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rodutction

With pride and fanfares of trumpets we introduce
Quests of Doom 3, another volume of adventures
worth winning, from the incomparable and brilliant
minds behind Frog God Games. (That’s us! See
what we did there?). With this trove of places and
challenges, you can explore the perils of the Maighib
Desert, or the druid Niavark’s forested demi-plane
of vengeance, and many other locations where only
brave-hearted adventurers would want to set foot.

Each chapter of the book is a stand-alone module
that can be placed anywhere in your own campaign
world, wherever you need it. The adventures are
not a series, and are not linked to each other. So
pick and choose them in whatever order you
want, switch them up, break them into parts and
reassemble them — this is a free-form resource for
the resourceful game master!

If you’re using the Lost Lands world setting
by Frog God Games, cach chapter contains
information about where it is located in the world.
Like we said, though, don’t feel constrained by the
way we organize our campaign world, because
we’re talking about your campaign world.

The adventures are converted from ancient
manuscripts written in the arcane language of

A Brief Note About
Book Numbering

Our numbering on this series is weird because some of the
books in the series are only for one game system. Take this book
for example. It’s Quests of Doom 3, but for Swords & Wizardry
there is no available “Quests of Doom 2.” Fortunately, our fans
are used to this sort of thing from us. Suffice to say that for the
Swords & Wizardry fans, you want this book and Quests of Doom
1, but ignore the existence of Quests of Doom 2, since it’s only
for fifth edition.

Pathfinder, and we have converted them to Swords
& Wizardry, re-crafting them as if they had been
written with the Swords & Wizardry rules from
the beginning. We convert adventures for the
system, not just by the numbers, and we’re very
proud of the results here. We hope you’ll enjoy
running these adventures as much as we enjoyed
writing them.
Game On!

Matt Finch
Frog God Games
September 6, 2015



KING OF BEASTS

Aing of Deasts

By Tom Xqauss

Riddle of the Sands

1 may elude those who seek me even though I cannot hide. I may be in
plain sight, but they do not see me. [ may be at the tip of their tongue, yet
they cannot remember me. What am 1?

I am an answer.

King of Beasts is an 8th-level desert adventure that takes the characters
on a whirlwind journey through a small village and its outlying area in the
Pesha River Delta and then into the heart of the Maighib Desert. A case
of mistaken identity sets a chain of events into motion that transforms the
hunters into the hunted, as wild beasts under the direction of a vengeful
creature turn the tables on mankind. The lives of the guilty and the inno-
cent are at stake unless someone solves the true riddle of the sands.

Adventure Background

The desert is riddled with secrets, though some do not enjoy being kept
that way. Before the Kharitsines arrived to settle the fertile Pesha Riv-
er Delta, the comparatively primitive Omaruri people farmed the fertile
soil, hunted along its nurturing banks and revered the forces of nature for
granting them their bountiful harvests and fresh meat. They paid homage
to a pantheon of gods that governed the land, the beasts, the water and
the weather, yet when they sought counsel, their elders and high priests
trekked across the sands of the Maighib Desert to a mysterious and an-
cient structure that predated their arrival to this land. They called the place
Chass. Within its cluttered rooms and majestic chambers dwelt a wise
and seemingly immortal creature that they knew as Chasshagra, though
he referred to himself by another name in his native tongue. Though the
Omaruri’s first encounters with Chasshagra the androsphinx were ten-
sion-filled battles of wits and intellect, over time the gruff and territori-
al beast grew to appreciate their company and insight about the outside
world. He even came to regard their most remarkable sages and leaders
as dear friends whom he entertained for days and sometimes weeks at
a time while they debated topics of particular interest to him. Foremost
among his inquiries were man’s role in the natural world as well as who
should rule the land — man or beast. Chasshagra always championed the
supremacy of beasts. In the end, the Omaruri deferred to Chasshagra’s
vast intellect and accepted nature’s triumph over the forces of civilization,
though their successors were not as accommodating.

The Kharitsine’s arrival and the subsequent, rapid decline of the
Omaruri culture forever changed the dynamic between men and Chas-
shagra. Though they never openly expressed it, many Omaruri revered the
astute sphinx as a living deity, a belief that the worshippers of Mah-Barek
considered blasphemous. Within the span of a generation, the pilgrimages
to Chass ended. The once highly sought after Chasshagra retreated to the
sanctity and loneliness of his treasured library, only venturing into the
outside world on rare occasions when vainly searching for any signs of
his long-lost friends. After the passage of a century, he accepted that his
Omaruri admirers were dead and that the Kharitsines were very much
alive and probably headed in his direction.

The Kharitsines had no desire to conquer trackless expanses of searing
dunes under the Kingdom of Guurzan’s nominal control, but they were
interested in new business opportunities. They were particularly keen
on establishing an overland route from the fertile Pesha River Delta to
the distant Guurzan settlement of Qiram far to the east, one that would
take them through Chasshagra’s territory or even past Chass itself. The

reclusive sphinx greeted the prospect of new visitors with mixed feel-
ings. He greatly missed his discussions with his old friends, yet suspicions
persisted about the newcomers. His nagging doubts proved prophetic.
Chass itself and the surrounding fresh water springs garnered the traders’
interest; however, they had no time or patience for the crafty sphinx’s
philosophical debates or his lively conversation. Much to his dismay, the
merchants offered Chasshagra treasure in exchange for his hospitality and
access to his water supplies. The proposal insulted the haughty beast. To
make matters worse, the merchant leaders misinterpreted his overtures as
a negotiating tactic aimed at exacting more gold and riches from them.
Dialogue with Chasshagra inevitably broke down, denying the traveling
merchants access to his water supplies and safe passage through his terri-
tory. That was an outcome that some refused to accept. Conflict became
unavoidable, yet those that dared to rouse the anger of the immortal being
soon came to regret it. After a few hard-fought lessons, the caravan lead-
ers abandoned their attempts to wrest Chass and its resources from the
territorial sphinx’s control and instead steered a wide berth around the
area. Occasional skirmishes erupted over the passing years, but for the
most part both sides honored their uneasy, tacit truce.

Though the men sidestepping his territory gave no thought to the an-
cient sphinx dwelling within Chass, the increasingly misanthropic crea-
ture became obsessed with proving beasts’ superiority over man. The
endeavor consumed nearly every waking moment as he alternated be-
tween pouring through his vast library looking for evidence to support his
hypothesis and conducting field research following and observing wild
animals, particularly lion prides, scattered through the Pesha River Delta.
He struggled to maintain his objectivity on the subject, especially when
someone killed a wild beast for sport or to protect his property. His con-
tempt for man grew with each affront to nature, yet it all became a distant
memory when his path crossed with another of his kin — the gynosphinx
Savvith. In the blink of an eye, his obsession with men vanished and was
replaced with a new purpose. After a lengthy repartee of riddles, puzzles
and logic problems, Chasshagra’s sharp intellect and persistence won over
the object of his affections. Savvith accompanied him back to his library,
and his ill feelings toward man faded into a distant memory. The beautiful
and brilliant gynosphinx occupied his every thought. In a few months, she
captured his heart and soul. Less than a year later, she became pregnant
with his offspring. Chasshagra doted on his beloved mate, yet she still
enjoyed her occasional freedom wandering through the desert in search
of new discoveries. But her curiosity brought her face to face with an old
enemy that altered their destinies forever.

Game Over

Lost in complex thought, Savvith paid little attention to her surround-
ings, as she walked across the Maighib Desert’s desolate sands where an
unexpected band of predators lay in wait. The three men and one woman
that comprised Game Over, a renowned troupe of big-game hunters, care-
fully stalked their coveted prey from a distance. Though they normally
targeted wild animals, an ambitious caravan leader named Ameht Baktar
offered them a hefty bounty to rid Chass of its resident sphinx. The group
of skilled archers and swordsmen followed her every step for nearly an
hour until the opportune moment presented itself. Two archers armed with
lethal magical projectiles let fly a volley of arrows followed by a headlong
charge toward the startled Savvith. She fought back with every ounce of
strength she could muster, severely injuring two of them in the wild melee
before succumbing to their coordinated attack. They decapitated her and
returned to their hunting lodge at the edge of the Maighib Desert with
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proof of their kill and a prized trophy: Savvith’s head, which they proudly
mounted on the wall. And all along they had no idea that they killed the
wrong sphinx.

Time passes slowly for sphinxes, yet for Chasshagra every passing hour
seemed like a thousand years without Savvith. When morning broke with-
out any sign of her, he could not justify any further delay. The nervous
sphinx took to the skies in search of his missing love. Eight miles from
Chass, his worst fear came true. He saw Savvith’s headless, dead body
lying on the burning sands. Overcome with grief, the normally reserved
beast devolved into a heaving mass of inconsolable flesh and bone. He
laid his head against her belly until the following morning, desperately
longing to hear his unborn offspring in her womb, but no signs of life
stirred within her. Profound sadness and melancholy steadily gave way to
anger and resentment as he carried her corpse back to Chass. The arrows
in her belly left no doubt in his mind about who was responsible for this
atrocity. It could only be his old nemesis — man. He used his divina-
tion magic to gather a few cryptic facts and deduced that Savvith’s killers
could only be the hunting group Game Over. He resolved that thought
must now give way to action.

Memories of the Omaruri

Chasshagra returned to Chass searching for an ancient magical book
given to him centuries earlier by a hermetic Omaruri high priestess named
Nawalapuura. While she walked the earth, the benevolent sphinx avoided
the wicked cleric whenever possible because of her reputation for wor-
shipping the Omaruri’s dark earth mother, Owomarari. Rumors persisted
that she animated corpses into undead abominations and summoned sin-
ister beasts to her aid during her evil rituals. Nawalapuura always took
an interest in Chasshagra, presumably borne of some desire to corrupt
the soul of an inherently good creature. Her dark magic gave her unnat-
urally long life, and just before she departed this world to join her divine
mistress she gave him her book titled “King of Beasts.” She claimed that
he could use it to summon aid from her vile goddess during his greatest
time of need. Though Chasshagra never considered the evil priestess’s
proposition for nearly a thousand years, the current tragedy sparked his
interest. He opened its vile pages and began reading through its dark in-
cantations, all of which demanded the freshly spilt blood of a magical
beast. Chasshagra considered it apropos that he should sacrifice his own
blood to exact his revenge. As he read the accursed words, his spilt blood
bubbled and roiled on the floor. With each passing phrase, the life fluids
took substance, transforming into bone, flesh and hair as they grew in
size. After the vengeful sphinx finished reading the spell, the wicked tome
burst into black flames, and three therianthrope lionweres stood before
him ready to perform his bidding. He bid his servants to avenge Savvith’s
death and prove to men that beasts are the world’s true masters, not men.
He commanded them to find the men who killed Savvith using any means
necessary, while he monitored their progress via a spell that linked master
and servants.

Full Circles

The lionweres dashed off from Chass and headed toward the closest
settlement to Chass and the hunting group’s reputed home — the village
of Ramaashta along the Pesha River. The cunning shapechangers assumed
their human form and visited the village square seeking information about
their quarry’s whereabouts. Though no one could provide specific details
about Game Over, they learned that Ameht Baktar, a prominent caravan
leader, offered a massive bounty on Chasshagra’s head to give him un-
fettered access to Chass. The discovery outraged the sphinx. Once again,
man’s greed and avarice claimed an innocent life, that of his beloved mate.
The enraged sphinx took to the skies and captured Ameht Baktar in the
open desert as he led his caravan to Qiram. Several caravan members
perished in the attack while most of the others fled into the desert only to
succumb to the scorching heat and native denizens. However, two survi-
vors escaped the carnage and embarked on the perilous journey across the
sands. On their way to Ramaashta, they encountered Caleb and Guadalupe
Ansiki, two members of Game Over. Vaguely familiar with the siblings,
the two survivors conveyed their account of Chasshagra’s recent attack on

their caravan to the stunned listeners. The Ansiki siblings suddenly real-
ized that they made a grave mistake: They had killed the wrong sphinx.
Troubled by this news, they returned to their hunting lodge and relayed the
information to their perturbed and increasingly paranoid leader, Ammar
Tareq. After some internal debate, Ammar demanded that the group must
kill the two survivors to spare them any embarrassment from their mistake
and to prevent the villagers from blaming them for any repercussions that
might result from their error.

Meanwhile, Chasshagra’s lionweres grow frustrated with the villagers’
lack of cooperation and the need to suppress their inherent murderous
instincts. No one knew where to find their quarry, or at least that is what
they told the lionweres posing as three strangers. The situation reached its
boiling point during a particularly tense encounter with an elderly farmer
and his grandniece. Conversation devolved into an argument, and the dis-
agreement then escalated into violence. The lionweres slew both family
members. As an unintended consequence, the murders loosened the vil-
lagers’ tongues. To further improve their surreptitious ruse, the lionweres
committed additional murders in their lion form and claimed that they
were also game hunters seeking Game Over’s assistance in ridding the
village of these man-eating beasts. In addition to creating the desired ef-
fects among the villagers, the lionweres’ murderous deeds inadvertently
stirred an ancient evil from her slumber. Sensing the presence of residual
magic from her long-forgotten tome, the slumbering Nawalapuura rose
from the banks of the Pesha River as a bog mummy where she stalked the
El-Rauf Farm on the village’s outskirts in search of live bodies to swell
the ranks of her minions. When the characters arrive in Ramaashta, events
seemingly come full circle as the characters must contend with the savage
lionweres’ murderous rampage, the malevolent bog mummy and the hunt-
ing troupe that set everything into motion.

Adventure Synopsis

The characters first become involved in the adventure when they are
asked to investigate and stop a series of brutal wild animal attacks in the
village of Ramaashta along the banks of the Pesha River. Shortly after
arriving at the scene, they learn that the beasts exclusively target men
and do not harm livestock or other wild animals. The assaults coincide
with the sudden appearance of three strangers — gruff men more akin to
beasts that seek information about Game Over, a renowned hunting troupe
that dwells beyond the village’s borders. It is unclear how the mysterious
strangers and the hunting group are related to the recent animal attacks. As
the characters dig deeper, they discover that the savage beasts committing
the killings and the mysterious visitors are one and the same. They are
lionweres sent by the androsphinx Chasshagra to avenge the death of his
beloved mate Savvith at the hands of Game Over. The characters must
solve the mystery and stop the lionweres’ murderous ways, but they are
just one piece to the rapidly evolving puzzle.

The lionweres’ killings stir “King of Beasts” former owner, Nawalapuu-
ra, from her watery grave along the banks of the Pesha River. She rises
from the muck as a malevolent bog mummy and infects Mesut Azaz, a
local farmhand from the El-Rauf Farm, with her evil curse. The day af-
ter the characters arrive in the village, two survivors from Chasshagra’s
assault against Ameht Baktar’s caravan make their way into Ramaashta
with Game Over following close behind. Game Over’s rash and violent
leader, Ammar, searches the village for the two survivors, only to discov-
er that three mysterious strangers are looking for Game Over instead. In
addition to contending with the lionweres, the characters now find them-
selves standing between Game Over and the two innocent men they seek
to kill. The situation comes to a head as the characters must simultaneous-
ly halt the lionweres’ attacks against the village, take sides in the conflict
between Game Over and the two caravan survivors, and defeat the bog
mummy stalking the banks of the Pesha River. The characters must deal
with all three threats before they can set out into the Maighib Desert to
confront the architect behind the entire plan.

The long trek across the burning sands pits the characters against the
forces of nature and the inhospitable realm’s indigenous denizens. Along
the way, the characters may also come upon the remnants of Ameht’s car-
avan or the location of Savvith’s killing. After braving the dangers of the
Maighib Desert, Chass and its vengeful master await. Intrigued by the
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power of Nawalapuura’s demonic tome, Chasshagra scoured its surviving
pages and created other wicked creatures to exact his revenge. The charac-
ters must overcome these minions as well as the ancient citadel’s devious
traps and ancient inhabitants before confronting the wrathful sphinx with-
in his grand library. The intelligent beast has dabbled in evil rituals and
burns with rage, but he is still not beyond redemption. If the characters can
devise a way to restore life to Savvith, Chasshagra may atone for his sins.
Otherwise, the characters are left with no option but to destroy him and
bring this sad chapter of his lengthy existence to a permanent end.

Starting the Adventure

An interested party may contact the characters anywhere in northern
Khartous, including Qamara or any of the villages and towns scattered
throughout the Pesha River Delta. The person employing their services
requires the characters to accomplish three fundamental, intertwined
tasks: safeguard the local residents against additional attacks, unmask
the culprits, and put a stop to the vicious assaults. The adventure it-
self begins in the small village of Ramaashta on the southern branch
of the Pesha River close to where the mighty waterway splits into two,
though characters traveling to the region from far away must traverse
the treacherous Maighib Desert to reach the remote location. Regard-
less of who engages the characters to look into these strange events,
their employer provides them with some basic information about the
attacks. So far, there are no survivors to relay any rhyme or reason for
the assaults. The wounds and tracks left behind by the assailants bear
the telltale hallmarks of at least one large, predatory feline. Every attack
took place at night under the cover of darkness in a remote and isolated
location except for the first attack in a farmhouse. Speculation abounds
as to the cause. Theories range from a group of sick beasts driven mad
by some disease to fiendish brutes under the sway of a demonic power to
everything in between. In addition to the human toll, the vicious assaults
are also having a chilling effect on the region’s economy. Farmhands
are increasingly frightened to till the fields, harvest the crops or tend
to the livestock even during the day. Any significant disruption to the
Pesha River Delta’s ability to produce food would result in major food
shortages or famine throughout northern Khartous. This dire prospect is
enough to force the most miserly politicians and merchants alike to take
action regardless of the monetary cost.

Hooks

Many parties are concerned about these developments, prompting them
to potentially employ adventurers to resolve the matter. Characters far
from the Pesha River Delta are more likely to be contacted by a political
official than anywhere else, especially if they have an ongoing relation-
ship with that person. If the characters completed the adventure “Child s
Play” and are still in Qamara, Salamun ibn Saddesh directly approaches
characters seeking their assistance with another urgent matter. Those clos-
er to the scene are more apt to be hired by a local merchant with business
ties to the affected area or become personally involved in the matter. Re-
gardless of the circumstances, the Referee may use one of the following
hooks or create another one in order to get the adventure underway.

Murder Most Foul

The brutal deaths of so many citizens cause great concern among Khar-
tous’s rulers. Salamun ibn Saddesh, Yamun’s abaya, or Sultan Faud Umarr
himself summons the characters to an urgent meeting about the matter.
Neither party has additional information about the killings other than they
are believed to be caused by wild animals and are concentrated in and
around the village of Ramaashta on the southern bank of the Pesha Riv-
er’s eastern branch. Either party offers the characters a 4000gp reward
to kill the beasts committing the slayings. Characters may negotiate to
increase the reward, but no matter how successful they are, the reward
never increases beyond 5000gp. Salamun or Faud directs the characters to
the remote village of Ramaashta and gives them an official letter that they
should present to the settlement’s local administrator, Aramses Ottama,
indicating that they were personally sent by either of them.

Aramses Ottama: HP 20; AC 4[15]; Atk scimitar (1dé);

Move 12; Save 13; AL L; CL/XP 4/120; Special: none.
Equipment: bracers of defense AC 4[15], desert robes
and headgear, sandals, scimitar.

Bad for Business

No one fears the economic fallout from the murders more than Cirat
the Swift-Lipped, a fabulously wealthy merchant with deep, economic
ties in the affected region. The portly, gregarious businessman owns brew-
eries and bakeries that depend upon the village’s crop yields. Early reports
suggest that the killings directly affected several farms that supply grain
to his operations and caused farmhands on adjacent lands to abandon their
harvests and seek work elsewhere. The wily Cirat desperately needs the
characters’ assistance to protect his assets and revenue stream. Renowned
for his ability to crunch numbers to his greatest benefit, the cunning mer-
chant offers them the odd sum of 3568gp and 2sp to stop the creatures
responsible for the murders and restore order to the area. Needless to say,
the reward amount is non-negotiable unless it favors Cirat. He also directs
the characters to Aramses Ottama for assistance in the matter.

Cirat the Swift-Lipped: HP 12; AC 9[10]; Atk strike (1hp);

Move 12; Save 16; AL N; CL/XP 2/30; Special: none.
Equipment: desert robes and headgear, sandals,
waterskin.

Local Affairs

If the characters begin the adventure in the local vicinity, their stature
attracts tremendous interest among those living in the area, none more
than Aramses Ottama, the local administrator. The young, capable official
wants to make a name for himself and impress the abaya (local governor)
as well as the sultan himself with his ability to handle this pressing matter.
He realizes that this situation is beyond his area of expertise; therefore, he
recruits the characters to investigate and stop the killings. As a local offi-
cial in a rural district, Aramses is short on coin and manpower, so he tugs
at the characters’ heartstrings and appeals to their sense of honor. Should
that fail, the crafty politician employs an unusual strategy. He presents his
stunningly beautiful younger sister Kadin Ottama to the characters and
offers her hand in marriage to an appropriately aged character willing to
undertake this important mission. Though he fully expects the characters
to relent on their demand to marry the young woman, he follows through
with his promise if the character insists.

Sandy Trails and Watery Roads

Unless the characters are in the remote village of Ramaashta at the
beginning of the adventure, they must still negotiate the treacherous
Maighib Desert and the Pesha River Delta to reach the distant settlement
of Ramaashta. The Referee may challenge those making the arduous trek
across the burning sands with one or more of the encounters found in
Part Two of this adventure with the exceptions of Ameht’s Caravan and
Scene of the Slaughter. Though the journey through the Pesha River Delta
does not pose the same natural obstacles as the Maighib Desert, travelers
moving through the area still encounter several formidable problems. The
Pesha River is too deep to walk across, so travelers must seek alternate
means to ford the waterway. The current is relatively still, which allows
characters to swim across. On average, the river is 80ft wide and 20ft
deep. Narrower crossings can be found, however, and characters may also
find a bridge that will take them safely across. Though the water route is
the safer and less-grueling method of travel, the actual distance may be
substantially longer depending upon the journey’s starting point. On aver-
age, boats navigating these waters charge passengers 5sp to travel to the
opposite river bank and a standard rate that roughly equals 1gp per mile.
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Part One: Fields of Blood

After securing passage on a vessel navigating the Pesha River or mak-
ing the overland journey across the fertile delta, the characters arrive in the
coastal village of Ramaashta, the focal point of the attacks. It is important
to remember that the adventure’s events do not happen in a vacuum. The
characters’ arrival and Chasshagra’s actions influence the adventure’s out-
come. The following timeline of events describing the main antagonists’
activities and whereabouts is intended to serve as a guide for adjudicating
the outcome of these events. Events that occurred before the characters’
involvement are static; however, the Referee may modity subsequent inci-
dents accordingly. The timeline’s starting point is based upon their arrival
in Ramaashta, not when they are first contacted. Since the killings began
five nights before the characters’ arrival in Ramaashta, the culprits have
claimed six victims.

Cast of Characters

The following sections further describe the actions and activities of the
four parties involved in the sad events at Ramaashta. The Referee should
fully familiarize himself with each group as their actions and reactions
depend largely upon what the characters do in the village. Unlike conven-
tional adventures, there are no set encounters involving any of these par-
ties; therefore, the characters and the Referee are free to determine where
and when the encounters take place based upon the characters’ travels
within the village. For instance, the characters may surreptitiously run into
the lionweres in the village square, or the characters may get extremely
lucky and catch the lionweres in the act during a covert stakeout. In the
event that the characters appear to be struggling with unearthing leads or
solving the mystery, the Referee may bring the action to the characters by
having the lionweres ambush them or have an important NPC with infor-
mation seek them out instead.

Lionweres

From his distant residence in Chass, the vengeful sphinx used
Nawalapuura’s ancient book to breathe life into 3 lionweres that search
the small village of Ramaashta for the hunting troupe Game Over. In hu-
man form, the lionweres present themselves as Aswan, Leu and Sanga.
Their aggressive demeanor and abrasive rudeness shine through even in
their human form, which hampers their efforts to garner information from
the insular locals. They initially portrayed themselves as three wayward
travelers, because they believed that a few questions would quickly lead
them right to their intended quarry. When they realized that finding Game
Over would be more difficult than they suspected, they assumed the guise
of three big-game hunters on the trail of three man-eating lions. They use
this ruse in the hope that it lures Game Over to Ramaashta. After the ini-
tial assault in the farmhouse, the lionweres lured subsequent victims out
into the open while in human form under the guise that they wanted the
person to give them a “lay of the land” to aid them in their pursuit of the
beasts. Though they are most adept at attacking in their hybrid form, they
committed the murders in their animal form to perpetuate the belief that
wild animals are responsible for the slayings. Despite their bestial nature
and ability to detect scents, the lionweres are poor trackers. In addition to
these obstacles, they experience tremendous difficulty suppressing their
inherent bloodthirstiness. Though it seems obvious that more killings
are not bringing them any closer to new information about the hunting
group’s current whereabouts, they still indulge their innate cruelty strictly
for twisted kicks.

During their first few days in Ramaashta, the trio frequented the vil-
lage square listening for rumors about Game Over and asking questions
of the locals. They focused extra attention on Harkuul Gristlebeard, the
village’s smith whom they suspected outfits the group with weapons and
armor. The gruff dwarf admitted to them that he occasionally supplies
Game Over, but he gave them no other information. They were reluctant
to assault someone capable of fighting back, so they pursued other leads
instead. By the time the characters arrive in Ramaashta, the lionweres
abandon any hopes of finding Game Over by investigative means and now

Timeline of Adventure Events

—1 month ago: Ameht Baktar offers a bounty on Chasshagra’s
head.

—21 days ago: Caleb and Guadalupe Ansiki, two members of
Game Over, learn of Ameht Baktar’s proposal during a visit to Ra-
maashta.

—14 days ago: Caleb and Guadalupe meet with Ameht Baktar at
the Hook and Sickle to discuss the terms of his offer. The parties
agree on a suitable price. The pair purchases a dozen magical ar-
rows from Harkuul Gristlebeard’s armory in Ramaashta.

—13 days ago: Game Over heads into the Maighib Desert in
search of Chasshagra.

—10 days ago: Game Over encounters and kills Savvith outside
of Chass.

—9 days ago: Chasshagra discovers Savvith’s corpse.

—8 days ago: Chasshagra reads from “King of Beasts,” breath-
ing life into the lionweres who immediately head out to Ramaashta.
Ameht Baktar leads his caravan of 20 camels and 10 men out of
Ramaashta and into the Maighib Desert en route to distant Qiram.

—7 days ago: Game Over returns to their lodge with their kill and
then heads to Ramaashta’s village square to boast about their prize.

-5 days ago: The lionweres arrive in Ramaashta and kill their
first victims at the Khottam farmhouse.

—4 days ago: The lionweres learn of Ameht Baktar’s bounty and
relay the information back to Chasshagra. The lionweres kill their
next victim at Ramaashta’s catacombs.

-3 days ago: Chasshagra locates Ameht Baktar’s caravan. He
captures Ameht Baktar and drives off his men. The lionweres kill
their next victim in the fields of the Bizayad Farms.

—2 days ago: The lionweres kill another victim on the road near
the Cuzek Farm.

—1 day ago: The lionweres slay another victim on the grounds
of the El-Rouf Farm. The evil deed stirs the corpse of their former
master, Nawalapuura, a bog mummy buried along the banks of the
Pesha River.

Present: The characters arrive in Ramaashta. Nawalapuura in-
fects her first victim, Mesut Azaz, with bog rot. That evening, the
diseased Mesut is brought from the El-Rauf Farm to Sholamara’s
House of Respite for treatment. Caleb and Guadalupe Ansiki en-
counter the caravan survivors and discover their mistake. The lion-
weres do not attack this evening.

+1 day: The lionweres stalk the grounds of the El-Rauf Farm
asking questions during the day and then attacking another victim
at night. The caravan attack’s two survivors arrive in Ramaashta
followed shortly afterward by Game Over. Nawalapuura is first
sighted on the banks of the Pesha River.

+2 days: The lionweres move to the neighboring Al-Hoda Farm
and kill another victim that night.

+3 days: The lionweres move to Aramses Ottama’s estate and
slay one of his family members that evening. Nawalapuura infects
a second victim, Jazeel Sharif, with bog rot.

+4 days: The lionweres move to the Sharif Farm and claim their
last victim.

+5 days and beyond: Nawalapuura’s curse spreads through Ra-
maashta, as she and her undead minions perpetrate more attacks
and swell their ranks.

hope that the killings draw the hunting group into the village in search
of answers. The timeline of events describes the lionweres’ movements
during the course of the adventure, though they still periodically frequent
the village square for supplies, food or water.

If the lionweres cross paths with the characters or the characters make
their presence abundantly known in the village, they incorrectly mistake
them for Game Over. Unlike the unarmed villagers, the lionweres do not
directly approach the characters. They instead follow them from a distance
and wait for nightfall before launching a sneak attack in their hybrid form.
The lionweres do not avoid the characters even if they are accompanied
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by the village’s soldiers or Aramses. The lionweres also communicate the
characters’ presence to their distant master, Chasshagra via a magical link
established when the creatures were created. Chasshagra must initiate the
link, and he communicates with all three simultaneously in order for it to
function properly. Chasshagra can use it only once per day.

In addition to their gear, the lionweres also carry six potions — fire
resistance, gaseous form, growth, healing, invisibility, and invulnerability
distributed evenly among the lionweres. They also have a rare Omaruri
obsidian votive figure worth 1000gp.

Therianthrope, Lionweres (3): HD 6; HP 45, 42, 40; AC 2[17];
Atk 2 claws (1d4), bite (1d8) or longsword (1d8) and bite
(1d8); Move 15; Save 11; AL C; CL/XP 8/800; Special: harmed
only by silver weapons, weakness gaze (2/day, 30ft, 1d4+1
strength damage, save avoids), surprise (1-2 on 1dé). (The
Tome of Horrors Complete 551)

Equipment: longsword

Game Over

The renowned hunting troupe plays an unwitting role in the troubles
plaguing the nearby village of Ramaashta. The group consists of the Al-
caldarian siblings Caleb Ansiki and his sister, Guadalupe, along with
Gabriel Ammaska and its half-elf leader Ammar Tareq. They joined
forces as teenagers and have been together for two decades. Caleb and
Guadalupe are the group’s trackers and archers. Gabriel is its ferocious
barbarian, and Ammar is its former professional soldier. They dwell in a
hunting lodge beyond Ramaashta’s outlying farmland and venture to the
neighboring settlement on an infrequent basis. On Ammar’s rare visits to
the village, he openly proclaims that he hunts trespassers on sight. He is
famous for saying “Game Over finds you alive and well at your home,
but dead and broken if you dare try to find ours.” Their partnership with
the traveling merchant, Ameht Baktar, set the entire chain of events into
motion when they wrongly slew Savvith, the gynosphinx, instead of Chas-
shagra, the androsphinx, on the open sands of the Maighib Desert.

