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pillars. 

The Stellaurians will be alert if they hear the double 
doors open and the Pasinus will use ranged attacks to 
begin the fight while the players are in the hall leading to 
the room. 

If the room is bypassed they will attempt to follow the 
group into room #27. 

A- Stellaurian Trapmaster 

 

A- Stellaurian Defender 

B- Stellaurian Pasinus 

MAGIC CROSSBOW TURRET 

Perception (DC20) to notice the 
trigger plates.  Perception (DC25) to 
notice the hidden emplacements 
and the control panel.   
Disable Device (DC25) will 
deactivate the trigger plate.   
The crossbows can be destroyed by 
ranged or melee attack vs. AC 16. 
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ground.   
Type- Mechanical 
 

EFFECTS 

Trigger- Touch or Trapmaster who 
will trigger the trap if party disables 
the trigger plates. He will then run 
through doors to the east and warn 
#26. 
Reset- Automatic after five rounds. 
Effect- When a character triggers 
the trap, the crossbows make an 
attack each turn against one 
intruder in LOS on or past the 
trigger plates. The magic on the 
crossbow can distinguish friend 
from foe. Each crossbow has +10 to 
attack and deals 1d8+1 damage on 
a successful attack. 
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