EN ROUTE II: BY LAND OR BY SEA

were dealing with some form of doppel- blood vessel , an artificial inn that a group of
ganger. doppelgangers are using as a base of opera-
tions, for example. Or maybe the adventurers
It is possible that the adventurers will manageill cross paths with a doppelganger later in a
to engage the doppelkinder before they carampaign, only to discover that the doppel-
reach the water, or even board the blood vesgginger was one of the doppelkinder they
itself; statistics for these creatures are providenicountered at sea. A doppelganger with a
on page 10. The blood vessel contains anotheense of humor might lend the party a hand,
twelve doppelkinder in addition to those dismentioning sthe valuable lessons you taught
guised as party members. These doppelkindee.Z
disguise themselves as other members of the
shipes crew; if the partyes vessel has a smalerthe other hand, if the party killed any of the
crew, the additional doppelkinder simply hideloppelkinder, a cadre of doppelgangers might
below decks. track them down in search of vengeance. If the
blood vessel itself was destroyed, related dop-
pelgangers would go to great lengths to avenge
Loose EndS the fallen elder. Party members could be
framed for heinous crimes. Friends or allies
might be killed and replaced, turning against
This encounter is more of a distraction thathe party at the worst possible time. Lovers
anything else. The doppelkinder are not loolcould be seduced by impossibly perfect para-
ing for a fight, and there is little to be gainediours. For a vessel-slayer, death is too quick;
from battling them. But the experience maypunishment will be slow and painful, as the
prepare the party for a more importantdoppelgangers slowly strip everything away
encounter with doppelgangers in the futurdrom their victim.
Pehaps the party will encounter a land-based
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