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Prologue

It took 22 years to finish Secrets of the Dead Lands. It took over a year to finish Faces of the Dead Lands. The combined result
of these 800+ pages was practically a campaign setting of its own, and we knew it would be an issue getting people to play in such
an unfamiliar setting. So, to aid DMs and highlight the most interesting aspects of the Dead Lands sub-setting, we came together
as a team and turned our best ideas into adventures for the region.

This anthology contains 13 adventures covering a wide range of different factions and geographical locations, providing a variety
of ways for DMs and players to experience and interact with the Dead Lands in their campaigns.

Most of these adventures only scratch the surface of the factions and groups mentioned, and much potential for future use and
development by DMs remains. But it is our hope that, at the very least, these adventures will help show what the characters and
locations in the Dead Lands are really like and how else they could be used.

Enjoy!
- Jack Meyer

The Organization of this Book

The book’s adventures are organized first by conceptual theme, then by level.

Group 1 - Paths into the Dead Lands features adventures similar to The Emissary, where the party starts
outside of the Dead Lands, and then are introduced to or are brought into the Dead Lands by circumstances
or a quest.

Group 2 - Trouble in the Dead Lands contains adventures that take a party that is already in or familiar with
the Dead Lands, and gives them a reason to travel within the region.

Group 3 - Last Visits to the Dead Lands provides world-shaking adventures where high-level parties must
achieve something that could profoundly change the region, or possibly even prove to be their last visit to the
the Dead Lands.

Group 4 - Tales of the Unbound is a series of adventures within the Dead Lands that are designed for use
with undead PCs (see Appendix C “Playing as the Unbound”, page 504).

There is also Group 5 — General Appendices at the back. While every adventure has a set of specific
appendices at its end, this last section of the book contains more general reference material and essential rules
which potentially affect all adventures run in the region. There is also a section full of adventure hooks to help
DMs with more ideas for Dead Lands adventuring.

While most of the adventures were written to be run however a DM wishes in a campaign, some of the adventures
have been designed to be run in a particular sequence:

e Tales of the Unbound: Unbound and Unleashed, The Bait, Other Body Experiences, An Ancient Auction.
e The Bugdead Cycle: A Fool’s Errand of the Tohr-Kreen and A Mother’s Plea

Other groupings of adventures are certainly possible, but may require extensive modifications to the adventures to
further link them together.
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The Debt

A Darkl Sun 3.5¢ adventure module for four 9th-level characters

The son of merchant chief Oglast is gravely ill and may soon die. Oglast
needs traly exceptional heroes to repay a debt in the Dead Lands incurred

long ago.
Credits
WRITING EDITING
Adam Cieszlak, Jack Meyer Dylan Houlette
CONTRIBUTING WRITERS IMAGES/GRAPHICS
Dylan Houlette Toren Atkinson, Jack Meyer, Yanick Moreau, Jgrgen

Pedersen, Izhar Ben Yosef
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Introduction

The Debt is a short D&D adventure for four 9th-level
player characters (PCs). Consult the Scaling the
Adventure sidebar for ways to modify the scenario for
higher or lower levels of play.

This scenario is designed as an introduction to the
Dead Lands. While it theoretically begins in Nibenay,
it involves traveling to the Dead Lands, and can easily
be placed in any Dark Sun game or begin in any City
State. DMs are encouraged to adapt some of the details
to their players and campaign.

Adventure
Background

Developer’s notes

This adventure concept was an early suggestion by a
member who was only with us for a brief period —
Preserver3 (Jason Wills-Starin). On the face of it, it
seemed a straightforward and almost obvious setup. But
then Adam and Dylan worked their magic on it all, and
we ended up with something that feels more like what a
western adventure would look like if DMed by George
Romero.

This was the second adventure we ever released for
playtest, and it ran successfully at the first AthasCon to
positive reviews. For those parties who didn’t like the
intrigue and stealth of The Emissary adventure in the
Dead Lands Boxed Set, The Debt makes for an
elegant alternative way to introduce adventuring
parties to the Dead Lands. -]M

Preparation

You (the DM) will need the 3rd edition revised D&D
core rulebooks, including the Player’s Handbook, the
Dungeon Master’s Guide, and the Monster Manual, as
well as the Expanded Psionics Handbook. This adventure
also uses material from Faces of the Dead Lands, Secrets
of the Dead Lands, Terrors of the Dead Lands and the Dark
Sun 3.5 conversion rulebook from Athas.org, but all
necessary rules are already included.

The Oglast family are the descendants of five human
brothers - undertakers that traveled with the
Champion Wyan of Bodach during his attacks on the
pixies of Small Home. They have since established a
minor Merchant House of gem crafting psionicists
living in Nibenay.

As they were dealing with the bodies of those humans
that died cleansing Small Home, the five brothers were
the first to encounter the newly risen undead Small
Homers. Most of the undertakers were killed,
including four of the five Oglast brothers. To secure his
escape, the fifth arranged a deal with the marauding
spirits, accepting a curse that afflicts his family to this
day.

Once a generation, the family must send at least four
people wearing the funerary robes of their ancestors to
make a pilgrimage to the mass graves on the hill of
Small Home in the Dead Lands. There, the pilgrims
must perform a ceremony appeasing the undead Small
Homers and condemning the humans buried here.
Should the pilgrimage not be made, four random
members of the Oglast family will suffer the Curse (a
wasting sickness).

Overview

The son of merchant chief Oglast is gravely ill and may
soon die. Oglast needs truly exceptional heroes to
repay a debt in the Dead Lands incurred long ago. The
party must travel to the ruins of Small Home in the
Dead Lands to perform a ceremony of appeasement
but to get there, they will need to avoid the dangers of
the desert and the undead terrors of the Dead Lands.
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¢ The PCs hear that the Oglasts require discrete and
capable mercenaries for a delicate task.

Adventure Hooks

The party need only come to Oglast for the adventure
to begin. They might find themselves at his door for a
variety of reasons:

* Oglast sends a messenger to contact the PCs directly,
having heard of their past exploits.

* When looking for work (or a way to avoid the
Nibinese authorities for a while), a mutual
acquaintance sets up a meeting with Oglast.

Scaling the Adventure

The Debt is designed for a party of four 9th-level adventurers, but it can be easily modified to present an appropriate
challenge for parties of different sizes or levels.

Consider adapting the adventure for PCs of average levels 7 to 11 by adding effective positive or negative levels to
the creatures in each encounter to change their effective Challenge Rating. A creature takes the following
penalties/bonuses for each positive/negative level it has gained:

+/-1 on all skill checks and ability checks.
+/-1 on attack rolls and saving throws.
+/-5 hit points.

+/-1 effective level (whenever the creature’s level is used in a die roll or calculation, reduce it by one for each negative
level). If the creature casts spells, she gains/loses one spell slot of her highest-level spells. (If she has more than one
spell at her highest level, she chooses which she gains/loses.) In addition, when she next prepares spells or regains
spell slots, she gets one more/less spell slot at her highest spell level. If the creature is a manifester, she gains/loses
enough power points to manifest her highest-level power once.

Part 1: A Family Matter

1) An Invitation (EL -)

Depending on the hook used, the PCs may or may not
have already been in contact with Oglast. Regardless,
the PCs encounter a messenger, who tells them he is to
escort them to the House of Oglast, in the noble district.

Should they accept, they will be led through the city to
the Oglast estate:

This plastered stone villa has seen better days: it's a
substantial house and has been here for a very long
time. They’ve made quite a fortune over the king’s
ages, but those fortunes are in decline.

When you are taken into the building, you are greeted
in the entry hall by a middle-aged human man with
an excessively wide grin and dressed in the manner

of a well-to-do merchant: a loose, brightly-colored
linen shirt and trousers.

“Welcome to my humble home, fair heroes! I am Elder
Magras Oglast. You are just in time!”

The elder Oglast leads the PCs to an adjoining
chamber, he claps his hands, and the doors open to the
great hall, revealing an impressive banquet.

In the middle of this austere but well-maintained
grand hall lies a large stone table covered with a
sumptuous feast which appears just prepared and
ready to be eaten. There are several other guests
standing and mingling, while servants await around
the edges of the room near the tapestries. Upon seeing
you, the guests smile and begin taking their seats.
There is an elegant wooden chair at the head of the
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table, with several empty seats on either side. The
servants pull out the chairs while Oglast beckons you
to sit.

Once the PCs sit, they are encouraged to eat and drink.
If they ask questions regarding the task ahead, they are
told “let us eat first, then we shall discuss business”. If
they press, the others around the table will begin to
glance at them and mutter amongst themselves about
the party’s rudeness.

During the meal, Oglast and the guests will toast the
PCs and their health, welcoming them heartly. The
feast appears to be a remarkable variety of high-quality
faire — fresh (non-magical) fruits, Gulgian nuts, roast
mekilot, etc.

Once dinner has been finished, Oglast begins speaking
with the PCs:

“Thank you for coming at such short notice. Since we had
already started dinner, it was only right to share our
hospitality with you. Now I can show you why I need your
assistance.”

From a side door, a young boy is rolled forward in a
pushchair. Under his blankets he appears to be very
thin, with pale yellowish skin and bags under his
sunken eyes. It is clear he is in a very delicate state
and deathly ill.

Oglast allows anyone in the party with knowledge of
psionics, magic, or healing to examine the child. If the
PCs try any curative or healing magic, they will
discover it fails. Detect magic will work, but it will
register a magical curse of astonishing power. Oglast
will frown and shake his head:

“Yes. Healing cannot help him now. My son suffers from
our family curse.

“Allow me to explain. King’s Ages ago, my ancestors were
physicians who served in a great army and they witnessed

10

an atrocity in an ancient war. On the ground where the
massacre happened, the dead rose to take their revenge on
the living, and all but one of my ancestors were claimed by

their fury.

“To secure his freedom, he made a bargain with the angry
spirits. In exchange for his life, each generation four souls
must return and conduct an appeasement ceremony, lest
four members of the family be afflicted by the curse.”

“My brothers and I were to make our pilgrimage three
months ago, but then they disappeared - we fear their
caravan has been lost. In this last cycle, my son has been
afflicted with this horrible wasting curse, and even the high
templars have been unable to help.

“I need four strong heroes to make the pilgrimage in my
stead. Do so and you can name your price. Can you do
this?”

If the PCs refuse, Oglast will say “That is a shame. but
I'm afraid you have no choice but to help now. For you
see, this was your induction banquet and, upon
accepting our hospitality, you have joined our
merchant house and therefore our family. Now you are
subject to the same curse, so you MUST help us.”

If pressed, Oglast will explain that his merchant house
is small, containing only three dozen active family
members, leading to a high likelihood of at least one of
the PCs suffering the curse and, if not them, then
perhaps their family members someday instead.

A Sense Motive check (DC 24) wil reveal that while
Oglast believes everything he has said to be true, he is
holding some information back. With a Bluff,
Diplomacy, or Intimidate check (DC 24), Oglast will
reveal that the pilgrims rarely return, but he believes
this to be due to the dangers of the journey, not because
the pilgrimage is automatically a death sentence.
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Part 2: A Long Journey Scuth

Whether the PCs willingly volunteered for the mission
or were coerced, Oglast’s servants will help the PCs get
prepared and supplied for the journey, which will
begin the following day.

