EN ROUTE II: BY LAND OR BY SEA

The doppelkinder draw out the encounter
for as long as possible. They will want to
compare past adventures with the party,
using Detect Thoughts and Mind Probe to
pick up information about the party’s
exploits and work it into their own stories.
This 1s an opportunity to suggest alternate
directions that party could take in the future

— “Well, we just returned the jade elephant
to princess Sharina. What? How could you
not realize it belonged to her?” These stories
could be perfectly valid, based on deduc-
tions that the blood vessel has made after
analyzing the thoughts of the adventurers,
or they could be unwise suggestions
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crush the people inside. Shifting form on this
scale takes time; if a character within the ves-
sel can make a Reflex save (DC 15), he gets
one full action to try to get out of the vessel.
Once the crushing starts, victims trapped
within will take 2d8+12 points of damage
every round. A victim trapped inside must
make a successful grapple check to take any
action. If the check is made, the character can
move one foot for every point he made the
check by, literally clawing his way out of the
depths of the vessel. It takes the vessel a full
action to begin to crush those within it, but
after the attack has been initiated it does not
take any effort to maintain.

Image Bank (Su): If a blood vessel success-
fully probes a humanoid mind, it may take a
standard action to record a perfect image of
the target’s appearance and mannerisms.
Using a second standard action, it may trans-
mit a stored image to any willing dopple-
ganger or doppelkinder within 1000 feet. The
target immediately adjusts to the new form,
using the Disguise skill of the blood vessel
instead of its own. At any time, a vessel can
store  two for of

images every point

Intelligence it possesses.

Immunities (Ex): Blood vessels are immune
to sleep and charm effects, and to any form of
acid damage.

Mind Probe (Su): A blood vessel possesses
powerful psychic abilities and is aware of all
minds in its immediate vicinity. It can sense
the presence of intelligent creatures as if using
the spell detect thoughts; if it focuses on a sin-
gle mind, it can duplicate the effects of mind
probe. Both effects are treated as if cast by a
20w level psion (save DC 16), and have a
range of 1000 feet.

Shapeshift (Ex): A blood vessel can alter its
external appearance to that of any object of
gargantuan size — a boat, a house, or a stone
wall, for example. A blood vessel can only
alter the texture of its body to a limited
degree, and someone who examines it closely
can notice this irregularity by making a Spot
or Search check opposed by the vessel’s
Disguise skill. While it cannot duplicate the
shapes of living creatures, a blood vessel can
extrude fins for speedy aquatic movement. It
1s less mobile on land; it can create wheels or
stubby legs, but it generally oozes along like a
slug.

Telepathy (Su): Blood vessels can telepathi-
cally communicate with any creature within

1000 feet that has a language.
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designed to get the party in even more trou-
ble if they follow up on them.

The doppelkinder expect to be exposed; they
are still learning their trade, and the challenge
is to see how far they can push things. If the
party confronts them with proof of the decep-
tion, or the doppelkinder detect a dangerous
level of hostility, the leader of the delegation
will smile at his counterpart. “Well, it was fun
while it lasted,” he says. Then, as one, the dop-
pelkinder spring into action.

The doppelkinder have no interest in
risking their lives; they wish to escape
unharmed. They dive into the water, assum-
ing the forms of sea elves as they fall; now

possessing gills, they swim down into the
depths in order to lose the party. The blood
vessel will begin to move away at high speed;
a successful Spot check (DC 16) reveals the
presence of a vast fluke beneath the water-
line, powering the motion of the ship. If the
PCs give chase or engage the blood vessel
with spells or ranged weaponry, it will twist
in an impossible fluid manner and dive, dis-
appearing into the depths of the water.

When the doppelkinder transform as they
leap into the water, they assume their natur-
al forms for a split second. So while the
party may not understand the motives of
these creatures, they will realize that they
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CR 2; SZ M (shapechanger); HP 2d8 (9 hp);
Inig +1 (Dex); Spdy30 ft.; AC 14 (+1 Dexiss
natural); Atk melee +1/+1 (1d4, slam), or
melee +1 (by weapon); Face 5 ft. x 5 ft.; Reach
5 ft.; SA Detect Thoughts; SQ Alter Self,
Darkvision 60 ft., Immunities; AL IN; SV Fort
+3, Ref +4, Will +4; Str 11, Dex 12, Con 11,
Int 12, Wis 13, Cha 12

Skills: Bluff +9, Disguise +9, Listen +5, Sense
Motive +5, Spot +5

Feats: Dodge

Alter Self (Su): As a standard action, a dop-
pelkinder can assume the shape of any Small
or Medium-sized humanoid. This ability
works like alter self cast by a 15¢-level sorcer-
er, but the doppelkinder can remain in a new
form indefinitely.

Detect Thoughts (Su): A doppelkinder can
continuously detect thoughts. This is identical
to the spell of the same name, as if cast by a
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15¢-level sorcerer (save DC 13), although the
range 1s limited to 30 feet. It can suppress or
resume this ability as a free action.

Immunities (Ex):

immune to sleep and charm effects.

A doppelkinder is

Shapechanger: have

Darkvision with a range of 60 feet.

Shapechangers

Skills: A doppelkinder receives a +4 racial
bonus to Bluff and Disguise. When using
Alter Self, a doppelganger receives a +10 cir-
cumstance bonus to Disguise checks. If it can
detect the thoughts of an opponent, it
receives an additional +4 circumstance bonus

to Bluff and Disguise checks.

Equipment: Armor and weaponry as pos-
sessed by the character the doppelkinder is
impersonating



EN ROUTE II: BY LAND OR BY SEA

were dealing with some form of doppel-
ganger.

It 1s possible that the adventurers will manage
to engage the doppelkinder before they can
reach the water, or even board the blood vessel
itself; statistics for these creatures are provided
on page 10. The blood vessel contains another
twelve doppelkinder in addition to those dis-
guised as party members. These doppelkinder
disguise themselves as other members of the
ship’s crew; if the party’s vessel has a smaller
crew, the additional doppelkinder simply hide
below decks.

Loose Ends

This encounter i1s more of a distraction than

anything else. The doppelkinder are not look-
ing for a fight, and there is little to be gained
from battling them. But the experience may
prepare the party for a more important
encounter with doppelgangers in the future.
Perhaps the party will encounter a land-based
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blood vessel — an artificial inn that a group of
doppelgangers are using as a base of opera-
tions, for example. Or maybe the adventurers
will cross paths with a doppelganger later in a
campaign, only to discover that the doppel-
ganger was one of the doppelkinder they
encountered at sea. A doppelganger with a
sense of humor might lend the party a hand,
mentioning “the valuable lessons you taught
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me.

On the other hand, if the party killed any of the
doppelkinder, a cadre of doppelgangers might
track them down in search of vengeance. If the
blood vessel itself was destroyed, related dop-
pelgangers would go to great lengths to avenge
the fallen elder. Party members could be
framed for heinous crimes. Friends or allies
might be killed and replaced, turning against
the party at the worst possible time. Lovers
could be seduced by impossibly perfect para-
mours. For a vessel-slayer, death is too quick;
punishment will be slow and painful, as the
doppelgangers slowly strip everything away
from their victim.




