D&D 3.0 – “Mars” Campaign – Adventure 5/23/2004
We picked up right where we left off a week ago with the PCs in a confrontation with the guardians of the “Carousel.”  The Blue Rogue was attempting to bluff the PCs into leaving, and leaving Beorn the Paladin behind.  Beorn finally had had enough and moved to go cut his head off.  Tobias managed to pin the Blue Rogue, and as the guardians appeared one by one, the party picked them off rather easily.  (One psion attacked Mordahl – bad move.)  This was mostly due to Kage’s extraordinary ability to throw “ectoplasmic cocoons” on enemies, rendering them helpless. (See note at end.)  The party picked up some treasure, notably some gold-colored robes that Tobias put on.
Meanwhile, Rahff back at the airship learned some interesting things which he hasn’t had a chance to reveal to the rest of the party yet.  As a result, he took up a hiding position on the outside of the cave where the rest of the PCs were.
While the PCs prepared to drag the big crystal out of the cave (after a debate about whether or not they even wanted to do that), Tobias went out to check on Rahff.  As soon as Tobias poked his head out in the open, Rahff yelled “It’s an ambush!”  Tobias ran back for reinforcements, but not before getting a nasty wound from a claw-strike from something presumed to be a were-bear.

The PCs charged out, encountering three were-bears (dubbed “Larry,” “Moe,” and “Curly”).  Beorn, Tobias, Mordahl, and Rahff engaged in melee, taking and giving damage.  Suddenly, a female barbarian, wielding scimitars in both hands, came out and gave Beorn much difficulty.  Kage came into melee range, and Taren took a spot on the butte wall to fire off psionic powers.  Kaiseki, who was supposed to fly around and approach the battle from another direction, was strangely absent – no doubt he encountered some problems of his own.
While this was happening, the PCs could see the airship take flight.  (Rahff had ordered them to get some altitude in case they were ambushed by more opponents while the PCs were held down.)

As the PCs were engaged, more opponents starting coming out from their hiding places.  Taren found himself attacked by an archer, and Tobias got stunned by a psionic blast from a hidden opponent.  A soulknife appeared and began to duel Kage.
Things were looking grim.  All the PCs were losing hit points left and right, and none of the opponents had gone down yet, when two more halberd-weilding warriors appeared and began to flank the PCs.  From the desert came running Avogadro!  He kept the two warriors quite busy.

Eventually, especially when Tobias’s stun wore off, the PCs turned the tide.  Several opponents went down within three rounds.  Danger (Beorn’s warhorse) spotted the psion who was chucking mind blasts, and he went down quickly.
Just when victory seemed assured, tragedy struck.  The archer (who was down to 1 HP), knocked Rahff down to 0 hit points, and then finished him off with two more arrows.  BOOM!  A shockwave rippled out for about sixty feet, tearing apart the archer, and damaging Taren some more.  Rahff’s body and equipment had completely disappeared!  

Beorn, Tobias, and Taren also noticed some kind of strange rippling effect on themselves when this happened.

The fate of Rahff will be determined on Sunday, June 20th!

Note:  here’s what “Ectoplasmic Cocoon” does.  This is unbelievably deadly for a 2nd-level power.

Ectoplasmic Cocoon

Metacreativity (Int)

Level: Psion 2

Display: Ma, Au

Manifestation Time: 1 action

Range: Medium (100 ft. + 10 ft./level)

Target: One creature of Medium-size or smaller

Duration: 1 round/level (D)

Saving Throw: Reflex negates

Power Resistance: Yes

Power Points: 3

Strands of ectoplasm wrap up the subject like a mummy. The subject can still breathe but is otherwise helpless, being unable to see or take any physical actions. The subject cannot speak because the ectoplasmic strands muffle sounds, but the subject’s nostrils are clear. The subject can execute purely mental actions (such as manifesting powers). The writhing, regenerating nature of the cocoon prevents its occupant from making a physical bid for escape. However, cutting or damaging a large enough strand can free the cocooned victim. The strands have hardness 17 and 30 hit points.

Creatures that are cocooned high in the air fall, and cocooned swimmers may drown.

Kage makes this even worse because he has this power:

Imbed Power: At 2nd level, the soulknife can imbed any one psionic power (but no psionic attack modes) of 3rd level or lower that he knows in his mind-blade. This spell-like ability requires a move-equivalent action, and the soulknife must pay the cost of the power to imbed it. The imbedded power automatically affects the next target that the soulknife successfully attacks with the mind-blade, with no saving throw allowed. Even if the power normally affects an area or is a ray, it affects only the target. The power is discharged and “flushes” the mind-blade, which can then hold another power. A mind-blade can never have more than one power imbedded at a time.

I haven’t decided yet how I want to handle this.  I could remove the “no saving throw” rule, or perhaps revise Ectoplasmic Cocoon to allow a trapped person to escape with a Strength check of DC 15 or so.  The second appeals to me; it makes Ectoplasmic Cocoon not much more powerful than other 2nd-level powers, but still pretty good in a pinch.