Oglast will give the PCs a hand drawn map detailing
the route to Small Home and add one final note:

“These are the funerary robes of my ancestors. It is
VITAL that you wear these robes when within the
woods of Small Home. You should put them on as
soon as you catch sight of the woods, as there is no
telling what might happen otherwise. It is imperative
that you do so, for all our sakes.”

With that, Oglast wishes them well on the journey and
takes his leave. His servants will provide one kank per
PC and 20 days” worth of food and water (80 gallons)
but anything else will need to be purchased by the PCs,

as House Oglast is stretched thin these days. The party
is otherwise free to proceed to Small Home.

If the PCs think to ask, Oglast can use his contacts to
arrange passage for them on a caravan going south to
Celik. Once in the vicinity of Celik, the party can
proceed to the Dead Lands on their own.

Development

The journey from Nibenay to the Dead Lands is a long
and dangerous one (about 450 miles by road, or 18.75
days). The trip south can be as eventful or easy as the
DM wishes, and a random encounter table has been
provided to facilitate detailing the trip. Either way, the
adventure picks back up south of Celik in the Endless
Sand Dunes.

Desert Random Encounter Tables

Reference: ToA = Terror’s of Athas; MM = Monster Manual

Stony Barrens Encounters Sandy Wastes Encounters

2D

10 Encounter 2D10 | Encounter

2 1 Cloud Ray (CR 13, ToA pg 31) 2 1d4 Locust Swarms, Athasian (CR 4, ToA pg 222)

3 1 Drake, Earth (CR 17, ToA pg 38) 3 1 Megapede (CR 20, MM2 pg 148)

4 1d4 Locust Swarms, Athasian (CR 4, ToA pg 222) 4 Drake, Earth (CR 17, ToA pg 38)

5 Id fiend (CR 5, ToA pg 90) 5 Sink worm (CR 10, ToA pg 155)

6 Ankheg (CR 3, MM pg 14) 6 Thrax (CR varies, ToA pg 172)

7 Plains giant, athasian (CR 12, ToA pg 66-67) 7 Scrab (CR 2, ToA pg 141)

8 B'rohg (CR 5, ToA pg 10) 8 Tagster (cat, psionic) (CR 2, ToA pg 27-28)

9 Kank, wild (CR 2, ToA pg 218-219) 9 B'rohg (CR 5, ToA pg 10)

10 Gith (CR 1/2, ToA pg 71) 10 Elves or Gith (CR 1/2, ToA pg 71)

11 Erdland (CR 1, ToA pg 190-191) 11 Silt runner (CR %, ToA pg 150-151)

12 Monstrous Centipede, Gargantuan (CR 6, MM pg 286) | 12 Monstrous Scorpion, huge (CR 7, MM pg 287)
Cha'thrang (CR 3, ToA pg 185-186)

13 or flailer (CR 5, ToA pg 60-61) 13 Slaves

14 Baazrag (CR 2, ToA pg 11-12) 14 Sand cactus (CR 2, ToA pg 25-26)

15 Tembo (CR 5, ToA pg 171-172) 15 Desert giant, athasian (CR 10, ToA pg 66-68)

16 Braxat (CR 12, ToA pg 18) 16 Dune Freak (CR 2, ToA 48-49)

17 Zhackal (CR 1, ToA pg 209) 17 Cha'thrang (CR 3, ToA pg 185-186)

18 Nightmare beast (CR 15, MM2 pg 161-162) 18 T'chowb (CR 4, ToA pg 168)

19 Rampager (CR 12, MM2 pg 177) 19 Dune trapper (CR 8, MM pg 21-22)

20 Basilisk, Greater (CR 12, MM pg 24) 20 Dragonne (CR 7, MM pg 89)

13
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2) Raiders (EL 9)
Obsidian Claws (CR 5) 4x — See Appendix 1

Obsidian Claw Eagle Companions (CR -) — See
Appendix 1

South of Celik, deep within the Endless Sand Dunes,
the party has entered a region of sandy wastes that are
the hunting grounds of a tribe of pterran raiders. The
only indication that something might be amiss is a
small flight of eagles high in the sky; when they catch
sight of the PCs, the eagles will give a screech and
move to circle directly overhead the party - a passive
Listen or Spot DC 20 check (Spot bonus +10 as opposed
to Spot bonus +1d20) will note this activity, and a DC
15 Knowledge (Nature) check will indicate that this is
unusual behavior.

Unless the PCs somehow detect this ambush and move
to avoid it, read:

As you pass by a large sand dune, several reptilian
humanoids pop up from behind it and begin to fire
upon your group with their bows.

The raiders immediately attack.

The Obsidian Claws

The Obsidian Claws are a group of pterrans from the
villages to the northwest, exiled and seemingly driven
insane by some disease they were infected with. The
group uses obsidian weapons, all painstakingly and
carefully mined from the edge of the Dead Lands. They
take precautions to avoid undead (using psionics or
magic) and have survived many mining excursions.
This has given them a near-endless supply of obsidian
blades, arrows, etc, and they've become quite
infamous in the region for using such weapons.

Inspired by their exposure to the devastation of the
Dead Lands, the Obsidian Claws have a dualistic
religion (unlike most pterrans), revering both the Earth
Mother and the Obsidian Father - a spirit of destruction
they, in their madness, believe will someday come to
destroy the unworthy. Their druid leader is said to
have strange powers and that she can even raise the
dead back to a second, unending life.

14

Tactics: The pterrans have sent their eagle animal
companions out to scout for prey. From high in the air,
the eagles will begin to circle over the PCs once they're
in sight, staying above them until combat begins. The
pterrans will monitor the eagles to track the party
while staying out of sight, maneuvering into place for
an ambush.

The pterran rangers will spring their ambush from
over a hill, attacking when the PCs are 100 ft. away.
They will take the time to each activate a potion-orb of
bull’s strength and cat’s grace. If or when the party
closes the distance, the pterrans will switch to their
thanaks.

The eagles will move to support the pterrans once
melee combat begins, using Aid Another actions to
either improve the pterran’s AC or grant them a bonus
to hit, as appropriate.

Development: Assuming the characters are victorious,
they are free to move on - there is nothing particularly
interesting about this specific patch of desert and the
pterrans' tribe won't miss them for several days.
Procced to Encounter #3 — Bloody Spring Oasis.

3) Bloody Spring Qasis (EL 9)
Dune Reaper, Drone (CR 6) 2x — See Appendix 1
Dune Reaper, Warrior (CR 7) 1x — See Appendix 1
Bloody Spring is an oasis that lies near the Winding
Way, one of the only known routes into the Dead

Lands. Unfortunately, the oasis has become the
favored hunting ground of a pack of dune reapers.

Finally! The map you were given by Oglast indicated
there should be an oasis near here, one last place to
rest and resupply before entering the Dead Lands.
From this distance, you can see grass and bushes
growing around a small pool of sparkling water -
there are even a few stunted palms growing around
the oasis. The wind shifts and you can actually
SMELL the water on the air.




Adveptures ip the Dead Lapds

Bleedy Spring Qasis

The pool of water at Bloody Spring Oasis, as the name
implies, is a deep blood-red. Local legends speak of
the spring as cursed and of being the sight of multiple
grisly slaughters until the spring itself ran red with
blood.

Whatever the site’s history, however, the waters are
perfectly safe to drink. The pool is stained rust-red
from a relatively high concentration of iron in the
water.

Tactics: The dune reapers leap from where they are
hidden beneath the sand and charge the party, each
attacking a different target. The dune reapers fright to
the death.

Development: The spring holds more than enough
water for the PCs' needs. With the defeat of the dune
reapers, the oasis (a known hunting ground of the
predators) will be a safe place for the party to rest for
the time being.

Even a cursory search of the oasis will reveal the
remnants of the dune reaper's predation: claws, teeth
and bones litter the ground. A Search check (DC 15)
will reveal 20cp worth of crafting materials; increase
the cp value of materials found by an additional 10cp
for every 5 points the DC was exceeded by (i.e., 30cp
for a result of 20-24, 40cp for 25-29, etc).

When the party is ready to move on, proceed to
Encounter #4 — The Winding Way.

15

4) The Winding Way
(EL 20 or -)

Thinking Zombie Earth Drake (CR 20) 1x — See
Appendix 1

The party has reached the Winding Way - an ancient
but still serviceable route down into the Dead Lands,
but an undead earth drake now lairs near the top of the
road, preventing access to the route. The PCs must
somehow move past the beast to proceed.

You've reached the fabled end of the world - here,
obsidian-coated cliffs fall away down to a seemingly
endless expanse of obsidian. Whatever happened
must have been quite powerful, as the blackglass
seems to coat the ground in places along the edge as
well as the cliffs themselves.

Nearby, you can see the remains of an ancient road
that slowly descends over the edge along a ledge. The
area near the roadbed, however, shows concerning
signs of wear - great scratches and gouges are mar the
obsidian, as if from the frequent passing of something
with massive, fearsome claws.

A Knowledge (arcana or the planes) check (DC 20) will
identify the marks as belonging to an earth drake. If
the party continues forward:
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As you near the precipice where the road continues
down, you can see a gaping hole in the ground. The
claw marks and great furrows around the entrance
indicate it is most likely the lair of a formidable
predator. It will be impossible to proceed down the
road without closely approaching the lair.

The claw marks belong to an undead earth drake that
lairs at the top of the Winding Way. The drake is likely
far too powerful for the party to face (CR 20), but some
options for how to proceed are outlined below:

o Use Stealth to travel past the drake’s lair
undetected (Move Silently check during the
day, Hide check at night; DC 19)

e  Walk further along the cliff face to a location
where the PCs could climb down to the road
at a location past the drake’s lair (climb down
~200ft, requiring four DC 18 checks; using
rope will reduce the DC of the checks, see the
Climb skill description in the Player’s
Handbook).

e  Use magic /psionics:

0 Stealth effects: invisibility, silence,
cloud mind, hide from undead, etc.
o Flight: fly, levitation, feather fall, etc.
0 Teleportation effects: dimension
door, etc.
Tactics: If the PCs are detected by the undead drake,
loath to leave its lair, it will let loose a concussion blast,
affecting 4 targets for 4d6 points of force damage each.
If the PCs do not immediately retreat, the drake will
exit its lair and attack with its full might.
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Development: If the PCs manage to bypass the earth
drake without being detected, they receive experience
points as if they had defeated an EL 7 encounter. They
may then continue down the Winding Way; proceed to
Encounter #5 - Silk Wyrm Colony.

5) Silly Wyrm Colony (EL 8)
Silk Wyrms (CR 4) 4x — See Appendix 1

Slightly down the Winding Way from the earth drake’s
lair is a colony of silk syrms. Normally encountered
alone, the silk wyrms each have solitary nests, but all
in roughly the same location - providing for better
defense and mating opportunities. Situated near the
top of the cliffs, the nest’s location provides optimal
access to prey in the southern Tablelands, while still
being nearly inaccessible to both other predators from
the Tablelands and undead from the Dead Lands.