Until Caleb and Guadalupe’s chance encounter with the caravan sur-
vivors, they were completely unaware that they killed the wrong sphinx
because Ameht never provided any specifics other than to kill the sphinx
at Chass. The news changes everything and outrages their increasingly
paranoid and cruel leader Ammar. He berates his colleagues for not de-

taining or better yet killing the two survivors. Ammar believes that their
eyewitness accounts could embarrass the group and lead some to blame
them for the surviving sphinx’s retribution. He insists that they capture or
preferably kill the two survivors who fled to Ramaashta.

Though the residents initially welcome the legendary hunters,
the current state of affairs is too much for Ammar. The savage
animal attacks, the presence of three strangers asking many ques-
tions about them and the characters’ arrival in the village feed his para-
noid delusions. He declares open season on the two caravan attack survi-
vors, the three strangers asking questions about them and the characters in
no particular order. He expresses no concerns about stopping the animals
terrorizing the village. The Ansiki siblings reluctantly go along with Am-
mar’s violent plans, while Gabriel is delighted by the chance to just “let
loose” and do whatever he pleases.

Unlike the group’s typical hunts, the jittery Ammar is too impatient for
planning. He wants to eradicate all of their threats as quickly as possible.
It defeats the purpose of the adventure to have Game Over square off
against the lionweres and do the characters’ dirty work for them, so it
makes more sense for Game Over to pursue the characters or the caravan
survivors, which may bring Game Over into conflict with the characters
anyway. Despite Ammar’s orders to the contrary, Caleb and Guadalupe
take defensive positions before any anticipated battle, preferably atop a
building or at a minimum behind some type of cover. Ammar and Gabriel
fight to the bitter end. Caleb and Guadalupe may surrender if the charac-
ters kill or incapacitate Ammar and one of the siblings dies or is gravely
injured. Caleb and Guadalupe willingly divulge everything they know
about the caravan survivors, Ameht Baktar’s bounty and Savvith’s death.

If the characters decide to take the fight to Game Over and track them
back to their lodge, see the “Game Over’s Trail” section in Part Two of
this adventure.

Caleb Ansiki (Rgr5): HP 44; AC 7[12]; Atk scimitar (1dé) or +1
longbow x2 (1dé+1); Move 12; Save 10; AL L; CL/XP 5/240;
Special: alertness, tfracking, +5 damage vs. giants and gob-
lin-type.
Equipment: leather armor, scimitar, +1 longbow, 60 ar-
rows, 207gp. hunting lodge key, potion of ethereality.

Guadalupe Ansiki (Rgr5): HP 38; AC 7[12]; Atk scimitar (1dé)
or +1 longbow x2 (1dé+1); Move 12; Save 10; AL L; CL/XP
5/240; Special: alertness, fracking, +5 damage vs. giants and
goblin-type.
Equipment: leather armor, scimitar, +1 longbow, 60 ar-
rows, 207gp. hunting lodge key, potion of ethereality.

Gabriel Ammaska (Fir5): HP 36; AC 7[12] or 5[14] (raging);

Atk falchion +1 (1d8+1) javelin (1d6); Move 12; Save 10; AL

C; CL/XP 5/240; Special: multiple aftacks (5) vs. creatures

with 1 or fewer HD, +2 to hit and damage strength bonus,

rage (2/day, +1 to hit and damage, -2[+2] AC).
Equipment: leather armor, +1 falchion, javelin, potion
of giant strength, 299gp, hunting lodge key.

Ammar Tareq, Half-Elf Fighter (Firé): HP 42; AC 2[17]; Atk

scimitar (1dé); Move 12; Save 9; AL C; CL/XP 6/400; Special:

multiple attacks (6) vs. creatures with 1 or fewer HD, —1[+1]

dexterity AC bonus, +2 to hit and damage strength bonus.
Equipment: +1 chainmail, +1 shield, ring of fire resis-
tance, potion of heroism, 165gp, hunting lodge key,
key to Area G10in the lodge.

Nawalapuura

The lionweres’ residual mystical energy from her dread tome “King of
Beasts” proved sufficient to wake the vile priestess from her eternal rest
as a bog mummy and unleash her on an unsuspecting world. The force
of her will and the corruption of her soul were so great that four unfor-
tunate men that drowned countless ages ago also rose from the mire as
4 draugrs. Like others of her kin, Nawalapuura stays close to her grave
along the banks of the Pesha River near the El-Rouf farmhouse. She re-
mains partially submerged during the day and stalks the riverbank in the
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evening along with her draugr allies who rise from their resting places at
the bottom of the river. Characters searching the area around the Pesha
River have a 10% chance of spotting the concealed bog mummy during
the day. Nawalapuura’s proximity to the river makes it relatively easy to
track her movements at night. Rangers have a 75% chance of tracking the
footprints (30% all others) to Nawalapuura’s concealed hiding place. If
the characters track her to her lair, she and her minions rise from the muck
and attack.

The hateful bog mummy aspires to create more minions to serve her;
therefore, she slams her victims to the precipice of death so that they rise
as bog mummies under her command. She abandons all restraint when
faced with superior numbers or a powerful enemy. Though her evil en-
dured the transformation to undeath, her intellect did not. Nawalapuu-
ra harbors no grand ambitions and furthers no plans other than to create
more creatures in her image and slay any living being she encounters. Her
first victim, Mesut Azaz, lies in the village’s hospital under the care of its
resident priestess, Sholamara, when the characters arrive in Ramaashta.
Over the course of the adventure, others soon follow as discussed in the
preceding timeline of events.

Nawalapuura, Bog Mummy: HD 8; HP 54; AC 2[17]; Atk slam
(1dé plus rot); Move 9; AL C; CL/XP 10/1400; Special: +1 or
better weapon to hit, bog rot (no natural heal, 50% magical
healing until cure disease, save avoids), resist fire (50%). (The
Tome of Horrors Complete 66)

Zombies, Brine (4): HD 4; HP 30, 28, 26, 22; AC 6[13]; Atk cut-
lass (1d6) or fists (1d4); Move 12 (swimming 12); AL C; CL/XP
4/120; Special: resist fire (50%). (The Tome of Horrors Com-
plete 614)

Caravan Survivors

Nasir and Samir al-Hoda, two cousins originally from Ramaashta, are
the sole survivors of Chasshagra’s assault against Ameht Baktar’s desert
caravan. The exhausted pair stumbles into Ramaashta’s main square the
morning after the characters’ arrival in the village. Worn out by the long
trek across the hot sands, they immediately make their way to the Hook
and Sickle for food and water. After they sate their privation, the experi-
enced desert travelers relay their story to anyone in earshot.

They explain that they left Ramaashta 9 days ago. Five days into their
otherwise uneventful trip, the ancient sphinx from Chass swooped down
from the skies and grabbed Ameht Baktar, their caravan’s leader. He then
unleashed three fearsome roars that slew many camels and men and sent the
terrified survivors fleeing in every direction. To the best of their knowledge,
the sphinx carried Ameht back to his lair and left the caravan’s remnants to
rot in the desert. Along the journey back to Ramaashta, they encountered
Game Over’s two siblings, who questioned them at length about their en-
counter with the sphinx. They acknowledge that Ameht offered a bounty on
the sphinx, but they presumed that Game Over had not accepted the offer or
was preparing to hunt down the magical beast in the near future.

After telling their tale, the news of the attacks in the village greatly
unnerves them. To make matters worse, they also hear rumors about
Game Over slaying a sphinx before their encounter with Chasshagra in
the desert. They come to the realization that the hunting troupe killed the
wrong sphinx. Not only is this information potentially embarrassing to
Game Over, it may also lead some to implicate them in the rash of kill-
ings. They are now certain of two things. They are convinced that their
encounter with the sphinx and the subsequent killings in Ramaashta are
not coincidences, and they are in grave peril from Game Over. They fear
for their safety and seek protection from Aramses and his soldiers or the
characters. If the characters are in the village square at the time of their
arrival, Nasir and Samir find the characters first. They tell the characters
their tale and insist that there is a connection between the caravan attack,
Ramaashta’s killings and Game Over’s colossal blunder. Otherwise, they
seek assistance from Aramses at the administration building.

Nasir, Caravan Guard: HD 2; HP 14 (currently 4); AC 9[10];
Atk longsword (1d8); Move 12; Save 16; AL N; CL/XP 2/30;
Special: none.

Equipment: desert robes, longsword, 2d4gp.

Samir Al-Hoda, Caravan Guard: HD 2; HP 11 (currently 5); AC
9[10]; Atk spear (1d6); Move 12; Save 16; AL N; CL/XP 2/30;
Special: none.

Equipment: desert robes, face scarf, spear, 2dégp.

Ramaashta

The peaceful, quiet village of Ramaashta lies 35 miles upriver from the
much-larger settlement of Xamesh on the eastern branch of the Pesha River
near the heart of the Pesha River Delta. The village has a population of 183
beings (109 humans, 24 dwarves, 20 elves, 10 half-elves, 20 others). Since
its establishment nearly 400 years ago, Ramaashta is renowned for produc-
ing some of the finest and tastiest grains in the region. Several beer makers,
most notably Cirat the Swift-Lipped, rely exclusively upon the village’s ce-
real grains to craft their legendary brews. Ramaashta’s grains have a distinct
taste that appeals predominately to aficionados who can truly appreciate the
unique flavors and underlying elements found in these specialty products.
In addition, the taste of the beers and breads produced in the region vary
wildly from one batch to the next, whereas those made in Xamesh taste
the same year after year, making them much more popular with the general
public. The same principle applies to Ramaashta’s livestock. Connoisseurs
prize the meat’s distinctive qualities and unique flavoring, while the aver-
age household considers them to be too gamey. Despite its lofty reputation
among Khartous’ elite citizens and its ideal location near the confluence of
the Pesha River’s northern and southern branches, the village lags far behind
its more conventional counterparts in terms of overall sales and popularity.

The settlement itself consists of a rudimentary wharf for waterborne
traffic and a square with administrative buildings and shops. The majority
of the population lives on the sprawling farmland outside of the central
square. Most residents venture to the main square on a recurring basis
to procure supplies, ship their agricultural products to distant markets or
catch up on local gossip. Though the farms stretch across many miles,
Ramaashta is a tight-knit community of long-term settlers. In fact, nearly
every family tending to its fertile soil can trace its lineage in the area back
to Ramaashta’s founding four centuries earlier.

These economic influences and the residents’ ancestral ties to the land
account for the village’s overall demeanor. Its residents are generally
friendly and outgoing, but they are also very superstitious and protec-
tive of their own. Though they harbor no particular allegiance to Game
Over, they still consider the village’s infrequent visitors as kin rather than
strangers even to the point of risking their own well-being to protect them.
Figuring that the newly arrived strangers may be bounty hunters too, the
villagers freely admitted that Ameht Baktar, a wealthy merchant that mo-
nopolizes Ramaashta’s grain trade across the overland route to the distant
settlement of Qiram offered a bounty to anyone who would kill a sphinx
that refused to share his water supplies with his caravans and blocked a
shorter route to the east. However, the villagers mention nothing about
Game Over’s involvement with Ameht Baktar, though many are aware of
their connection to the caravan leader. As news of the killings spread, the
deaths produced the desired effect — the villagers began talking. For the
first time, the residents acknowledged that they knew of Game Over and
that they maintained a hunting lodge somewhere nearby, but no one knew
its precise location or even general location

For his part, the village’s competent administrator, Aramses Ottama,
does what he can, but he lacks the resources to protect everyone and stop
the killings. He has a small garrison of 6 soldiers to keep the peace. Two
of his men patrol the main roads leading to the surrounding farmhous-
es. Two others maintain wary vigilance in the central square, while the
remainder sleeps, allowing the unit to maintain around-the-clock sur-
veillance. Whenever possible, Aramses himself lends a hand along with
the most able-bodied citizens. The lionweres’ ability to blend in with the
populace allows them to keep a watchful eye on the groups’ activities and
avoid them with little difficulty.

Ramaashta’s Soldiers (6): HD 1; HP 7x2, 6x3, 5; AC 7[12]; Atk
scimitar (1dé) or light crossbow (1d4+1); Move 12; Save 17;
AL N; CL/XP 1/15; Special: none.
Equipment: leather armor, scimitar, light crossbow, 20
bolts, potion of giant strength, potion of healing, 225gp.

10



KING OF BEASTS

Rumors

News about the animal attacks spreads through Ramaashta like wildfire
and the explanations for them run the gamut from the plausible to the
farfetched. Everyone in the village is aware of the attacks, so characters
new to the area hear about the attacks against the villagers very quickly,
though their employer likely told them already. The Referee may supple-
ment these rumors with additional outlandish or conceivable explanations
for the attacks and the force behind them. Roll d% and consult the rumor
table below, or choose a rumor that the characters discover.

d% Rumor

The animal attacks began about a week ago

at the Khottam household. The beasts killed an
elderly man and his grandniece. They must have
brought these events upon the village, because
an angry spirit now haunts the home. (The por-
tion about the Khottam'’s responsibility for these
events is false.)

01-10

The creatures responsible for these attacks re-
cently escaped captivity and are exacting their
revenge against their human captors. (This is a
false rumor.)

11-20

Someone who saw the killings said that he
watched a large, predatory cat flee the scene.
The tracks left behind at the scene support the
man’s version of events.

21-30

A curse is on this village. Some malevolent force
seeks to claim this accursed soil for some hidden
purpose. (This is a false rumor.)

31-40

The sultan and the abaya are troubled by the
killings. They are seeking the aid of adventurers or
more soldiers to protect the villagers.

41-50

The beasts never aftack livestock or pets. They kill

51-60 people only.

Game Over is a group of game hunters that in-
frequently visits the village. No one knows where
they live, because they slay trespassers on sight.
No one has seen them since the killings began.
They would be well-suited to handle this matter.

61-65

Ismael Ka and Jezabel Arashka disappeared last
night. The beasts must have killed them, but their
bodies are still missing. (This rumor relates to the
events in Area A: The Wharf.)

Three strangers arrived in town shortly before the
killings started. The men asked many questfions
about the renowned hunting group Game Over.

66-70

71-75

Ameht Baktar, a local merchant, offered a large
bounty to evict an ancient sphinx that inhabits
Chass, a virtual oasis en route from Ramaashta to
the distant fown of Qiram.

76-80

The first victims died inside of their homes with
their doors closed and intact. These creatures
must be restless spirits. Beasts cannot pass shut
doors. (Most of this is frue except for the specula-
tion about restless spirits.)

81-85

A young man suffers from a horrid disease and is
now under the care of Sholamara at the House of
Respite. (This rumor does not begin until the eve-
ning of the characters’ arrival.)

86—-90

A ghastly corpse now haunts the banks of the
Pesha River. (This rumor does not begin until one
day after the characters' arrival.)

91-93

11

d% Rumor

A sphinx has inhabited a mysterious building
about 60 miles east of Ramaashta in the Maighib
Desert for hundreds of years. The cantankerous
creature discourages visitors and keeps a close
eye on his bountiful fresh water springs, attacking
anyone who attempts to drink from them.

94-96

Two members of Game Over appeared in fown
one week ago. They bragged about kiling a
sphinx in the Maighib Desert that would fetch
them a handsome price.

97-98

Ordinary animals are not committing these at-
tacks. Legend says that the Omaruri, the ancient
people that inhabited Ramaashta before the
Kharitsine's arrival, used dark magic fo summon
beasts to serve their nefarious purposes.

99-00

Ramaashta Proper

Though the surrounding farmland is technically part of Ramaashta, the
residents only use the village’s proper name to describe the main square,
which consists of six permanent structures and the wharf. Ramaashta has
no formal streets per se. Instead, the village square is a haphazard cluster
rather than an organized design. The characters’ first steps in the village
likely occur on its wharf as they search for their likely point of contact, Ar-
amses. The characters have a 3-in-6 chance of noticing that the residents
are on edge. Nervous glances and whispers greet the characters as they
move through Ramaashta and its environs.

A: The Wharf

The nearly 100ft-long wharf provides direct access to the nearby Pe-
sha River. A seasoned crew of 5 longshoremen under the supervision of
Salaam Rabbin and 6 sailors are currently loading barrels of grain onto
The Concubine of Qamara, a merchant ship that is bound for Cirat the
Swift-Lipped’s brewery on the outskirts of Zakkesh. He and his men are
single-mindedly focused on the task at hand under the constant urging of
Karem Abbad, the ship’s captain. The a wiry, middle-aged man nervous-
ly paces the wooden planks and mumbles angrily to himself as the men
fill the ship’s hold. He is particularly anxious to set sail from this accursed
village. Meanwhile, his 2 mates rest their backs against the adjacent ware-
house’s wall. They flank 2 shrouded figures that lie on the ground.

Longshoremen (5): HD 2; HP 13, 12, 11x2, 9; AC 7[12]; Atk
belaying pin (1d4); Move 12; Save 14; AL N; CL/XP 2/30; Spe-
cial: none.
Equipment: leather armor, belaying pin (club), 1désp
each.

Salaam Rabbin: HD 3; HP 22; AC 9[10]; Atk dagger (1d4);
Move 12; Save 14; AL N; CL/XP 3/60; Special: none.
Equipment: robes, dagger.

Karem is outwardly friendly and accommodating, especially if the
characters portray themselves as acting on behalf of the sultan or the aba-
ya. In any case, he reveals only basic knowledge about the village and
the animal attacks, other than to declare them a tragedy. He claims that
he arrived on the wharf a few hours earlier and immediately set about the
task of preparing the vessel for launch, though he is lying. He responds
to any questions about the two shrouded figures with a rehearsed answer
that they are two mummified bodies destined for burial at the Necropolis
of Rabakka. He, the 6 sailors loading the ship, and his 2 mates politely
refuse to answer any further questions under the guise that they are on a
tight schedule.

Action: The characters’ sudden appearance unnerves Karem far more
than the recent killings. Though he earns a fair living from the shipping
industry, his true profession is much more lucrative and sinister. Karem
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traffics human beings. He abducts attractive young men and women from
remote villages in the Pesha River Delta and sells them to the brothel own-
ers in Khartous’s Flame District for a hefty profit. The shrouded figures
are his latest victims, Ismael Ka and Jezebel Arashka. Last night, Karem
and his crew plied the comely, young couple with enough alcohol to ren-
der them unconscious and plan to sell them to their middleman in Zakkesh
before offloading their goods at the brewery. They believe that the lion
attacks provide the perfect cover story to account for the young people’s
unexplained disappearance. They try to pass off the shrouded figures as
two dead bodies awaiting entombment at the Necropolis of Rabakka.

Karem is short on details about the deceased or religious rituals. If any
character approaches Ismael and Jezebel, Karem rushes forward and bars
the character from moving any closer. Even from a distance, characters
have a 50% chance of noticing the smell of alcohol, and a 20% chance
of noticing that they appear to be breathing. Karem attempts to allay the
characters’ suspicions, claiming that the alcohol smell is actually a “salt
wash” and that the figures appear to be breathing or moving because their
bodily fluids are “settling in their chest cavity.” If the ruse fails, Karem,
his 2 mates, and the 6 sailors rush the characters. The 6 sailors fight to the
best of their abilities, but they are badly overmatched. They surrender or
flee into the Pesha River and swim for the other side. Likewise, Karem
and his 2 mates loose the boat’s moorings and feverishly row away from
shore. If escape is not realistic, Karem and his crew reluctantly surrender.

For their part, Salaam and his 5 longshoremen willingly answer the
characters’ questions. Inquiries directed at Salaam alter Karem’s demean-
or, making him extremely edgy and agitated. He stammers about dead-
lines and loudly declares that the characters are wasting his time and mon-
ey. If his protestations do not halt the characters’ questions, he directly
intervenes and physically nudges the characters aside until they leave. As
soon as combat breaks out, Salaam and his 5 longshoremen retreat to a
safe location and take in the spectacle from afar. They do not intervene un-
der any circumstances and flee into the adjoining warehouse or the village
square whenever the circumstances warrant a hasty escape.

Karem Abbad (Thfé): HP 21; AC 4[15]; Atk +1 short sword
(1d6+1); Move 12; Save 9 (+1, cloak); AL N; CL/XP 6/400;
Special: backstab (x3), +2 save bonus vs. fraps and magical
devices, read languages, thieving skills.
Thieving Skills: Climb 90%, Tasks/Traps 40%, Hear 4 in 6,
Hide 35%, Silent 45%, Locks 35%.
Equipment: chain shirt, +1 short sword, cloak of protec-
fion +1, potion of healing (x2), thieves’ tools, 290gp.

Karem’s Mates (Fird) (2): HP 28, 25; AC 4[15]; Atk short sword

(1d6+2); Move 12; Save 11; AL N; CL/XP 4/120; Special: mul-

tiple attacks (4) vs. creatures with 1 or fewer HD, —1[+1] dex-

terity AC bonus, +2 fo hit and damage strength bonus.
Equipment: +1 leather armor, short sword, wooden
shield, potion of giant strength, 273gp.

Karem'’s Sailors (6): HP 21, 18x2, 17, 16, 15; AC 6[13]; Atk club
(1d4); Move 12; Save 14; AL N; CL/XP 3/60; Special: none.
Equipment: leather armor, club, shield, 152gp.

Development: The wily captain has one more hand to play. As he and his
mates moved through the village last night, they overheard other residents
talking about three strangers asking questions about Game Over. During his
travels, Karem heard that the reclusive hunters maintain a hunting lodge on
the edge of the Maighib Desert alongside a remote stretch of grassland out-
side of Ramaashta. Though he does not know the exact location, he claims
that the structure stands near a small hill that the locals refer to as Traitor’s
Ridge. If the characters provide this information to the local residents, they
can point the characters toward Game Over’s general vicinity. The clever
businessman does not divulge this information for nothing. Ever the oppor-
tunist, Karem’s asking price is his and his crew’s freedom. If the characters
balk at his initial proposal, he drops his demands to free his sailors and as a
final offer — his mates. Should that fail, he refuses to negotiate any further
and instead looks for an opportunity to escape.

Once revived, Ismael and Jezebel recall little from the night before
other than drinking very heavily in the company of Karem and his two
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shipmates. Like most other villagers, they know various rumors from the
rumors table, but cannot provide any additional useful information.

B: Warehouse

Salaam and his longshoremen are responsible for the warehouse’s
maintenance, security and operation. Under normal circumstances his
team mans the building from dawn until dusk. After hours, they lock the
doors granting access to the wharf and the village square proper. Salaam
keeps the key on his person, though he also has a spare key that he keeps
hidden in his rented room at the Hook and Sickle. Any attempts to forcibly
open one of the warehouse’s doors may attract attention from bystanders
in the village square or possibly the soldiers on duty.

The warehouse currently stores 24 full barrels of wheat, 8 barrels of
barley and 6 crates of cured meat. The items’ values range from 5gp for
each barrel of wheat, 10gp for each barrel of barley and 25gp for each
crate of cured meat. These products are awaiting shipment to various lo-
cations along the Pesha River as well as Qamara, Qiram and the city of
Khartous, so they technically belong to the village’s farmers who did not
get paid for these items yet. Stealing these commodities and attempting to
resell them within Ramaashta creates a major complication for the char-
acters who may face an accusation of theft.

C: Administration Building

Ramaashta’s government functions out of this small, multipurpose
building. The structure houses Aramses Ottama’s personal quarters, bar-
racks chambers for the village’s tiny garrison of 6 soldiers, a courtroom
that doubles as a meeting chamber, a jail cell, a common room and Ar-
amses private office. Aramses occupies the building for most of the day
and night with occasional jaunts to the village square for food, supplies
or a brief respite from the stress plaguing his tiny settlement. The sol-
diers work in 8-hour shifts, so 2 soldiers are always asleep in the barracks
chambers, while the remaining four soldiers patrol the village with two in
the main square and the other two scattered across the surrounding farm-
land. Though the front entrance is normally open to the public, Aramses
locks the administration building after dark.

Aramses’ Information

Aramses is not suited for handling this type of situation so he is ex-
tremely relieved that someone responded to his request for aid. He and at
least two of his soldiers surveyed each of the crime scenes, though they
are not trained or skilled investigators. They were adept enough to secure
two eyewitness accounts blaming the attacks on at least two large male li-
ons. The bite marks and slashing wounds found on the victims corroborate
these accounts. The attacks follow the same modus operandi in each case,
with one notable exception for the first killing. The first two victims were
found in their homes; the other victims died outside of their residence and
alone. In each case, the beasts assaulted their prey at night. Despite Ar-
amses’ warnings to remain inside with the doors and the windows firmly
shut and locked, he and his soldiers discovered the bodies outdoors with
no signs of forced entry. After the killings, the beasts’ telltale trail seems
to vanish without a trace. In addition to the preceding information, Aram-
ses may divulge a rumor from the rumors table. Aramses is also aware
of Ameht Baktar’s bounty to rid Chass of its resident sphinx. He sees no
connection between the village’s current crisis and this event, so he makes
no mention of it unless the characters directly ask him about Ameht Bak-
tar or the sphinx.

Aramses eagerly agrees to cooperate with the characters during their
stay in Ramaashta. He can direct them to all of the murder scenes and
introduce them to other NPCs in the village. (The murder scenes are de-
scribed later in the adventure.) His soldiers also obey his orders, including
those directing them to follow or accompany the characters during their
travels through the village.
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D: Hook and Sickle Inn

The Hook and Sickle Inn is the place to go for Ramaashta’s best food,
drink, conversation and local gossip. Hartuz Takram and his wife, Amara
Takram, own the establishment. The cantankerous older couple dotes on
their patrons and guests, while hurling an endless barrage of insults and dis-
paraging remarks at one another. Locals marvel at the pair’s ability to twist
the common tongue to create hilarious, new expressions to describe each
other’s shortcomings. Phrases such as “hag’s rectal wart,” “flaccid maggot
wand,” “camel vomit breath,” “beetle dung brain,” and “goopy gelatinous
breast” ring out from behind the bar and the kitchen with alarming regu-
larity. Though the contemptuous display violates every rule of decorum,
Ramaastha’s residents are so accustomed to the vulgarity that they consider
it part of the Hook and Sickle’s signature charm. In fact, some believe that
the confrontations are actually staged for entertainment purposes.

Hartuz Takram: HP 4; AC 9[10]; Atk sfrike (1hp); Move 12;
Save 18; AL N; CL/XP A/5; Special: none.
Equipment: club, 2d8sp, 1d4cp.

Amara Takram: HP 3; AC 9[10]; Atk strike (1hp); Move 12;
Save 18; AL L; CL/XP A/5; Special: none.

The Hook and Sickle Inn’s bar and restaurant area opens at varying
times during the mid-morning and closes a few hours after sunset. Res-
idents and guests receive a key to lock and unlock the front door during
non-business hours.

The multipurpose institution serves as a bakery, restaurant, tavern,
coffee house, hookah lounge and inn. Local residents and traveling mer-
chants pack the tables and bar throughout the day. Food, drink and rumors
fly across the room on a regular basis. Some of the regulars include retired
miner Graz Quartzbane who sports an entire mouth full of quartz teeth;
local courtesan Ciril Mambai whose looks greatly outshine her intelli-
gence; hookah smoker Khomar the Inhaler who is the source for any
illicit drugs; and resident ladies’ man Rallam ibn-Maktuush who runs at
the mere mention of an angry husband. In addition to its patrons, Kharita,
an attractive and friendly woman waits the tables on most days. If directly
questioned about Ameht Baktar or Game Over, she distinctly recalls that
the caravan master and the hunting troupe’s sibling pair met at the inn a
few weeks ago to discuss some business venture. She did not hear the spe-
cifics of their conversation, though she is certain that the meeting ended
with firm handshakes and a rousing toast. As an aside, she mentions that
three strangers also asked questions about Game Over and a bounty for
killing some powerful beast several days earlier.

The lionweres visited the Hook and Sickle on their first three days in
Ramaashta hoping the locals could quickly steer them in Game Over’s di-
rection. After Aramses deployed two of his soldiers in the village square,
the trio stopped visiting the Hook and Sickle regularly and instead focused
their efforts in the outlying areas with occasional jaunts to the village
square to keep a tab on current events.

Graz Quartzbane, Dwarf Miner: HP 6; AC 9[10]; Atk war ham-

mer (1d4+1); Move 9; Save 17; AL N; CL/XP 1/15; Special:

darkvision 60ff, detect stonework, +4 saves vs. magic.
Equipment: war hammer, 1dé polished gems (30gp
each), 2dégp.

Ciril Mambai, Courtesan: HP 3; AC 9[10]; Atk dagger (1d4);
Move 9; Save 17; AL L; CL/XP A/5; Special: none.
Equipment: robes, 1d4gp, 2d4sp.

Khomar the Inhaler (Thf1): HP 3; AC 7[12]; Atk short sword
(1dé); Move 12; Save 15; AL N; CL/XP 1/15; Special: back-
stab (x2), +2 save bonus vs. fraps and magical devices,
thieving skills.
Thieving Skills: Climb 85%, Tasks/Traps 15%, Hear 3in 6,
Hide 10%, Silent 20%, Locks 10%.
Equipment: leather armor, short sword, pipe, tobacco
pouch, 2dégp, 1d8sp, 2d4cp.

Rallam ibn-Maktuush, Aristocrat: HP 14; AC 9[10]; Atk cane
(1d4); Move 9; Save 14; AL L; CL/XP 3/60; Special: none.
Equipment: robes, walking cane, 1d8gp.

Kharita, Half-Elf Barmaid: HP 2; AC 9[10]; Atk serving spoon
(1d2); Move 12; Save 17; AL L; CL/XP A/5; Special: darkvision
60ft.
Equipment: leather apron, serving spoon, money belt
containing 1dégp, 2d4sp, 1d8cp.

E: Skin and Bow

Hurkuul Gristlebeard, a retired dwarf miner from the Al-Illam salt
plains, is the proprietor of Skin and Bow, Ramaashta’s sole armory. The
gruff, foul-mouthed craftsman manufactures a variety of leather armor
and wooden weapons from local products. He is also the village’s only
source of non-healing related magic items, which he acquires from pass-
ing merchants in exchange for his wares. He always keeps at least one
suit of leather and studded leather armor in stock at all times along with
a complement of longbows and shortbows. If he is not minding his shop,
Hurkuul tans leather in his attached work area or carves bows and arrows
from freshly cut wood. Skin and Bow is open from mid-morning until
supper time. At night he securely fastens both doors and sleeps in a pull-
out bed built into the wall.

