy or intimidation (DC 25), he tells the PCs about his true purpose -- stop the Caled empire from using the lens as a weapon of power against Vaserdin.

The true culprits are a group of 4 catfolk (see Miniatures Handbook) rogue/clerics who worship a strange deity known as Tytik (A DC 30 intelligence check reveals Tytik to be an anagram of Kitty). They are extremely cunning and managed to get past the hydra sentry and sabotage the Vaserdin camp. They spared the mind flayer's life for information. 

If the PCs help the mind flayer out of his situation, he'll agree to tell them how to get successfully through the dungeon. Of course the PCs could torture the mind flayer further to try and pull the info out of him -- but he's near death and will die if the players push him too hard. Players may find a way around helping him. . . it happens.

The big difficulty involves the Room of Fate -- a room that appears just ahead. The players enter a 40x40x15 square room -- it is entirely in a giant, permanent anti-magic field. To get out of the room, the PCs must pull a mechanical switch which closes the entrance door and opens another huge stone door at the other end of the room. Out of the room pops an iron golem. There is yet another giant mechanical stone door at the other end of the room, but it only opens by a special trigger. The key is to position a player at each corner of the 40x40x15 room. Once a player is on each corner, all the doors open for 1 minute. The iron golem will not leave the room.

The mind flayer doesn't know exactly how the room works (he's never actually tried to get through it) but he knows the legend behind the room -- which has been all but forgotten. A DC 30 bardic knowledge or a vision spell will reveal the solution to get out of the room. The solution involves a riddle:

"To man the four corners of Tytik is to find the way."

The four corners are stone pressure plates which can be identified in combat with a DC 20 knowledge: engineering, search, or stonecunning check if they are stepped on. A DC 25 disable device treats the squares as always being stepped on.

If the PCs manage to get past that room, they'll enter a few twisting paths. The rogues didn't expect anyone to get past that room -- they assumed the mind flayer died. Thus, they aren't expecting an ambush. They noticeably had no cat tracks before (due to a wand of Pass Without Trace), but now the tracks are very visible. The tracks lead the players to a large, torch-lit stone room with several pillars at each corner. The room's walls are completely surrounded in an anti-magic field -- the doorway leading into the room, however, is not affected.

Most of the rogues are sleeping, but one is on guard duty. They all have spot, listen, search, DD, tumble, etc. They are 4 catfolk 7 rogue/3 cleric. If the guard is alarmed, he activates a small indentation trigger in the ground (DC 30 search on his square) to close the door. The stone, mechanical door IS affected by an anti-magic field and only opens when the indentation in the floor is pressed again.

The rogues will attack full force if they find out the PCs are present. In an adjacent, huge room, the lens sits in its large stone bed. The fact is that the cats have already performed the ritual they came to conduct. Using their ancient rituals, they have animated a hairball (the Will of Tytik) into a GIANT hairball with magical powers and quasi-intelligence. The animated hairball detects the presence of the players, but does not attack until the rogues die defending the hairball (apparently Tytik is a harsh deity). The hairball is in the chamber of the lens, which is connected to the rogue's room via a large, dark passage. 

The hairball is like a fully advanced (30 HD) gargantuan black pudding (it's effectively an ooze). Instead of acid damage, it deals electricity damage. Rather than dissolving, any wooden or metal item that strikes the creature (and fails a reflex save) turns immediately to cat hair -- any armor or clothes hit by the creature turns to cat hair similarly (mechanically like the black pudding's acid ability). The creature is immune to all weapon damage -- but it keeps the split ability -- the only way to kill it with melee damage is to cut it into little pieces. The creature is immune to electricity damage and has no immunity to acid. Increase the DCs appropriately for size-based constitution increases and HD increases (should be about DC 35).

The rogues amassed a fortune in their travels -- they have their equipment and a CR 13 and CR 14 randomly generated treasures in bags of holding.

Grimallergies, by Threeyore

Bronze Medal Winner

Off the beaten path sits the village of Freshbreeze, its inhabitants all sharing the same reason for their colonization--an escape from allergens. Gardening, pet ownership, and cleanliness are strictly monitored so that all citizens may enjoy the breathing other folk take for granted. This has upset the local druid, as it was necessary for flowers in nearby fields to be eliminated. To appease the druid, the town replaced the flowers with clover, which the druid accepted as a token of peace.

Recently, however, cats have inexplicably come to town, causing much fuss from the "petallergics." Efforts to chase them away are futile, as they seem to disappear around every corner and return shortly thereafter. They've never been spotted at night, though it's unknown whether they depart each night or hide themselves well. Regardless, the only evidence of their stays are their *hairballs* and sheddings. As the "dustallergics" are frequently called upon to clean up the mess, they too dislike this turn of events. The village would greatly appreciate any effort from strange, wandering parties in removing the cats.

What the townsfolk don't realize is the creatures are really Grimalkins (MM II), shapeshifting magical beasts who prefer the feline form over most. In order to make their getaways, they usually turn into insects or some other tiny creatures when no one's looking, staying inside the very houses of the petallergics most often. The Grimalkins hope to annoy the humans away, so they can have the place to themselves. The clover field appeals to them more than anything; if the Grimalkins are caught, the party may coerce them into leaving the villagers alone, but they'll ask for a *four-leaf clover* apiece as souvenirs.

Oddly enough, this has nearly coincided with the arrival of a young physician who calls himself Svetlis. Although not allergic himself, he intends to study the inhabitants to find out how relatively healthy they are compared to the average commoner. At first the villagers were wary but decided to go along with his studies. The village has only one holy man, and the local druid isn't on friendly terms, making the presence of a physician somewhat of a boon. Any connections between the young doctor's arrival and the cats' were erased just the other day when a cat gave him such a fright that he fell from a tree, breaking his leg. The doctor is played by our resident *mind flayer*, sent to study the behavior and physiology of the villagers, notably different from the average human. Coupling his complete ignorance of felines and his patients' somewhat exaggerated reports about them ("they're liable to blind you before you get a chance to see them"), these caused his knee-jerk response and injury.

Svetlis, upset at himself for being so foolish, will prefer to skulk than aid in the endeavor to catch the cats. He'll attempt to 'charm' at least one party member, asking for further information as the party discovers it. If he finds out they're really magical beasts, that will pique his interest, and he'll ask to keep or attempt to capture one for further studies (despite any agreements made with the Grimalkins). The druid is willing to assist the party, as he's most curious what cats are doing in an area where they don't naturally exist. The party may bring the druid a sample of a Grimalkin, so he may study it and assess what creature it really is. The hairball would work best, as it will include hair samples and dietary information. After identifying the creature, he will accompany the party to ensure the Grimalkins depart unharmed.

Once the Grimalkins leave, the village can't offer much but gratitude and a special handbroom from the dustallergic faction. It counts as an animated object, tiny size, that obeys the commands of whomever last touched it and spoke the phrase, "Get to work."