Coming around a bend in the path, you are greeted
by a bizarre sight: fallen boulders clutter the road-
ledge here, but they are all strung with a strangely




Adveptures ip the Dead Lapds

diaphanous white material - it looks like nothing so
much as a noble’s silks.

Without warning, enormous, armored serpents fly up
out of the boulder field towards you. They coil and
uncoil as they move through the air, as if slithering
across sand.

Tactics: Each of the silk wyrms will target a single PC,
each hoping to have the prey all to itself.

Development: Past experience or an Appraise check
(DC 15), will indicate that the silk from a silk wyrm is
valuable. With an hour’s effort, all the nearby silk can
be collected - 7000 cp worth of raw materials.

Once the silk wyrms are dealt with, the PCs are free to
move on down the Winding Way. Proceed to
Encounter #6 - Tru’ezarr Fort Patrol.

17

6) Tru’ezarr Fort Patrol (EL9)

Ram-Azah’s Sergeant (CR 9) 1x — See Appendix 1

Ram-Azah’s Human Zombies (CR %) 6x — See
Appendix 1

Once past the silk wyrms the party will travel down
the Winding Way and across the obsidian for a while
before encountering a patrol from Tru'ezarr Fort. The
patrol is nearly unavoidable, barring the use of
invisibility, teleportation, or similar effects.

You've finally traversed the many switchbacks and
ledges of the aptly named Winding Way and
descended to the obsidian plain below. The
incredible heat of the blackglass sears your feet
through your footwear, with every step and the
scalding hot winds make you gasp with every breath.
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Ahead, you catch sight of a group of people making
their way towards you.

Have the PCs make Spot checks, DC 10 - the patrol
from Tru’ezarr Fort is 10 ft away for every point by
which the highest result succeeds (i.e., a result of 26
means the patrol is 160 ft away when first sighted).
When the patrol is 50 ft away, read:

Something looks wrong with the group moving
towards you - they seem to stagger along rather than
walk smoothly as you’d expect and seem to jerk as
they move.

A Knowledge - Religion check (DC 15) will reveal that
the oncoming group are likely zombies. The patrol

will head straight towards the party and attack. The
obsidian here is flat and featureless, with nowhere to
hide and no way to avoid the patrol.

Tactics: The sergeant will hang back and allow the
zombies to engage the party, using a bow to attack the
party at range until engaged in melee. If the mindless
zombies are eliminated, the sergeant can be convinced
(Bluff, Diplomacy, or Intimidate check, DC 18) to speak
with the PCs and possibly even let them go.

Development: Once the PCs have evaded or defeated
the patrol, they're free to move on to Small Home.
Proceed to Encounter #7 — Donning the death Shrouds.

7) Donning the Death Shrouds
(EL-)

Before they left, Oglast very clearly instructed the
party to garb themselves in the funerary robes of his
ancestors once within sight of Small Home. Should
they not do so, there will be consequences.

You've nearly at your destination - you can see the
forest of Small Home in the distance. Oglast was very
insistent that you all put on the ancestral funeral
robes he gave you but refused to say why.

Development: The PCs may heed Oglast’s advice, or
not, as they wish. Proceed to Encounter #8 — A Cold
Welcome.

Part 3: Small Home

8) A Cold Welcome (ELI2 or -)

Pixie Small Homer (CR 12) 1x — See Appendix 1

When the PCs enter the woods of Small Home, if they
are wearing the funerary robes, they see only a single
undead pixie menacing them, though they sense the
presence of many other lurking undead.

The woods of Small Home are surreal and eerie - dead
trees of all sizes stand at all angles, covered in the
thinnest layer of blackglass imaginable. Many of the
smaller trees lay tumbled in disarray on the ground,
but many of the larger trees sway in the hot winds off
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the obsidian plain, creaking and scratching against
each other.

The solitude of the forest breaks as a hideously
demonic-looking creature fades into view, hateful
crimson fire burning in its tiny eyes. Its wings flutter
silently as it stares at you, brandishing a thin blade and
bow, but it makes no move to attack you.

Looking around, you see no more of the creatures, but
you can feel the weight of their eyes upon you, silently
watching.

If the PCs manage to avoid attacking the undead pixie,
read:
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After several moments of glaring pure malice at you,
the horrible little creature backs away and begins to
fade from view again. Perhaps you have passed some
sort of test...for now.

The PCs may make a Sense Motive check (DC 18) to
realize they have just passed some sort of test and may
move along with provoking an attack.

Development: If the party attacks the pixie, it gladly
returns the favor, hunting the PCs until either it kills
all the PCs, it is destroyed, or the party escapes Small
Home. Should combat ensue, the other undead of
Small Home will not join in (but see Encounter #10 - A
Bad Hill to Die On, below).

If the characters fail to put on the ritual funerary robes,
the undead of Small Home refuse to recognize them as
pilgrims and will attack as they enter the woods (see
Encounter #10 - A Bad Hill to Die On, below). Should
the PCs manage to retreat, don the robes, and return to
Small Home, repeat Encounter #8 - A Cold Welcome
and then proceed with Encounter #9 - The Cursed
Spirits (below), as normal.
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9) The Cursed Spirits
(EL 10 or )

Rhelan, Elbar, Bhonar, & Irdurn - Oglast
Brothers (CR 6) 4x — See Appendix 1

Once at the funerary hill, the PCs meet the Oglast
brothers, who were driven to murder each other by the
spirits of Small Home. They may help or hinder the

party.

The map leads you to a small blackglass-covered hill.
Located in a small clearing, you can feel the regret
and hate of the watching spirits even more strongly
here than before.

The intensity of the hate seems to build until finally
four spectral figures materialize before you: they're
human, and are all dressed alike. They look alike as
well and bear a striking resemblance to the merchant
Oglast - these must be his ancestors then.

If the PCs let the spirits begin to speak before reacting
with violence, read:

“..don’t know, why don’t you ask them.”
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“Well, I would if you'd just be quiet for a single moment.
It's always like this with you, I can’t ever get a
moment’s.....”

“Oh, look! They’re wearing the robes - they must be here
for the ritual.”

“Of course theyre here for the ritual, no one else ever comes
here. You know, if you even had halfa...”

“If they're here for the ritual, that means they’re family -
stop this, you'll embarrass us!”

“Greetings cousins, I am pleased to meet you. I am Rhelan,
and these here are: Elbar, Bhonar, and Irdurn.”

“Hello.” “HI.” “(Harumph)”.

“Yes, well...Please, we have a moment - tell us of the world
and how our family fares?”

Whenever the PCs stop speaking, or should they not
speak at all, read:

“Well, I suppose we should proceed with the ritual.”

“Wait, they know that the pixies will attack as soon as the
ritual is over, right?”
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Assuming the PCs inquire about what that means,
read:

“Oh yes, you're safe as you travel here and perform the
ritual.”

“Right but, vicious little monsters that they are, the pixies
feel that the agreement is over with the end of the ritual.”

“Yes, they always attack the participants as they are
leaving.”

“The ceremony isn’t nearly as important to them as the
victims being sacrificed, you know.”

With this, a pixie will again reveal itself:

Without warning, the small, winged creature fades
back into view and speaks to the spirits before you.
You can't understand the words, but the hate in the
creature’s whispering voice makes you think it could
only be talking about you.

“No, we can’t. We won’t, not again. They’re kin.”

The tiny creature’s face fills with rage, and it
continues to speak harshly to the brothers, its finger
jabbing emphatically in your direction.
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“Well, that’s it then. She says it’s us or you.”
“Yes, sorry cousins, it’s nothing personal.”

“Hold still and we’ll make it quick - only a few short days,
you’ll see.”

The Oglast brothers can be convinced to not attack the
party through persuasion (a Bluff, Diplomacy, or
Intimidation check, DC 25. An especially good
argument might, at the DMs option, grant a +4 bonus
on the check).

If successful, the brothers will instead agree to assist
the party in defeating the pixies that have tormented
them for so long. Proceed with the encounter A Bad
Hill to Die On, but one of the Oglast brothers will assist
the PCs against the pixie while the other 3 brothers
combat a second pixie that reveals itself as well.
Otherwise, the brothers will attack the party.

Tactics: If combat ensues with the party, the Oglast
brothers will each attack a single PC, attacking with
their incorporeal touch until the target is dead.

Should one of the PCs prove capable of harming the
spirits with physical damage (with a magical weapon,
for instance), they will switch targets to avoid that
Should a character do so with magic or
psionics, the brothers will focus on destroying that PC

character.
first.

Development: If the PCs survive, the pixie will attack;
proceed with Encounter #10 - A Bad Hill to Die On.

10) A Bad Hill to Die Opn
(EL 12)

Pixie Small Homer (CR 12) 1x — See Appendix 1

Once the PCs resolve the situation with the Oglast
brothers (one way or the other) the watching pixie will
grow extremely agitated and attack. If the PCs have
convinced the brothers to not attack, a second pixie
will fade into view and attack three of the brothers.

The hateful, winged, little creature seems to have lost
patience with you, surging forwards to lash out at
you.
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Tactics: Enraged, the undead pixies will flit in and out
of combat using their greater invisibility and spectral
swords.

Development: The party can either attempt to fight the
pixie or run away, their obligations fulfilled. If they
manage to defeat the pixie, read the following:

As the little creature falls motionless to the ground,
dozens more of the hideous beings fade into view,
their tiny eyes staring pure hate at your party. The
creatures whisper and grumble amongst themselves,
making ready for battle.

With their compatriot defeated, dozens of pixies are
now coming forward to vent their endless rage and
frustration on the PCs. The PCs may each make a
Sense Motive check (DC 12) to determine that so many
pixies represent an unwinnable battle and that they
should retreat while they still can, having 1 round at
most before the pixies attack en masse. Wise characters
will run, foolish ones will die.

If the PCs convinced the Oglast brothers to assist them
against the pixie, they find the Oglast Spade (see
Appendix 1 - New Items) on the ground after the
battle.
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Concluding the Adventure

If the PCs manage to escape Small Home alive, they
still have a long road home ahead of them.

The pixies generally patrol the route when pilgrims are
coming to Small Home, keeping their victims safe until
the ceremony, but anyone who escapes from Small
Home is fair game for the undead of the Dead Lands.

Between Small Home and the Winding Way, the party
might encounter another patrol from Tru’ezarr Fort or
a small force of Ahnthyarka’s bugdead. The trip north
from the Winding Way to the City States could be as
eventful or easy as the DM wishes.

When the party returns to Oglast for their reward (or
revenge), the merchant is overjoyed and flabbergasted
at their success. Before they even arrive, the merchant
Oglast knew of the party’s success, as his son’s wasting
disease has lifted and the boy now grows stronger with
each day. However, it was his understanding that he
was sending the PCs to their deaths one way or the
other (a role he had been prepared to fill himself,
previously), and he is woefully unprepared to reward
them for their efforts.

Furtber Adventures

Depending on how events in Small Home unfolded,
many subsequent adventures could follow.

House Oglast has been in dire financial straits lately,
with the loss of one of their caravans and three of their
high-ranking House members. Oglast simply does not
have the funds available to pay the PCs what they're
owed. Having publicly inducted them into his
merchant house, however, he cannot simply turn them
away empty-handed. Perhaps, if the party wishes to
be rewarded, they will agree to escort the House’s next
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trade caravan - the profits from which “will surely
repay them in full.”