Hurkuul exclusively supplies Game Over with some of their weap-
ons and armor. He is particularly friendly with Caleb Ansiki and his
sister Guadalupe Ansiki, the hunting group’s two archers. Because of
his close personal relationship with the pair, he is extremely hesitant
to say anything about them or their activities other than he occasion-
ally does business with them. He also relays that the characters are
not the first individuals asking him about his relationship with Game
Over, though he says nothing else about the encounter. The characters
may eventually overcome his reluctance (25% chance), though he pro-
vides answers about the group under direct questioning only. For every
100gp a character spends in Hurkuul’s shop, he can add 10% to the
check. If the check succeeds, Hurkuul acknowledges his relationship
with the Ansiki siblings and relays that they visited him about two
weeks ago. They purchased 12 magical arrows specifically imbued to
harm magical beasts. He also tells the characters that three strangers
with unusual accents also asked him about Game Over several days
ago. He told them virtually nothing, and he never saw them again. If
characters get him talking, Hurkuul has a 20% chance of begrudgingly
admitting that Caleb and Guadalupe returned a week later bragging
that they killed a sphinx near an ancient building known as Chass in
the Maighib Desert. They also mentioned that they would soon spend
plenty of coin in his store because they were poised to receive a large
payment from Ameht Baktar, a local merchant who offered a sizable
bounty to kill a sphinx inhabiting an important waystation on his route
to Qiram. Hurkkul has no direct knowledge about Game Over’s hunt-
ing lodge other than it lies south of Ramaashta along the edge of the
Maighib Desert. Hurkkul has never been to Chass either, though he
knows its purported general location.

Hurkuul Gristlebeard, Dwarf Miner and Craftsman (Fir5): HP
21; AC 5[14]; Atk +1 heavy mace (1dé+1); Move ?; Save 10;
AL N; CL/XP 5/240; Special: darkvision 60ft, detect stone-
work, +4 saves vs. magic.
Equipment: chainmail, +1 heavy mace, potion of extra
healing (x2), key to Skin and Bow, 1dégp, 2décp.

F: Tariq’s Emporium

A Ramaashta institution, Athman al-Qasaad, the general store’s cur-
rent owner, purchased it from its founder a decade ago. The shop features
an eclectic collection of local food products, clothing and other sundry
items as well as an assortment of exotic goods and wares purchased from
passing merchants and visitors. The store opens shortly after dawn and
closes in the late afternoon. Athman lives in a small room connected to the
store. The emporium’s proprietor is a chatty busybody with a reputation
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for knowing exactly what his customers want within a minute of meet-
ing them, but the detail-oriented merchant fails to see that his assistant
Maritza Huumdal is madly in love with him. The caravan master, Ameht
Baktar is one of Athman’s main suppliers, so he is aware of Ameht’s hefty
bounty to eradicate the sphinx that stands in his way of securing a quicker
route across the Maighib Desert. Yet the nosy Athman is less willing to
part with information than he is to inquire about it. Characters who get
him talking may learn of his involvement with Ameht Baktar as well as
his bounty offer (45% chance). He may also reveal that the hunting troupe
Game Over accepted his bounty and is now waiting to collect their spoils
(20% chance).

Athman al-Qasaad, Shopkeep: HP 13; AC 9[10]; Atk strike
(Thp); Move 9; Save 14; AL L; CL/XP 3/60; Special: none.
Equipment: desert robes, 1dégp, 1d4sp.

Maritza Huumdal, Assistant: HP 4; AC 9[10]; Atk strike (1hp);
Move 12; Save 17; AL L; CL/XP A/5; Special: none.

G: Sholamara’s House of Respite

In keeping with the traditions of the Church of Fatimashan, Shola-
mara, Ramaashta’s resident cleric and healer operates a rudimentary hos-
pital that serves as a gathering place for fellow believers. The makeshift
house of worship remains open and unlocked at all times. In light of re-
cent events, the hallowed shrine is more akin to a morgue than a house
of healing, as mummification is the church’s common practice. In fact,
Sholamara is so overwhelmed by the recent demand that she hired three
local farmhands, Erdogu, Habbas, and Raheem to assist her with the
embalming process. The rash of killings tests Sholamara’s faith, but she is
up to the task and more resolved than ever to assist her followers during
their greatest time of need. She holds daily prayer services at noon, and
she welcomes the characters’ arrival as Mah-Barek’s answers to the pleas
of the faithful.

Sholamara and her assistants could not help but see the decedents’
graphic injuries during the mummification process. As a healer, she
recognized that the wounds are consistent with teeth and claw marks
dealt by a large, predatory cat; however, she also noticed that the at-
tackers left three different bite patterns in the victims’ skin. She is very
animated about this point and believes that it is clear-cut evidence that
a team of beasts is working together to perpetrate these atrocities. She
eagerly shares her opinion that the coordination and planning involved
in these attacks indicate the work of intelligent monsters rather than
wild animals. Sholamara is more reluctant to discuss an ancient reli-
gion’s involvement in these events. If the characters convince her to
talk, Sholamara conveys that a lost race known as the Omaruri once
inhabited these lands centuries ago. Rumors claim that the priests of
the Omaruri’s dark earth goddess participated in rites and rituals that
gave them dominion over monstrous beasts. The secrets of their magic
are lost to the race of men, but many believe that a sphinx dwelling in
the ancient stronghold of Chass undoubtedly has access to their for-
gotten mysteries.

If Mesut is here, his case confounds Sholamara. She cured his injuries,
yet the disease lingers and seems to be worsening. She correctly believes
that beasts did not cause the trauma and a strange contagion is afflicting
the terrified young man. The overwhelmed cleric also tells the characters
that his fellow farmhands found him near the banks of the Pesha River
on the El-Rouf farm, which may prompt the characters to investigate the
area.

Mesut is conscious, but catatonic. He stares blankly at the nearest ob-
ject and says nothing even when someone directly addresses him. The
damage is psychological, so any magic short of cure serious wounds fails
to snap Mesut from his catatonia. Mesut recalls little of that night other
than the haunting image of a monstrous cadaver covered in mud attacking
him. The creature said nothing during the assault and seemingly left the
traumatized farmhand for dead.

Sholamara happily agrees to tend to the characters’ wounds and spir-
itual needs, though she is unwilling to accompany them in their further
adventures. She insists that her place is with the devoted, and not traipsing
across the Maighib Desert meting out punishment and bloodshed.
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Sholamara, Cleric of Mah-Barek (Church of Fatimashan)
(Cird): HP 21; AC 7[12]; Atk staff; Move 12; Save 12; AL L; CL/
XP 5/240; Special: banish undead, +2 save versus paralyza-
tion and poison, spells (2/1).
Spells: 1st—cause light wounds (x2); 2nd—bless.
Equipment: leather armor, staff

Erdogu, Farmer: HD 1; HP 4; AC 9[10]; Atk club (1d4); Move
12; Save 17; AL L; CL/XP 1/15; Special: none.
Equipment: club.

Habbas, Farmer: HD 1; HP 3; AC 9[10]; Atk strike (1hp); Move
12; Save 17; AL L; CL/XP 1/15; Special: none.

Raheem (CG male human commoner 1; Cha 11; Profession
[farmer] +5)

Raheem, Farmer: HD 1; HP 4; AC 9[10]; Atk hand axe (1dé);
Move 12; Save 17; ALL; CL/XP 1/15; Special: none.
Equipment: hand axe.

Ramaashta’s Qutskirts

During the course of their investigation, the characters are likely to
explore the farmland surrounding Ramaashta’s central square in search
of clues and witnesses to the killings or to pursue the lionweres moving
about the area. Eight families, including Aramses Ottama, own spacious
tracts of land along the settlement’s outskirts. The individual farms are all
accessible by a central road that leads out of the village and runs parallel
to the Pesha River. Vast fields of wheat, barley and rice border the main
thoroughfare. Smaller trails periodically split off from the road and cut a
path through the waves of grain to the distant farmhouses perched atop the
properties” highest point. The following section provides a brief overview
of each property and its residents.

Waitness Accounts

If an attack already took place on that property, the characters
have a 20% chance of encountering someone who actually saw a
killing or its aftermath. In this case, the witness provides the char-
acters with one of the following bits of information. The Referee
should avoid providing duplicate information and instead grant a
new clue for each witness from the following choices.

* | saw three lions seemingly appear out of nowhere. They ignored
the other animals they encountered along the way. The beasts then
surrounded the victim and slew him with their claws and teeth be-
fore running off.

* A few minutes before I heard the victim scream, I saw those three
strangers talking to him. I turned away to finish my chores, but
when I ran back to investigate, | saw a large beast running from
the scene.

* Although I am not sure, I swear I heard the beasts conversing
with one another during the attack. I could not hear what they were
saying, though I am certain that they spoke common.

* A few minutes before the attack, the victim told me that he was
going outside for a few minutes to give some hunters an overview
of the property.

Rr1: Al-Hoda Farm

The Al-Hoda estate includes large fields of wheat and barley, a small
vineyard with a winery and three silos for storing grain. The land’s mid-
dle-aged owner, Jafraazi al-Hoda fancies himself an amateur winemaker.
He lives in a spacious farmhouse along with his wife Talia and their three
teenage children, sons Habriz and Zafrez, and daughter Peshwari. They
are courteous, polite people that refrain from talking about their neighbors
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or even strangers in a disparaging light. Their 8 farmhands live in a cozy,
well-maintained servants’ residence adjacent to the main house. Like their
employers, these workers are gracious, but subdued.

Jafraazi al-Hoda, Farmer: HD 2; HP 12; AC 9[10]; Atk staff
(1dé); Move 12; Save 16; AL L; CL/XP 2/30; Special: none.
Equipment: staff.

Talia: HD 1; HP 3; AC 9[10]; Atk strike (1hp); Move 12; Save 17;
AL L; CL/XP 1/15; Special: none.
Equipment: apron.

Farmhands (8): HD 1; HP 7x3, 6x2, 5x2, 4; AC 9[10]; Atk strike
(Thp); Move 12; Save 17; AL L; CL/XP 1/15; Special: none.

Ra2: Kalifa Farm

The Kalifas own one of the smaller tracts of land in Ramaashta, but
their patriarch, Mamelak Kalifa still harbors grandiose ambitions.
He tends to the land with his two surviving sons, Mustafa and Khalif,
along with a complement of 6 farmhands. Unlike most estates, the Kalifa
family and their workers occupy the same quarters atop a hill overlook-
ing their land. Mamelak exclusively grows wheat that he stores in the
family’s lone silo or that he mills into flour used to make bread and other
cereal products in their bakery. Mamelak and his sons are scheming blow-
hards that see an opportunity to subtly annex additional land from their
deceased neighbors, the Khottoms. They are outwardly friendly to friends
and strangers alike, though one cannot help but take everything they say
with a heaping spoon of salt.

Mamelak Kalifa, Farmer: HD 3; HP 15; AC 7[12]; Atk short
sword (1dé); Move 12; Save 14; AL N; CL/XP 3/60; Special:
none.

Equipment: leather armor, short sword.

Mustafa, Farmer: HD 2; HP 13; AC 9[10]; Atk club (1d4); Move
12; Save 16; AL N; CL/XP 2/30; Special: none.
Equipment: club.

Khalif, Farmer: HD 2; HP 14; AC 9[10]; Atk scythe (1dé); Move
12; Save 16; AL N; CL/XP 2/30; Special: none.
Equipment: scythe.

Farmhands (6): HD 1; HP 7x2, 6, 5x2, 4; AC 9[10]; Atk strike
(Thp); Move 12; Save 17; AL L; CL/XP 1/15; Special: none.

R3: Cuzek Farm

Naheem Cuzek operates the largest and most lucrative farm in Ra-
maashta. His parcel is nearly double the size of his competitors and sup-
ports a diverse array of crops including wheat, barley and quinoa as well
as a vast expanse of grassland to support his sheep and cattle. Naheem and
his team of 6 laborers handle the livestock, while his daughter Zumia and
her husband Kabbar oversee and supervise a crew of 10 men and wom-
en to tend to their fields. Naheem and his immediate family live in a re-
splendent manor house more akin to a cosmopolitan setting than a country
estate. Their workers predominately occupy modest living quarters close
to the fields and grasslands, though a few take up permanent or transitory
residence at the Hook and Sickle in the village square. The property also
includes a slaughterhouse, smoke house and six silos for grain storage.
The Cuzek family members are hardworking people who mind their own
business, though they are always willing to help a neighbor in need.

Naheem, Cuzek: HD 2; HP 11; AC 9[10]; Atk dagger (1d4);
Move 12; Save 16; AL N; CL/XP 2/30; Special: none.
Equipment: dagger.

Zumia, Farmer: HD 1; HP 6; AC 9[10]; Atk staff (1dé); Move 12;
Save 17; AL L; CL/XP 1/15; Special: none.
Equipment: staff.

Kabbar, Farmer: HD 2; HP 9; AC ?9[10]; Atk hand axe (1dé);
Move 12; Save 16; AL L; CL/XP 2/30; Special: none.
Equipment: hand axe.

Laborers (6): HD 2; HP 12, 10x2, 9x3; AC 9[10]; Atk hand axe
(1d6); Move 12; Save 16; AL L; CL/XP 2/30; Special: none.
Equipment: hand axe.

Farmhands (10): HD 1; HP 7x2, 6x3, 5x3, 3x2; AC 9[10]; Atk
strike (1Thp); Move 12; Save 17; AL L; CL/XP 1/15; Special:
none.

R4: Sharif Farm

This property’s main residence is the only farmhouse visible from Ramaas-
hta’s village square. The family’s elderly, iron-willed matriarch Eliyah Sharif
still works the property’s rice fields with the help of her two grandsons, Umar
and Padeem, and granddaughter Lalah. She and her grandchildren live in
the meticulously maintained, elevated farmhouse that has stood for more
than two centuries. Eliyah is an extremely pious, goodhearted woman with
a rugged, no-nonsense exterior, qualities that she instilled in her descendants.
The family’s 6 farmhands live in a small residence more akin to a military
barracks farther away from the nearby Pesha River. They are fiercely loyal to
their employer and consider the Sharif’s land as their ancestral home.

Eliyah Sharif, Farmer: HD 2; HP 3; AC 9[10]; Atk staff (1d6);
Move 12; Save 16; AL L; CL/XP 2/30; Special: none.
Equipment: staff.

Umar, Farmer: HD 1; HP é; AC 9[10]; Atk strike (1hp); Move 12;
Save 17; AL L; CL/XP 1/15; Special: none.

Padeem, Farmer: HD 2; HP 10; AC 9[10]; Atk club (1d4);
Move 12; Save 16; AL L; CL/XP 2/30; Special: none.
Equipment: club.

Lalah: HD 2; HP 6; AC 2[10]; Atk hand axe (1d6); Move 12;
Save 16; AL L; CL/XP 2/30; Special: none.
Equipment: hand axe.

Farmhands (6): HD 1; HP 7, 6, 5x4; AC 9[10]; Atk strike (1hp);
Move 12; Save 17; ALL; CL/XP 1/15; Special: none.

Rs: Aramses Farm

Ramaashta’s resident administrator, Aramses Ottama, owns a prime
location along the Pesha River next to the village square. Aramses’ civic
duties occupy most of his time; hence his son Rahaab manages the farm
in his absence. The family grows a diverse array of rice, wheat, barley
and other niche grains that they use to bake breads in their bakery or ship
to Qamara and Khartous for their usage in specialty products. They store
the excess grain in four silos scattered about the property. Under normal
circumstances, Aramses would return to his comfortable home in the eve-
nings to his wife Ullema and his two children, but the current crisis pre-
vents him from doing so. The Ottama family gladly offers their assistance
to anyone investigating the brutal slayings, as do their 11 farmhands who
live in four cottages close to the village square.

Rahaab Ottama (Fir2): HD 2; HP 13; AC 7[12]; Atk short sword

(1dé) or shortbow x2 (1dé); Move 12; Save 13; AL L; CL/XP

2/30; Special: multiple attacks (2) vs. creatures with 1 or few-

er HD, —1[+1] dexterity AC bonus, +1 o hit missile bonus.
Equipment: leather armor, short sword, shortbow, 20
arrows.

Ullema Ottama: HD 2; HP 7; AC 9[10]; Atk strike (1Thp); Move
12; Save 16; AL L; CL/XP 2/30; Special: none.
Equipment: silver bracelet (20sp).

Farmhands (11): HD 1; HP 7x2, 6x3, 5x3, 4x3; AC 9[10]; Atk strike
(Thp); Move 12; Save 17; ALL; CL/XP 1/15; Special: none.
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Ré6: Bizayad Farm

Like his much larger neighbor, Omar Bizayad also uses his farm to
raise livestock, though he devotes a much higher percentage of his avail-
able land toward animal husbandry. Nearly 100 goats and sheep feed on
the fertile grasses, which the family uses to produce wool, milk and chees-
es as well as meat and leather. In fact, Omar’s wife Tarania and his three
daughters, Jamilah, Sabah and Zahra manufacture clothing, while the
remaining 6 laborers feed and care for the animals. The farm includes a
dairy facility, a slaughterhouse and a smokehouse. The Bizayads are hy-
peractive, disorganized people with good hearts. They live in a ramshack-
le, older residence at the far end of their property, while their help lives in
a dilapidated shack next door.

Omar Bizayad, Farmer: HD 2; HP 9; AC 9[10]; Atk hand axe
(1d6); Move 12; Save 16; AL N; CL/XP 2/30; Special: none.
Equipment: hand axe.

Tarania, Seamstress: HD 1; HP é; AC 9[10]; Atk strike (1hp);
Move 12; Save 17; AL L; CL/XP 1/15; Special: none.

Laborers (6): HD 2; HP 11, 10, 9, 8x3; AC 9[10]; Atk hand axe
(1d6); Move 12; Save 16; AL L; CL/XP 2/30; Special: none.
Equipment: hand axe.

Ry7: El-Rouf Farm

The village’s most fertile soil is found in the El-Rouf Farm which is
also the village’s oldest farm. The historic tract of land is in great dan-
ger of falling into ruin or being devoured by its neighbors, as its owners,
Youssef El-Rouf and his wife Khari enter their thirties without any chil-
dren. The farm exclusively grows rice and is renowned throughout Khar-
tous for its extremely flavorful and flood-resistant variety of rice. Youssef
is a rather oafish figure, so Khari manages much of the family’s affairs
including managing the farm’s 8 farmhands and making decisions on
behalf of her husband. Youssef is an adequate carpenter, so he maintains
the family’s stylish, yet modest residence as well as the cottages where
their employees live.

Youssef El-Rouf, Carpenter: HD 2; HP 12; AC 9[10]; Atk war
hammer (1d4); Move 12; Save 16; AL L; CL/XP 2/30; Special:
none.

Equipment: war hammer.

Khari, Merchant: HD 1; HP 6; AC ?9[10]; Atk strike (1hp); Move
12; Save 17; AL L; CL/XP 1/15; Special: none.

Farmhands (8): HD 1; HP 8, 7, 6x2, 5x2, 4x2; AC 9[10]; Atk strike
(1hp); Move 12; Save 17; AL L; CL/XP 1/15; Special: none.

Though the recent killings greatly concern Youssef and Khari,
Nawalapuura and her 4 brine zombie minions represent a more imme-
diate and pressing danger to them than the lionweres. The bog mummy
and her servants hide in the tall reeds on the banks of the Pesha River
during the day and emerge from their hiding place at night to attack any-
one that crosses their path. She remains partially submerged during the
day and stalks the river bank in the evening along with her zombie allies
who rise from their resting places at the bottom of the river. Nawalapuura
already infected one of their farmhands with bog rot. (See the preceding
“Nawalapuura” section for details on her actions and her complete stats.)

Nawalapuura, Bog Mummy: HD 8; HP 54; AC 2[17]; Atk slam
(1dé6 plus rot); Move 9; AL C; CL/XP 10/1400; Special: +1 or
better weapon to hit, bog rot (no natural heal, 50% magical
healing until cure disease, save avoids), resist fire (50%). (The
Tome of Horrors Complete 66)

Zombies, Brine (4): HD 4; HP 30, 28, 26, 22; AC 6[13]; Atk cut-
lass (1dé) or fists (1d4); Move 12 (swimming 12); AL C; CL/XP
4/120; Special: resist fire (50%). (The Tome of Horrors Com-
plete 614)

R8: Khottam Farm

The lionweres began their carnage at this remote farm, killing its el-
derly owner Yeshua Khottam and his grandniece, Shadara. Unlike the
subsequent killings, the lionweres did not plan to kill the frail patriarch
and his young relative. The lionweres falsely believed that the old man
would lead them to Game Over’s doorstep with a few simple questions.
As their inquiries progressed and their frustration increased, Yeshua’s sus-
picions about the mysterious strangers grew. He accused them of working
as agents of the Khalifas trying to strong arm him into selling his property.
An argument ensued, and the lionweres morphed into their hybrid form
and killed Yeshua and Shadara.

The deaths left the land and the business in disarray. Shadara was Yesh-
ua’s last-living heir, so the property’s ownership and the land itself remain
in limbo. The 3 farmhands that remain still tend to the wheat and rye
fields, but they are uncertain whether they can legally sell the crops or
stay in their cottages for much longer. Since the killings, strange sounds
emanate from the main residence. Though they have not seen anything,
the eerie activity keeps them awake for most of the night. To make matters
worse, they feel their neighbors’ greedy eyes bearing down on the land so
much that they initially suspected them of committing the killings until
other victims started perishing. Because of these complications, the work-
ers are reluctant to say anything about the slayings or anything else that
took place here. In fact, they vigorously discourage the characters from
investigating the main residence out of fear.

Farmhands (3): HD 1; HP 6, 5, 4; AC 9[10]; Atk strike (1hp);
Move 12; Save 17; AL L; CL/XP 1/15; Special: none.

Investigation: The main house is a neglected building in a state of utter
disrepair. Though the bodies were removed the telltale signs of a dead-
ly struggle are plainly evident in and around the residence. Streaks and
droplets of dried blood stain the front door and interior walls, furniture
is toppled over or smashed and the walls bear various holes and impact
marks as if struck by a heavy object. Bloody footprints and even partial
paw prints are still visible on the floor. The exterior doors and windows
are intact and undamaged.

A week has passed since the killings, but some unusual tracks remain.
A ranger, elf or druid has a 45% chance to notice that the paw prints on the
floor originate from inside the home rather than outside. In other words,
the beasts did not leave a trail leading into the residence. Instead, it seems
that they spontaneously appeared in the center of the room and then left
through the front door. The trail then leads into the fields and becomes
impossible to follow. In addition, an unusual hole in the wall is too clean
to have come from a claw or tooth. Though the characters cannot identify
the exact source, it is apparent that it was made by a manufactured weapon
driven into the wall with tremendous force unlikely to have come from an
elderly man or petite woman.

As the characters rummage through the Khottam residence, they en-
counter its lone occupant — a spectre. Yeshua’s restless spirit emerges
from a back room to confront the characters. He cannot bear to leave his
ancestral home, especially given the circumstances of his death. The trans-
lucent spectre resembles a wizened man with no teeth and deep wrinkles
crisscrossing his face. He is powerless in sunlight, so Yeshua preferably
attacks at night or somewhere indoors away from the doors or windows.
After hitting his first victim, he mumbles something about “confounded
lion-men” and “greedy Khalifas” before resuming the offensive. The an-
gry spectre says nothing else and refuses to engage in any further conver-
sation. Yeshua defends his residence at all costs even if it destroys him.

Spectre: HD 6; HP 45; AC 2[17]; Atk fouch (1d8 plus level
drain); Move 15 (fly 30); Save 11; AL C; CL/XP 9/1100; Spe-
cial: +1 or better weapon to hit, drain 2 levels with hit.

Ro: Burial Vault

Like nearly all other Khartous communities, Ramaashta inters the
mummified remains of its deceased residents in a nearby, subterranean
burial vault. Sholamara, the local priestess of Mah-Barek serves as the
tomb’s caretaker. Under normal circumstances, the burial vault is tran-
quil and reassuring; however, the recent untimely deaths are taking their
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toll on the residents’ emotions and the village’s resources. At least 1d4
mourners moan and wail the loss of a departed family member or friend.
The complex is kept open during the day to accommodate visitors and
locked at night. Sholamara has the only key.

Mourners (1d4): HD 1; Atk strike (1hp); Move 12; Save 17; AL
N; CL/XP 1/15; Special: none.

The burial vault consists of ten separate rooms, including one for each
of the eight farm-owning families and two more for the common citizens.
Most corpses lie in a simple wooden coffin though a few of the village’s
wealthiest residents spend eternity in a bronze or stone sarcophagus. Gifts
of fresh grain, rice plants and burning incense can be found atop or near
the burial vault’s most recent additions.

M: Murder Scenes

It is very likely that the characters may want to investigate Ramaash-
ta’s other murder scenes at some point during the adventure. Unlike the
carnage at the Khottam Farm, the lionweres meticulously planned these
slayings, so they are virtually identical in all major respects. The killings
took place outdoors in a quiet, remote area a good distance away from any
homes or other common areas. The presence of large animal tracks can be
found around the victim’s body. The lionweres’ trail leads away from the
murder and eventually joins up with the main thoroughfare. Inexplicably,
the animal tracks suddenly disappear after reaching the road and blend
with the other humanoid footprints traversing the path on a daily basis.

Part Two:
The Road to Chass

After stopping the lionweres’ murderous rampage in Ramaashta, the
next stage of the adventure takes the characters out of the village and onto
the unforgiving road to Chasshagra’s abode. In addition to the perilous
journey across the forbidding Maighib Desert, the characters may decide
to search for Game Over’s hunting lodge to obtain additional information
or perhaps to return Savvith’s head to her bestial lover. The prevailing
weather conditions and the dunes’ native denizens make the trek to Chass
a dangerous one indeed.

Game Over’s Trail

After learning of the hunting troupe’s unwitting role in the current crisis
and the lionweres’ interest in them, the characters may be inclined to take
the hunt to them rather than await their arrival in the village. The sheer vol-
ume of foot traffic makes it is impossible to follow a trail from the square
to their lodge on Ramaashta’s outskirts, so the characters must rely upon
the locals” word of mouth as well as trial and error to find their hideout.
In general terms, the residents believe that Game Over lives several miles
beyond the Ramaashta’s southernmost farms near the edge of the Maighib
Desert; however, if the characters mention its proximity to Traitor’s Ridge,
the locals provide more specific directions. Even if the characters stumble in
the right direction, the group always covers its tracks to the best of its abili-
ty. Nonetheless, characters searching for tracks within a five-mile radius of
the hunting lodge have a 20% chance of coming across a discernible trail
for every 10 minutes spent moving through the area. The mere presence of
tracks does not ensure that the characters find them. If there are tracks in the
vicinity, rangers and elves have a 70% chance of actually following their
trail (20% all others). In addition to deliberately hiding their path through
the grasslands and farms, Game Over uses animal traps and concealed pits
to trap game and maim trespassers violating their privacy. The characters
have a 10% chance of encountering an animal trap or a concealed pit for
every 10 minutes spent moving in the vicinity of their lodge. The Referee
may randomly determine or select one of the following traps.

Animal Trap: Jagged metal jaws snap tightly around the character’s
lower leg. The victim must make a saving throw or take 2d8 points of

damage and have their movement halved.

Camouflaged Pit Trap: Characters have a 2-in-6 chance of falling into
these 30ft-deep pits and taking 3d6 points of damage.

Triggering the traps (and rescuing characters) may alert the lodge’s res-
idents to the presence of the characters. During the day, there is a 30%
chance that the Ansiki siblings roam somewhere within a one-mile radius
of the lodge in search of fresh game or to check the pits and snares. Other-
wise, they are inside the lodge with the rest of their group. If Game Over
detects someone’s presence outside of the home, Gabriel rushes out to
investigate and the siblings rush to the second-floor windows for a better
vantage point and a clear shot. Ammar trails roughly 30ft behind Gabriel.

If the characters gain access to an entry point undetected or slip into the
lodge without being noticed, Game Over reacts differently. Gabriel and
Ammar engage the characters in melee, while Caleb and Guadalupe fire
arrows from behind furniture or any other available cover. If possible, the
siblings attempt to exit the building and shoot their bows through open
windows and doors at visible targets inside. In the event that Caleb and
Guadalupe are roaming the grounds, Ammar and Gabriel call for their aid.
They arrive 2d4 rounds later. No member of Game Over surrenders in or
around the lodge under any circumstances.

Hunting Lodge

Originally designed for short-term usage, the group’s small communal
residence expanded over the years to accommodate their burgeoning tro-
phy collection. The great room housing their display of severed heads is
nearly as large as the rest of the house. The residence sits on the edge of
the Pesha River Delta’s grasslands, though the vegetation in the home’s
immediate vicinity is more akin to scrubland than the waves of grain
found on Ramaashta’s farms or even the sparse grass south of the build-
ing. In fact, the rolling dunes of the Maighib Desert lie approximately 1
mile south of the hunting lodge. The ground is relatively flat and devoid
of large obstacles, so it is relatively easy to see Game Over’s abode from
1000ft away. When the characters come within visual range of the build-
ing, the Referee may read or paraphrase the following description.

The outline of a large building looms on the edge of the
horizon. The L-shaped adobe structure stands 3oft high
and measures roughly 7oft in width and length at its larg-
est points. A portion of the first story appears to be a later
addition from the main residence, because the apparent sec-
ond floor does not sit atop this extension. Two strong wood-
en doors denote the residence’s presumed entrance. A small
opening fitted with interlocking iron bars serves as a window
on the first floor. There are five similar windows 25ft above
the ground, though these openings are not fitted with inter-
locking iron bars. Plumes of dark gray smoke emanate from
somewhere on the opposite side of the building.

Further exploration of the building reveals the presence of three addi-
tional windows — two on the west wall and one on the north wall — as
well as another strong wooden door on the north wall. Game Over keeps
the entry and exit doors locked at all times. The interlocking iron bars are
present on all of the first floor windows.

The windows are 2ft square, making them an extremely tight, yet do-
able fit for most humans. However, trespassers cannot gain access to the
first floor without removing the iron bars or devising a way to bypass
them. The bars form roughly 6-inch squares.

If Game Over is present, interior rooms without windows are lit
by small oil lamps burning in recessed niches at all times. These oil
lamps are also used to light occupied rooms with windows during the
overnight hours.
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Gr: Great Room

G3: Kitchen

Nearly two dozen preserved, lifeless heads hang from
the walls of a spacious, rustic great room. A massive carpet
stitched together from exotic furs covers most of the floor
and is bordered by four life-sized stuffed creatures including
an upright juvenile blue dragon, an ogre, a young desert gi-
ant and a fetid, desiccated mummy. Two exquisitely carved
cherry wood couches upholstered with fine leather face each
other near the main entrance. Two high-backed fur chairs
are placed between the two couches. An archway leads into
an adjoining dining area, while a wooden staircase near the
front door ascends to the second level.

The 22 heads on the walls represent a diverse collection of beasts, ani-
mals, aberrations and monstrous humanoids including a lamia, lion, a sea
hag and other creatures of the Referee’s choosing. Its most notable recent
addition is Savvith the gynosphinx. Recovering her head presents an op-
portunity for the characters to communicate with her. Savvith relays the
general circumstances surrounding her death and her love for Chasshagra,
but she does not convey any information that the characters could use to
harm her former lover. She indicates that she worries greatly about him
and believes that he is sinking further into despair and straying closer to
the path of evil, though she cannot explain why. She knows nothing about
“King of Beasts” or the lionweres’ murderous activities.