PCs more inclined to revenge might rob or even
murder Oglast as restitution, perhaps even moving to
destory his merchant house. A financially motivated
party could easily find funds and goods in Oglast’s
home to equal what is owed to them. More vengeful
parties could begin a campaign of terror and
destruction against House Oglast, systematically
eliminating House agents and family members until
Magras Oglast stands alone and vulnerable. More
savvy parties could instead simply eliminate Oglast,
moving to take over the merchant house for
themselves. Any of these activities would be sure to
draw the city’s templars, nobles, and merchant houses
as the conflict escalates.

If the spirits of the Oglast brothers were destroyed,
perhaps the familial curse has been lifted. The idea of
his family finally being free of the curse fills Oglast
with excitement, but fear of how the hateful spirits of
Small Home will react also fills him with dread. Oglast
begs the party to consult priests, sages, and mediums
to foresee a possible assault by the vengeful pixies on
his House and holdings. This might even lead to the
party needing to travel back to the Winding Way,
scouting out the possibility of a punitive force of
spirits.

Perhaps the death of their hunters has enraged the
Obsidian Claws, leading to a rampage of death and
destruction as they search for those responsible. House
Maraneth of Celik might contact the PCs, to be used as
either experienced troubleshooters who have had
dealing with the pterran raiders before, or as unwitting
scapegoats to placate the raider tribe and secure safe
passage for their caravans.
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Appendix 1: Monsters and NPCs

Dune Reaper, Drone CR 6

TN Large Aberration
Init: +7; Senses: Darkvision 60 ft.; Listen +0, Spot +0
Languages: -

AC: 18; touch 12, flat-footed 15

(-1 size, +3 Dex, +6 natural)

hp 60 (8 HD; 8d8+24)

Spell Resistance: 13

Saves: Fort +5, Ref +5, Will +6; Fear Resistance

Speed: 30 ft. (6 squares)

Melee: Claw +12 (3d6+7)

Full Melee: 2x Claw +12 (3d6+7) and Bite +10 (1d8+3)
Space: 10 ft.; Reach: 5 ft.

Base Attack: +6; Grapple: +17

Combat Options: Pounce, Rake (+12 to hit, 3d6+3 dmg)

Abilities: Str 24, Dex 16, Con 16, Int 1, Wis 10, Cha 6

SQ: Darkvision 60 ft., Fear Resistance, Spell Resistance.

Feats: Improved Initiative, Improved Natural Attack
(Claw), Multiattack.

Skills: Hide +5, Jump +12.

Power Resistance: 15; Spell Resistance: 15
Saves: Fort +7, Ref +5, Will +7; Fear Resistance

Speed: 30 ft. (6 squares)

Melee: Claw +14 (3d6+8)

Full Melee: 2x Claw +14 (3d6+8) and Bite +12 (2d6+4)
Space: 10 ft.; Reach: 5 ft.

Base Attack: +7; Grapple: +19

Combat Options: Pounce, Rake (+14 to hit, 3d6+4 dmg)

Psi-Like Abilities: At will - cloud mind, concussion blast
(4d6%), ego whip (2d4, DC 12¥), inertial barrier, matter
agitation, mindlink (9 targets™), psionic daze (13 HD¥),
tower of iron will (2 rounds, PR 20); ML 10th; The
save DCs are Charisma-based. *Includes
augmentation for dune reaper’s manifester level.

Abilities: Str 26, Dex 15, Con 18, Int 3, Wis 10, Cha 8

SQ: Darkvision 60 ft.,
Resistance, Spell Resistance.

Feats: Improved Initiative, Improved Natural Attack
(Bite), Improved Natural Attack (Claw),
Multiattack.

Skills: Hide +6, Jump +13.

Fear Resistance, Power

Fear Resistance (Ex): Because of their ruthlessness
when in search of prey, dune reapers benefit from a +4
racial bonus on Will saves against fear effects.

Pounce (Ex): If a dune reaper charges, it can make a full
attack, including two Rake attacks.

—y P

Dune Reaper, Warrior CR 7

TN Large Aberration
Init: +6; Senses: Darkvision 60 ft.; Listen +0, Spot +0
Languages: -

AC: 19; touch 11, flat-footed 17
(-1 size, +2 Dex, +8 natural)
hp 85 (10 HD; 10d8+40)
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Fear Resistance (Ex): Because of their ruthlessness
when in search of prey, dune reapers benefit from a +4
racial bonus on Will saves against fear effects.

Pounce (Ex): If a dune reaper charges, it can make a full
attack, including two Rake attacks.

g P

Earth Drake CR 20

Unique Thinking Zombie Earth Drake

TN Gargantuan Undead (Augmented Dragon, Earth,

Psionic)

Init: +2; Senses: Darkvision 60 ft., Low-Light Vision;
Listen +24, Search +2, Spot +24

Aura: -

Languages: —
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AC: 25; touch 4, flat-footed 25

(-4 size, -2 Dex, +21 natural)

hp 287 (25 HD; 25d12+125)

Damage Reduction: 15/metal; Spell Resistance: 28;
Power Resistance: 28; Resistances: Cold 10,
Electricity 10

Immunities: Undead Traits; Weakness: Distractible
(those who take from its hoard), Vulnerability to
Blessed Elements

Saves: Fort +8, Ref +12, Will +9

Speed: 30 ft. (6 squares), Burrow 10 ft.

Melee: Bite +32 (4d6+11; 20/x2) or Tail Slap +32
(2d6+16; 20/x2)

Full Attack: Bite +32 (4d6+11; 20/x2) and 2 x Claw +30
(2d8+5; 19-20/x2) and Tail Slap +30 (2d6+16; 20/x2)

Base Attack: +25; Grapple: +48

Space: 20 ft.; Reach: 15 ft.

Combat Options: Death Gaze (2/day, 30 ft, DC 24,
3d6+25), Disease (DC 24), Elemental Earth Attack
(DC 24), Improved Grab, Putrefying Touch (DC
24), Swallow Whole

Combat Gear: —

Psi-Like Abilities (ML 15th):

At will — concussion blast (2 additional targets, 5d6
damage®)

3/day — body adjustment (7d12¥), compression (two size
categories, 15 minute duration*), control object,
dissolving touch (11d6 damage®), ectoplasmic form,
expansion (manifest as swift action, 15 minute
duration®), false sensory input (6 additional targets,
DC 15), immovability (manifest as swift action®),
inertial barrier, matter agitation, matter manipulation,
precognition, sensitivity to psychic
telekinetic force (500 1Ibs max*)

*Includes augmentation for earth drake’s manifester

impressions,

level.

Abilities: Str 33, Dex 7, Con —, Int 6, Wis 11, Cha 14

SQ: Distractible (those who take from its hoard),
Enduring Focus (an item in its hoard), Enhanced
Ability (skills), Gray toughness 5

Blow, Cleave, Great Cleave,
Improved Bull Rush, Improved Critical (claw),
Improved Initiative, Improved Natural Armor,
Multiattack, Power Attack

Skills: Climb +19, Concentration +25, Jump +19, Listen
+24, Move Silently +13, Psicraft +6, Search +2, Sense
Motive +4, Spot +24, Survival +10

Possessions: —

Feats: Awesome
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Death Gaze (Su): The undead can kill lesser beings
with a single gaze. Twice per day as a standard
action, the undead can stare at a creature within 30 ft.,
killing the creature if it fails a Fortitude save. This is
similar to a gaze attack, except that those merely
looking at it are not affected. On a successful save, the
creature suffers 3d6 points of damage plus 1 point per
HD of the undead.

Disease (Su): A thinking zombie’s bite delivers one of

the following diseases (50% chance of either). The save

DC s 10 + %2 thinking zombie’s HD + thinking zombie’s

Cha modifier.

e  Filth fever—bite, Fortitude save, incubation period
1d3 days, damage 1d3 Dex and 1d3 Con.

®  Red ache—Dbite, Fortitude save, incubation period
1d3 days, damage 1d6 Str.

Elemental Attack (Earth) (Su): Once per day an earth
drake may gate in 50 cubic ft. of material from the
elemental plane of earth. This material is composed of
rock and soil and must be gated onto a solid surface
but may be in any shape the drake desires. Any one
caught in the area the material is gated into must make
a Reflex save (DC 10 + % HD + Cha modifier). A failed
save means the victim is trapped under the earth and
is affected as though by an avalanche (see DMG
Chapter 3).

Enduring Focus (Su): The undead’s life force is tied to
a focus, either an object or an unfulfilled task. As long
as this object (usually called a phylactery) is intact or
the task unfinished, the undead cannot be permanently
killed; it reforms 1d100 days after its apparent death.
The phylactery has the hardness and hit points of a
normal object of its kind. Killing the undead in the
Gray prevents it from returning from destruction.

Putrefying Touch (Su): A touch from the undead
causes flesh to develop boils and sores that ooze sickly
yellow-colored pus. Creatures struck by the undead’s
natural attacks must make a Fortitude save. Creatures
that fail receive a -4 penalty to Dexterity and a -4
penalty on interaction checks (such as Bluff,
Diplomacy, Intimidate, and Sense Motive). The
wounds last 1d8 days or until cured by a remove
disease or heal spell.

Vulnerability to Blessed Elements (Ex): A thinking
zombie takes half again as much (+50%) damage as
normal from blessed elements.
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Appearance

The body of the undead drake, rarely meeting a serious
threat, still resembles that of a living earth drake. It is
an enormous reptilian beast, seemingly composed
entirely of hunks of rock and stone.
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Obsidian Claw CR 5

Male & Female Pterran Ranger 5

NE Medium Humanoid (Reptilian)

Init: +1; Senses: Listen +7, Search +1, Spot +9
Languages: Common, Saurian

AC: 16; touch 11, flat-footed 15
(+1 Dex, +5 armor)

hp 37 (5 HD; 5d10+10)

Saves: Fort +6, Ref +5, Will +2

Speed: 30 ft.

Melee: Thanak +9 (1d10+2; 20/x3) or Claw +7 (1d3+2)

Full Melee: Thanak +9 (1d10+2; 20/x3) or 2x Claw +7
(1d3+2) and Bite +2 (1d4+2)

Ranged: Comp. Longbow +8 (1d8+2; Range 100; 20/x3)

Full Ranged: Comp. Longbow +6/+6 (1d8+2; Range
100; 20/x3)

Space: 5 ft.; Reach: 5 ft.

Base Attack: +5; Grapple: +7

Combat Options: Favored Enemy (Animals +2),
Favored Terrain (Sandy Waste +4)

Combat Gear: Chitin Armor +1, MW Composite (+4)
Longbow, MW Thanak

Psi-Like Ability: At will —missive; ML 2nd.

Ranger Spells (CL 2nd, DC 11 + spell level): 1«
Longstrider

x4, Potion-Orb of Bull’s Strength x2, Potion-Orb of
Cat’s Grace x2; Food and water (1 day’s rations) x4.

Favored Enemy (Ex): At 1st level, a ranger may select
a type of creature from among those given on Table:
Ranger Favored Enemies. The ranger gains a +2 bonus
on Bluff, Listen, Sense Motive, Spot, and Survival
checks when using these skills against creatures of
this type. Likewise, he gets a +2 bonus on weapon
damage rolls against such creatures.

Favored Terrain (Ex): At any time when you could
normally select a favored enemy, you may instead
choose to select a favored terrain. You receive a +2
bonus to Hide, Knowledge (nature), Move Silently,
Spot and Survival checks made within your favored
terrain.
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Obsidian Claw Eagle Animal
Companion CR -

Eagle Animal Companion (2nd 1vl)

TN Small Animal

Init: +2; Senses: Low-Light Vision; Listen +4, Spot +16
Languages: -

AC: 14; touch 13, flat-footed 12
(+1 size, +2 Dex, +1 Nat)

hp 5 (1 HD; 1d8+1)

Saves: Fort +3, Ref +4, Will +2

Speed: 10 ft., Fly 80 ft.

Melee: Talons +3 (1d4)

Full Melee: 2x Talons +3 (1d4) and Bite -2 (1d4)
Space: 5 ft.; Reach: 5 ft.

Base Attack: +0; Grapple: -4

Abilities: Str 14, Dex 13, Con 14, Int 12, Wis 12, Cha 10

SQ: Animal Companion (2nd Ivl), Camouflage,
Combat Style (Ranged), Wild Empathy (+5).

Feats: Endurance, Rapid Shots, Track », Weapon Focus
(Longbow), Weapon Focus (Thanak).

Skills: Climb +1, Concentration +2, Craft
(Weaponcrafting) +9, Handle Animal +8, Hide +9,
Jump +1, Listen +7, Move Silently +8, Spot +9,
Survival +9.

Possessions: 4,300cp or Combat Gear plus: Dose of
Obsidian Claw Blood (as medium spider venom)
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Abilities: Str 10, Dex 15, Con 12, Int 2, Wis 14, Cha 6
SQ: Link, Low-Light Vision, Share Spells.

Feats: Alertness, Weapon Finesse ».

Skills: Listen +4, Spot +16.

—y P

Oglast Brother CR 6

Male Elite Human Racked Spirit Warrior 5
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NE Medium Undead (Augmented Humanoid,

Human, Incorporeal, Psionic)

Init: +7; Senses: Darkvision 60ft.; Listen +14, Search +8,
Spot +14

Aura: -

Languages: Common, Remaan, Sylvan

AC: 16; touch 16, flat-footed 13; Incorporeal

(+3 Dex, +3 Def)

hp 42 (5 HD; 5d12+10)

Immune: Undead Traits; Weakness: Bound to Area,
Stench, Vulnerability to Raise Dead

Saves: Fort +4, Ref +4, Will +3

Speed: Fly 50 ft. (perfect)

Melee: Incorporeal Touch +9 (1d6 plus Energy Drain)

Ranged: -

Space: 5 ft.; Reach: 5 ft.

Base Attack: +5; Grapple: -

Combat Options: Energy Drain (DC 15), Rotting
Touch (DC 15, 6d6 dmg).

Combat Gear: -

Psi-Like Abilities: At will - aura sight*, empathy®,
mindlink*, psionic dominate*; 3/day—recall
agony*, telekinetic force*. ML = HD. The save DCs
are Charisma-based. *Power can be augmented.

Abilities: Str --, Dex 16, Con --, Int 14, Wis 15, Cha 16

SQ: Bound to Area (hill), Darkvision 60 ft., Enhanced
Ability (+1 to hit), Gray Toughness 1, Skills, Stench,
Undead Traits, Vulnerability to Raise Dead.

Feats: Alertness, Improved Initiative, Skill Focus
(Bluff).

Skills: Bluff +10, Intimidate +11, Listen +14, Search +8,
Sense Motive +12, Spot +14.

Possessions: none (-1 CR)

Bound to Area (Su): The undead cannot leave a
particular area without weakening its connection to
the Gray. The area may range from one room to several
square miles. Each day the undead is away;, it gains a
negative level. When its negative levels equal its HD,
the undead is destroyed. If it returns, it recovers 1
negative level per day.

Energy Drain (Su): Living creatures hit by a racked
spirit’s incorporeal touch attack gain one negative
level. For each negative level bestowed, the racked
spirit gains 5 temporary hit points. A racked spirit can
use its energy drain ability once per round. The DC for
the Fortitude save to remove the negative level after 24
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hours is 10 + 1/2 racked spirit’'s HD + racked spirit’s
Cha modifier.

Rotting Touch (Su): The creature’s touch turns living
plants into a useless, rotting mess. Within hours of the
undead’s touch, plants wither and die, fruits become
inedible, and water even becomes sulfurous, dealing a
creature that drinks it 1d4 points of nonlethal damage
per gallon. The undead can make a touch attack
against a plant creature, dealing 1d4 points of damage
per CR (adjusted by special abilities and weaknesses).

Stench (Ex): The creature’s flesh is rotten and
putrefying, emitting a foul stench easily identifiable as
undead.

Vulnerability to Raise Dead (Ex): A spellcaster can
target a racked spirit with a raise dead spell,
destroying the creature with a successful touch attack
unless the racked spirit makes a Will save. On a
successful save, the racked spirit still takes 6d6 points
of damage.

—y P

Ram-Azab’s Sergeant CR 9

Male or Female Human Fallen Fighter 8

LE Medium Undead (Augmented Humanoid, Human,

Psionic)

Init: +6; Senses: Darkvision 60ft.; Listen +8, Search +7,
Spot +13

Aura: Despair (10 ft range, DC 13)

Languages: Classic Dwarven, Ulyanese, Ulyanese
Giant

AC: 26; touch 13, flat-footed 24; Dodge, Mobility
(+2 Dex, +6 Nat, +5 armor, +1 Def, +2 shield)

hp 68 (8 HD; 8d12+16)

Damage Reduction: 5/magic

Immune: Undead Traits; Weakness: Code of Honor
Saves: Fort +7, Ref +5, Will +5

Speed: 30 ft.

Melee: Greatclub +16 (1d10+9; 20/x2)

Full Melee: Greatclub +16/+11 (1d10+9; 20/x2)

Ranged: Composite Longbow +11 (1d8+7; Range 110
ft.; 20/x3)

Full Ranged: Composite Longbow +11/+6 (1d8+7;
Range 110 ft.; 20/x3)

Space: 5 ft.; Reach: 5 ft.

Base Attack: +8/+3; Grapple: +16
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Combat Options: Blinding Touch (DC 13), Curse,
Create Spawn, Disease (DC 13), Great Cleave,
Paralysis (DC 13), Power Attack, Psionic Weapon
(+2d6), Spring Attack

Combat Gear: Chitin Armor +1, Composite (+6)
Longbow +1 (called via call weaponry), Heavy
Chitin Shield, Javelin x10, Obsidian Greatclub +1

Psi-Like Abilities: At will - call weaponry®, death knell,
deathwatch, mindlink*; 1/day—recall agony*. ML =
HD. The save DCs are Charisma-based. *Power can
be augmented.

Abilities: Str 22, Dex 14, Con --, Int 12, Wis 14, Cha 9

SQ: Code of Honor, Damage Reduction, Darkvision 60
ft., Gray Toughness, Random Abomination (Extra
Arm), Undead Traits.

Feats: Cleave :, Dodge, Great Cleave, Improved
Initiative = Mobility, Power Attack & Psionic
Weapon, Spring Attack, Weapon Focus (Greatclub)
s, Weapon Specialization (Greatclub) =

Skills: Climb +17, Intimidate +11, Jump +17, Listen +8,
Knowledge (Warcraft) +5, Search +7, Sense Motive
+8, Spot +13.

Possessions: 9,400cp or Combat Gear plus: Cloak of
Resistance +1, Crawling Tattoo of Energy Ray (ML
1st) x2, Gauntlets of Strength +2, Ring of Protection
+1, Psionic Tattoo of Biofeedback (ML 3rd).

Blinding Touch (Su): The undead can make a touch
attack as a standard action that doesn’t provoke an
attack of opportunity. The touch causes blindness in
the victim for 2d4 rounds. A Fortitude save negates
the effect.

Curse (Su): The undead can curse an individual when
it is destroyed. As the final blow is made that kills the
creature, the undead can curse its destroyer, as the
bestow curse spell.

Create Spawn (Su): A giant, humanoid, or monstrous
humanoid slain by a fallen’s death knell power rises as
fallen after 1d4 rounds. A fallen can have spawn with
Hit Dice totaling twice its own.

Code of Honor (Ex): Fallen are bound to follow a code
of honor reflecting idealized rules of war. Evil fallen
attempt to break or twist codes to avoid getting killed.

Damage Reduction (Su): A fallen has damage
reduction 5/magic. Its natural weapons are treated as
magic weapons for the purpose of overcoming damage
reduction.
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Despair (Su): Fallen radiate an aura of doom and
hopelessness, causing creatures within 10 ft. to make a
Will save (DC 10 + 1/2 fallen’s HD + fallen’s Cha
modifier). Creatures that fail are shaken. Whether or
not the save is successful, that creature cannot be
affected again by the same undead’s aura for 24 hours.
Fallen can suppress or reactivate this ability as a
standard action in order to achieve surprise in close
quarters.

Disease (Su): The undead’s natural attacks infect
their victims with a disease. A creature dealt damage
by the undead must make a Fortitude save or contract
either filth fever (50%) or red ache (50%).

Paralysis (Su): Those hit by the undead’s natural
attacks must succeed on a Fortitude save or be
paralyzed for 2d4 rounds.

Random Abomination - Extra Arm (Ex): The undead
gains the ability to wield an additional weapon (two-
weapon penalties apply) and qualifies to take the
Multi-Weapon Fighting feat.

Skills: Fallen receive a +6 racial bonus on Listen,
Search, Sense Motive, and Spot checks.

g P

Ram-Azab’s Human Zombies
CR 1~

Male or Female Human Zombie

NE Medium Undead

Init: -1; Senses: Darkvision 60ft.; Listen +0, Spot +0
Aura: -

Languages: -

AC: 11; touch 9, flat-footed 11
(-1 Dex, +2 Nat)

hp 16 (2 HD; 2d12+3)

Damage Reduction: 5/slashing
Immune: Undead Traits
Saves: Fort +0, Ref +-1, Will +3

Speed: 30 ft.

Melee: Slam +2 (1d6+1; 20/x2) or Club +16 (1d6+1;
20/x2)

Space: 5 ft.; Reach: 5 ft.

Base Attack: +1; Grapple: +2

Combat Options: Single Actions only

Combat Gear: -
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Abilities: Str 22, Dex 14, Con --, Int 12, Wis 14, Cha 9

SQ: Damage Reduction, Darkvision 60 ft, Undead
Traits.

Feats: -

Skills: -

Appearance

The warriors that serve Ram-Azah at Tru’ezarr Fort are
fairly standard fallen, with ruined bodies and glowing
eyes. Many, however, sport extra limbs or grafted
body parts from bugdead.

g P

Sill Wyrm CR 4

TN Huge Magical Beast (Psionic)

Init: +1; Senses: Darkvision 60 ft.,, Low-Light Vision;
Listen +6, Spot +6

Languages: -

AC: 17; touch 9, flat-footed 16; Dodge
(-2 size, +1 Dex, +8 Nat)

hp 63 (6 HD; 6d10+30)

Resistances: Fire 10

Saves: Fort +10, Ref +6, Will +3

Speed: 30 ft. (6 squares), Fly 30 ft. (average)

Melee: Bite +12 (2d6+12 plus Poison)

Space: 15 ft.; Reach: 10 ft.