The trophies are well preserved though somewhat macabre especially
among desert cultures. On average, each head is worth 25gp. The characters
can remove the heads from the wall with brute force or by disabling the
fastening devices (Delicate Tasks check). The upright taxidermy pieces are
significantly more valuable than their incomplete counterparts on the wall.
The gruesome ogre and mummy are worth a mere 20gp each; however, the
desert giant is valued at 250gp and the juvenile blue dragon is worth 750gp.
The figures are bulky and heavy, making it difficult to transport them over
long distances. The same principle applies to the couches (100gp), chairs
(50gp) and carpet (150gp). Small wooden tables sit in front of one couch
and the two chairs. They are worth 10gp each. When the house is occupied
at night, the candles in the iron chandelier hanging over the room are lit,
providing illumination for the great room. During daylight hours, the win-
dows provide the chamber with sufficient natural light.

Game Over’s movements and actions are not static. As described in
previous sections, the characters may encounter the hunting troupe in their
residence, in which case, they are always found in some combination in
this area during the day and evenings hours. During the overnight hours,
each member takes a 2-hour guard shift in the main room while the oth-
ers sleep. The lone member periodically walks around the outside of the
premises looking for intruders or prey animals. Obviously, if the charac-
ters killed or captured Game Over in Ramaashta or the troupe is currently
in the village, the characters encounter no one in the residence.

G2: Dining Room

Three archways join this ornate dining room with the res-
idence’s great room, kitchen and wash room. Its centerpiece
is an exquisitely carved wooden table supported by four legs
chiseled in the image of an elephant’s leg. Eight chairs crafted
in the likeness of the table surround the room’s focal point.
Two paintings depicting a man with elven features hang from
opposite walls. One shows the man proudly standing over a
lion carcass and the other shows the same man beaming over
a slain rhinoceros.

Similar to the furniture in the great room, the table and chairs are valuable,
yet they are extremely heavy and cumbersome to transport. The table is worth
250gp, and the chairs are worth 25gp each. Ammar is the subject of both paint-
ings, a fact that the characters can discern if they already encountered him.

The lingering smell of smoldering charcoal hangs heavy in
the air. It clearly emanates from a cast-iron grill abutting the
near wall. The smoke wafting from the dying fire within the
grill rises into an iron overhang that leads to an exterior vent.
Warm air also flows out of a rapidly cooling hearth in the far
corner. The kitchen has two work areas. There is a central
hardwood island used for cutting, chopping and butchering
and a second hardwood work area situated beneath a row of
shelves fastened to the wall. A full complement of pots, pans
and cutlery rests on the shelves.

Because of their reclusive and secretive nature, Game Over does not
rely upon servants to perform the menial household tasks. Instead, all four
members share the cooking responsibilities, though the majority of them
fall upon Guadalupe. There is also an unlocked door leading into the pan-
try that opens without effort.

G4: Pantry

Four rows of shelves span the entire length of the walls.
Numerous jars, bags, small barrels, containers and other
storage implements rest upon the shelves.

The pantry is well-stocked with an assortment of herbs, spices, cooking
ingredients, oil and even cured meats. None of the food items is partic-
ularly valuable or significant, though the oil is used to light the lanterns
recessed into the wall.

Gs: Wash Room

The unique smell of ammonia is the first scent to greet
visitors followed shortly thereafter by the even less pleasant
stench of bodily waste that seems to seep out from a closed,
wooden door. The initial aroma originates from a half-full
barrel of the cleansing liquid near the archway and adjacent
to a nearly full barrel of water. Nine fashionable outfits, six
men’s and three women’s rest on wooden hangers supported
by a wooden drying rack. There is also a washboard near the
far corner and a hardwood table affixed to the wall for folding
and storing clean clothes.

The clothing on the drying rack includes four traveler’s outfits, three
explorer’s outfits, a courtier’s outfit and a noble’s outfit with the latter two
designed for women. The ammonia has caustic properties and can be used
as weak acid or a weak base. If substituted for more commonly used stron-
ger acids, it only deals half damage to any creature or object that comes in
contact with it. The barrel holds approximately four gallons of ammonia.
The door to the privy opens with minimal effort.

Go6: Privy

There is no mistaking the purpose of this tiny alcove in the
residence. A foul stench of rot and decay roils out of a simple
circular hole cut in the center of a chairlike apparatus.

Though it smells terrible, the privy is safe to use.
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G7: Guadalupe’s Bedroom

Go: Gabriel’s Bedroom

The sweet aroma of chic perfume gently nudges the sens-
es. The apparent source is a nearby vanity table covered by
nearly a dozen jars of cosmetics. A circular mirror attaches
to the vanity table and a small, leather upholstered stool is
neatly tucked beneath it. There is a wooden dressing panel
covered with images of unicorns and other magical beasts in
the far corner adjacent to a four-poster bed layered with silk
sheets and lace pillow shams. A cool breeze flows through
the window above the bed. An exquisitely carved teakwood
dresser with two drawers is slightly ajar revealing several
frilly undergarments.

Though she appears to be a rugged outdoorswoman, Guadalupe also
has a softer, feminine side that she conceals in her private quarters. Her
vanity table includes four jars of perfume worth 10gp each and four con-
tainers of makeup worth 5gp each. Mixed in among her beauty aids are a
potion of healing and a potion of extra healing. The dressing panel is old,
outdated and barely functional, so it has no value. The silk sheets and the
lace pillow shams are worth a total of 65gp. Guadalupe’s dresser contains
an assortment of woman’s undergarments, three folded outfits and four
pairs of shoes. She hides her diary beneath the lower drawer. It can be
accessed by pulling the drawer completely out of the dresser.

The diary is very personal and contains Guadalupe’s impressions of
various people in Ramaashta and the outlying farms. She professes to
greatly admire Aramses Ottama and Sholamara, whom she considers to
be the sister she never had. Older entries describe her life in Alcaldar
before relocating with her brother across the desert to Khartous to join
Game Over. It then describes her early hunts in exacting details as well
as her pride in her accomplishments. The more recent entries tell a much
different story. She expresses concern about Ammar’s increasingly dour
personality and reservations about slaying the “noble sphinx” for a “bag
of loot.” She is fiercely loyal to her brother, whom she views as a father
figure more than a sibling. The diary is written in common and has no
monetary value.

G8: Caleb’s Bedroom

A strange collection of unusual bows and scimitars hangs
from pegs hammered into the near wall, while a badly worn
leather saddle sits atop a display stand bolted into the floor.
In sharp contrast to these oddities is an ordinary wooden
bed covered with linen sheets and a simple, open armoire
containing men’s clothing, shoes and hats. Light filters in
through a window above the bed.

Caleb’s collection of weaponry ranges from the impractical to the bi-
zarre. It includes six jade arrows that deal only half damage, but are
worth 5gp each for their component parts; a decorative longbow con-
structed from ivory that is worth 150gp, yet is too rigid to fire arrows;
a worthless, ornamental quartz scimitar that shatters upon impact and a
shortbow worth 330gp that is inexplicably adorned by concentric white
and red circles painted onto the weapon’s surface. The saddle is a rid-
ing saddle with historical significance. Intended to be used for a camel,
careful inspection reveals the name Carath ibn-Hayuzet cut into a piece
of leather that is partially obscured by a later repair. Carath was the first
Khartous merchant to make the journey from Qamara to Qiram, making
it a collector’s item. The saddle is worth 500gp if the seller is aware of
its historical significance; otherwise, it is valued as an ordinary, rather
abused riding saddle. Caleb’s bed, armoire and personal effects are more
conventional and also worthless.

Three falchions with bejeweled handles are mounted on
a display rack attached to the near wall. A simple, military
style bed covered in linen sheets abuts the far wall beneath an
open window. Men’s undergarments, socks and shoes over-
flow from two open drawers within a tightly packed dresser.

Gabriel’s three falchions are all blades featuring decorative hilts inset
with pearls, garnets, sapphire chips and pieces of ivory. They are worth
375gp each. The clothing and shoes stuffed into the drawers are worth a
total of 50gp. The bed furnishings are only worth 10gp.

Gro: Ammar’s Bedroom

This spacious, breezy bedroom features a wooden corner
desk, a bookshelf stuffed with nearly fifty tomes, a freestand-
ing cedar armoire and a comfortable bed covered with silk
sheets. Fresh air flows into the bedchamber through an over-
sized window above the bed. A rugged, iron chest occupies
the near corner.

The increasingly paranoid and irrational Ammar keeps his bedroom
door locked at all times. The characters must force it open, pick the lock
(—20% Open Locks) or climb in through the window to get inside the
room. Ammar treats his bedroom as his sanctuary, allowing him to read
his collection of books at his leisure and without interruption. None of the
48 tomes in his library is particularly valuable, though the subject matter
gives some insight into his current state of mind. Most focus on philo-
sophical musings regarding the nature of good and evil as well as treatises
on the morality of killing other sentient creatures. The works appeal to a
specialized market, making them only worth a meager 2gp each. Ammar’s
armoire includes three pairs of sandals and three desert robes. The silk
sheets covering his bed are worth 50gp.

The iron chest is unlocked, but not unprotected. Whenever anyone oth-
er than Ammar opens the chest, that person triggers the trap which im-
mediately summons an air elemental that fights to the death. The chest
contains 1590 gp, six rubies worth 250gp each, a scroll case, 6 +4 arrows
vs. dragons and 5 +3 arrows vs. animals. The case contains a scroll with
the spell create food.

Elemental, Air: HD 12; HP 91; AC 2[17]; Atk strike (2d8); Move
0 (fly 36); Save 3; AL N; CL/XP 13/2300; Special: +1 or better
weapon o hit, whirlwind.

Maighib Desert

The only obstacle now standing in the way of the characters and Chas-
shagra is the forbidding Maighib Desert. The events depicted in this ad-
venture occur at some point in the late summer, with temperatures ranging
from 103 degrees to 129 degrees during the day. At night, temperatures
can drop into the 60s and 70s. As they travel, characters may encounter
dust storms, mirages, small oases, quicksand and any desert creatures the
Referee wants to throw at them.

This portion of the adventure includes two set encounters — Ameht’s
Caravan and Scene of the Slaughter, plus three additional encounters that
may take place at any point during the characters’ journey to Chass. The
three additional encounters appear first, followed by the two set encoun-
ters. The additional encounters can take place in any order that the Referee
chooses or can be supplemented with more random encounters.
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Encounter 1: How Bazaar?

It is safe to say that no humanoid race adapted to life in the desert better
than the burning dervishes, and Shazzab Rumun is the perfect example
of this fact. The solitary desert merchant treks across the burning sands
accompanied only by his trusty companion, a portal camel. In fact, his
beast of burden is the only creature that believes anything he says. Though
most of his race travels as a family unit, his kin disowned him long ago
because of his endless scheming and innate treacherous nature. Shazzab
simply looks out for himself first, second, third and so on.

As the characters make their way across the desert, they come across a
lone figure sitting atop a two-headed camel that appears to be lugging a
tremendous amount of junk across the searing sands. In most likelihood,
Shazzab’s keen senses alerted him to the characters before they became
aware of his presence. If this is the case, Shazzab heads in the characters’
direction. Shazzab is always interested in selling one or more of his items
or information, but his primary goal is to steal items of value from the
characters and add them to his hoard.

If the characters decide to interact with Shazzab, he comes across as
the consummate snake oil salesman of the Old West. He is gregarious,
witty, charming and not averse to telling fantastical tales and blatant ex-
aggerations, though he portrays himself as a humble, hard-working mer-
chant barely eking out a living. Throughout his conversation with the
characters, Shazzab makes self-deprecating comments to put the char-
acters at ease. Shazzab is particularly pleased these days thanks to Chas-
shagra’s destruction of his most hated rival — Ameht Baktar, a fact that
he happily relays to the characters. He minces no words in describing
the caravan leader as an overpriced scoundrel who gouged his custom-
ers to pay for his numerous mistresses and opium addiction. (The latter
allegations are a lie.) He also offers no niceties regarding Chasshagra,
whom he describes as the miserly sphinx in Chass that hoards his water
and withholds his hospitality from struggling desert merchants such as
himself. He can point the characters in the general direction of Chass for
a small fee, but he knows nothing about Savvith’s killing or the recent
events in Ramaashta. If told of these unfortunate events, Shazzab feigns
sadness and recites random lines of poetry from obscure elegies to ex-
press his false regret.

Shazzab’s inventory includes an eclectic collection of items. Shazzab of-
fers fair prices for his wares and may even grant a discount if the characters
purchase items in bulk. During his interaction with the characters, he takes
careful notice of their valuables, as he looks to pilfer something of great
value from their person or preferably from an unattended mount. Shazzab
relies upon his exceptional thieving skills to rob the characters without them
noticing it. If the characters catch him in the act, Shazzab tries to bluff his
accuser into believing that he just wanted to take a closer look at the
item and intended to give it back. Shazzab then decides not to
tempt fate again and concludes his business with the characters -~
without any further ado. He rebuffs insistent characters witha ~ -»" -
hurried claim that he is already late for a scheduled delivery. i,

Shazzab does everything he can to avoid a physical — * .8 |/
confrontation short of parting with his goods on any-
thing but his own terms. If he cannot avoid a fight,
he fights to the best of his abilities. As soon as he is
reduced to less than one-quarter of his original hit
points, Shazzab pleads for his life and claims that
poverty drove him to a life of thievery. If the ruse
works, Shazzab gratuitously thanks the characters
for their mercy and begins plotting an oppor-

2 3

tunity to exact revenge on the characters at a C -
later date. If the characters do not accept his ¢ :
bargain, he begs them to let him offer the # ﬂ p
characters a valuable gift as recompense. C ‘{’ S
He searches through his items and quick- -~~~ _/ ]

ly turns invisible before trying to escape. gy n
He leaves everything behind if necessary, B

though he plans on returning at a later point
in time to reclaim his lost possessions.

The portal camel does not fight for Shazz-
ab, but defends itself if necessary.

£ 555
i B=——

Shazzab, Burning Dervish Thief: HD 8; AC 3[16]; Atk +1 short
sword (1dé+1 plus 1dé6 fire); Move 9 (flying é); Save 7 (+1, ring);
AL C; CL/XP 9/1100; Special: flame form (column of fire, 1d6
points of fire damage per slam), resist fire (50%), spell abili-
ties (3/day—invisibility, pyrotechnics; 2/day—produce fire,
strength), thieving skills. (The Tome of Horrors Complete 78)
Thieving Skills: Climb 92%, Tasks/Traps 50%, Hear 5in 6,
Hide 55%, Silent 60%, Locks 55%.
Equipment: bracers of defense 4[15], +1 short sword,
ring of protection +1, thieves’ tools, 740gp.

Portal Camel: HD 2; AC 7[12]; Atk 2 bites (1Thp) and kick
(1d4); Move 15; Save 16; AL N; CL/XP 4/120; Special: mag-
ical abilities (2/day—mirror image, protection from evil; 1/
day—dispel magic, haste, slow), cooperative dimension
door. (Monstrosities 375)

Encounter 2:
Sands in the Hourglass

It is generally easy to see creatures moving atop the searing dunes, but it
is much more difficult to spot the cunning creatures that reside beneath the
sands waiting for unfortunate prey to happen upon them. The reviled dust
diggers are one such predator. This loathsome gang of desert aberrations
generally hunts at night, so this encounter should take place during the
cooler evening, overnight or early morning hours. Dust diggers generally
attack their prey at campsites or other fixed locations rather than engaging
in a futile effort to run down much faster opponents. These 4 dust dig-
gers approach the characters using their earth glide ability. The cunning
predators surround the characters from all four sides as they move toward
the surface. One round before they attack, a character has a 1-in-6 chance
to notice something amiss underfoot; otherwise, the dust diggers surprise
the unwary desert travelers. Each positions itself beneath a potential target
and uses its sinkhole ability to subject that victim to its tentacle attacks.
The cunning creatures rely upon their tentacles to grab opponents and ei-
ther bite them or swallow them whole depending upon the circumstances.
The dust diggers do not retreat, and they have no treasure.

Dust Diggers (4): HD 4; HP 30, 29, 26x2; AC 3[16]; Atk 5 tento-
cles (1dé); Move 6 (burrowing 6); Save 13; AL N; CL/XP 6/400;
Special: sinkhole (save or sucked down into the shifting sand),
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swallow whole (2dé points of damage, save at -3 penalty to
climb out of mouth). (The Tome of Horrors Complete 220)

Encounter 3: Waters of Death

Lamias are among the most despised and feared denizens of the desert.
They typically reside in places formerly devoted to the cause of good, such
as a temple or shrine dedicated to a righteous deity. In this particular in-
stance, a pair of lamias inhabits a long-forgotten and abandoned Guurzan
crypt that is half-buried beneath the desert sands. When the characters notice
the structure, the Referee may read or paraphrase the following description.

The featureless, adobe structure is 30ft square and 15ft
high with a 10ft-wide entrance facing to the west. Much of
the structure’s exterior is partially buried beneath the sand.

After they arrived a few years ago, 2 lamia witches removed the crypt’s
stone door to allow them an unobstructed view of the surrounding area.
Whenever they detect intruders, one of the lamias uses phantasmal force
to conjure a heavy stone door covered in hieroglyphics. Since the lamia not
maintaining the image knows that the stone door is an illusion, she can see
through it, allowing her to cast her own phantasmal force in the likeness of
an emaciated, wizened sadhu (holy man) emerging from inside the crypt. The
elderly man claims that his name is Marjeev, a sadhu holy man and hermit
who searches for insight and knowledge. To further the ruse, Marjeev tells
the characters that he is partially deaf so they must speak loudly, allowing the
lamia to clearly hear what the characters are saying so that she can continue to
converse with them. The illusion’s goal is to lure the unsuspecting characters
into the crypt and an ambush by the lamias. Characters that directly interact
with the illusions are entitled to a save to disbelieve the figments.

Marjeev directly answers questions only about Chasshagra, whom the
lamias hate with tremendous passion. The wise monk tells them that he
lives in an ancient structure known as Chass. He also knows that he re-
cently met a female of his kin; however, she died before they could mate.
The lamias take particular pleasure in that turn of events. Absent any ques-
tions about Chasshagra, Marjeev offers the characters esoteric advice such
as “the sun waits for no man,” “the desert’s heat is cold compared to the
fire in one’s heart” and other half-baked truisms. He insists on allowing
him to offer the characters his hospitality and invites them into the crypt.
When he approaches the door, he pretends to run his fingers across the
hieroglyphs, causing the door to magically disappear. As soon as the char-
acters step inside, the lamias end the illusions and viciously attack. If the
ruse fails, each lamia uses its charm person spell-like ability against a
character of her choice before charging out of the crypt to attack.

Lamia Witches (2): HD 9; AC 3[16]; Atk 2 claws (1dé plus wis-
dom drain); Move 24; Save 6; AL C; CL/XP 12/2000; Special:
spell-like abilities (1/day—charm person, charm monster,
suggestion), spells (4/2/1), touch drains 1 point of wisdom.
(Monstrosities 284)
Spells: 1st—light, magic missile (x2), sleep; 2nd—invisi-
bility, phantasmal force; 3rd—lightning bolt.

Treasure: The crypt’s interior is empty other than a lone sarcophagus
holding an ancient, mummified body and the lamias’ ill-gotten treasure.
The sarcophagus can be pried open. In addition to the desiccated corpse,
the characters also find boots of elvenkind, a cloak of elvenkind, a diamond
worth 1000gp and 692gp.

J1: Ameht’s Caravan

The enraged Chasshagra attacked Ameht Baktar’s caravan roughly 10
miles due north of his home and left a wake of carnage in his stead. The
devastating aftermath of his fury litters the desert road leading to Qiram
with sundered vehicles, slain animals and shattered men. The stench of
decay and rot is so powerful that it can be detected from a mile away.

The powerful odor also attracted the unwanted attention of a small raid-
ing party that picks through the broken remains in search of any valuables.
Like vultures descending upon a week-old kill, the fetid stench of death
drew a hunting party of 6 ragged craws to the scene. The opportunistic
scavengers feast on the festering meat and sift through the wreckage seek-
ing anything useful. In fact, their single-minded focus allows them to be
surprised on a 1-3 on 1d6. Like others of their kin, they zealously guard
their prize and attack anyone that approaches the area.

Ragged Craws (6): HD 3; HP 22, 20, 19, 18x2, 16; AC 9[10];
Atk 2 claws (1d4) and beak (1d3) or sleeping darts (1d2 plus
sleep); Move 12; Save 14; AL N; CL/XP 4/120; Special: detect
magic, dispel magic (as 4th-level magic-user). (Monstrosities
380)
Equipment: cowls, vial of sleep poison (save or sleep
1dé rounds), 3 bottles of wine, 2d8gp, 1désp.

Development: After driving off the ragged craws, the characters can
fully assess the scene. There are two busted and toppled caravan wagons
that held fresh water, fruits, vegetables and 30 barrels of stored grain.
These items are now spilt onto the hot sands, causing the water to evap-
orate and the grains to blow away on the wind. There are 3 dead camels
and 6 dead men lying on the ground around the caravan. It is impossible
to tell the exact manner of their death because of the postmortem damage
caused by the ragged craws and other desert scavengers, but their level
of decomposition strongly supports the belief that these creatures died
around the time of Chasshagra’s attack.

Treasure: The ragged craws found 642gp among the wreckage as well
as a scrimshaw pendant worth 250gp, a ruby and gold ring worth 200gp
and six chunks of raw platinum ore worth 100gp each.

J2: Scene of the Slaughter

Chasshagra hauled Savvith’s lifeless body back to Chass, so there are
few indications that a battle actually took place here roughly a week ago.
The site is an otherwise nondescript tract of bare hardpan approximately
8 miles west of Chass that is now marked by an upright bronze ankh im-
bedded deep into the sandy earth. The ankh is 6ft high and is worth 250gp.
Guurzan craftsmen manufactured the ankh roughly 500 years ago. Chas-
shagra left the relic here to forever identify the location where Savvith
fell. Any character that closely examines the surrounding area notices a
patch of discolored earth and 1d4 broken arrows. The discolored earth is
dried blood from Savvith’s decapitation and the projectiles are evidence
of Caleb and Guadalupe’s involvement in the attack.

Within 1d4 minutes after the characters arrive on the scene, 4 giant scor-
pions appear on the horizon. The monstrous scavengers continuously scour
the sands searching for scraps left behind by other predators. The reflection
of'the ankh attracts the scorpions like a shimmering fishing lure. The vermin
burrow into the sand if they are reduced to less than half their original hit
points. The scorpions have no treasure, but cracking open their carapaces
reveal a camel’s skull, a ragged suit of studded leather armor, pieces of a
javelin and a wooden wheel presumably from a caravan wagon.

Giant Scorpions (4): HD 6; AC 3[16]; Atk 2 pincers (1d10),
sting (1d4 plus poison); Move 12; Save 11; AL N; CL/XP 7/600;
Special: lethal poison sting. (Monstrosities 411)
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Part Three: Chass and Mate

Having endured the arduous trek across the Maighib Desert, the charac-
ters now face the final portion of the adventure — the confrontation with
Chasshagra within his mysterious citadel of Chass. The characters must
overcome his first line of defense — a gang of lion beasts of chaos before
they can enter the sphinx’s ancient structure. Inside the walls of Chass,
the characters must rely upon more than might and magic to defeat Chas-
shagra. A sharp mind and quick reflexes are needed to solve the magical
beast’s puzzles and traps if they aspire to make it out alive.

Approaching Chass

Though its original purpose and intent are unknown, Chass’ mysterious
builders seem to have picked a strategic location for a desert outpost. The
oddly-shaped structure sits atop a plateau overlooking the surrounding
dunes. At least 40 freshwater springs are located within a 2-mile radius
of Chass. The vegetation and date palm trees flowering from these oases
make Chass look more like a swank resort than an oddity. At one time, the
building sat farther above the surface; however, over the last several thou-
sand years, the shifting sands have gradually leveled out the area around
Chass, making its elevation less pronounced. Nonetheless, Chasshagra’s
bizarre abode is still visible from 6d6 x 20ft away despite the undulating
mounds of sand and dust surrounding the building. When the characters
first enter visual range, the Referee may read or paraphrase the following
description.

At least a dozen small oases measuring no more than 5oft
in diameter are scattered about what could best be described
as an oddity of architectural engineering or at worst the hap-
hazard design of a rambling mind. Crafted entirely from stone
quarried from an unknown source, this unusually shaped
structure rests atop a shallow plateau roughly 5ft higher than
the tallest nearby dune. The building reaches a maximum
height of 30ft near its northwestern corner, though in most
places it averages 15ft. Various bizarrely shaped extensions
protrude from its walls, indicating that construction likely
started and stopped multiple times during its long history.
There are no windows or openings of any kind other than a
pair of stone doors expertly fitted onto the western wall.

Though the building is visible from quite a distance away, its guard-
ians are not. Scattered among the oases near the western entrance are 3
lion beasts of chaos that spring upon any creature that approaches Chass’
stone doors. The creatures are well camouflaged in the reeds and grasses
that grow around the fresh water springs. Each occupies its own spring. A
character has a 1-in-6 chance of spotting any of them amid the greenery.
Whenever the characters attack one of the lion beasts, the other emerge
from hiding and converge on the characters. They never retreat.

Beast of Chaos (3): HD 5; HP 38, 35, 32; AC 0[19]; Atk 2 claws
(1d4) and bite (1d8); Move 15; Save 12; AL C; CL/XP 8/800;
Special: frightful presence (30ft, creatures with SHD or fewer
must save or be shaken for 5dé rounds), immunities (confu-
sion, fear, haste, hold animal, hold monster, slow), magic
resistance (25%), rage (+1 to hit and damage). (The Tome of
Horrors Complete 49)

Chass

Chass conforms to no known architectural style or building technique.
In addition, the materials used to build it are not indigenous to the area.
Omaruri oral tradition claims that Chass predates their arrival in the
Maighib Desert, but it does not provide any details about its creators or its
intended purpose. Their historical record also indicates that Chasshagra

inhabited the structure when the Omaruri arrived in the area. Chass shows
little wear for its immense age and strange design features. For instance,
its ceiling is not sloped like conventional structures; however, rain falls
so infrequently in the Maighib Desert that any pools of water that may
collect on the roof quickly evaporate. Sandstorms left pockmarks on the
outer stone wall, but other than this cosmetic damage, the material it-
self remains intact with no structural damage. The same can be said for
its massive, completely undecorated stone doors. Despite their immense
weight, these expertly crafted portals open with virtually no effort, thus
granting access to Chass.

Unless otherwise noted, all of the doors within Chass share the same
characteristics; they are all crafted from stone and open with minimal effort.

Cr: Entry Hall

Two alabaster statues of massive lions abut opposing walls,
forcing visitors to pass between them to enter the rest of the
room. A pair of archways beyond the statues leads to adjoin-
ing chambers. At the far end of the room is a stone pedestal
that supports a weathered, ancient tome that lies beneath a
protective glass case.

Chasshagra once greeted his guests in this grand entry hall, but today it
serves more as his first line of defense against intruders than as a welcom-
ing chamber. However, the crafty sphinx still takes great pleasure testing
the wits and intellects of other creatures. Whenever a creature passes be-
tween the two lion statues or past one of them, a magic mouth spell acti-
vates. It says the following in common:

“You cannot pass until you answer my riddle.
1 have feet, but do not have legs.

1 have no shape, but I have at least one line.
1 have rhythm, but require no music.

What am 17"

The correct answer is a poem. The first line refers to the measurement
of classical meter in poetry, the second line refers to the fact that a poem
consists of at least one line, and the third line refers to poetic rhythm. The
riddle is particularly apropos because the book beneath the case is an ex-
tremely rare book of handwritten poetry penned by the master poet Suqri
himself. Though it has no magical properties, the tome is worth 3000gp to
any serious collector.

After the riddle is presented, one of the lions immediately transforms
into a massive lion with a shining golden pelt. As the characters pon-
der the answer to the riddle, the massive animal menacingly taps its paw
against the ground, furling and unfurling its claws as it does so. The crea-
ture immediately attacks if a creature attacks it, a creature passes through
one of the archways, the characters give an incorrect answer to the riddle,
or 1 minute passes. The lion attacks until slain or until it runs out of ene-
mies to attack.

Lion: HD 8; HP 40; AC 6[13]; Atk 2 claws (1dé), bite (2d8);
Move 12; Save 8; AL N; CL/XP 8/800; Special: None.

Development: If the characters correctly answer the riddle, the lion
returns to its statue form and a magic mouth speaks again:

“Well done, stranger. You are worthy of entrance into my humble
abode.”

Ad Hoc XP Award: The Referee may award the characters 2400 XP
for correctly solving the riddle.
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C2: Solarium

Sunlight inexplicably pours through the dome-shaped
ceiling, bathing dozens of brightly colored, potted flowers in
warm light. The plants are arranged in four long rows that
span the entire length of the room. A gentle, low buzzing
sound fills the chamber as ordinary bees fly from flower to
flower and back to their hive affixed to the ceiling.

Though the ceiling covering the dome appears to have been crafted
from stone on the outside, it is actually made from 4-inch-thick glass that
is enchanted to appear like stone. Chasshagra took advantage of this struc-
tural anomaly to hone his horticultural skills. In fact, he intended to use
the flowers grown in the solarium to craft perfumes for Savvith and show-
er their offspring in a bed of flowers harvested from his vast collection.
The flowering plants are indigenous desert species that include lilies and
poppy plants that can be used to produce opium. The bees are ordinary
honeybees used to pollinate the flowers. If a character opts to brave the
insects’ wrath and retrieve the bees’ sweet delicacy, the honeycomb in the
hive 25ft above the ground contains 50gp worth of honey. A creature can
safely gather the honey with the use of smoke; however, the bees deal 1d4
points of damage plus 1 point of constitution damage to any creature that
sticks its hand into the hive and fails a saving throw. A successful save
halves the damage and negates the constitution damage. The stone door
leading into the adjoining chamber opens with ease.

C3: Audience Chamber

Two dusty, upholstered couches marred by visible tears
and holes face in the general direction of a raised dais 3ft
above the floor. A smaller upholstered couch on the opposite
side of the room also faces the elevated platform. The dais is
featureless other than a badly stained wool and silk rug.

During Chass’ heyday, the resident sphinx and his Omaruri guests en-
gaged in lively debates in this spacious audience chamber. Since those con-
versations ended centuries ago, the hall is largely neglected and unused. The
carpet, chair and couches are in extremely poor condition and worthless.

C4: Reliquary

Grotesquely deformed faces adorn four wooden totems
standing around the chamber’s perimeter. Primitive wooden
staves, dull blades, spears and javelins are propped against
a makeshift weapons’ rack between two of the totems. Two
oval wicker shields emblazoned with frightening images of
eviscerated beasts lie on the floor near the far end of the
chamber. An open, wicker chest containing several small vo-
tive statues, phylacteries, prayer beads and sinister looking
stuffed dolls that resemble men and women abuts the far wall
between a pair of tapestries depicting skeletal figures with
oversized skulls and mouths full of razor-sharp teeth.