Base Attack: +6; Grapple: +22

Combat Options: Blood Drain, Cocoon, Flyby Attack,
Improved Grab, Poison

Psi-Like Abilities: 3/day - biofeedback (DR 3/—%),
concealing amorpha, ego whip (DC 12), empty
mind (+4 bonus*). Manifester level 6th. The save
DC is Charismabased. *Includes augmentation for
the silk wyrm’s manifester level.

Abilities: Str 26, Dex 13, Con 21, Int 5, Wis 12, Cha 10

SQ: Darkvision 60 ft., Low-Light Vision,
Resistance.

Feats: Alertness, Dodge, Flyby Attack.

Skills: Hide -3, Listen +6, Move Silently +8, Spot +6.

Fire
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Blood Drain (Ex): A silk wyrm drains blood from a
grappled opponent, dealing 1 point of Constitution
damage each round it maintains the hold.

Cocoon (Ex): Instead of draining blood, a silk wyrm
can make a grapple check to wrap its opponent in silk.
On a successful grapple check, the silk wyrm weaves a
1-inch-thick cocoon around its prey, giving it a -2
penalty to Dexterity. These penalties stack; a silk wyrm
wraps its victim in silk each round until the victim
reaches Dexterity 0 and is completely encased in the
cocoon.

A slashing or piercing weapon can cut a trapped victim
free. The cocoon’s silk has hardness 3, fire resistance 2,
and 2 hit points per inch of thickness. For every inch of
silk removed, the trapped creature regains 2 points of
Dexterity.

Silk wyrm silk is valuable, and artisans can weave it
into clothing that grants a +1 armor bonus and
resistance to fire 2. Such silk outfits cost 3,000 Cp.

Improved Grab (Ex): To use this ability, a silk wyrm
must hit with its bite attack. It can then attempt to start
a grapple as a free action without provoking an attack
of opportunity. If it wins the grapple check, it
establishes a hold and can either begin draining blood
or create a cocoon.

Poison (Ex): Injury, Fortitude DC 18, initial damage
1d4 Str, secondary damage paralysis 1d4 days. The
save DC is Constitution-based.

Skills: Silk wyrms receive a +4 racial bonus to all Hide
and Move Silently skill checks.

—y P

Small Homer, Pixie CR 12

Male and Female Pixie Racked Spirit Psion

(Telepath) 8

Chaotic Evil Small

Incorporeal, Psionic)

Init: +7; Senses: Darkvision 60 ft., Low-Light Vision;
Listen +17, Spot +17

Undead (Augmented Fey,

Aura: -
Languages:
Ulyanese

Gnomish, Sylvan, Ulyanese Giant,
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AC: 23, touch 23, flat-footed 16; Incorporeal (50% miss
chance)

(+1 size, +7 Dex, +5 deflection)

hp 60 (8d12 +8); Fast Healing 3

Damage Reduction: 10/steel; Spell Resistance: 23

Immune: Undead Traits; Weakness: Vulnerability to
Mind-Affecting Effects, Vulnerability to Raise
Dead

Saves: Fort +2, Ref +9, Will +11

Speed: Fly 60 (perfect)

Melee: Touch +12 (1d4 plus Energy Drain)

Ranged: -

Space: 5 ft.; Reach: 5 ft.

Base Attack: +5; Grapple: -

Combat Options: Brand (3/day, 1d8 plus penalty),
Energy Drain (DC 19), Greater Invisibility, Guilt
Gaze (DC 19), Psionic Meditation (Move action),
Taint Weapon (DC 19)

Combat Gear: -

Psi-Like Abilities: At will—aura sight*, empathy*,
mindlink®, psionic dominate*; 3/day—recall agony*,
telekinetic force*; ML = HD; The save DCs are
Charisma-based.

Spell-Like Abilities: 1/day - lesser confusion, dancing
lights, detect chaos, detect good, detect evil, detect law,
detect thoughts, dispel magic, entangle, permanent
image (visual and auditory elements only). CL =
HD. The save DCs are Charisma-based.

Psion Powers: (ML 8th (+2 vs. PR), 78 PP, DC 15 +
power
4th - Power Leech, Psionic Modify Memory
3rd - dispel psionics, Energy Retort, False Sensory Input
2nd - Brain Lock, ID Insinuation, Psionic Suggestion,
Serenity, Swarm of Crystals
1st - Deceleration, Detect Psionics, Entangling Ectoplasm,
Mind Thrust, Psionic Charm

level)

Abilities: Str 10, Dex 24, Con -, Int 21, Wis 20, Cha 20

SQ: Enhanced Ability (feat), Fast Healing 3, Gray
Toughness 1, Vulnerability to Mind-Affecting
Effects, Vulnerability to Raise Dead

Feats: Dodge », Combat Manifestation, Greater Power

Penetration,
Meditation, Maximize Power », Quicken Power ¢,
Weapon Finesse ».

Skills: Bluff +9, Concentration +12(+4), Hide +11,
Intimidate +10, Knowledge (Local) +10, Knowledge
(Psionics) +13, Listen +17, Search +19, Sense Motive
+11, Spot +17, Psicraft +15

Penetration + Power Psionic
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Possessions: 9,400cp or Combat Gear plus: Cloak of
Charisma +2, Dust of Illusion, Headband of
Intelligence +2.

Brand (Su): Up to three times per day, the creature
can trace a lasting mark on a creature’s skin with its
fingers by making a touch attack. This touch deals
1d8 points of damage and inflicts a -2 penalty on any
interaction checks the victim makes (such as Bluff,
Diplomacy, Intimidate, and Sense Motive); the brand
leaves a disturbing impression on anyone who sees it.
Both the damage and penalty are permanent. A
remove curse or heal spell removes the brand and its
negative effects.

Energy Drain (Su): Living creatures hit by a racked
spirit’s incorporeal touch attack gain one negative
level. For each negative level bestowed, the racked
spirit gains 5 temporary hit points. A racked spirit can
use its energy drain ability once per round. The DC
for the Fortitude save to remove the negative level
after 24 hours is 10 + 1/2 racked spirit's HD + racked
spirit’s Cha modifier.

Guilt Gaze (Su): The undead’s gaze attack causes
grief to intelligent creatures within 30 ft. Unless a
victim makes a Will save, its most painful memories
surface, wracking the victim with guilt over small
incidents that happened years ago in its life. The guilt
nauseates a creature for 1d4 rounds.

Taint Weapon (Su): The undead can taint magic and
psionic weapons by touching them. It makes a touch
attack against the weapon. The touch does not
provoke an attack of opportunity. If the undead hits,
the weapon or its wielder must make a Will save.
Failure means the weapon permanently loses one
point of its enhancement bonus. A weapon drained to
a +0 enhancement bonus loses all other magic and
psionic properties.

Vulnerability to Mind-Affecting Effects (Ex): The
undead, unlike most others of its type, is susceptible
to mind-affecting effects, which affect the undead as
though its type were the same as that of a living
version of the creature (or as a humanoid, if it has no
living analog).

Vulnerability to Raise Dead (Ex): A spellcaster can
target a racked spirit with a raise dead spell,
destroying the creature with a successful touch attack
unless the racked spirit makes a Will save. On a
successful save, the racked spirit still takes 6d6 points
of damage.
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Appearance
A Small Home pixie, when actually visible, appears as
a hideous, partially-transparent, winged, demonic

creature brandishing a thin blade and bow. A hateful
crimson fire burns in its tiny eyes.

Appendix 2: New Items

The Oglast Spade

This appears to be a strangely shaped shovel, the edges
of its metal blade still razor sharp. The Oglast Spade
functions as a metal halberd +1 and also confers a +5
competence bonus to all checks related to digging

(Strength checks to dig a trench or clear a cave-in,
Profession - Undertaker checks, etc).

Faint evocation; CL 3rd; Craft Wondrous Item, Craft
Magic Arms and Armor, soften earth and stone; Price
2,310 gp; Weight 12 Ib.

Appendix 3: Maps
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The Gristler’s Wagon

A Darky Sun 3.5¢ adventure module for four 9th-level characters

The party has been asked to investigate a strange gristler’s wagen in the
elven markets, but what they find is entirely unexpected...

Credits

WRITING
Adam Cieszlak, Jack Meyer, Zach McKean GRAPHICS

Toren Atkinson, Jane Bradley,
CONTRIBUTING WRITERS Scott Harshabarger, Jack Meyer
Charles Simpson
EDITING PLAYTESTERS
Alfonso Jimenez, Zach McKean Alphonso, Chris Carias

33



Adveptures ip the Dead Lapds

Introduction

A party of four 9th level characters find an unlikely
path into the Dead Lands in the form of a merchant
who is paying surprisingly well for corpses. The
party’s contacts want them to investigate, but what's
inside the wagon sends the party on a mad scramble
for their very lives.

Developer’s notes

This adventure actually started out as two separate
concepts, one involving a travelling portal into the Dead
Lands (the Gristler’s Wagon), and another which
involved the party interacting with the Cholite tribes
(The Cholite Way).

They ended up getting merged partially because each
concept was missing what the other concept had, but
also because there was simply no easy way to get a party
from the lands of the living straight into Chol, and we
were keen to have more than one access point into the
Dead Lands beyond the Winding Way.

Ultimately, it all worked out quite well, taking a “Time
Bandits”-esque concept and adding a heavy dose of Mad
Max for the characterization. I had a lot of fun
developing voices for each of the Cholite leaders. -JM

Preparation

You (the DM) will need the 3rd edition revised D&D
core rulebooks, including the Player’s Handbook, the
Dungeon Master’s Guide, and the Monster Manual, as
well as the Expanded Psionics Handbook. This adventure
also uses material from Faces of the Dead Lands, Secrets
of the Dead Lands, Terrors of the Dead Lands, and the Dark
Sun 3.5 conversion rulebook from Athas.org, but all
necessary rules are already included.

Adventure
Background

The undead leaders of the Dead Lands are constantly
seeking out new resources to maintain (or even grow)
their power — they especially seek bodies to conscript
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into their armies. One of their agents is a being who
calls himself “the Gristler.”

Gristlers are a rare but important profession in the
Tablelands: they render the inedible fats and cartilage
as well as treat rotting meat and leather to produce
many of the necessary products for a settlement or city.
Their profession is not highly regarded, but they are
often freemen, even in the most oppressive of cities.
The corpses of animals are not their only materials, as
in some places, gristlers are paid to quietly dispose of
humanoid bodies as well.

This gristler is different. Unlike the gristlers of the
Tablelands, the Gristler is in fact a fael, a type of
undead normally cursed to haunt feasts and taverns
and to feed for eternity. Like many residents of the
Dead Lands, he does not remember much of his past,
even having forgotten his birth name. He does,
however, recall being an elf of the Sand Jumper clan
born more than 200 years ago. Many years ago, he and
his tribemates were fleeing from a pack of hungry thri-
kreen in an area that is now called the Endless Sand
Lost and running low on supplies, he
absconded with the group’s remaining food and water
during the black of night, only to run right off the Cliffs
of Ulyan and fall to his death. He awoke achingly
hungry, miserably thirsty, and undeniably undead. He
was found by a wandering horde of undead and
forcibly integrated into their group.

Dunes.

The Gristler now serves the Black Thunder clan of
Chol, one of many clans of undead raiders in a nearly
empty stretch of obsidian plains in the northern Dead
Lands, lying at the very foot of the Cliffs of Ulyan. Now
operating in the Tablelands and referring to himself
simply as The Girstler when necessary, he is, like most
fael of the Dead Lands, disciplined and focused on the
task at hand, which is to procure corpses in trade for
carved obsidian goods and send them through his iron
ring, one of a pair of particularly large and powerful
greater ring gates. Located by lieutenants of the
Razor, the enigmatic leader of the Black Thunder clan,
the ring gates are a pair of ancient Green Age
artifacts capable of creating a linked portal between two
distant locations — in this case linking the Gristler's wagon
with the Dead Lands. There the corpses are reanimated
to serve as new recruits in the Black Thunder clan.
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Having stumbled upon a method of procuring bodies
from far-away lands (the Tablelands), the undead
leader of a faction in the Dead Lands, known only as
the Razor, is using it to bring fresh meat and recruits
into Chol for the benefit of the Black Thunder clan. The
Razor’s lieutenants found a pair of ancient Green Age
artifacts capable of creating a linked portal and,
through the Gristler, struck a deal with a particularly
unscrupulous elven tribe to use the portal to transport
bodies in exchange for economic gain.

Overview

The party is hired by one or more groups who have
taken an interest in the high-profile work of a group of
strange elven gristlers, offering quality obsidian
weapons, fine carved jewelry, and even arcane
paraphernalia in exchange for humanoid corpses.
When the party investigates, the gristlers prove quite
hostile to questioning. The gristlers will have to be
dealt with one way or another to discover what they’re
hiding.

Inside the gristlers’ covered wagon hangs a strange
large metal ring on the wall. It is actually one-half of a
particularly large and powerful pair of greater ring
gates, leading to a distant land of nightmares and
death - the Dead Lands. The PCs are pulled through
the ring gate and find themselves in the Dead Lands,
surrounded by the Black Thunder clan.

However, the Blacktooth Maw clan, rivals of the Black
Thunder clan, have learned of the Black Thunder’s
acquisition of new bodies (but not of the ring gates
specifically), and launches an attack just as the PCs are
to be cut down by the Black Thunder clan. In the
confusion, the PCs are able to escape into the lands of
obsidian known as the Dead lands.
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What happens next depends on where the PCs go, but
no matter what direction they travel in, they only find
monsters and misery. With luck, the PCs may contact
one of the Cholite raider clans and negotiate a way
home for themselves.

Adventure Hooks

Several groups with various motivations might recruit
the party to investigate the gristlers and their
mysterious goods, promising the party 350 sp for the
task (canny PCs might even ask around and conspire
to get hired by several of these groups):

e  The local Veiled Alliance has a distinct interest in
the gristlers' source for such high-quality arcane
paraphernalia- especially considering most
defilers’ taste for obsidian. The Veiled Alliance
agents approach the PCs in disguise, only
revealing themselves as preservers if one or more
PCs are a trusted ally of the Alliance.

¢  Low-ranking templars contact the PCs. While they
appreciate not having to collect and haul corpses
away lately, the composting and night soil pits do
still have productivity quotas to reach. The
templars want to know who the gristlers are and
what they're doing with all those corpses.

e Local merchants and elven tribes have grown
intensely curious about the source of the gristlers’
expertly crafted obsidian goods. They would
prefer the source be identified, a trade contract
negotiated with the source party (or other means
of acquisition found), and the gristlers eliminated,
in that order.
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Part 1: The Tablelands

1) The Gristlers (EL 8)

The Gristler (CR 6) 1x - see Appendix 1
Elven Gristlers (CR %) 6x - see Appendix 1

The PCs have been hired to locate and investigate the
strange elven gristlers that have recently moved to the
area to ply their gruesome trade. While the party is free
to explore the slums of the city searching for the

You find the elven gristlers rolling through the
worst part of town with their wagon, easily found
by their cry: “Bring out yer dead, bring out yer dead!”.

Approaching the end of an alley, past the rows of
disheveled stalls and low hovels, you see a large
wooden vardo-style wagon pulled by a pair of
kanks, accompanied by a small group of elves. The
wagon pauses every hundred yards or so for one of
the elves to yell out again: “Bring out yer dead, bring
out yer dead!”

The wagon comes to halt but from this angle, you
cannot see into it as the rear door is shut tight.

As you begin to wonder what might be inside, the

closest elf looks at you, “Anything for us then??”

gristlers, a Gather Information check (DC 18) will
achieve the same result.

The elf will be very impatient with the party. If the PCs
say they have no bodies for them or try to ask any
questions, the gristler will snap “Don’t waste me time!
I'm on a schedule! Outta the way!” Any direct efforts
to look into the wagon while it’s being loaded will be
met with cagey hostility and an effort to close the door.

If the PCs persist, the elf and his group will heft their
weapons and say “If y’ insist, we don’t mind adding
you all as fresh corpses...”. If the PCs continue in their
efforts, the elven gristlers will attack.

If the PCs have a body for trade and offer it to the
gristlers, then they gladly trade with the party, but
under no circumstances do the gristlers allow anyone
to look inside their wagon while. A complete and fresh
humanoid corpse is worth 100 cp in obsidian goods,
lower quality bodies receive commensurately lower
amounts of goods, at the DM’s option.

Should the PCs follow the gristlers and their wagon,
they find that the gristlers move throughout the
settlement’s seedier sections, each in turn. Once their
circuit thought the settlement is complete, the gristlers
will move on to a new city-state or village. At night,
the gristlers rest and make camp, but at least one
gristler (the Gristler himself) remains tirelessly on
guard throughout the night.

Scaling the Adventure

+/-1 on all skill checks and ability checks.
+/-1 on attack rolls and saving throws.
+/-5 hit points.

each negative level).

The Gristler’s Wagon is designed for a party of four 9th-level adventurers, but it can be easily modified to present an
appropriate challenge for parties of different sizes or levels.

Consider adapting the adventure for PCs of average levels 7 to 11 by adding effective positive or negative levels to
the creatures in each encounter to change their effective Challenge Rating. A creature takes the following
penalties/bonuses for each positive/negative level it has gained:

+/-1 effective level (Whenever the creature’s level is used in a die roll or calculation, reduce it by one for

e If the creature casts spells, she gains/loses one spell slot of her highest-level spells. (If she has more than
one spell at her highest level, she chooses which she gains/loses.) In addition, when she next prepares spells
or regains spell slots, she gets one more/less spell slot at her highest spell level. If the creature is a
manifester, she gains/loses enough power points to manifest her highest-level power once.
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The Gristler himself is careful to maintain a low profile
and generally stays out of sight, hiding his undead
nature from all but his elven allies and only revealing
himself in the heat of combat.

If the PCs somehow manage to get into the wagon
(whether by sneaking around the back of the wagon
while the gristlers are distracted or through other
means), go to Through the Ring, below.

The Elven Gristlers

The elves that are working with the Gristler are the
After he was
levitated up to the Tablelands along with his greater
ring gate, the Gristler wandered for many days, looking
for a way to begin to fulfill his mission.

remnants of the Sand Runner tribe.

He found it with a small group of elves: the last
survivors of a kreen attack that decimated their tribe
and lost amid the Endless Sand Dunes, their plight
brought a wry grin to the Gristler’s undead lips. When
he saw their tribal markings and heard that they were
of the Sand Runners, he knew that chance had
provided him with his solution. Greeting the refugees
as cousins (albeit far removed) to his tribe, the Gristler
promised to help them find food and water for the
price of their assistance with his scheme - they readily
agreed.

Now, the Gristler and his elven agents travel the cities
and villages of the Tablelands, trading obsidian
trinkets made by undead craftsmen in the Dead Lands
for unwanted bodies. And they do not take kindly to
inquiries.

Tactics: The Gristler will stay in the middle of the
melee, stabbing and biting at foes with abandon. The
elves will stay to the edges of combat, helping the
Gristler flank party members or attacking with their
bows.

Development: With the elven gristlers defeated, the
PCs are free to investigate it and discover what secrets
The Gristler has been doing excellent
business lately trading obsidian items to defilers for
magic wands. The wands were his back-up plan in
case someone came for his unlife, but they will serve
PC wizards well in the Dead Lands.

lie within.
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2) Through the Ring (EL -)

The Gristler’s strange wagon is theirs, but the PCs will
likely find more than they bargained for inside it.

With the defeat of the elven gristlers, their wagon
(and the secrets inside) are yours. It is a fully
enclosed wagon with a rounded roof, no windows
and a single door at the rear. Its two-kank draft team
is still hitched to it up front.

The Gristler had no fear of being robbed, as a cunning
trap awaits those who enter. When the PCs open or
enter the wagon, read:

The door to the wagon is unlocked and opens easily.
The inside of the wagon is surprisingly spacious,
with neatly secured drawers and cupboards lining
the walls. The wagon is strangely clean and
odorless, surprising for a corpse collector’s wagon.

On the far wall, beyond the secured obsidian goods,
hangs a strange metal ring. Made of pitted, ancient-
looking iron and fully ten feet across, it must be
worth a Sorcerer King’s fortune!

The iron ring has been secured to the wagon wall with
sovereign glue and cannot be pried loose with force. It
is also trapped: 1 round after being touched by a living
creature, the trap will active and an effect resembling a
horizontal geyser of water will explode outward from
the iron ring with a loud “whoosh”, filling the interior
of the wagon and expanding outward from the
wagon’s doorway in a 40 ft cone.

After the initial ‘jet of water” expands to its full size, it
then reverses, and pulls everything caught within it,
back through the large iron ring.

Any living creatures in the area-of-effect must make a
Will save (DC 30) or be pulled back through the greater
ring gate with the geyser and transported to the paired
greater ring gate - in the Dead Lands. (This trap
otherwise replicates the effects of the violet beam from
a prismatic spray spell, and automatically resets in 1
round.)



Adveptures ip the Dead Lapds

Greater Ring Gate Trap: CR -; magic device; proximity
trigger (alarm); automatic reset; spell effect (prismatic
spray, pulls targets into ring gate and transports them
to destination gate, DC 30 Will Save negates); Search
DC 30; Disable Device DC 30. Cost: -.

Viewers outside the effect’s radius can clearly see that
the anyone affected was pulled through the iron ring

(they do not appear to have been disintegrated or
otherwise destroyed).

Development: It is very likely that most, if not all, of
the PCs have been pulled through the greater ring gate.
If any party members remain behind, they are free to
join their comrades, though reactivating the trap may
take some trial and error. Proceed to Encounter #3 —
Black Thunder

Part 2: The Dead Lands

Once through the iron ring, the PCs find themselves in
the Dead Lands, in the middle of Chol, surrounded by
the Black Thunder clan.