In addition to bequeathing “King of Beasts ” to Chasshagra, the Omaru-
ri priestess Nawalapuura also gave him other relics and items of particu-
lar significance within their culture. The items are Omaruri in origin and
commonly associated with the race’s dark earth goddess, Owomarari.
Chasshagra collected these oddities and stored them in this reliquary for
safekeeping and occasional study. The items never displayed any magical
properties until Chasshagra recited his first ritual from “King of Beasts.”
Under the right conditions, the inherent evil in these long-forgotten items
now stirs to life.

Whenever a character attempts to move or remove any of these objects
from the reliquary, they unwittingly spring a devious trap. The four to-
tems’ mouths open slightly, allowing 4 shadow rat swarms to pour into
the room. The undead vermin display visible signs of decomposition and
burning red eyes belying their inherent wickedness. Each totem produces
one swarm. The swarms attack until destroyed, even if the offender leaves
the room or returns the touched object to its original location. The shadow
rat swarms assume incorporeal form only if the characters leave the room;
otherwise, they remain corporeal.

Swarm, Shadow Rat: HD 6; AC 6[13]; Atk swarm (2dé);
Move 12; Save 11; AL C; CL/XP 7/600; Special: envelop, im-
mune (fire). (The Tome of Horrors Complete 535)

Treasure: Though grisly and macabre, the Omaruri relics are valuable.
The totems lose their magical properties after the trap is activated, but they
are still worth 100gp each. The wooden totems are heavy and cumbersome.
The two wicker oval shields are purely ceremonial and date back more than
600 years. Once held by a legendary king, the shields are worth 250gp each.
The weapons resting against the rack are ordinary and impractical. There
are 15 in all worth a total of 150gp based solely upon rarity and historical
value rather than usefulness. The assorted items in the chest include votive
figures, prayer beads, mysterious dolls and phylacteries. None of the objects
is magical, yet as a collection they are worth 1500gp. The tapestries behind
the chest are exquisitely crafted. They are worth 325gp each.

Cs: Savvith’s Tomb

Ear-piercing screams and prolonged peals of hysterical
laughter intermittently echo against the heavy stone walls.
The disconcerting shrieks and histrionic display come from a
disheveled man chained in a seated position to an alabaster
slab. Scraps of rancid food lie on the floor around an empty
wooden plate, while small pools of water fill the recesses in
the floor around an overturned cup. The man faces in the di-
rection of a large creature with the body of a lion, the wings
of a falcon and a woman’s torso that lies atop an adjacent al-
abaster slab. The beast is motionless and also headless. Five
arrows protrude from the creature’s body and freshly picked
flowers form a perimeter around her body. A magnificent
tapestry hanging on the wall depicts ancient Omaruri people
conversing with a majestic winged creature with a lion’s body
and a man’s handsome face.

After her death, Chasshagra brought Savvith’s body here in the event
that he finds a way to bring the gynosphinx back to life. Savvith can be
restored to life with a resurrection spell; however, raise dead fails because
she lacks a head. Even if the characters have her head with them, it cannot
be reattached without a resurrection spell.

The flowers surrounding her body come from the solarium. The five
arrows stuck into her body proved her undoing. All five arrows are +3
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arrows vs. animals which may prove useful against Chasshagra. The al-
abaster slab next to Savvith is intended for Chasshagra when he deems it
time for him to join her in the afterlife. The tapestry hanging from the wall
is worth 600gp.

The man chained to the slab is Ameht Baktar. As punishment for
his crime, Chasshagra chained him to the slab, forcing him to stare at
Savvith’s dead body to see the consequences of his actions. The spiteful
sphinx even forces Ameht to apologize to Savvith every day and beg her
forgiveness. After at least a week of captivity and constant shaming, the
pampered and confident Ameht is a shell of his former self. He is largely
uninjured, at least in a physical sense, though his mind is another matter.
Ameht bursts into tears when he first sees the characters, blubbering about
his guilt. The characters must first settle Ameht down before they can
speak with him; otherwise, he incoherently babbles and wails whenever
anyone attempts to communicate with him. In a semi-rational state, Ame-
ht tells the characters that Game Over accepted his bounty to kill Chas-
shagra, not Savvith. Several days after meeting with the hunting troupe,
the vengeful sphinx assaulted his caravan and carried him away to Chass.
He has been imprisoned in this chamber ever since. His captor feeds him
and gives him water on an irregular basis. Freeing Ameht from his mana-
cles requires an Open Locks check with a —20% penalty.

Ameht Baktar: HP 19 (currently 6); AC 9[10]; Atk strike (1hp);
Move 12; Save 13; AL N; CL/XP 4/120; Special: none.
Equipment: desert robes, sandals.

Development: This information may prompt the characters to wait for
Chasshagra to appear in the room and ambush him. In this case, the res-
ident sphinx appears in the room 2d4 hours after the characters’ arrival
here. However, if the characters left any indications of their presence in
the building, Chasshagra moves through the complex with tremendous
caution and may bolster his ranks by summoning more lion beasts of cha-
os or lionweres using “King of Beasts.” (See the “King of Beasts” entry
in Area C8 for additional details on the book’s usage.) In this case, he and
his charges split up and enter the room from both sides.

Cé6: Abandoned Guard Tower

Stone stairs slowly ascend to an elevated landing and a
stone spiral staircase that sharply rises to a height of 3oft and
abruptly ends.

In keeping with the building’s seemingly haphazard design, the original
creators apparently intended to turn this tower into a guard outpost and
then inexplicably abandoned the effort. Any attempts to locate secret or
concealed doors result in failure.

C7: Scriptorium

Two simple wooden desks with chairs oddly face the walls.
One desk is completely empty, while an open book, vial of
ink and a quill pen rest atop the other. A strange, large glove
with fingerlike appendages also lies upon the desk’s surface.
A foul-smelling, sealed barrel sits in the near corner, and a
series of shelves bolted into the near wall contain sheets of
papyrus, vellum and parchment as well as bookbinding ma-
terials and leather-bound covers.

During Chass’ heyday, Omaruri scribes and scholars used this scripto-
rium to transcribe works from Chasshagra’s collection or to pen original
manuscripts. On occasion, the brilliant sphinx dictated his thoughts to a
waiting scribe who put pen to paper and brought them to life. Since the
Omaruri’s demise, Chasshagra has been forced to transcribe his materi-
als himself, using the strange glovelike apparatus sitting on the cluttered
desk to manipulate and hold a pen in his paw. The item is clever and

Is Chasshagra Evil?

At some point in the adventure, the characters are likely to
conclude that Chasshagra fell from grace and succumbed to the
temptations of evil. On the surface, that assertion appears valid,
but Chasshagra is not beyond hope. So far, the ageless sphinx has
resisted the evil effects of Nawalapuura’s accursed book and would
seek forgiveness from the people of Ramaashta if Savvith were re-
stored to life. Though Chasshagra seeks to punish Game Over and
Ameht Baktar regardless of the collateral damage, he has no plans
to raze Ramaashta to the ground or wantonly kill all humans he
encounters, despite his protestations in his written works. Chas-
shagra’s acts are more akin to him being Neutral than Chaotic. In
time, it is possible that further usage of “King of Beasts” may sway
him to becoming entirely Chaotic, but for now he remains Neutral.

unique in design, though its limited market appeal reduces its value to a
mere 100gp. The desk against the far wall is empty, but the one closest to
the entrance holds an open book that is partially completed. The book is
written in Sphinx and is titled “The Nature of Man and Failings of Cre-
ation.” Characters most likely require magical assistance to actually read
its contents. Chasshagra wrote the book over the course of the past 200
years, so it tends to wander and stray from its themes on a frequent basis.
The vast majority of the work is scholarly and historical, citing various
incidents throughout human history demonstrating man’s darker side and
evil nature; however, the book takes an abrupt turn from its intellectual
musings over the course of the last five pages. It becomes a self-serv-
ing diatribe sharply criticizing humanity’s failings and questioning the
necessity of man’s continuing existence. Chasshagra strongly condemns
civilization’s exploitation of nature and beasts, calling for the children of
the earth to rise up and overthrow their humanoid oppressors. He focuses
on trying to find a justification for killing Savvith, and as predicated, he
cannot find any. Other than providing a glimpse into Chasshagra’s angry
mind, it provides no useful information about the complex or the sphinx’s
many abilities.

C8: Library

Three lines of numbers are etched onto the stone door with
a small button recessed into the stone beneath each numeral.
The first line contains the numbers 81, 70, 59 and 92. The
second line contains the numbers 75, 49, 98 and 21. The third
line contains the numbers 43, 97, 70 and 16.

Chasshagra uses this combination lock to protect his treasured library.
In order to enter the library without triggering a fire trap, the character
must push the buttons labeled 59, 75 and 97 in no particular order. The
combination trap is based upon the number 7. In the first line, when the
second digit is subtracted from the first digit, the result is 7 except for 59.
In the second line, all of the numbers are divisible by 7 except for 75. In
the last line, the sum of both digits added together equals 7 except for 97.
Forcing the locked door open or pushing the wrong buttons immediately
triggers the trap.

If the wrong buttons are pushed, a column of flame roars down on any-
one within 5ft of the buttons. The flames do 3d8 points of damage (save
for half). The flame trap resets after 2d4 rounds and triggers again if char-
acters are still messing with the buttons.

After the characters open the door, the Referee may read or paraphrase
the following description.

Stone stairs sharply descend 10ft before opening into an
immense library. Hundreds of books, scrolls and weathered
pages rest atop shelves that span the perimeter walls as well
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as a freestanding bookstand in the middle of the room. An
almost equal number of written works lie strewn about the
floor along with scraps of torn parchment, papyrus and vel-
lum. A large creature with the body of a lion and majestic
birdlike wings reclines atop the central bookstand. Annoyed
by the intrusion, the beast looks up to reveal the handsome
face of a regal man adorned by a pharaoh’s golden raiment.
The creature appeared to be deep in study purveying an
ancient tome covered in thick fur and secured by a locking
mechanism resembling a beast’s claw.

Hundreds of books, scrolls and sheets of writing materials line the shelves
and floor of this magnificent library. Most of the works are quite ancient, pre-
dating the Omaruri’s arrival in the Pesha River Delta. Unfortunately, the mate-
rials show the obvious signs of age and poor upkeep by the highly intelligent,
yet somewhat absentminded sphinx. A complete inventory of the works could
take several weeks or even a few months; however, roughly 114 books stand
out as being noteworthy with a total value of 3904gp. The works cover a va-
riety of topics, but the majority focuses on obscure philosophical matters. In
addition to the tomes, six scrolls are magical. They contain the divine spells
— commune, dispel magic, quest, speak with monsters, symbol and word of
recall. In addition to these items, the fur-covered book atop the bookshelf is
the dreaded “King of Beasts” described in the sidebar.

Triggering the trap on the outer door gives Chasshagra the androsphinx
an opportunity to prepare for a confrontation. If Chasshagra somehow be-
comes aware of the lion beasts of chaos’ death, he may have sufficient
downtime to create three more lion beasts of chaos to replace those that the
characters killed. Regardless of whether Chasshagra gets an opportunity to
ready for a fight or not, the proud beast appears disturbed by this turn of
events. He undoubtedly realizes that the characters are likely responsible for
thwarting his designs for revenge in Ramaashta and traced the plot’s origins
back to him. Yet, he does not attack the characters on sight. Instead he asks
them about the fate of Game Over. If the characters killed or captured them,
he seems pleased with the outcome though skeptical in the absence of any
proof. Presenting Chasshagra with satisfactory evidence of Game Over’s
demise is sufficient to satiate his appetite for revenge. He is willing to let
bygones be bygones and allow the characters to leave unharmed and also
swear off any further plans of revenge against Ramaashta and its residents.
If the characters drive a hard bargain and demand compensation for his
actions, Chasshagra is willing to part with all of his treasures except for his
beloved library and its contents, including “King of Beasts.” The Referee
should note that good characters aware of the loathsome book should not
accept such a compromise in light of the magical tome’s reputation for evil,
which likely brings them into conflict with Chasshagra.

On the other hand, the haughty sphinx immediately attacks characters
who took no actions against Game Over or who may have even brought
one or more of its members with them. Whether he attacks the characters
or not, Chasshagra’s main topic of discussion when not otherwise engaged
in casting spells or roaring is the supremacy of beasts over men. His tenor
during the conversation depends upon his attitude toward the characters.
He engages in a civil discourse with characters who punished Game Over,
while ranting and raving about the subject with characters who did not. It
is impossible to convince Chasshagra that he is wrong and any statements
contrary to his opinion cause him to attack the characters if he has not
done so already.

Chasshagra is simultaneously horrified and elated if the characters pres-
ent him with Savvith’s head. The grisly sight infuriates him, but he also re-
alizes that he can now communicate with her departed spirit via speak with
dead. Chasshagra grills them about their motives for returning it to him.
If he judges them to be sincere, he expresses his gratitude. Furthermore,
if the characters restore Savvith to life, he becomes extremely remorseful
for his actions and begs forgiveness. In this case, he is even willing to part
with “King of Beasts” or aid in its destruction. He also offers Ramaashta
and its citizens any assistance that he can provide. Characters whom he
judges to be insincere feel his full wrath. The outraged sphinx launches
into a brief tirade about Savvith’s unjustified murder, Ameht’s bounty and
man’s propensity for cruelty before he attacks the person whom he be-
lieved slighted Savvith’s remains or memory.

King of Beasts

Nearly all of the original six copies vanished with the demise
of the Omaruri civilization except for two that were preserved by
others. The evil work is covered in thick black fur, and its corners
are shaped into the likeness of beast paws that are used to keep the
book closed, though they have no detrimental effects or locking
ability other than to tightly close the book’s bindings.

Dedicated to the Omaruri earth goddess Owomarari, this vile
book confers its powers upon its reader at a terrible price. By spill-
ing a drop of blood from a Chaotic living creature onto one, two or
three of the tome’s pages and then reading the page’s incantations
within 1 minute afterward, the reader brings an equal number of
beasts into being. It takes the reader 1 minute to read a single page.
The created creatures must be Chaotic beasts that share common
lineage with the blood’s donor. Therefore, blood from a beast with
leonine heritage could conjure a lionwere or a lion beast of chaos,
but it could not create a lupine beast. Furthermore, the Hit Dice of
each individual creature cannot be greater than half the blood do-
nor’s Hit Dice; otherwise, the attempt fails. The created creatures
obey the reader’s instructions without question and to the best of
their ability based upon their intelligence.

The book grants the reader the ability to communicate with the
created creatures once per day. When the reader uses this ability,
it simultaneously affects all created creatures in existence at that
time. The reader can have only one group of created creatures in
existence at any time; therefore, the reader cannot use the book
again until all previously created creatures are slain. Each creation
attempt, whether successful or not, consumes the pages containing
the spilt blood. There are 26 pages remaining in the book.

In exchange for its power, the book draws the reader closer to the
entropic, dark entity bestowing these powers. Every time a creature
attempts to create creatures from the tome, he must make a saving
throw or his alignment moves one step closer to Chaotic. He suffers
a —1 penalty to his save for each previous use of the book. He also
suffers a —2 penalty for each creature he attempts to create beyond
the first. Thus, a being who has used the book three times in the past
(a =3 penalty) and tries to create 3 creatures (—4 penalty) suffers a
—7 total penalty to the save. If the creature makes his save, the spite-
ful book bursts into black flames and burns an additional number of
pages equal to the number of creatures created as added incentive
for the reader to bend to its will.

“King of Beasts” can be destroyed only by sprinkling a drop of
blood from a living Lawful being of at least I0HD on each page.

Chasshagra, Androsphinx: HD 12; HP 89; AC 0[19]; Atk 2
claws (2dé); Move 18 (fly 24); Save 3; AL L; CL/XP 15/2900;
Special: spells (Clr 2/2/1/1), roar (3/day, 1st roar: fear within
300ft, save avoids; 2nd roar: paralysis within 300ft for 1d4
rounds, no save; 3rd roar: lose 2dé strength within 200ft, save
avoids; anyone within 20ft of third roar must also save or be
stunned for 2dé rounds). (Monstrosities 447)

Spells: 1st—cure light wounds, detect evil; 2nd—hold

person, silence 15ft radius; 3rd—speak with dead; 4th—

cure serious wounds.

Equipment: golden raiment worth 2500gp.

Tactics: Chasshagra opens combat with a roar, hoping to frighten off
as many opponents as he can. He continues to roar on the successive 2
rounds as well until he can no longer do so. He realizes that he enjoys a
tactical advantage attacking the characters from higher ground preferably
outside the range of their melee attacks.

Chasshagra refuses to concede defeat and fights to the bitter end, opin-
ing that he would rather leave this world and spend eternity with Savvith
in the next than bow to the two-legged beasts that trample nature and its
wondrous creations underfoot.



Co: Abandoned Guard Tower

Stone stairs slowly ascend to an elevated landing and a
stone spiral staircase that sharply rises to a height of 3oft and
abruptly ends.

Like Area C6, the original creators apparently intended to turn this
tower into a guard outpost and then inexplicably abandoned the effort.
Any attempts to locate secret or concealed doors result in failure.

Cro: Living Quarters

Wilting flower petals line the borders of a massive, red,
green and white floral print carpet that nearly covers the en-
tire floor. Thick tufts of tan-colored fur are embedded in the
carpet’s fibers.

Though this spacious chamber technically serves as Chasshagra’s liv-
ing quarters, he rarely spends any time here other than to occasionally nap
or give his weary eyes a rest from pouring through his voluminous written
works. The decaying flower petals spread across the carpet’s edge came
from the flowers in his solarium and were intended for Savvith’s enjoy-
ment. Since her death, he has not set foot in this chamber and its adjoin-
ing chamber out of inconsolable grief. The chamber’s carpet is extremely
large, heavy and in poor shape. Prior to his gynosphinx’s arrival, Chas-
shagra dug his sharpened claws into the heavy fabric, creating numerous
pulls, tugs and holes in the massive textile. Characters who decide to sal-
vage the 1000-pound carpet get only 500gp for the monumental effort.

Cir: Nursery

Though smaller than the adjoining chamber, this oddly
shaped room is similarly decorated. Another large gray and
red carpet adorned with images of mythical beasts and play-
ful fey creatures covers much of the floor. Dozens of math-
ematical equations and extremely detailed hieroglyphs are
etched onto the stone walls.

It is almost impossible not to share the profound sadness that Chas-
shagra experienced when first setting eyes upon this painstakingly crafted
nursery. Unlike the carpet in the sphinx’s living chambers, this less-cum-
bersome wool-and-silk carpet is in good shape and is worth 500gp. Sav-
vith etched the mathematical equations and riddles onto the wall to amuse
her offspring. The mathematical equations etched onto the wall include the
calculations to determine the area and size of various geometric shapes.
The hieroglyphs are written in sphinx, likely requiring the characters to
use magical means to read and understand them. They are children’s rid-
dles interspersed with classic riddles from antiquity.

Cr2: Omaruri Crypt

Unlike most doors in this complex, this stone door is stuck, requiring a
combined 28 strength to break it down.

Four ancient reed boats each hold skeletal remains clad in
tattered linens with flecks of color now faded with age. Thick
layers of dust and a few strands of straw still cover some of
the bones. Two lion-headed mahogany statues holding a
spear stand amidst them.

In accordance with Omaruri tradition, four of Chasshagra’s long-de-
parted friends are laid to rest in the accoutrements of their people near
the being they venerated as a living deity. For the better part of the first
century after their deaths, their sphinx companion frequently visited and
spoke with them using a speak with dead spell. Several decades after the
Omaruri stopped visiting Chass, the spiteful Chasshagra reciprocated and
never set foot in the crypt again. Since then, the signs of neglect are ev-
erywhere. Thick layers of dust, cobwebs and a stagnant odor fill the room.

The skeletons are human and the remains of Omaruri men. They like-
ly died from natural causes. Their clothing fell into tatters long ago, but
some valuables remain within each of the reed boats that act as coffins.
Characters that opt to search the bodies discover an ivory necklace worth
150gp, a bone pendant worth 100gp, a mahogany ring worth 75gp, an
amber bracelet worth 50gp and nine gems worth 10gp each. However,
disturbing the remains triggers the wrath of the chamber’s two guardians.

Any physical contact with the bodies or the contents of their coffin im-
mediately animates the 2 reliquary guardians that watch over the crypt.
The Omaruri creators fashioned them in Chasshagra’s 9ft-tall humanoid
likeness, though their powers are based upon their archaic nature deities.
The two constructs attack until destroyed. The magic powering the guard-
ians has dwindled over the years, but they are still deadly combatants.

Reliquary Guardians (2): HP 50x2; AC 5[14]; Atk +1 longsword
(2d6) or slam (2d8); Move 6é; Save 3; AL N; CL/XP 10/1400;
Special: resists most spells (50% all spells, except disintegrate,
which does 2dé points of damage), +1 or greater weapons
to hit, pronouncement (1/day, 60ft as fear spell, all crea-
tures, +2 save resists), spells (1/day—confusion, detect invis-
ibility, detect magic, dispel magic, feeblemind). (The Tome
of Horrors Complete 460)

C13: Chasshagra’s Tomb

Countless sundry items, scraps of shredded linen, bits of
construction material and numerous other objects are strewn
about the floor or fall out of two overstuffed wooden chests
against the walls. The debris is so dense, that it is nearly 2ft
deep and covers every available space in the room. The cham-
ber’s centerpiece is a massive, marble sarcophagus exquisite-
ly crafted in the image of a reclining sphinx. The sealed lid is
painstakingly detailed down to ridges in the golden raiment
adorning the creature’s head.

Contemporaneous with the construction of the Omaruri crypt, Chas-
shagra built this tomb for himself, but since the Kharitsines’ arrival, the
solitary sphinx abandoned his original plan and left the tomb and its trea-
sures undisturbed. Most of the objects are useless junk that Chasshagra
did not need, so he dumped them here when he forsook his plan to be
buried here.

Treasure: Even if the characters thoroughly scrounge the area, the
moldy textiles, chunks of raw materials and ordinary items are worth a
grand total of 100gp. However, buried within the chests and piles of gar-
bage are a few valuable items. A character that searches the chests can
uncover the following treasures:

+2 shield with a lion carving that can roar (1/day, as fear spell to all
within 30ft), a +1 scimitar, a suit of +1 chainmail, a cloak of elvenkind, a
3ft-tall bronze sculpture of a pouncing lion worth 1500gp,

16 gems worth 100gp each and 3402gp.

Concluding the Adventure

When all is said and done, Chasshagra either ends the adventure as a
dead villain or a flawed character that miraculously found redemption and
is bent on atonement. In the end, there is no right or wrong way per se —
just choices and consequences. Ridding Chass of its resident sphinx opens
the locale for traveling merchants seeking to make use of its freshwater
springs for their caravans and its spacious rooms for shelter. The mad dash
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to claim ownership of Chass is likely to result in tense standoffs at best
and prolonged armed conflict at worst between rival business owners. It is
possible that the abaya or the squabbling parties themselves ask the char-
acters to intervene and negotiate a settlement, though it is equally likely
that one of the rival factions ask the characters to eliminate his competi-
tors. Theoretically the characters can solve this matter by declaring them-
selves as the new masters of Chass since they were responsible for evict-
ing its prior tenant and have the strongest claim. The sultan or the abaya
support the characters’ position if they originally hired them to undertake
this mission. If the situation appears poised to spiral out of control, the
abaya or the sultan steps in and declares Chass to be state property, a res-
olution that leaves all interested parties unhappy, but powerless to stop it.

In the more unlikely event that Chasshagra survives the adventure, he
begrudgingly grants traveling merchants access to his water supplies.
More importantly, he extends a heartfelt invitation to Khartous’s greatest
minds to join him for lively discussions on any topic, though he steers
clear of man’s role in the world. He also offers Chass’ treasures to the fam-
ilies of the lionweres’ victims as well as those slain by Nawalapuura. If
the characters or another party restores Savvith to life, the haughty sphinx
becomes a driveling mass of gratitude and happiness.

The moral ambiguities surrounding Game Over also leaves their ul-
timate fate in the balance as well, if they survived the adventure. Caleb
and Guadalupe Ansiki remain popular figures in Ramaashta despite their
complicity in Ammar’s efforts to kill the caravan survivors in cold blood
to maintain the group’s lofty reputation. Like Chasshagra, they too can
atone for their mistakes, though the villagers are unwilling to forgive Am-
mar and his willing henchman, Gabriel. The characters must determine
whether they face conventional justice or frontier justice.

On the other hand, there are no ethical questions surrounding what to
do with Nawalapuura if the characters did not destroy the bog mummy
and her growing legion of minions before setting off for Chass. Upon
returning to Ramaashta, Aramses and Sholamara approach the characters
to enlist their aid in defeating the undead monstrosity before the entire
village becomes infected with her vile disease.

As a result of their actions, the characters’ reputation in Khartous only
increases. If the abaya or the sultan were not aware of these heroes, they
now take a keen interest in their exploits. In fact, Sultan Faud turns to the
characters in the future for their assistance in defeating Eyegouger, the
blue dragon, in the adventure “My Blue Oasis.”

The adventure ends with one enduring mystery — who built Chass and
why? Even its resident sphinx does not know the answer to that question,
but the characters may uncover the answer in “My Blue Oasis.”
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CANYONS OF ARCURI

Eanons of Arcugi

By Teff Pragkness and Bary Schoter

Introduction

Canyons of Arcuri is a jungle adventure suitable for characters of 8th
through 10th level. It is set in a series of narrow, tree-lined canyons that
can be placed near any coastal region. As a wilderness-based adventure,
the characters have a wide variety of choices to make, many of which can
get them into a great deal of danger.

Referee’s Background

The warrior-king Del’Mashon, a worshipper of the demon god Tsathog-
ga, devoted himself to acquiring ancient relics to further his god’s power.
In his fervor, Del’Mashon ordered holy relics of other temples brought to
him, and demanded that all priests and worshippers of “unworthy” gods
be slain. Del’Mashon’s three daughters, secret converts to Arden, an an-
cient god of the sun, led a small number of Arden’s faithful away from
their father’s executioners to safety, guiding them out of the city through
secret escape routes known only to the royal family. Their plan was to find
a group of Arden’s faithful in a temple built deep within a narrow jun-
gle-filled canyon. When Del’Mashon discovered this betrayal, he ordered
the fleeing worshippers, including his daughters, put to the sword. Arden’s
temple was burned, and riders were dispatched to hunt down and slaughter
the escaping worshippers.

Arden’s faithful suffered many casualties on the arduous journey,
leading many to despair and question their faith. But even through their
hardships, the sun god directed his faithful to safety through dreams
and visions. Following these dreams, Arden’s faithful discovered a se-
ries of jungle-filled canyons that eventually led to a door fused with an
iron-streaked rock wall. The door opened into a forgotten vault dedicat-
ed to Arden. The priests hid, nourished through create food and create
water spells that created fruits and vegetables and fresh water, and up-
lifted with ancient texts praising their god. For a while the worshippers
thought themselves safe, but it wasn’t long before the thunderous rum-
blings of horses reverberated through the canyon walls. The riders had
found the faithful.

The faithful were put to a final test as the riders galloped closer.
Many fell to their knees weeping, while others prayed for Arden’s
mercy. Arden heard their cries, and hid the door behind illusions. The
riders thundered past, riding down the long canyon in search of prey
that cowered nearby.

Arcuri, the eldest daughter of Del’Mashon, could not believe the riders
would be allowed to pass without some sort of vengeance being exacted.
Her anger splintered the faithful, causing many to turn away from the
woman who’s heart was so overflowing with anger. Some say Tsathogga
took advantage of her ire, promising her power to destroy her enemies —
if she sacrificed those in the vault with her. Arcuri fought the malevolent
urgings, but her desire to destroy the riders led to her doom. When the
rumbling of the riders returning shook the canyon walls, she gave in to the
whispered voices urging her to evil. Giving in to the offered temptations,
Arcuri allowed Tsathogga’s dark forces to infuse her with demonic power.
She was her father’s daughter after all.

The transformed Arcuri initiated an orgy of death that allowed her to
summon a demon for each of Arden’s faithful that she destroyed. With
each new sacrifice, a demon appeared in the jungle, bent on slaying the
overmatched riders. Trapped in the sealed vault with her, only a handful

of Arden’s priests escaped Arcuri’s initial wrath. Before Arcuri could kill
them all and leave to wreak terror on the world, however, the surviving
followers of Arden concocted a desperate plan to trap her here. Knowing
she could never be allowed into the world, the worshippers pooled their
remaining powers to enchant the vault around her, forming a spiritual
cage to hold her. The worshippers knew they would be trapped with the
newly spawned demonic knight, but they freely sacrificed themselves to
keep her from opening the vault’s door. Denied escape, Arcuri came for
them in a bloodlust that knew no bounds. But even as she slew her for-
mer brethren, she found she could not escape their trap. The door to the
vault sealed and a magical current flowed through the walls to prevent
Arcuri from simply teleporting away. As a final insult, the demon lord
who created her abandoned the demonic knight, leaving Arcuri utterly
alone among the dead.

The demons loosed on the valley utterly destroyed the riders sent to
retrieve the worshippers, and the jungle-filled canyons became a dead-
ly home to their many foul, tainted offspring. In time, many demons
returned to their own plane, some left for other parts of the world,
while others fell upon their own kind out of sheer boredom. Arcuri,
however, remains in the vault. Her anger burns as fiercely as the day
she was trapped.

Adventure Hooks

The characters can become involved in a number of ways, some involv-
ing the simple desire for treasure, and others as a struggle for good.

* Stranded in Storm Haven by a storm-damaged ship, the characters
might decide to investigate rumors of gold and diamonds in the canyons.

» The characters are recruited or interested in Javialt’s tale of lost relics
and a lost vault.

* Alone priest of Arden, a faith almost completely lost to the world, asks
the characters to seek out Javialt and help him recover relics and religious
items that might rekindle the religion.

* The characters are hired bounty hunters seeking the “Dogs of Orcus”
and come to Storm Haven hot on their trail.

Running the Adventure

As a site-based wilderness adventure, the characters are able to explore
vast canyons as they search for treasure, the vault, or even the Dogs of
Orcus. Actually opening the vault, which contains the deadly, bloodthirsty
death knight Arcuri, requires recovering a “lost” key presently in the pos-
session of bugbears who have no idea what its real purpose might be.

During their travels, the characters have ample opportunity to nego-
tiate or fight with a variety of creatures. Diplomatic characters might
assist some warring factions in finding a peaceful solution to their
problems. Whatever tactics they use, the characters are certain to be
attacked by the Dogs of Orcus, who don’t want any outsiders interfer-
ing with their plans.

While the vault of Arden and the relics within are a major part of the
adventure, the Referee should not force the characters down any particular
path. If the characters prevent the Dogs of Orcus from opening the vault,
this too should be considered a success. In fact, stopping Arcuri by any
means is a win for the characters.
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For the Referee

This adventure can be placed near any coastal region possessing a few
mountains or steep hills to house the canyons. If you are running this ad-
venture in the Lost Lands setting of Frog God Games, Storm Haven lies
on the southeastern coast of the continent of Libynos, south of the Seeth-
ing Jungle on the Reaping Sea. The main canyon is slightly wider (600ft)
along the main branch of the Goltray River that runs through it. The river
itself widens to 300ft at its widest. Tributaries feeding the main river are
considerably narrower, with the towering walls often no more than 40ft
apart and barely a trickle of water running down their center.

Umbrella-shaped canopies of 150ft trees block the narrow paths shel-
tered by 500ft-tall cliffs. Vines hang from the treetops, dropping to a
secondary canopy layer composed of 60ft to 80ft tall trees, completely
blocking sunlight and trapping moisture for a constant humidity. Near the
rivers and openings in the canopy, palm shrubs and bamboo palms thrive.
Most of the jungle floor is left in complete darkness, leaving the cliff walls
virtually invisible to anyone beneath the canopy. Within the canyons, it is
twilight during the day, and completely dark at the night.

Storm Haven grew as a port east of the canyons many years after they
were explored. The Referee is welcome to substitute any port town.
Settlers named the canyons based on the words “Beware Arcuri” found
gouged into a rock wall near the entrance to the canyons. Rumors say an
ancient priest carved the words after looking down the canyon mouth and
declaring, “Evil lives here.”

Storm Haven

The village of Storm Haven is a port on a river delta fed by the Goltray
River. While not a major trade stop, frequent storms along the coast force
many ships headed to Bargarsport or Chologadi into port to seek shelter
or repairs. Storm Haven is sheltered from the high waves of the ocean
by an offshore coral reef, and is usually home to 15-30 ships that ply the
dangerous waters.

Storm Haven is a village where no one cares what you did in life, just
what you can do to help the village. The community values fishing, net
mending and ship repair, and some of the best at these skills hang signs
on pier-front businesses. Men wander the decks when new ships arrive,
offering to unload a current catch or seeking work on the voyage out. A
handful of arrivals seek riches, and legends of diamonds as big as a fist in
the canyons are common. Most treasure seekers, however, fail to return.

Piers extend throughout Storm Haven, with the biggest along the sea-
front to anchor merchant vessels. Other piers along the delta entrances al-
low smaller vessels to moor safely inland. The village can moor 60 ships.

Throughout town, 20ft wooden spikes rise from buildings and jut up from
the streets. Villagers erected the spikes after a roc snatched a small boat and
dropped it on the inn. The spikes and ballistae around town prevent the giant
birds from snatching away sailors, cattle and other small boats.

Two miles to the west of the city, the mineral-rich cliffs of the Canyons
of Arcuri soar 5001t in the air. The Goltray River, also called the River of
Veins because of its many forks and the heavy mix of clay and silt that
turn the waters a muddy red, emerges from a narrow break in the mighty
wall before traveling two miles east to Storm Haven. Streaks of iron show
along the cliff walls.

The Hollow Spire Mountains rise out of the jungle to the North and
West, forming a wall of twisting peaks.

Storm Haven

Roc-plagued village at the mouth of a jungle-filled canyon on the edge
of a storm-wracked sea.
Village, Neuftral (evil tendencies)
Qualities rumormongering citizens, strategic location
Disadvantages none
Government Autocracy
Population 4600

Notable NPCs
Mayor Anton Sidhall (Neutral [good tendencies] male
human Ftr8)
Harbormaster Benvallat (Neutral human male)
Javialt, Scribe (Lawful human male Cir4)
Jek, Owner of the Low Point (Chaotic male dwarf Fir5)
Town guards: Fir4 (x5), Rgr4 (x4), Fir2 (x10), human
soldiers (x15)

Keyed Areas in Storm Haven

A few other shops — all dealing with fishing in some regard — sit
along Storm Haven’s main docks, placards hanging out front advertising
their trade. Consult the following keyed areas for locations within Storm
Haven:

Area A: The Wayward Sail

The Wayward Sail sits in the center of Storm Haven, just up from the
main docks. It is easy to see from the piers, as it is the only two-story
structures within the village. Atop the structure, a 20ft boat sits angled
through a section of the roof. The boat was dropped by an enraged roc af-
ter the villagers fired a ballista at the creature. The owner couldn’t decide
how to get the boat down, so it stayed and became a focal point for the
Wayward Sail.

The Wayward Sail, or “The Sail” as residents call it, is a tavern, an inn,
and a meeting hall. In times of trouble, it also serves as a hospital and shel-
ter. Mayor Sidhall built the structure of stone cut from the iron-rich walls
of the canyons, and claims the Sail can withstand even the hurricane-force
winds of the Reaping Sea. The Wayward Sail is home to the mayor and
his grown children, Keleen and Stavron. The village’s sailors often stop
at the small tavern to relax whenever they arrive in port.

Mayor Anton Sidhall, Owner of The Wayward Sail (Fir8): HP

55; AC 6[13]; Atk longsword (1d8+1); Move 12; Save 7; AL N;

CL/XP 8/800; Special: multiple attacks (8) vs. creatures with 1

or fewer HD, +1 to hit and damage strength bonus.
Equipment: +1 leather armor, brown cloak, leather
apron, longsword, ledger book, pouch containing
2d4gp, 1d8cp.

The Wayward Sail’s small tavern serves simple beer and ale, and Mayor
Sidhall himself often cooks the meals requested by the occasional visitor.
The sailors who frequent the place are more interested in the liquors than
the food, however, so Sidhall doesn’t have to step behind the stove often.
A good thing, too, as his cooking leaves something to be desired. Food
and drink are fairly priced (2cp for a cup, Scp for a meal). A single stair-
case from the tavern rises to the second floor.

The six rooms currently for rent are 10ft-by-15ft spaces located on the
second floor. Each room is furnished with a bed, a desk and a window that
opens onto the shingled roof of the inn. The six rooms are all that remain
of the second floor; the rest lie crushed beneath the boat dropped on the
inn. A room costs 5sp per night, although Javialt secured his room for
the month for 12gp paid in advance, and others can probably negotiate
as well.

Area B: Haar’s Net Mending

Basht Haar’s shop is a ramshackle collection of shipping tools, sup-
plies, and odds and ends. Despite its name, he does much more than mend
nets for the fishermen of the village. Haar is also a skilled carpenter and
helps repair boats when he can. He often shares jobs with the harbormas-
ter Benvallat. Haar also sells and purchases equipment, but most of his
wares sport a nautical theme. The few swords he has all have fish carved
into the handles or engraved along the blade. Compasses and similar
equipment usually have mermaids or other sea creatures adorning them.
Haar likes to haggle for his wares and usually starts his prices around
1-1/2 times their worth.

34



ol

T
e

&

<

CANYONS OF ARCURI

=4

LA

did
4



QUESTS OF DOOM 3

Area C: Corielle’s Fish Market

The matron Corielle Amn sells various fish in an open-air market along
the dockfront. Agreements with most of the captains provide her with the
best catches. She also has a contract with Mayor Sidhall to provide fish for
the Wayward Sail’s larders now that Sidhall no longer plies the waves. Her
prices vary according to the quality of the latest catch.

Area D: Lushar and Sons Boat Repair

Tenvo Lushar and his sons, Mald and Edas, repair ships damaged at
sea. Their shop rests on the waterfront, where they have elaborate blocks
and tackles to pull smaller boats out of the water to work on them. Larger
boats are taken into an enlarged delta tributary and braced before being
worked on. The three can repair even the most heavily damaged craft,
although their fees are exorbitant (200gp for a simple patch to 2000gp or
more to repair a damaged hull). Fortunately for Storm Haven, they accept
trade, and many captains owe the Lushars for their “generosity.”

Area E: The Low Point

A gambling hall, the Low Point is run by the free-spirited dwarf Jek and
his bouncer, Mog. Jek welcomes all-comers to his establishment, hoping
to provide them a little entertainment while lightening their coin purses.
Mog makes sure things don’t get out of hand. The name of the gambling
den was coined by sailors who said they’d have to be at a “low point” to
get conned by a dwarf. Still, many enter and lay down their money for a
little entertainment.

Jek, Dwarf Male Owner of the Low Point (Fir5): HP 32; AC

7112]; Atk war hammer (1d4+3); Move 12; Save 8 (+2, ring);

AL L; CL/XP 5/240; Special: darkvision 60ft, identify stone-

work, mulfiple aftacks (5) vs. creatures with 1 or fewer HD, +4

save vs. magic, +2 fo hit and damage strength bonus.
Equipment: war hammer, ring of protection +2, 10 silver
rings woven into beard (75gp fotal), 27gp, 52sp.

Mog, Male Orc Bouncer: HD 4; HP 43; AC 6[13]; Atk club
(1d4+2); Move 9; Save 11; AL C; CL/XP 6/400; Special: -1 to
hit in sunlight, darkvision 60ft, +2 to hit and damage strength
bonus.

Equipment: club

Javialt’s Request

Javialt is a new addition to Storm Haven, having ridden out the dangers
of the Reaping Sea to visit the village. He’s come into town with the shirt
on his back and information in his head, all in the hope of finding the lost
vault of Arden.

Javialt has posted numerous fliers about the village asking adventurers
to meet him at the Wayward Sail. The fliers direct anyone interested in an
expedition into the Canyons of Arcuri to seek him out at his second-floor
room. Manuscripts in his possession detail a vault where Arden’s followers
hid from riders bent on slaughtering them. The scrolls also describe a key
to the vault lost somewhere in the valley. Javialt hopes he can either find
the key, or find some other way to open the vault. Javialt only reveals the
existence of the key to a party he trusts enough to hire for the expedition.

He believes that the vault contains holy relics and the bones of the de-
ceased. He can give reasonable directions to where the vault is supposed
to be, but he knows virtually nothing about where the key might be found.
Claiming to be too infirm for the journey, he hopes to convince someone
to recover the bones and relics so that he can give the bones a proper rest,
and study the relics and history of Arden’s faith. In the back of his mind,
Javialt is hoping that the discovery of Arden’s relics might rekindle faith
in a god of good that has faded to almost nothing. Javialt gives characters
he trusts information as well as promising 1000gp to the party for the right
to study the artifacts once they are recovered.

Rumors

The people of Storm Haven have heard many legends and ru-
mors, most from those lucky enough to return from the canyons.
The characters can gather various bits of information through
role-playing conversations in the Wayward Sail or with the NPCs
who live and work around the port town. While many of the rumors
are indeed false, some are at least partly true. Use the following
rumors to provide information to the characters:

Roll d% | Rumor

01-10 | Arcuriis afabulous beast with two heads,
a tail and claws! (False)

There are some dangerous types running
around these days. | saw an ugly dwarf
with an ogre wandering through fown the
other day. (Partially true)

11-20

Demons boil forth from the canyon mouth

21-30 | \hen the moon is full (False)

The rocs avoid you if you don't bother

31-40 them. (False)

Javialt is trying to get people to search for

S relics in the canyons. (True)

Arcuri visits the town occasionally — to
drink the blood of our innocent! She
comes in the night and vanishes when the
sunrises. (False)

51-59

Be wary fraveling the river by boat. A
group of miners went in on boats once,
and all that came back were shattered
pieces of wood floating on the river. The
wood was scratched and broken. (True)

60-67

Giants occasionally wander out of the
canyons. They don't come near fown,
probably because of how well armed we
are, but | think a tribe of them lives in the
canyons. (Partly true)

68-74

There's a new dam in the canyon, and the
scaly folk that live there don't take kindly
fo strangers. (True)

75-80

A dragon lives deep in the canyons, red
and as large as a boat! | saw it fly out of
the trees once, roaring fire into the sky as it
passed. (Partly true)

81-87

| saw an elf get turned into glass. She was
standing by a lake, and then she was
nothing but amber. | didn't get any closer.
(Partly frue)

88-94

Arcuri ain’t nothing but a legend. Sure, she
was the daughter of a warlord or some-
thing up north, but that’s all. (Mostly true)

95-97

A small free village is hidden in the can-

98-00 yons. (True)

Javialt, Human Priest (Clr4): HP 16; AC 9[10]; Atk strike (1hp);
Move 12; Save 12; AL L; CL/XP 5/240; Special: +2 save versus
paralyzation and poison, spells (2/1).
Spells: 1st—cure light wounds, light; 2nd—bless.
Equipment: red robes, silver holy symbol, quill, ink bot-
tle, scroll case containing sheets of rolled parchment.
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The Dogs of Orcus

One other group in Storm Haven is also very interested in Javialt’s claims
of a hidden vault within the canyons. The necromancer Sverge and his dwar-
ven co-hort Howlbast were one step away from being hanged for animating
corpses. They fled in the night with the help of Brar Unger and Hoek as
soldiers came for them, and have stayed one step ahead of soldiers ever since.
Once they reached Storm Haven, the pair hired Delmyr and Otato! to watch
their backs. Several people around town suspect that the group is wanted, but
the general mood of Storm Haven is that if you aren’t wanted here, and aren’t
hurting anyone here, you should be left alone as well.

They arrived a week before Javialt and have been listening to the schol-
ar’s ramblings ever since, with Sverge and Howlbast researching some of
the claims of “holy relics” on their own. They’ve finally decided that the
scholar is onto something, and intend to find the relics. As a bonus, Howl-
bast believes the vault of Arden would make a fitting shrine to Orcus. Two
days ago, Howlbast and Sverge met with Javialt to glean whatever re-
maining information they could from the talkative scholar. They’ve since
decided to head into the canyon.

Events

While random encounters within the canyons can help make life very
interesting, a few events are provided here to help spark things when they
are needed. Aside from Events 2 and 7, these events are only to be used
at the Referee’s option, and are not required for game play. The Referee
should feel free to add or alter events depending upon the characters’ abil-
ities, plans, and reactions. The events are not listed in any particular order
and can be used at the Referee’s discretion.

Event 1: The Robbery

Before the characters leave for the canyons, Pok and Enala Madas rob
Javialt while he is downstairs eating dinner in the Wayward Sail. Javialt in-
terrupts the thieves but they get away with several books and papers. While
nothing of real importance is taken, Javialt’s problem is that he can describe
Pok and Enala. The husband and wife team decide to come back in the middle
of the night and kill Javialt to prevent him from getting them run out of town.

Enala Madas, half-elf female (Thf4): HP 11; AC 6[13]; Atk
rapier (1dé) or shortbow x2 (1dé) or throwing dagger (1d4);
Move 12; Save 12; AL C; CL/XP 5/240; Special: backstab (x2),
darkvision 60ft, +2 save bonus vs. fraps and magical devices,
read languages, thieving skills.
Thieving Skills: Climb 88%, Tasks/Traps 30%, Hear 4 in 6,
Hide 25%, Silent 35%, Locks 25%.
Equipment: +1 leather armor, rapier, shortbow, 20 ar-
rows, 5 throwing daggers, potion of healing, potion of
invisibility, coin pouch (2d4pp, 5dégp, 5d10sp, 3d12cp).

Pok Madas, human male (Thf4): HP 14; AC 7[12]; Atk club
(1d4) or longbow x2 (1dé); Move 12; Save 12; AL C; CL/XP
5/240; Special: backstab (x2), +2 save bonus vs. fraps and
magical devices, read languages, thieving skills.
Thieving Skills: Climb 88%, Tasks/Traps 30%, Hear 4 in 6,
Hide 25%, Silent 35%, Locks 25%.
Equipment: leather armor, club, longbow, 20 arrows,
potion of healing, potion of giant strength.

Tactics: Pok and Enala hoped to work their way into the Dogs of Orcus
by conveniently coming across some new information and bringing it out
to the canyons for Sverge and Howlbast. They know little about the Dogs
of Orcus, only that their friend Delmyr claims that becoming a member is
a swift route to wealth and fame, something both desire. They try to sneak
back into Javialt’s room a little after midnight to “finish the old man.” If
they run into a large party, they run away and attempt to head for the can-
yons in hopes the Dogs of Orcus might protect them (they won’t).

Event 2: Rear Guard

Hoek and the thief Brar Unger went ahead of the rest of the Dogs of
Orcus to secure the entrance to the canyons. After the main group passes
into the canyons, they then serve as a rear guard. The pair camp in the
trees near the canyon’s mouth and watch for anyone traveling upriver or
along the paths on the sides of the canyon. If they see anyone approaching,
they attack using ranged weapons before fleeing into the jungle. If they es-
cape, they attempt to ambush the characters at every opportunity. Hoek’s
favorite technique is to get ahead of the characters and use his roc call, a
special wooden whistle designed to make the sound of an injured roc as
soon as the characters come into a clearing. If the characters are overly
powerful, the pair flees as far away from them as possible.

Brar Unger, Half-Orc Male: HP 67; AC 5[14]; Atk +1 rapier
(1dé+1) or shortbow x2 (1dé); Move 12; Save 5; AL C; CL/XP
11/1700; Special: backstab (x4), +2 save bonus vs. traps and
magical devices, read languages, thieving skills.
Thieving Skills: Climb 94%, Tasks/Traps 70%, Hear 5in 6,
Hide 75%, Silent 80%, Locks 75%.
Equipment: +2 leather armor, +1 rapier, shortbow, 30
arrows, thieves’ tools, backpack, 50ft silk rope.

Hoek, Human Male (Rgr9): HP 71; AC 3[16]; Atk short sword
(1d6) or +1 flaming longbow x2 (1dé+1 plus 1dé fire); Move
12; Save 3 (+3, cloak, ring); AL C; CL/XP 9/1100; Special:
alertness (1-in-6 chance of being surprised), +1 vs. giants
and goblin-types, spells (CIr 1), fracking.
Spells: 1st—cure light wounds.
Equipment: +1 leather armor, cloak of protection +1,
short sword, +1 flaming longbow, 40 arrows, ring of pro-
tection +2, wooden “roc call” whistle.

Event 3: The Jovial Halfling

An abnormally tall halfling strolls down a path near the river, skipping
rocks across the flat water. The halfling is actually a doppelganger pre-
tending to be a halfling, and appears to be oblivious to the presence of
the characters until approached. Acting startled, Barnikoal feigns happi-
ness to see visitors and introduces himself as a wandering guide for hire.
Claiming he has scoured the entire canyon in search of trinkets and bau-
bles, he says that all he has found are old damp ruins and dusty tunnels. If
asked about Sverge and Howlbast, he claims he saw them upriver. They
didn’t look friendly, so he didn’t approach. He says he once saw a door
upriver, but cannot remember exactly where. He offers to guide characters
for a small fee to the many wonderful sights throughout the beautiful can-
yons. He accepts any amount offered.

Barnikoal, Doppelganger: HD 8; AC 5[14]; Atk claw (1d12) or
+1 dagger (1d4+1); Move 9; Save 7 (+1, ring) (4 vs. magic);
AL C; CL/XP 9/1100; Special: backstab (x3), immune to sleep
and charm, mimics shape, thieving abilities.
Thieving Skills: Climb 92%, Tasks/Traps 50%, Hear 5in 6,
Hide 55%, Silent 60%, Locks 55%.
Equipment: +1 dagger, shortbow, 20 arows, ring of pro-
tection +1, potion of fire resistance, boots of leaping,
pofion of healing (x2), belt pouch with 28gp.

Tactics: Barnikoal attempts to lead characters into danger at every op-
portunity. His plan is to catch the characters at a disadvantage and finish
off anyone left after a battle goes badly. He knows the layout of the can-
yons and the perils therein. Barnikoal is mainly bored with his solitary life
and relishes the challenge of directing others into peril. He gladly relieves
the characters of any treasure he deems useful if the opportunity presents
itself. He plays up the part of a mischievous but innocent halfling thief. He
conveniently gets lost and turned around while apologizing for placing the
characters in any treacherous situations.
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Event 4: The Chimera

A chimera making its home in the jungle notices the characters inside
its hunting territory. It watches them for a few minutes before deciding
how best to attack, and then rushes into battle in an effort to turn the char-
acters into its next meal. Hidden inside the chimera’s lair in the boll of a
tree are some old holy symbols of Arden as well as a moldy old journal in
an oiled leather bag. While most of the journal is beyond legibility, a few
notes in different places describe “trapping the demon” and mention “the
key is hidden where the hollow man’s staff leads the way.”

Chimera: HD 9; HP 47; AC 4[15]; Atk 2 claws (1d3), 2 goat
horns (1d4), lion bite (2d4), dragon bite (3d4); Move ? (fly
18); Save 6; AL C; CL/XP 11/1700; Special: breathes poison-
ous gas (3d8 points of damage).

Event 5: A Falling Bulette

While traveling near the canyon wall, one of the many bulettes living
off the rich minerals found in the canyon walls breaks through the stone
about 20ft above the characters. This particular bulette locates prey and
then tunnels through the inside of the cavern wall to come out above them
so that it can leap down onto the characters and attack.

Bulette: HD 7; HP 50; AC -2[21]; Atk 2 claws (3dé), bite (4d12);
Move 15 (burrow 3); Save 9; AL N; CL/XP 9/1100; Special:
burrow, leaping (no bite, attack with four claws), surprise.

Treasure: The tunnel left by the bulette conveniently reveals a vein of
gold in the wall. The rich vein is rather small, but a skilled miner using the
proper tools can extract 850gp worth of gold ore over a period of 3 days. Of
course, this requires a character to climb 20ft up the rough stone wall to look
into the tunnel just to have a chance of seeing vein of ore (2-in-6 chance).

Event 6: Knights of the Wasp

The characters encounter a group of hobgoblin scouts searching for
a new home for their tribe. Riding massive wasps raised specifically to
be mounts, the hobgoblins attack any armed party they see for several
purposes. First, they want to know how powerful other residents of the
canyons might be. Second, they want to capture someone that can tell
them more about the canyons.

The tribe recently moved to the hills and mountains surrounding the
canyons and have found the rocs and giants of the area simply too difficult
to deal with and now seeks to move into the canyons.

Verbin, Male Hobgoblin Sergent: HD 6; HP 43; AC 3[16]; Atk

lance (2d4+1) or longsword (1d8) or +1 longbow x2 (1dé+1);

Move 9; Save 11; AL C; CL/XP 6/400; Special: none.
Equipment: plate mail armor, lance, longsword, +1
longbow, 20 arrows, potion of healing (x2), potion of
heroism, potion of levitation.

Bardkel, Male Hobgoblin Shaman: HD 7; HP 45; AC 7[12] or
2[17] (missile) and 4[15] (melee) from shield spell; Atk lance
(2d4+1) or flail (1d8) or longbow x2 (1dé); Move 9; Save 17;
AL C; CL/XP 8/800; Special: spells.
Spells: 1st—cure light wounds, magic missile, shield;
2nd—hold person, phantasmal force, web; 3rd—cure
disease, lightning bolt.
Equipment: lance, flail, longbow, 20 arrows, ring of protec-
tion +2, potion of healing (x3), potion of animal control.

Hobgoblins (12): HD 2+1; HP 17, 16, 15x3, 13, 11x4, 10x2; AC

5[14]; Atk lance (2d4+1) or longsword (1d8) or longbow x2

(1dé); Move 9; Save 16; AL C; CL/XP 2/30; Special: none.
Equipment: chainmail, lance, longsword, longbow, 20
arrows.

Giant Wasps (14): HD 4; HP 30, 27x2, 26, 24, 22x4, 20x5; AC
4[15]; Atk sting (1d4 plus poison), bite (1d8); Move 1 (fly 20);
Save 13; AL N; CL/XP 6/400; Special: larvae (devour host after
paralysis ends, cure disease kills), paralyzing poison (paralysis,
1d4+1 days then larvae, save avoids). (Monstrosities 505)

Tactics: The hobgoblins are cautious, but aggressive. They do their best
to use the advantage of the flying wasps to make their attacks if pushed
into battle. If clearly outmatched in a fight, the hobgoblins flee or even
surrender. Their primary goal is to learn more about the canyons, so Bard-
kell might negotiate for information, though he has little to offer himself.

Event 7: The Dogs of Orcus

This event would normally be saved for the end of the adventure near the
actual entrance to the Vault (Area 12), but the characters might come upon
the Dogs of Orcus much earlier in the canyons, especially if they use all of
their magical abilities and are adept at tracking. Use of this event is up to the
Referee. If the characters’ goal is the capture of the Dogs of Orcus, they may
be using all of their abilities to track them down. On the other hand, if the
goal is to discover the Vault of Arcuri, it is most likely that they encounter
the Dogs of Orcus at Area 12 or somewhere nearby. The Dogs of Orcus are
cautious, and have almost certainly been warned of another party of adven-
tures by Hoek and Brar Ungar (see Event 2), who may also be with them
if they have successfully fled the characters. They do their best to maintain
a careful watch to help them prepare for battle if required.

This should be one of the toughest battles in the jungle. If the characters
are caught by surprise or not properly prepared, it could be quite deadly.
Rewards for the capture or slaying of Sverge and Howlbast should be de-
termined by the Referee and should be appropriate to the resources spent
by the characters as well as appropriate to the Referee’s campaign world.

Howlbast, Male Dwarf Priest of Orcus (Fir2/CIr8): HP 50; AC
0[19]; Atk +2 thrown war hammer (1d4+2); Move 9; Save 5
(+2,ring); AL C; CL/XP 11/1700; Special: darkvision 60ft, iden-
tify stonework, +2 save versus paralyzation and poison, spells
(2/2/2/2/2).
Spells: 1st—cause light wounds, detect magic; 2nd—
hold person, silence 15ft radius; 3rd—cause disease,
locate object; 4th—cause serious wounds (x2); 5th—
finger of death (x2).
Equipment: +1 plate mail, +2 thrown warhammer
(returns to hand), ring of protection +2, ring of fire re-
sistance, potion of healing, potion of flying, potion of
invulnerability, holy symbol of Orcus.

Description: The leader of the Dogs of Orcus, Howlbast is a dour
dwarf with a long mustache that falls in braids from his face. He has no
beard. He desperately wants to establish a shrine to his master, but recent
run-ins with the law have stalled his efforts. Howlbast wears dark gray
plate armor trimmed with polished bone.

Sverge, Male Half-Elf (MU9): HP 31; AC 4[15] or 2[17] (missile)
and 4[15] (melee) from shield spell; Atk +1 dagger (1d4+1);
Move 12; Save 5 (+2,ring); AL C; CL/XP 11/1700; Special:
darkvision 60ff, +2 saves vs. spells, wands and staffs, spells
(4/3/3/2/1).
Spells: 1st—charm person, magic missile, shield, sleep;
2nd—detect invisibility, mirror image, web; 3rd—dispel
magic, lightning bolt, slow; 4th—confusion, ice storm;
Sth—wall of iron.
Equipment: black cloak, bracers of defense AC 6[13],
+1 dagger, ring of protection +2, wand of magic mis-
siles (18 charges), potion of healing, potion of invisi-
bility, holy symbol of Orcus, pet blood hawk named
Razorwing.

Razorwing, Blood Hawk: HD 1; AC 4[15]; Atk 2 claws (1d4),
bite (1d6); Move 6 (fly 36); AL N; CL/XP 2/30; Special: none.
(The Tome of Horrors Complete 61)
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Description: Second in command, Sverge is a pale elf who shies away
from sunlight, keeping a large cloak bundled about him. He keeps his
body devoid of all hair. He wears red-and-black tattoos representing Or-
cus, demons, and the undead, which make him appear to be a devout cleric
of Orcus as well. He has filed his front teeth to add to his sinister appear-
ance, ensuring that others remember his presence.

Otato! Male Half-Orc (Fir10): HP 65; AC 1[18]; Atk +2 battle

axe (1d8+5); Move 12; Save 4 (+1, ring); AL C; CL/XP 10/1400;

Special: darkvision 60ff, multiple attacks (10) vs. creatures

with 1 or fewer HD, —1[+1] dexterity AC bonus, +2 to hit and

+3 damage strength bonus, +1 to-hit missile bonus.
Equipment: +2 chainmail, +2 battle axe, ring of protec-
tion +1, potion of healing, potion of heroism.

Delmyr, Male Human (Thf?): HP 33; AC 2[17]; Atk +1 short
sword (1dé+1) or light crossbow (1d4+1); Move 12; Save 5
(+2, cloak); AL C; CL/XP 10/1400; Special: backstab (x4),
—1[+1] dexterity AC bonus, +1 to-hit missile bonus, +2 save
bonus vs. traps and magical devices, read languages and
magical writings, thieving skills.

Thieving Skills: Climb 93%, Tasks/Traps 60%, Hear 5in 6,

Hide 65%, Silent 70%, Locks 65%.

Equipment: +2 leather armor, cloak of protection +2,

+1 short sword, light crossbow, 20 bolts, potion of giant

strength, potion of healing, thieves’ tools.

Combat Tactics: Sverge and Howlbast are brutal, ruthless, and focused
on their goals. If they can kill the characters to eliminate a threat, they do

so. If the characters become more than they can handle, they leave Otato!,
Delmyr, and Hoek and Brar behind as a rear guard while they flee.

With Hoek and Brar keeping watch, and with Sverge sending out his
blood hawk to patrol, they probably are warned that the character are
on the way.

If Sverge and Howlbast are killed, flee, or surrender (unlikely), the rest
of the Dogs of Orcus are likely to flee or surrender. As long as either
Sverge or Howlbast are involved in the battle, none of the others sur-
renders or let up in their attacks. Delmyr, who has virtually no survival
skills in the wilderness, chooses surrender over death, or even running. If
captured, Otato!, who isn’t terribly bright, and Delmyr are willing to give
up whatever information they might possess. Hoek and Brar simply keep
quiet and try to escape into the jungle later.

Entering the Canyons

The entrance to the canyons is two miles west of Storm Haven, through
recently cleared land. The Goltray River exits the canyon to run past the
village to the sea. Boating upriver is difficult, but manageable. Unfortu-
nately, anyone on the river is easy to spot from the air, presenting an easy
target for the rocs and chimera deeper in the canyons. The current is not
terribly strong, but it still impedes travel upriver.

Walls within the canyons are pitted and stand roughly 600ft apart. The
river carves out an uneven path through the center of the stone walls, often
hitting a width of 300ft. Branches feeding the main canyon are consider-
ably narrower, with some a mere 20ft wide.

The rocs and chimeras nesting in the upper branches of the jungle trees
pose a risk to flight above and through the treetops. At any given time,

39



QUESTS OF DOOM 3

.'_. o ; 1 ki’

1d20 rocs wheel above the updrafts from the ravines, searching for meals
to scavenge from the trees’ upper branches. Anyone foolish enough to fly
above the treetops is just too inviting a morsel for the birds to pass up. The
birds chase anything flying above the tree canopy, but usually give up if
the creature dives into the tops of the branches. The rocs cannot push deep
into the tree canopy.

Chimera with green dragon heads also live deeper in the canopies, mak-
ing their homes in boughs of lower branches. The chimeras are extreme-
ly territorial, and destroy any creature intruding on their lairs unless that
creature is clearly larger than they are.

Chimera: HD 9; HP 67; AC 4[15]; Atk 2 claws (1d3), 2 goat
horns (1d4), lion bite (2d4), dragon bite (3d4); Move ? (fly
18); Save 6; AL C; CL/XP 11/1700; Special: breathes poison-
ous gas (3d8 points of damage).

Roc: HD 12; AC 4[15]; Atk bite (3dé), 2 claws (2dé); Move 3
(fly 30); Save 3; AL N; CL/XP 13/2300; Special: none.

Random Encounters

Many wandering creatures roam the canyon area. Check for wandering
monsters every 4 hours of travel through the jungle by rolling a 1d20 and
consulting the table below.

1d20 | Encounter

Event (Referee’s choice, but Events 3,4, 5, 6 or 7
are most likely)
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ca

Storm
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canyon width is not to scale

1d20 | Encounter

2 1dé+4 giant badgers
1d3 cave bears

1d2 rocs

1d4+2 minotaurs

1dé+4 ogres, tribal war band

1d4+1 phase spiders

Tendriculos

Hill giants (1d2)
10 1d4+2 wyverns

11-20

VW o|IN|c|J|Dh|W®

No Encounter

Badgers, Giant (1dé+4): HD 3; AC 4[15]; Atk 2 claws (1d3),
bite (1d6); Move 6; Save 14; AL N; CL/XP 3/60; Special: none.
(Monstrosities 28)

Bear, Cave (1d3): HD 7; AC 4[13]; Atk 2 claws (1dé+1), bite
(1d10+1); Move 12; Save 9; AL N; CL/XP 7/600; Special: hug
(if both claws hit, 3dé additional damage). (Monstrosities 38)

Giants, Hill (1d2): HD 8; AC 4[15]; Atk club (2d8) or boulder (2d8);
Move 12; Save 8; AL C; CL/XP 9/1100; Special: hurl boulders.

Minotaurs (1d4+2): HD 6+4; AC 6[13]; Atk head butt (2d4),
bite (1d3), baftle ax (1d8); Move 12; Save 11; AL C; CL/XP
6/400; Special: never get lost in labyrinths.
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Ogres (1dé+4): HD 4+1; AC 5[14]; Atk weapon (1d10+1);
Move 9; Save 13; AL C; CL/XP 4/120; Special: none.

Rocs (1d2): HD 12; AC 4[15]; Atk bite (3dé), 2 claws (2dé);
Move 3 (fly 30); Save 3; AL N; CL/XP 13/2300; Special: none.

Spider, Phase (1d4+1): HD 5; AC 4[13]; Atk bite (1d6 plus
poison); Move 18; Save 12; AL N; CL/XP 7/600; Special:
phase to avoid attacks (except from ethereal), poison (+1
save or die).

Tendriculos: HD 8; AC 4[15]; Atk 2 tendrils (1dé plus swallow
whole), bite (2d6); Move 9; Save 8; AL N; CL/XP 9/1100;
Special: swallow whole (2 tendrils hit, save or swallowed,
1dé points of damage per round, save or paralyzed 1d4+1
rounds). (Monstrosities 468)

Wyverns (1d4+2): HD 8; AC 3[16]; Atk bite (2d8) or sting (1dé
plus poison); Move 6 (fly 24); Save 8; AL N; CL/XP 10/1400;
Special: poison sfing (save or die).

Area 1: The Cliff Wall

The cliff wall rises 500ft straight up, with the river running through a
wide, 600ft gap. The river leaves a narrow 150ft swath of thick growth
to each side. The thick jungle trees grow to more than 150ft tall with
protection from the wind provided by the nearby cliffs. Near the river, the
underbrush is thick with palm fronds and bamboo, while farther in lichens
and mosses grow in the dark, damp atmosphere sheltered from the sun by
the high trees.

et

b.!-.
.i

o
c
-
=]
—~
3 Ry
lf____,-n-_,__

i

..-,A.i'

P~

-ty

Bad
Lizard

¢

I g g ;..‘-/“‘-\n

Goltray River )

AA\Arﬁ\MAf\’-\#&A‘%Ah_«_A (

Wheeling rocs fly from large nests barely visible near the edge of the
upper cliff. At least 8 rocs patrol the skies and nests near the cliff wall.
They are generally more interested in flying creatures than hunting for
food on the canyon floor. If left alone, they do not attack. The rocs brutal-
ly defend their nests against anyone seen climbing or flying toward their
nests. Nests that have eggs are generally occupied by at least one roc that
stands a very good chance of hearing or sensing invisible characters at-
tempting to pilfer eggs.

Rocs (up to 8): HD 12; AC 4[15]; Atk bite (3dé), 2 claws (2dé);
Move 3 (fly 30); Save 3; AL N; CL/XP 13/2300; Special: none.

Area 2: The Wall of Sorrow

The smell of burnt wood and flesh carries down the canyon. Jeering
laughter echoes along the path, and many blackened and ashy footprints
cover the trail. A 25ft tall wall divides the canyon, blocking the path from
further exploration. The river sweeps among sharpened tree trunks sup-
porting the center of the wall. The path on the southern side of the river
ends 500ft from where the wall attaches to the edge of the canyon.

A 15ft-tall archway bisects the wall on the northern trail. A wooden
door covered in rusted spikes bars the entrance, and a gatehouse has been
built near the entrance. Arrow slits dot the 40ft-tall gatehouse’s surface. A
thick blackened layer of mud covers the walls. Bones of various creatures
decorate the frightening obstacle. Trees and brush have been cleared by
fire 90ft away from the fortification.

Crab Bawm, a particularly brutal ettin, generally stands near the en-
trance of the fortification. He always keeps two spiked clubs within easy
reach as he stands guard and periodically shouts at his bugbear servants.
Crab Bawm is a frightening sight in his singed hides and rusted armor, and
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his scarred faces and burned hair give him an aura of invincibility. Fires
behind the wall send trails of smoke into the sky that are visible for quite a
distance, making it clear Crab Bawm and the bugbears that serve him here
have little to fear from others in the canyons.

The builders of the gatehouse are lost to history, but the gatehouse itself
remains. Now rather decrepit, the interior is nothing more than a burnt
shell that stands as a testament to the builder’s skill. A huge barred door
on the opposite side of the wall allows access to the interior. The bugbears
found it and built large scaffolding to access the many arrow slits for com-
bat. They have little else in the large open room aside from furs to sleep
on and a few personal belongings.

Hidden under the chieftain’s sleeping mat is a locked chest. The chest
contains rations, 237gp, 435sp, 12cp, 16 onyx nuggets (25gp each), a sil-
ver dagger, 3 vials of holy water and a figurine of the onyx dog (Bawm
thinks it’s a “toy” and hasn’t figured out how to use it).

Besides the ettin and bugbears, the fortification is home to Crab Bawm’s
“pet,” which rests on the other side of the wall. “Bad Lizard” is a young
red dragon Bawm stole from its nest in the mountains (which is where his
treasure map leads). The dragon has suffered concussions and brain injury
due to harsh treatment and lessons on how to play “head bonk,” a game
where large rocks are thrown into the air and bounced off one’s head. The
dragon is blind in one eye, and not always the most reliable pet. The drag-
on is aggressive, but often doesn’t act like a dragon at all. It often suffers
spasms, memory loss and fits of sorrow. The poor creature has given up
trying to escape, for its breath weapon has had little effect on Crab Bawm
other than to upset the ettin. The dragon responds to its name, but has
learned little else, although it knows the ettin’s call usually means a meal.
Its wings were painfully removed, but it can easily climb over the wall. A
thick chain hangs from its neck and serves as a leash. The other end of the
chain is not attached to anything, but characters might not realize this fact.

The mother of this dragon has searched in vain for her offspring. The
thick trees of the canyons prevent her from viewing the land, not to men-
tion the size of the canyons themselves she’s had to search. She may re-
ward clever characters for such information, but be warned: Her “reward”
is usually to let the helpful creature live. Due to the young dragon’s cur-
rent state, the mother likely slays it out of pity.

Crab Bawm, Ettin: HD 10; AC 3[16]; Atk 2 clubs (3d6); Move

12; Save 5 (+5 save vs. fire from ring); AL C; CL/XP 10/1400;

Special: none.
Equipment: rusted breastplate, gooey +2 shield (used
to scrape his teeth), 2 clubs, +2 javelin (Bawm'’s “nose
pick”), ring of fire resistance, necklace made from
human heads, a gold tooth in his mouth (obviously
belonging to someone else, 2gp), several shiny rocks
(quartz), and an illegible map to his treasure.

The map states in broken giant “treasure.” Crab Bawm wrote the map
describing indistinct directions to a dragon’s lair high in the mountains.
The treasure belongs to the mother of his pet, although there is no mention
of dragons on his map.

Description: Crab Bawn is a none-too-bright ettin, and the inventor and
frequent player of the game of “head bonk.” Crab Bawn’s sloping fore-
head’s hide his dark eyes and his right hand constantly twitches from the
numerous “wins” he’s claimed over the years in head bonk tournaments.
The ettin wears dirty hides made from animals he has inexpertly skinned.

“Bad Lizard,” Red Dragon (Young): HD 9; HP 36; AC 2[17];
Atk 2 claws (1d8), bite (3d10); Move 9; Save 4; AL C; CL/XP
11/1700; Special: breathes fire (30ff wide, 90ft long, 36 dam-
age, save half).

Bugbears (16): HD 3+1; HP 25, 22x4, 18, 17, 16x5, 14x2, 8x2; AC
5[14]; Atk bite (2d4) or by weapon (varies+1); Move ?; Save
14; AL C; CL/XP 4/120; Special: surprise on 1-3 on a 1dé.

Note: The weakest bugbears have suffered heavy injuries due to “head
bonk” games.

Magluk, Male Bugbear Chieftain: HD 4; HP 39; AC 4[15]; Atk
bite (2d4) or +2 flail (1d8+2); Move 9; Save 11; AL C; CL/XP

7/600; Special: surprise on 1-3 on a 1dé.
Equipment: +2 flail, wooden shield, potion of extra
healing, iron key.

Tactics: Crab Bawn demands 500gp each (or shiny rocks) from all who
seek passage across the wall. (It doesn’t really matter if the rocks are valu-
able or not.) The bugbears have learned the value of such an imposing
ally. If the payment is made to the ettin, the bugbear chieftain steps out
and demands his payment of the same amount. He does not find any value
in shiny rocks, however, and does not accept these as means of payment.
He accepts magical items, however.

Crab Bawm and the bugbears attack anyone who refuses to pay. The
ettin calls for his pet at the beginning of combat. Two rounds later, 6 bug-
bears fire bolts from the arrows slits. There are 10 arrow slits facing the
front of the wall. “Bad Lizard” responds in the third round with his breath
weapon, not caring if Crab Bawm or the bugbears are in the area.

Area 3: The Raging Hill Giant

A wyvern impaled upon a huge chiseled pillar of stone dominates the
entrance to this canyon. The wyvern has been dead a week and was slain
by a huge slashing weapon. The stony ground is littered with crushed
bones and animal remains. A faint breeze from the north bears the smell
of rot.

A mile down the 200ft canyon is a 20ft-wide cavern opening atop a 50ft
mound of crushed rock and debris. Several half-eaten large deer carcasses
lie about the entrance. Clumps of fur lie in round balls among the bodies
of the dead animals. The trees are cleared in the area, snapped at the trunk.
The larger trees are missing bark from their lower 25ft.

An intelligent and aggressive hill giant named Haggurt lives in this lair
with his pet, a massive cave bear. The giant adopted the bear during his
travels and trained it to obey his commands. The 100ft-deep-by-40ft-wide
one-room cavern is the lair of the giant and the bear, and smells strongly
of burnt hair and dung. A large extinguished fire pit sits to one side, with
a spit with the burnt carcass of a rotting mule hanging above it on an iron
skewer. Five large leather bags dangle from iron spikes driven into the
walls. The head of a grisly dwarf sticks from the middle sack. The dwarf
appears to be sleeping.

Haggurt, Hill Giant: HD 8; HP 40; AC 4[15]; Atk +1 bastard
sword (2d8+3) or boulder (2d8); Move 12; Save 8; AL C; CL/
XP 9/1100; Special: hurl boulders.

Equipment: +1 bastard sword, bag of rocks.

Haggurt doesn’t believe in bathing, and his long beard and straggly hair
are greasy and tangled. He is missing the tip of his index finger after an
overly playful nip by Nebb. Haggurt was a threat to the chieftain of his
tribe and was expelled under threat of death. He obtained a huge bastard
sword during a battle with a fire giant and over the years has learned to use
the weapon with devastating force.

Nebb, Cave Bear: HD 9; AC 6[13]; Atk 2 claws (1dé+1), bite
(1d10+1); Move 12; Save 6; AL N; CL/XP 9/1100; Special: hug
(if both claws hit, 3dé additional damage). (Monstrosities 38)

Tactics: Nebb almost always sleeps curled near the fire pit in the cave.
He is a very light sleeper and relies on his scent ability when he naps.
Haggurt is usually hunting or causing trouble with his canyon neighbors.
There is a 50% chance he is present during the day. About 25% of the
time, he is within earshot of the bear. The rest of the time, he wanders the
canyons looking for his next meal. If Nebb is slain, Haggurt tracks down
the murderers.

The two sacks contain boulders, bricks, cooking utensils, decaying
haunches of meat, lumps of red clay, and a still-alive dwarf named Mad
Jauk. The dwarven miner Mad Jauk has scoured these canyons for years
with his trusty mule. He was on his latest expedition when Haggurt cap-
tured him and the mule for dinner. Luckily for Mad Jauk, the larger, tastier
mule was the first eaten. Mad Jauk’s mining tools are in the third sack. The
fourth sack contains a small amount of treasure the giant has collected
over the years. He has a stone head of Arden, a silver chafing dish (25gp),
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16 rough agates (20gp each), a large flea-infested wool tapestry (used as
a blanket, 150gp), a porcelain chamber pot, a dozen canine skulls on a
chain, a goat hide pillow (made from the skin of a satyr), a copper flask
holding the equivalent of 3 potions of healing, a very large and very bro-
ken chastity belt, a gold holy water font from a temple to Arden (1375gp),
a bastard sword, a large conch horn, a bag full of polished rocks of various
sizes and a roc statue carved from a single piece of ivory (350gp).

If freed, Mad Jauk berates the mule corpse for not outrunning the giant.
He grumbles and criticizes his rescuers, but never thanks them. He points
out their bad timing (for not saving his mule) and comments on how fool-
ish they were for attacking such a nasty giant in the first place. He gathers
as many tools as he can carry and makes his way to Storm Haven to buy
another mule, complaining the entire way.

Mad Jauk, Male Dwarf (Fir8): HP 52 (currently 21); AC 6[13];
Atk +1 pick (1d8+3); Move 12; Save 7; AL C; CL/XP 8/800;
Special: darkvision 60ft, identify stonework, multiple attacks
(8) vs. creatures with 1 or fewer HD, +4 on saves vs. magic,
+2 to hit and damage.
Equipment: ring mail, +1 pick, ring of protection +1,
sack with 8 gold nuggets (25gp each), one-person tent
that smells strongly of unwashed dwarf.

Area 4: Who's for Dinner?

This area is cleared of trees. Charred and clawed stumps remain.
When the mother of “bad lizard” (see Area 2) found the canyons, she
devastated this area with her fiery breath. But destroying the massive
trees eventually proved too much even for her, and she gave up her
search for her stolen child. Now that the 800ft-wide area is open to the
sky, it is a perfect hunting ground for the rocs of the canyon. It is easier
to see prey here, and the fallen trees and debris can be used to line their
nests. The rocs also like to preen and splash in the river as if it is a giant
birdbath. Roc droppings cover the trails and canyon walls. Currently, 3
rocs strut in the clearing, two in the river and one on the shore. It is 800ft
to the other side of the clearing where the trees grow and the canyon nar-
rows enough to provide better cover. Anyone moving cautiously along
the canyon wall has a 35% chance of hiding from the giant birds due to
the shadows and rock overhangs.

Rocs (3): HD 12; HP 90, 84, 81; AC 4[15]; Atk bite (3dé), 2
claws (2dé); Move 3 (fly 30); Save 3; AL N; CL/XP 13/2300;
Special: none.

Area 5: The Hag and the Willow

A massive weeping willow tree grows from the soft, moss-covered soil.
The drooping branches create a natural dome-like enclosure near the trunk
of the ancient tree. A baseless statue of a comely woman stands in the
shade of the tree beside the tree’s trunk. The statue is carved of polished
amber, and the woman has a slight elven appearance. Her simple dress and
delicate features are incredibly lifelike. The long, curly hair is decorated
with berets of leaves of ivy. She stands with her eyes closed, arms to her
side, and bends slightly forward at the waist. From her pursed lips, she
appears to be in the midst of a gentle kiss.

A particularly wicked annis named Drellu’Ga hides high in the treetop
above the statue, waiting to spring her trap. She has cast levitate and invis-
ibility on herself, drank a potion of giant strength, and is using a phantas-
mal force spell to make it sound like a colony of songbirds lives in the tree.

The lips of the statue are coated with a layer of adhesive glue. Due to
the statue’s color and the way it glistens in the light, the glue is hard to
detect (1-in-6 chance). If detect magic is cast, the statue radiates an en-
chantment. Anyone touching — or worse, kissing — the lips of the statue
becomes stuck.

Drellu’Ga carved the statue from amber quartz, spending a month
painstakingly mimicking a captured dryad’s features. Drellu’Ga preys on
unwary adventurers and gallant heroes who think this might be a damsel
in distress. Drellu’Ga’s lair is a small cave hidden by the thick branches of
the willow tree 25ft above the canyon floor.

Drellu’Ga the Heinous, Hag, Annis: HD 10; HP 68; AC 0[19];
Atk 2 claws (2d8), bite (1d8); Move 12; Save 4 (+1, cloak);
AL C; CL/XP 14/2600; Special: hug and rend if both claws
hit (automatic damage with 3 attacks, only break free with
giant strength), obscuring mist, polymorph info humanoid
form, spells (MU 4/4/3/2/2). (Monstrosities 237)
Spells: 1st—charm person, magic missile (x2), sleep;
2nd—detect invisibility, ESP, levitate, phantasmal force;
3rd—dispel magic, lightning bolt, slow; 4th—ice storm,
wall of ice; 5th—monster summoning lll, teleport.
Equipment: cloak of protection +1, wand of cold (5
charges).

Drellu’Ga has dark blue skin, over which she has tattooed green swirls
that run down her arms and legs. Her matted hair is long, reaching her
waist, and braided in many different strands with willow leaves. She has
long immaculately maintained nails also highlighted green.

Drellu’Ga waits to see if her trap tempts an unsuspecting victim into
kissing the statue to “revive” the maiden, then summons 2 wild boars us-
ing monster summoning I11. The boars appear next to any spellcasters. She
then casts ice storm on fighters. She continues attacking from her treetop
perch until forced to levitate down into melee.

Treasure: Besides the items Drellu’Ga carries, she has amassed a small
hoard from previous meals. Her cave above the canyon requires a Climb
check (with a —=30% penalty as she has carefully smoothed any possible
handholds in the rock). A cauldron and several crude shelves with miscel-
laneous grotesque alchemy equipment sit in the lair. A bag hanging from
a wall holds dried humanoid lips and tongues (removed from the statue).
She also has a suit of full plate mail (dwarf sized), two suits of chainmail,
a large steel shield, a +2 short sword, 2 potions of giant strength and a
wand of detect evil (12 charges). These items lie strewn about the cavern.

Area 6: The Eye in the Lake

A wide lake is contained within the walls of the canyon here, with only
narrow ledges running past the lake to each side. Narrow, tree-free ledges
run around the rim of the lake, slanting toward the water. The ledges meet
at the far end of the lake where a natural gap in the wall leads farther
into the canyons away on the other side. The water ripples with the slow
current of the Goltray River flowing into and then out of the deep lake.

The bottom of the lake is cone-shaped, dropping 40ft to an opening into
underground, water-filled caverns. An eye of the deep traveled from the
Reaping Sea via these deep tunnels to this abode. It lives off fish and the
unfortunate mountain goat washed into the lake by frequent flash floods.
Any disturbance in the water (someone falling in or swimming) causes the
eye of the deep to investigate.

Anyone falling into the lake must make saving throw to climb up the
slick rock walls. In addition to the eye of the deep, passing through the
tree-free area makes an encounter with a roc very likely. The Referee
should roll on the random encounter table with any positive result being
a roc. A cautious party has a 2-in-6 chance to spot the circling roc before
they attempt to make the crossing.

Eye of the Deep: HD 10; HP 67; AC 4[15]; Atk eye rays, 2 pin-
cers (2d4 plus constrict), bite (1dé); Move 3 (swim 9); Save 5;
AL C; CL/XP 13/2300; Special: constrict (save or automatic
2d4 points of damage each round), eye rays (2/round,
ranged attack 150ft, MU12, hold person [left eyestalk], hold
monster [right eyestalk]; combine for phantasmal force),
stun cone (central eye, 30ft, save or stunned 2d4 rounds).
(The Tome of Horrors Complete 237)

Roc: HD 12; AC 4[15]; Atk bite (3dé), 2 claws (2dé); Move 3
(fly 30); Save 3; AL N; CL/XP 13/2300; Special: none.

Tactics: The eye of the deep assesses creatures in the water before at-
tacking. If those in the water flail or sink, it concentrates on creatures on
the ledges or on those helping people in the water. It attacks with its stun
cone, then its other eye rays. If the beings on the ledge survive, the eye
grabs a swimming creature and submerges into the underground tunnels.
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Area 7: Arden’s Grove

A tribe of villagers, descendants of those who escaped the demons Ar-
curi released into the secluded canyon, live in these treetop villages. They
have forgotten much of their history, however, and now are little more
than a diminishing tribe trying to survive against a tribe of bugbears. The
bugbears feel trapped in the canyon as well and blame the villagers of
Arden’s Grove for the recent infestations of biting ivy that have divided
the tribe’s loyalties. Both sides diligently guard a tree bridge linking the
two tribes. Further, no one sets foot on the ground in this canyon because
of bulettes that breed among the giant trees’ roots.

Danger in the trees

While within the village of Arden’s Grove, the characters have little to fear.
Numerous paths and platforms fill the tree branches, and only by venturing
out onto the pathless branches is one in danger of falling. The villagers of
Arden’s Grove have been at work for decades creating a stable village, so
walking anywhere within the boundaries of their village is considered safe.

The bugbears likewise have created safe paths to walk through the trees
in their territory, although ivybound plants now reside in many of these
areas. Also, the tree hounds the bugbears use have free run of the place,
making walking around freely dangerous at best.

Wandering off the paths requires a saving throw to stay on the sturdy
branches. Failure means the person falls and suffers 12d6 points of dam-
age. Anyone taking extreme actions (running, jumping, fighting) while on
branches must make a save with a —4 penalty.

Danger Underfoot

The villagers of Arden’s Grove have lived in the tree canopy for cen-
turies after being forced into the trees by a herd of migrating bulettes
that entered the mineral rich area. The bulettes remain, using the jungle
floor as a breeding ground and nursery. Approximately 40 bulettes live
in the bowl of the canyon. Anyone walking on the ground attracts 1d8
bulettes within 2d4 rounds. Crisscrossing the ground are cave-ins where
the bulettes burrowed near the surface.

Bulettes (1d8): HD 7; AC —2[21]; Atk 2 claws (3dé), bite (4d12);
Move 15 (burrow 3); Save 9; AL N; CL/XP 9/1100; Special: bur-
row, leaping (no bite, attack with four claws), surprise.

Random Encounters

Many other creatures call the trees of Arden’s Grove home. Roll 1d20
to check for wandering monsters every two hours.

1d20 | Encounter

1 1d4 phase spiders
2 1dé wild free hounds. See Sidebox.

1d4 villagers, see Area 7-2. (Only possible if on Ar-

. den’s Grove side of canyon; otherwise, roll again.)

1d4 ivybound bugbears, see Area 7-10. (Only pos-
4 sible if on bugbear side of canyon; otherwise, roll
again. See Sidebox for more on ivybound creatures.)

1d4 assassin vines

10ft patch of memory moss

1d2 eftercaps with 1d4 giant spiders (6ft diameter)

1d2 poisonous (tree) frog swarm
1d4+1 kech

10 | Chimera with a green dragon head
11-20

V| |N|jo~|On

No Encounter

Assassin Vines (1d4): HD 7; AC 5[14]; Atk vine (1dé+1);
Move 1; Save 9; AL N; CL/XP 8/800; Special: animate plants
(30ft, save or victims immobilized). (Monstrosities 23)

Ivybound Bugbears (1d4): HD 3+1; AC 4[15]; Atk bite (2d4+2
plus infection) or by weapon (varies+1); Move 9; Save 14;

AL C; CL/XP 7/600; Special: camouflage (1-in-6 chance fo
spof), infection (by touch, save or infected with biting ivy),
ivybound (-1[+1] AC), +2 damage bonus, spore cloud (5ft ra-
dius, save or infected), surprise on 1-3 on a 1dé. (See Sidebox)

Chimera: HD 9; HP 67; AC 4[15]; Atk 2 claws (1d3), 2 goat
horns (1d4), lion bite (2d4), dragon bite (3d4); Move ? (fly
18); Save 6; AL C; CL/XP 11/1700; Special: breathes poison-
ous gas (3d8 points of damage).

Ettercap: HD 5; AC 6[13]; Atk 2 claws (1d3), bite (1d8 plus
poison); Move 12; Save 12; AL C; CL/XP 6/400; Special: lethal
poison (save avoids), fraps. (Monstrosities 161)

Kech (1d4+1): HD 5; AC 3[1¢]; Atk 2 claws (1d4), bite (1d6);
Move 15 (climb 9); Save 12; AL C; CL/XP 5/240; Special:
rending claws (2 claw attacks, extra 2d4 points of damage),
pass without trace (leaves no footprints), surprise (1-3 on
1dé). (The Tome of Horrors Complete 348)

Memory Moss (10ft patch): Steals memories of single creature
within 60ft each round. Save or lose all memories from past 24
hours (as if affected by a confusion spell for 1d4 hours). Spell-
casters lose all spells memorized in the past day. Moss stops
attacking for 1 day after stealing memories. Stolen memories
can be regained by by eating patch of moss responsible
(save or nauseated 1dé minutes, 2d4 points of damage). Fire
and cold kills a 1ft patch of memory moss. (Monstrosities 161)

Spider, Giant (6ft diameter) (1d4): HD 4+2; AC 4[15]; Atk bite
(1dé+2 plus poison); Move 4 (climb 12); Save 13; AL C; CL/
XP 7/600; Special: lethal poison (save avoids), web (save to
avoid becoming stuck).

Spider, Phase (1d4+1): HD 5; AC 4[13]; Atk bite (1dé plus poi-
son); Move 18; Save 12; AL N; CL/XP 7/600; Special: phase to
avoid attacks (except from ethereal), poison (+1 save or die).

Swarm Poisonous Frog (1d2): HD 4; AC 8[11]; Atk swarm (1dé plus
poison); Move ?; Save 13; AL N; CL/XP 4/120; Special: poison (le-
thal poison, +3 save). (The Tome of Horrors Complete 532)

Ivybound Creatures

Biting ivy is a parasitic ivy found in 10ft thorny patches in many
deep jungles. Anyone walking through a patch of the ivy must
make a saving throw or be scratched and infected by the thorns.
Once infected, the creature lives for about 1d4 months before col-
lapsing dead and sprouting a new patch of ivy. While the creature
lives, the ivy grows from the skin, wrapping it in thorny branches,
which grant the creature a —1[+1] AC bonus.

The ivybound creature can deliver biting ivy spores with its
natural attacks. It can also expel a spore cloud (3/day) within 5ft.
Any creature struck by the creature or that breathes the spores must
make a saving throw or become infected as well.

The ivybound creature is harder to spot in the jungle (1-in-6
chance). The ivy also increases their strength as it augments their
musculature. The creature gains a +2 bonus to damage.

Cure disease kills an outbreak of biting ivy infecting a creature.
Once vines begin growing from the victim’s skin, however, the
spell deals 1d6 points of damage and forces the victim to make a
saving throw or permanently lose 1d4 points of charisma.
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Tree Hound

Hit Dice: 4

Armor Class: 5[14]

Attacks: 2 claws (1d4), bite (1dé+2)
Saving Throw: 13

Special: camouflage, rake

Move: 15 (climb 9)

Alignment: Neufrality

Number Encountered: 1, 1d4+2
Challenge Level: 5/240

A tree hound is a broad-shouldered, powerfully built dog with
green-tinted hair with brown patches and stripes along its body.
They look like a canine leopard, with sharp claws that let them
climb trees with ease. They are adept hunters, and their coloration
makes them difficult to spot in forest canopies (1-in-6 chance). If a
tree hound hits a single opponent with both claw attacks, it latches
on and rakes the victim with its back claws for an additional 2d4
points of damage.

Tree Hound: HD 4; AC 5[14]; Atk 2 claws (1d4), bite
(1d6+2); Move 15 (climb 9); Save 13; AL N; CL/XP 4/120;
Special: camouflage (1-in-6 chance fo spot), rake (if 2
claws hit a single target, rake for additional 2d4 points
of damage).

Human Villagers: HD 1; AC 6[13]; Atk short sword (1dé) or
shortbow x2 (1dé); Move 12; Save 17; AL C; CL/XP 1/15; Spe-
cial: none.
Equipment: leather armor, short sword, shortbow, 20
arrows, 1désp, 3décp.

Tree Hound: HD 4; AC 5[14]; Atk 2 claws (1d4), bite (1dé+2);
Move 15 (climb 9); Save 13; AL N; CL/XP 4/120; Special:
camouflage (1-in-6 chance to spot), rake (if 2 claws hit a
single target, rake for additional 2d4 points of damage).

Area 7-1: The Plateau (Event)

The rocky trail climbs steeply upward between the close canyon walls,
finally ending on a breathtaking vista that overlooks an expanse of tree-
tops. The canyons widen here, spreading into a 5-mile-wide bowl in
which the trees grow. The tops of the trees are about 1001t below the level
of the rocky plateau.

Directly below the plateau, a roc screeches at the treetops, flapping
its wings and digging its massive claws into the wood. Every so often,
it comes out with a trunk, which it bends its neck to peer at before again
scratching at the branches below.

Beneath the shrill cries of the bird, a child’s panicked shrieks echo in
the canyon. Three children of the village of Arden’s Grove were playing
in the branches looking at the forbidden plateau (a popular pastime with
the youth of the village) when the roc spotted them. They are hiding in the
treetops, but every time one tries to scramble to a lower branch and safety,
the roc attacks.

Roc: HD 12; HP 84; AC 4[15]; Atk bite (3d6), 2 claws (2d6);
Move 3 (fly 30); Save 3; AL N; CL/XP 13/2300; Special: none.

If the children are rescued, they’ll gladly lead the characters into Ar-
den’s Grove and vouch for their admission. The boys are Hollyn and
Malk Larl, and the girl is Relean Homst.

Referee Note: This event is not necessary, and it is the Referee’s
option to remove or alter it. The characters receive more friendly treat-
ment in the village if they rescue the children, but are still treated
politely otherwise.
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Area 7-2: Arden’s Grove

Arden’s Grove is a village of roughly 300 people who live in the tree-
tops between the lowest and middle canopies of the jungle trees about
80ft above the ground. Supports connected to the massive trunks support
myriad platforms and homes, and keep a central gathering platform sta-
ble. The villagers are descendants of Arden’s faithful who worshipped
in a jungle temple until Arcuri’s deal unloosed Tsathogga’s demonic ser-
vants into the canyons. The villagers themselves remember little about
their past other than legends and Arden’s name handed down from their
ancestors. The name Arcuri to them speaks of hideous evil. They ad-
opted Arden’s name for their village and consider him a “tree spirit.”
The villagers are currently a mix of tribalism and spirituality based on
a belief that the trees sustain them in times of pain and suffering. The
members of the tribe live in huts built of castoff limbs and palm fronds
that are actually quite comfortable.

The village has few amenities other than those that tribe members
provide. In fact, the tribe is on the edge of surviving, as the neighboring
bugbear tribe has begun aggressively attacking the village, attempting to
cross the single bridge linking the two forests. The villagers treat strangers
cautiously, unless someone vouches for their presence.

Arden’s Grove is the repository of the final days of the vault of Arden.
The tribe has preserved the journal pages of their ancestors, placing them
in clear resin and attaching them to carved tree branches as they dried.

The protected pages form a ring around the main platform of the village
proper. No one within the village can read the texts, but they treat them
with holy reverence just the same. Marring a page is a crime punishable
by immediate death. The preferred method is to throw the offender from
the tree bridge into the chasm in Area 7-3.

The 32 journal pages were written by a worshipper of Arden named
Delston of the Golden Bows, who was visited with horrific dreams one
night showing the last stand of the faithful trapped in the vault with
the demonic Arcuri. The accounts accurately detail the faithful of Arden
hiding within the vault, and their despair when Arcuri turned on them.
The pages also tell of the hordes of demons, and the battles that followed
their summoning. Arcuri is mentioned as a “knight whose anger finally
cracked her golden armor.” While the pages do not detail Arcuri’s trans-
formation into a demonic knight, they do detail the rudimentary plan the
worshippers hatched to trap the paladin. If the players read the journal
pages, summarize the history of the vault, leaving out details of Arcuri’s
transformation.

K’thu Junoc minds the pages, keeping a close eye on them if visitors
are around. He considers himself a priest of the “tree spirit Arden” since
he doesn’t know the god no longer exists. He knows little more about the
pages, although he can fill guests in on the history of Arden’s Grove. Once
he warms up, K’thu Junoc regales listeners with many tales of the treetop
village, from the first days of the tribe taking to the trees to escape the
bulettes, to the arrival of the bugbears across the chasm.

Treemaster Amyx Tull sees the arrival of characters as prophetic, as the
tide has recently been turning against the small village as the bugbear’s
attacks have intensified. He beseeches characters to aid the village in de-
stroying the bugbear menace. He offers whatever aid he can (although he
does not offer the help of any of the villagers). The only fighter willing
to accompany the characters into the bugbear stronghold across the tree
bridge is the leader of the warriors, Angash Larl, who first designates his
replacement should he not return.

K'thu Junoc (Drd8): HP 39; AC 7[12]; Atk dagger (1d4) or
spear (1d4); Move 12; Save 8; AL N; CL/XP 9/1100; Special:
+2 save vs. fire, spells (4/3/2/1).
Spells: 1st—detect magic, detect snares and pits,
faerie fire, predict weather; 2nd—cure light wounds,
obscuring mist, warp wood; 3rd—call lightning, cure
disease; 4th—plant doorway.
Equipment: leather armor, dagger, spear.

Amyx Tull, Treemaster (Fir11): HP 65; AC 5[14]; Atk longsword
(1d8) or longbow x2 (1dé); Move 12; Save 4; AL L; CL/XP
11/1700; Special: multiple attacks (5) vs. creatures with 1 or
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fewer HD, —1[+1] dexterity AC bonus, +1 to hit missile bonus.
Equipment: +2 leather armor, longsword, longbow, 20
arrows, signal whistle.

Angash Larl (Fir11): HP 71; AC 5[14]; Atk +1 flail (1d8+2) or
light crossbow (1d4+1); Move 12; Save 3 (+1, ring); AL L; CL/
XP 5/240; Special: multiple attacks (5) vs. creatures with 1 or
fewer HD, —1[+1] dexterity AC bonus, +1 to hit and damage
strength bonus, +1 to hit missile bonus.
Equipment: +1 leather armor, +1 flail, ring of protection
+1, light crossbow, 20 bolfs.

Arden's
Grove

Buildings and platforms
are constructed between
the first and second
tree canopies.

Area 7-3: The Tree Crossing

A deep chasm opens here on the jungle floor, splitting the forest. The
warriors of Arden’s Grove maintain a constant guard at a tree trunk stretch-
ing over the gaping chasm. The tree bridge, put here in the early days of the
village to span the gulf, links the treetops of the forests. The tree bridge is
a single massive tree in itself, 40ft in diameter, supported on both sides of
the forest by equally massive trunks. It spans 200ft. The chasm below drops
nearly 600ft to a rocky floor. Anyone falling from the tree bridge who can’t
save himself or who isn’t rescued quickly dies from the massive damage.

The bridge is a heavily contested link between the forests, with the tribe
of Arden’s Grove on one side, and a village of tree-dwelling bugbears on the
other. The bugbear village lies farther into the forest across the tree bridge.

46



CANYONS OF ARCURI

The bugbears occasionally make forays across the bridge, but the ar-
chers of Arden’s Grove more often than not turn them back. Similarly, the
warriors of Arden’s Grove have been unable to cross because of bugbear
archers, a flight of trained wyverns and numerous tree hounds. Both sides
now guard the tree bridge against invasion.

Arden’s Grove keeps a minimum of 20 archers stationed in the trees on
its side of the bridge. These archers keep a close eye out for any bugbears
or other creatures attempting to cross to the village.

Village Archers (20): HD 1; AC 7[12]; Atk longbow x2 (1dé);
Move 12; Save 17; ALL; CL/XP 1/15; Special: none.
Equipment: leather armor, longbow, 20 arrows.

Crossing the bridge

Crossing the bridge is easy, if one dodges the bugbears’ arrows and their
guard creatures. Extreme movements such as running, fighting or jumping
require a saving throw (with a —4 penalty) to stay on the tree bridge.

The bugbears keep 15 archers here to protect their side of the bridge.
All are ivybound. In addition, the bugbears have trained 4 wyverns to fly
out of the tree branches and quickly attack anything flying near or walking
across the tree bridge. The wyvern do not stay in the open for very long for
fear of attracting a roc’s attention, so they work together to pick off flying
creatures before retreating into the treetops.

The bugbears also have a pack of 10 tree hounds they care for. Of these,
6 hounds are ivybound, having succumbed when their masters fed them.
The others have resisted the ivy’s presence so far. The tree hounds scam-
per out along the tree, breaking and running along the sides and even the
underside of the tree bridge if attackers target them. Six dogs try to keep
the front ranks of attackers occupied, while the others travel beneath the
tree to attack characters in the rear of the party. They have been trained to
bite an opponent, drag it to the side of the tree, and let it fall.

Ivybound Bugbears (15): HP 23, 22, 20x3, 19x4, 18, 17, 16x2,
15x2; HD 3+1; AC 4[15]; Atk bite (2d4+2 plus infection) or
longsword (1d8) or longbow (1d6); Move ?; Save 14; AL C;
CL/XP 4/120; Special: camouflage (1-in-6 chance to spot),
infection (by touch, save or infected with biting ivy), ivy-
bound (-1[+1] AC), +2 damage bonus, spore cloud (5ff radi-
us, save or infected), surprise on 1-3 on a 1dé.

Equipment: longsword, longbow, 20 arrows.

Tree Hounds (4): HD 4; HP 30, 28, 26x2; AC 5[14]; Atk 2 claws
(1d4), bite (1d6+2); Move 15 (climb 9); Save 13; AL N; CL/XP
4/120; Special: camouflage (1-in-6 chance to spot), rake (if
2 claws hit a single target, rake for additional 2d4 points of
damage).

Ivybound Tree Hounds (6): HD 4; HP 27, 24, 22x2, 20, 19; AC
4[15]; Atk 2 claws (1d4+2 plus infection), bite (1d6+4 plus
infection); Move 15 (climb 9); Save 13; AL N; CL/XP 6/400;
Special: camouflage (1-in-6 chance to spot), infection (by
touch, save or infected with biting ivy), ivybound (=1[+1]
AC), +2 damage bonus, spore cloud (5ft radius, save or in-
fected), rake (if 2 claws hit a single target, rake for addition-
al 2d4 points of damage).

Wyverns (4): HD 8; HP 60, 57, 52, 48; AC 3[14]; Atk bite (2d8)
or sting (1dé plus poison); Move 6 (fly 24); Save 8; AL N; CL/
XP 10/1400; Special: poison sting (save or die).

Area 7-4: Bugbear village

The bugbear village sits above the lowest level of tree branches, al-
though it is more haphazardly laid out than Arden’s Grove. Once a part of
Arden’s Grove, a group of bugbears crossing the dangerous upper reaches
of the canyons rappelled into the trees three years ago and quickly over-
whelmed the villagers living on this side of the chasm. They would have
taken the main village of Arden’s Grove, but they were repulsed at the
tree bridge.

For years, the bugbears devised ways to attack and enslave the villagers,
usually only meeting failure. One unlucky scout, however, has changed
the bugbears’ plans. The scout ran into some biting ivy (see Sidebox) a
month ago and has spread the infestation to several villagers. While some
of the ivybound villagers believe the ivy is a gift meant to strengthen the
tribe, others believe it is a curse set against them by the human villagers.
The creatures don’t realize the ivy is a death sentence unless cured. It is
also clouding their minds and driving a growing obsession to take the
main village. The bugbears are desperate to cross the bridge and over-
whelm the humans. The constant battles have depleted the resources of
both villages to the point that they are both barely surviving.

Recent weeks have led to some serious power struggles within the vil-
lage. Kor the Bald believes the ivy is a curse, while Tonnjo, one of the
most powerful bugbear warriors, revels in the added strength and power
the ivy gives him. Several weeks ago, Kor and Harim the Brash, the
former chieftain of the tribe, led a small group along the canyon walls and
into the main canyon to find a way to lead the rest of the village out of
their present location. Kor also wanted to find a cure for the biting ivy that
was starting to infest the villagers. A stone golem (Area 10) killed Harim,
but not before he broke the already damaged golem down. Kor took the
strange staff the golem was holding and used it as a sign that he was de-
serving of leadership. Afraid of his clerical powers, the rest of the tribe,
other than Tonnjo, quickly agreed. Whatever the political outcome of their
power struggle, the human village is certain to face an overwhelming at-
tack out of simple desperation on the part of the bugbears.

Besides Kor and Tonnjo, the bugbear tribe is made up of 25 bugbears,
15 of them ivybound. This number does not include the archers stationed
along the bridge crossing.

A pack of 13 trained tree hounds also patrols the village platforms.
These tree hounds run freely through the village and enter huts, Tonnjo’s
great hall and even Kor’s cave if chasing an enemy. Eight of the animals
are ivybound.

Bugbears (10): HD 3+1; HP 22, 20x3, 19x2, 18x4; AC 5[14]; Atk
bite (2d4) or short sword (1dé+1); Move ?; Save 14; AL C; CL/
XP 4/120; Special: surprise on 1-3 on a 1dé.

Equipment: short sword, 1dégp.

Ivybound Bugbears (15): HD 3+1; HP 20x2, 19, 18x4, 17x4,
16x3, 13; AC 4[15]; Atk bite (2d4+2 plus infection) or long-
sword (1d8); Move 9; Save 14; AL C; CL/XP 4/120; Special:
camouflage (1-in-6 chance to spoft), infection (by touch,
save or infected with bifing ivy), ivybound (-1[+1] AC), +2
damage bonus, spore cloud (5ft radius, save or infected),
surprise on 1-3 on a 1dé.

Equipment: longsword.

Tree Hounds (5): HD 4; HP 27, 23, 22x2, 15; AC 5[14]; Atk 2
claws (1d4), bite (1d6+2); Move 15 (climb ?); Save 13; AL N;
CL/XP 5/240; Special: camouflage (1-in-6 chance to spof),
rake (if 2 claws hit a single targeft, rake for additional 2d4
points of damage).

Ivybound Tree Hounds (8): HD 4; HP 25, 22x3, 19x2, 14, 12;
AC 3[16]; Atk 2 claws (1d4+2 plus infection), bite (1dé+4 plus
infection); Move 15 (climb 9); Save 13; AL N; CL/XP 6/400;
Special: camouflage (1-in-6 chance to spot), infection (by
fouch, save or infected with biting ivy), ivybound (-2[+2]
AC), +2 damage bonus, spore cloud (5ft radius, save or in-
fected), rake (if 2 claws hit a single target, rake for addition-
al 2d4 points of damage).

Tactics: If a fight breaks out within the village, the bugbears swarm en
masse to destroy the intruders. The tree hounds are sent above to pounce
on intruders as the bugbears attack from the front. In the chaos of the bat-
tle, ivybound bugbears and their normal counterparts begin to fight each
other was well as the vines wrapping around the ivybound victims drive
them into a battle frenzy.
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Area 7-5: The Dog Pens

The bugbears feed their tree hound pets here. Scraps of meat and bone
litter the platforms, and the trees around the area are deeply gouged from
the dogs sharpening their claws or climbing into the heights. Three packs
are kept by the village, and are rotated to various areas. One pack is al-
ways at the tree bridge (Area 12-3). Another is allowed to run free in the
village. The third is allowed to sleep or hunt in this area. Currently, 9
treehounds hide high in the branches, waiting to pounce on prey crossing
below them. Five are ivybound.

Tree Hounds (4): HD 4; HP 30, 28, 21, 17; AC 5[14]; Atk 2 claws
(1d4), bite (1d6+2); Move 15 (climb 9); Save 13; AL N; CL/XP 5/240;
Special: camouflage (1-in-6 chance to spot), rake (if 2 claws hit a
single target, rake for additional 2d4 points of damage).

Ivybound Tree Hounds (5): HD 4; HP 26, 23x2, 21, 18; AC 3[14];
Atk 2 claws (1d4+2 plus infection), bite (1dé+4 plus infection);
Move 15 (climb 9); Save 13; AL N; CL/XP 6/400; Special: cam-
ouflage (1-in-6 chance to spot), infection (by touch, save or
infected with biting ivy), ivybound (-2[+2] AC), +2 damage bo-
nus, spore cloud (5ft radius, save or infected), rake (if 2 claws
hit a single target, rake for additional 2d4 points of damage).
Tree hounds (15): CR 2; hp 26 each.

Tactics: The hounds allow intruders to get as near the center of their
platform before pouncing out of the trees and attempting to hit as many
people as possible. They then form into two snarling packs to circle intrud-
ers, darting in to bite and trying to yank people off the platform. The hounds
later climb down the trees and retrieve anyone not consumed by bulettes.

Area 7-6: Bugbear Cemetery

Dying bugbears are brought to this treetop cemetery to die when they
become too weak from the ivy vines draining the life from them. Huge
patches of biting ivy grow from the myriad bodies left in the trees. Vines
also hang from tree limbs and lie in patches on the platforms. Walking
through the area risks infestation by the biting ivy unless the character
makes a saving throw.

Area 7-7: Entry walkways

Kor the Bald, once the tribe’s ruler, now faces competition from Ton-
njo and the ivybound bugbears. He fears being attacked and has placed 2
trained tree hounds on the walkways. The tree hounds bark as soon as
they see someone coming up one of the walkways. The sound warns Kor
that someone is coming.

Tree Hounds (2): HD 4; HP 31, 26; AC 5[14]; Atk 2 claws (1d4),
bite (1d6+2); Move 15 (climb 9); Save 13; AL N; CL/XP 5/240;
Special: camouflage (1-in-6 chance to spot), rake (if 2 claws
hit a single target, rake for additional 2d4 points of dam-
age).

Area 7-8: Undead Guards

Kor guards his cave with 6 human zombies made from the corpses of
several villagers that attempted to attack the bugbears a few months ago.
The small platform before the cave entrance is flat and easy to traverse. It
is also an excellent place for the zombies to attack.

Zombies (6): HD 2; HP 13, 12, 10x3, 7; AC 8[11]; Atk strike
(1d8); Move 6; Save 16; AL N; CL/XP 2/30; Special: always
striking last, immune to charm, hold, and sleep spells.

Referee Note: While the zombies are no match for the characters, they
are designed slow them down enough for Kor to prepare for an attack

Area 7-9: Kor’s Cave

The cave opens up into a 100ft-by-90ft cavern where Kor the Bald
makes his home. The vast cavern is filled with various totems, mostly
the skulls of various jungle animals but also a wide variety of human
skulls. The far corner of Kor’s cave is a sleeping area while the center
portion of the cave floor has been cleared. Unholy symbols are carved
into the stone.

When Kor hears the barking of the tree hounds and the sounds of battle
outside his cave he begins preparing for battle. He is expecting Tonnjo and
some of his supporters, not the characters.

Kor the Bald, Male Bugbear Shaman: HD 10; HP 64; AC 2[17];
Atk bite (2d4) or stone staff (1dé+1); Move 9; Save 4 (+2,
ring); AL C; CL/XP 12/2000; Special: spells (3/3/3/3/3), surprise
on 1-3 on a 1dé.
Spells: 1st—cause light wounds (x2), detect magic,
protection from good; 2nd—biless, find traps, hold
person, silence 15ft radius; 3rd—cure disease, locate
object, prayer, speak with dead; 4th—cure serious
wounds (x2), neutralize poison, sticks to snakes; 5th—
create food, dispel evil, finger of death, raise dead.
Equipment: bracers of defense AC 4[15], stone staff,
ring of protection +2, unholy symbol of Orcus.

Negotiating: As mentioned above, Kor believes the biting ivy is going
to overwhelm his tribe. He can’t understand why Tonnjo and the other in-
fected bugbears won’t let him cure them. And he doesn’t understand why
they aren’t more concerned by the recent deaths caused by the ivy. If given
an opportunity to rescue the remainder of his tribe, he is willing to keep
his supporters back while the characters fight Tonnjo and the ivybound
bugbears. He can also be convinced to take his remaining uninfected sup-
porters to a different part of the jungle. But he secretly plans to return and
destroy the human village when his tribe is strong enough. No amount of
negotiation can get Kor to relinquish his staff.

Kor’s Staff: Kor seized power after the former chieftain, Harim the
Brash, was killed on an expedition. While the stone golem (Area 10)
pummeled Harim, Kor tried to intervene, but only succeeded in breaking
free the staff held by the golem. The bronze staff is tipped with a sphere
decorated with holy symbols of Arden on one end and the head of a falcon
on the opposite end. One half of the key to Arcuri’s vault (Key 1A) is
inside the sphere, which rattles slightly when the staff is shaken. The staff
is not magical. Kor believes otherwise, and cannot be convinced to part
with it. The portion of the key itself is a fist-sized, complicated piece of
lead with Arden’s symbol engraved upon it. The globe has a small door in
the side to retrieve the key.

If this half of the key is joined with Key 1B (Area 10), it can be used to
open the door to Arcuri’s vault without setting off any of the traps found
there (see Area 12). KeylA can be used alone to unlock the locks on the
door, but doing so sets off the entire series of traps and wards.

Treasure: In addition to the staff and his belongings, Kor has a chest
holding the following items: potion of flying, a ruby encrusted holy sym-
bol of Arden (350gp), 2 garnets worth 50gp each, 30pp, 150gp, and sev-
eral sets of black robes.

Area 7-10: Tonnjo’s Hall

Once a dining hall for the human villagers of Arden’s Grove, the invad-
ing bugbears used this as a meeting place. The hall is the largest structure
in either of the tree villages, using the nearby trees to support the massive
walls and roof. The walls are freestanding structures supported by vines
looped into the treetops, while stout vines suspend the roof overhead. No
central supports are within the hall. Numerous vines and ivy strands hang
from the ceiling 30ft overhead. Tree limbs grow through the vast hall’s
upper reaches, further supporting the ceiling. Dried flaps of bulette hide
cover the open sides of the hall to block the wind.

Tonnjo has converted the area into his headquarters. The ivybound bug-
bears following him sleep here as well. Unless called to battle elsewhere,
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Tonnjo is usually attended by 1d4+2 of his ivybound warriors. Tonnjo and
his soldiers attack any humans on sight.

Tonnjo, Ivybound Bugbear: HD 11; HP 82; AC -1[20]; Atk bite

(2d4+2 plus infection) or +2 flail (1d8+4); Move 9; Save 4; AL

C; CL/XP 12/2000; Special: camouflage (1-in-6 chance to

spot), infection (by touch, save or infected with biting ivy),

ivybound (-1[+1] AC), +2 damage bonus, spore cloud (5ft

radius, save or infected), surprise on 1-3 on a 1dé.
Equipment: +2 chainmail, +2 fiail, ring of protection +2,
potion of fire resistance.

Ivybound Bugbears (1d4+2): HD 3+1; AC 4[15]; Atk bite

(2d4+2 plus infection) or longsword (1d8); Move 9; Save 14;

AL C; CL/XP 4/120; Special: camouflage (1-in-6 chance to

spot), infection (by fouch, save or infected with biting ivy),

ivybound (-1[+1] AC), +2 damage bonus, spore cloud (5ft

radius, save or infected), surprise on 1-3 on a 1dé.
Equipment: longsword.

Combat Tactics: The ivy has made Tonnjo and his minions rather
overconfident and aggressive. They are presently planning an all-out at-
tack on Kor the Bald, followed shortly thereafter by an all-out attack on
the village. Tonnjo and his group attack any non-bugbears they see and
do not stop until they or their foes are dead. Tonnjo prefers to demon-
strate his superiority by fighting a single opponent by himself while the
other bugbear warriors prefer to surround targets and attack until a sin-
gle target is dead.

Area 8: The Mad Centaur

The ground is rocky and few weeds push through. An 80ft-diameter,
pebble-covered clearing opens from the narrow ravine. The path narrows
on the other side. A 20ft-wide hole, steam rising from its depths, mars the
ground near the center of the clearing. Broken ruins extend from the walls
of the canyon toward the hole

Rugurah, an outcast centaur shaman, worships at this pit. Rugurah
belonged to a nearby tribe of centaurs, but he lived as an outcast because
of his unusual aggression and strange ideas. Recognizing Rugurah’s in-
nate skill with nature magic, the tribal shaman took the centaur under his
guidance, but the tribe simply did not accept him. Rugurah’s mind finally
clouded with dementia and paranoia, and his actions became chaotic and
compassionless. Eventually, after an unfortunate incident with a miscast
animal growth spell and a horsefly, Rugurah was declared unfit and exiled.

Rugurah made his way to the canyons where he has found some mea-
sure of solace trying to befriend a hydra. The hydra has not yet been as
open to the relationship. The centaur has not given up on peace offerings
to the untamable beast, however. Rugurah feels a deep kinship with the
hydra and does everything in his power to aid and protect his “friend.”

Rugurah, Centaur Shaman: HD 10; HP 69; AC 5[14]; Atk 2
kicks (1d6) and lance (2d4+1) or +1 club (1d4+1); Move 36
(horseshoes of speed); Save 13; AL C; CL/XP 4/120; Special:
+2 save vs. fire, spells (5/3/3/2/1).
Spells: 1st—detect magic, detect snares & pits, faerie
fire, purify water; 2nd—cure light wounds, heat metal,
warp wood; 3rd
growth; 4th—dispel magic, insect plague; 5th—wall of
fire.
Equipment: hide barding, lance, +1 club, potion of gi-
ant strength, horseshoes of speed

Rugurah is tattooed with crude images of a multi-headed beast and
wears his long, tangled hair in braids entwined with bones of small an-
imals. His teeth are filed to points. Rugurah self-medicates himself with
herbal intoxicants when he feels forlorn. He carries a massive bone club
studded with brass bolts, and his lance, which is the only item he kept
from his days with his tribe. He worships the hydra as a deity, but even he
is unclear how he receives his spells.

Hydra (10-headed): HD 10; HP 70; AC 5[14]; Atk 10 heads
(1dé); Move 9; Save 5; AL N; CL/XP 13/2300; Special:
breathes fire (3/day per head, 15ft cone of fire, 2dé dam-
age, save for half), immune to fire.

Rugurah is fully aware of the approach of any visible creatures. Several
friendly birds sound warning cries of approaching intruders. He waits for
characters to approach the hole before he attacks. He begins melee combat
with his lance then switches to his club.

Inside the pit is the cavernous lair of the hydra. Amid the bones and
debris lies the hydra’s treasure and Rugurah’s multiple offerings. 230pp,
2330gp, 5623sp, 12cp, a gold-plated wooden shield embossed with the
holy symbol of Freya (250gp), a silver elf skull with a black widow etched
into the forehead (400gp), a scorched scroll (useless), a full suit of plate
mail, a wand of magic missiles (16 charges), a +2 dart (1-in-6 chance of
roaring like thunder when it hits for 1d6 additional points of damage), 12
varied rusted swords and 10 shields.

Area 9: The Searing Sarcophagi

The stench of rotting eggs fills the clearing, which is noticeably warmer
where the path leads around a huge pool of surging water. Ruddy clay
coats the banks around the boiling pool, but the water is clear except for
occasional rust-colored streaks. The hot spring churns up ochre-colored
clay and mineral deposits. During the rainy season, this is just one of the
many springs that contribute to the reddish color of the river.

The 70ft-diameter pool reeks of sulfur. Gurgling and splashing disrupts
the otherwise peaceful ravine. The soaked ground and wet rocks are ev-
idence this spring occasionally develops into a geyser. The majority of
the exposed water is covered with a crust of yellow-and-orange mineral
deposits. The pool is approximately 50ft deep.
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Three half-submerged sarcophagi tilting at various angles sit in the
middle of the pool. Radiant light shines from the center tomb through
thin cracks in its broken outer stone layer. The coffins rest on a large
pillar of rock that disappears into the waters. The lower third of each
tomb is below the water level. Thick clumps of orange and copper
rock encrust each coffin. Elaborate, mineral-encrusted decorations
adorn each coffin, although it is difficult to make out details from
the bank.

The sarcophagi are the tombs of three followers who served Hel, the
goddess of pestilence. Arden cursed the temple that once sat here for mar-
ring the beauty of the canyons, causing it to sink deep into the earth. The
temple fell into the volcanic waters, leaving only a 20ft-wide pillar sup-
porting the three tombs that survived the destruction. The center coffin
is the home of 2 cunning will-o’-the-wisps that share the space with the
entombed body of a priest. The wisps enter the coffin through the small
cracks in the outer layer and have no treasure. The coffin to the right is the
resting place of Nika tal’ Shazar, an evil priestess of Hel whose mummi-
fied body has been altered by the sulfur springs.

The third watertight tomb contains the dried remains of another priest-
ess. She wears her ceremonial robes, jewelry and prized possessions. The
body is adorned with a gold-and-ruby encrusted death mask (1750gp),
golden bracers (500gp), two gold band rings with solitaire rubies (750gp
each), a staff of healing (16 charges), and a necklace of firebaubles.

The pool is under Hel’s protection. Anyone not wearing a holy symbol
of the goddess suffers a —1 penalty to attacks and saves, and is hit by
a dispel magic (18th-level caster). The pool is also much larger than it
appears. A thin 10ft-wide crust of calcite minerals covers the edge of the
pool. More than 100 pounds on the crust causes the crust to break. Any
creature exceeding these limits punches a hole through the coating and
plunges into the boiling water (save to leap backward from the hole and
avoid falling in). Those in the water take 8d6 points of heat damage each
round they are submerged. Victims in the water also find it very difficult
to climb out as the crust crumbles.

Will-o’-the-wisps (2): HD 9; HP 63, 60; AC -8[27]; Atk shock
(2dé); Move 18; Save 6; AL C; CL/XP 10/1400; Special: lights.

Nika tal’ Shazar, Mummy Priestess of Hel: HD 10; HP 71; AC
2[18]; Atk fist (1d12 plus rot); Move 6; Save 4 (+1, ring); AL
C; CL/XP 13/2300; Special: +1 or better weapon to hit (50%
damage), resist fire (50%), rotting disease (no magical heal-
ing, heal one-tenth normal), spells (3/3/3/3/3).
Spells: 1st—cause light wounds (x2), detect magic;
2nd—hold person, silence 15ft radius, snake charm;
3rd—cause disease (x2), speak with dead; 4th—cause
serious wounds (x2), protection from good 10ft radius;
5th—finger of death (x2), insect plague.
Equipment: ring of protection +1 (also allows the wear-
er to walk atop any body of water).

Nika tal” Shazar is encrusted with mineral deposits from the boiling
waters of a hot spring. She appears to be made of stone at first glance. She
still wears an imitation of the jeweled crown she wore in life, and numer-
ous other worthless trinkets peek through the mineral-encrusted bandages
wrapped about her body.

The atmosphere and steam inside Nika tal’ Shazar’s coffin toughened
her weathered hide over the past few centuries, making her fire resis-
tance (50%). Her wrappings are hardened with mineral deposits. The
hardened cloth wrappings do not add to her armor class, but they do
present a stone-like appearance that may confuse characters as to her
true nature.

Tactics: The wisps attack if someone breaks through the stone crust. If
characters cross the boiling water, the wisps retreat, but return once the
mummy awakens. It has been awhile, but they have worked with Nika tal’
Shazar before.

Nika tal” Shazar calls on her goddess for aid inside the tomb before
characters open the lid. Hel grants the request and sends 2 oil sharks to
protect her priestess. Nika removes her ring and sinks into the depths of
the spring if combat goes against her. The oil sharks leap from the water to
snatch anyone swimming, boating, walking on the surface or flying within
10ft of the boiling water.
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Oil Sharks (2): HD 9; HP 64, 58; AC 6[13]; Atk bite (1d8+4);
Move 24 (swim); Save 6; AL N; CL/XP 9/1100; Special: im-
mune to fire. (The Tome of Horrors Complete 406)

Area 10: The Golem in the Vines

The brush flourishes here, because the soaring trees are thin and sparse.
Large stone foundations of ancient buildings rise from the ground, a sign
of a lost settlement. Vines and other plants envelop the stones in a living
arbor that hangs throughout the area.

A building near the center of the ruins is partially intact. Large pil-
lars ring a 60ft-square base, but the wooden roof they supported is rotted,
overgrown by a canopy of flowering vines. The vine-covered columns
surround a smaller enclosed room in the center of the structure protected
by a huge door of bronze. The corroded and weather-beaten door once dis-
played intricate designs and patterns. The legs and lower torso of a large
stone statue stand to the right of the door, a symbol of Arden still visible
on what remains of its chest. On the left stands a complete 9ft-tall statue
of a muscular, hawk-headed man. Time and nature have not been kind to
the idol. Despite few recognizable features, the statue is obviously a god
or similar being. The statue holds a bronze staff tipped with a sphere. The
other end of the staff displays the head of a falcon.

This small temple and settlement was dedicated to Arden before it fell
into ruin long before Arden’s followers fled to the canyons and the vault.
The center room’s ceiling collapsed, and the treasure was looted o