3) Black Thunder (EL 8)

Black Thunder Subordinate Cavaliers (CR 6) 2x -
see Appendix 1

With the activation of their greater ring gate, the Black
Thunder expected a delivery of corpses and so paused
their travels to collect the bounty. The arrival of the
PCs is a complete surprise and leaves the undead
raiders more than a little confused, if only for a
moment.
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You are hurled out of the iron ring and into what
appears to be a completely different world: as far as
the eye can see is a rolling expanse of obsidian. The
air around you literally ripples from the heat,
making the Athasian high-noon feel like a bitterly
cold night by comparison.

You are next to a chariot with a large iron ring set in
it and are surrounded by humanoid figures - some
with putrid flesh clinging to their bones, others
nothing but animate skeletons; most are astride
some kind of skeletal mount.

One, wearing leathers, a headwrap, and a skull
mask says a few words in a strange language and
draws a finger across its neck. Several of those




Adveptures ip the Dead Lapds

standing nearby immediately begin to move
towards you in a menacing manner.

If the PCs understand Ulyanese, they will know the
group’s leader (the Razor) said: “Living bodies! Kill
them.” Even if they do not, his meaning was likely quite
clear. The cavaliers will move to attack the party,
regardless of attempts at conversation by the PCs.
They fight to the death.

Development: Once the PCs defeat the cavaliers or
when they are in dire straits, the Blacktooth Maw
attack the Black Thunder’s encampment. Proceed to
Encounter #4 — Blacktooth Maw.

4) Blacktooth Maw (EL 8)

Lesser Blacktooth Maw Reavers (CR 5) 3x -
Appendix 1

While the Black Thunder have been distracted with the
arrival of living creatures (the PCs), the Blacktooth
Maw have surreptitiously moved in to raid the rival
clan, surging into the Black Thunder encampment and
diverting their attention away from the PCs.

A whooping, ululating war cry sounds out all
around you, signaling a warning by the reactions of
the undead surrounding you. The chariot with the
iron ring lurches away, lost in the press of bodies as
the warriors all scatter in multiple directions,
seemingly to face whatever enemy is coming.

The Black Thunder raiders around the PCs (even the
Razor and his lieutenants) scramble to respond to the
attack. The wagon and the iron ring are gone for now,
moved to a safer location. Perceptive characters might
catch an early glimpse of the attackers (Spot check, DC
23 - encounter distance 150 ft) or hear cries go up as the
attackers are identified, but will need to understand
Ulyanese to know what was said (Listen check, DC 15
- “It’s the Blacktooth Maw, they're everywhere!”). When
the PCs attempt to take any course of action, read:

Emerging from the chaos around you is a group of
four savage-looking creatures, each about as large as
and built much like a half-giant. Though humanoid,
their massive gaping maws spread unnaturally
wide in hungry grins as they catch sight of you.

Tactics: The reavers see the PCs and are visible at a
range of 100 ft (unless one or more PCs made a
successful Spot check, see above) and will charge into
melee range with the PCs as soon as possible, fighting
to the death to get the chance to savor the sweet taste
of living flesh. They are completely uninterested in
conversation.

Development: Once combat with the reavers is over
(whether through victory in combat or a successful
retreat), the PCs find themselves ignored by the
combatants around them and are free to flee across the
obsidian in whichever direction they wish. Proceed to
Part 3 - On the Run.

Part 3: On the Run

Having escaped the clutches of the Black Thunder and
a raid by the Blacktooth Maw, the PCs now find
themselves likely lost in a foreign land with only
whatever food and water they were previously
carrying.

The PCs are free to travel in whatever direction they
wish but none of the directions of travel is without
hazard and there is no obvious route home.

While dehydration will likely set in, PCs should not be
at risk of dying of thirst because in every possible
direction of travel (except for to the east), the party is
bound to encounter obstacles and enemies within 1-2
days of travel, depending on their movement speeds.
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To the east, the Howling Caverns lie several days
away, and perceptive PCs might find enough water
there to sustain them for the trip back to central Chol.
The PCs, of course, will not know any of this.

A) North - The Cliffs
of Ulyan

If the party travels north, they will arrive at the Cliffs
of Ulyan.
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After traveling to the north for some time, you
finally catch sight of something other than bare
obsidian. At first, it was just an indistinct ribbon on
the heat shimmer-horizon but now you can see the
feature is a massive line of cliffs, extending as far as
the eye can see to both east and west. By your best
guesses, the cliffs must rise up at least 1000 feet and
seem to be completely coated with slippery-looking
blackglass.

Unless the party can climb up a sheer sheet of glass or
has magic/psionics to reach the top, they will have to
find another way out of the Dead Lands (note that
unless they have been to the Dead Lands before or
have used divinations or something similar, the PCs
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will not actually know that they are currently south of
the Tablelands, and so will not necessarily know that
they can escape the Dead Lands by ascending the
cliffs).

Development: If the PCs manage to ascend the cliffs or
if they turn back towards the south, the Swift Death
scouts will attack and try to capture them (while the
PCs are climbing, at the top of the cliffs, or traveling
across the obsidian again, as appropriate) - proceed to
Part 4 - Death on Swift Wings, below. If the party turns
and heads east or west at the Cliffs, go to that section,
as appropriate.
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B) East - The Howling
Caverns

If the party travels east, they will arrive at the Howling
Caverns.

For some time now, you have heard a low moaning
sound coming from ahead of you, and it has only
grown louder as you traveled. Now, you see before
you the source of the noise: caves of all sizes yawn
open in the obsidian here and the pitch and volume
of the sounds vary as the hot wind pushes against
your backs - sometimes dropping to a deep moaning
hum, other times rises to a screeching howl.

Many of the caves look large enough to

accommodate your party.

The howling of the winds across the cave openings is
extremely unsettling and any NPCs with the party will
need to make a Will save (DC 20) each day or else
vehemently advocate leaving the caves entirely.

If the PCs proceed into the caves, continue with
Encounter #5 - The Lurking Blood, below. If they
retreat from the caves, go to Part 4 - Death on Swift
Wings, below.

5) The Lurking Blood (EL 8)
Lurking Clot (CR 8) 1x - See Appendix
Within the Howling Caverns, the PCs may find

temporary shelter, but something else will find them
as well.
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The caves are, in fact, large enough for your group.
The cave walls are oddly fluid and smooth, with the
tunnels turning and twisting seemingly at random.
Only a slight bit of exploration is needed to see that
many of the caves (and perhaps all of them,
eventually) intersect as they extend beneath the
obsidian.

It is extremely loud within the caves. Anyone wishing
to communicate must scream to be heard and Listen
checks take a -10 penalty.

If the PCs explore the caves, they may find small,
stagnant pools of water with a Survival check (DC 20).
The check will take 2 hours and success will only locate
enough water to sustain one human for one day (1
gallon of water) but an additional day’s worth of water
will be located for every 5 points the DC was exceeded
(25 locates 2 days water, 30 locates 3 days, etc). Further
Survival checks (DC 20) may be made to locate water,
but each subsequent check will take twice as long as
the last (4 hrs for the 2nd check, 8 hrs for the 3rd check,
etc), whether or not the checks were successful.

The PCs may stay within the Howling Caverns as long
as they wish but sooner or later the lurking blood will
come for them. When it does, read:

Some kind of awful amorphous mass has slithered
out of the deeper caverns: it looks like a puddle of
black slime, red tinged and gelatinous. It slides
amorphously along the walls, uphill and unerringly
towards you, completely unheard amidst the
howling of the winds.

The creature is a lurking clot, a semi-independent
fragment of the lurking blood. Occasionally, whether
due to damage taken or some misbegotten attempt at
reproduction, the lurking blood splits and creates
smaller versions of itself. While these spawn are
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usually reintegrated into the larger mass almost
immediately, sometimes they will act independently
for hours or even centuries before being reabsorbed.

Tactics: The lurking clot will move to attack the PCs as
quickly as possible, attempting to sneak up on the
party under the cover of the howling noise, but it has
no conception of sight, so it will not attempt to hide. It
will move along the floor or walls as necessary,
attacking the target that is deepest within the cave and
then focusing on that target throughout the battle. The
lurking clot will retreat when it reaches 20 or less hit
points.

Development: If the PCs defeat the lurking clot,
proceed to Encounter #6 - More Blood, below.

6) More Blood (EL 14 or -)

Lurking Blood (CR 14) 1x - see Appendix 1

Once the PCs defeat the lurking clot, read:

The slime creature has been defeated. Moments after
the battle, however, more amorphous black slime
splashes around a bend and into your cave. Much
larger than the slime creature you have just defeated,
it is a seemingly endless flood of crimson and ebony,
rears back with an unhealthy, rubbery sheen as if
preparing to strike.

Astute PCs will realize (with a Sense Motive check -
DC 10), that this creature will be significantly more
dangerous than the one they just fought, and that
retreat is in order. The lurking blood will pursue PCs
only as far as the cavern entrance, instinctually staying
away from the surface.

Development: Once the PCs have exited the Howling
Caverns, move on to Part 4 - Death on Swift Wings,
below.
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C) Southeast -
Sagramog

If the party travels southeast, they will come to the
Sagramog.

7) Swamp Dwellers (EL 8)

Injured Undead Xemokepper (CR 8) 1x - See
Appendix

The Sagramog stands out on the horizon, simply due
to how unique the broken landscape of jumbled
obsidian looks amongst the otherwise featureless
terrain of the Dead Lands.

After traveling southeast for quite a while, you come
upon an unusual type of terrain: rather than the flat
blackglass that you've been traversing, before you is
ajumbled field of broken obsidian sheets. The sheets
of blackglass seem to have partially sunk and fused
into each other, but gaps and fissures can still
occasionally be seen.

If the PCs move to examine the Sagramog more closely,
read:

Whatever created this landscape must have been
powerful indeed: the jumbled sheets of obsidian
range in size from the footprint of a slave’s hovel to
that of a noble’s villa, all mixed and stacked together
in a haphazard manner stretching as far as the eye
can see.

Out of the corner of your eye you spot movement: a
sleek, obsidian-scaled creature lumbers over the
edge of a vertical sheet of blackglass, lumbering
across it like an insect on a wall. The horror seems to
be moving on weirdly finned legs and has a large,
wickedly fanged mouth.

The creature is an undead xemokepper and it is
looking for easy prey, having recently lost a fight with
another denizen of the Sagramog.

Tactics: If the party is small or looks at all weakened,
the xemokepper will charge into combat, attempting to
grab and consume one of the PCs with a tongue-
tentacle. If the party has many members or if they look
particularly strong, the xemokepper will attack with
it’s psionics until fully healed or engaged in melee.
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Development: Once the PCs have dealt with the
xemokepper, whether through combat or simply by
retreating, move on to Part 4 - Death on Swift Wings,
below.

D) South - Blacktooth
Maw

If the party travels south, they will eventually come
into contact with the Blacktooth Maw again.

8) The Blacktooth Maw Again
(EL 8)

Lesser Blacktooth Maw Reavers (CR 5) 3x -
Appendix 1

After ambushing the Black Thunder, the Blacktooth
Maw moved away to the south. If the PCs retreated
south immediately after leaving the Black Thunder
encampment, the Blacktooth Maw will catch up to the
party as they travel from the north. If the PCs are
coming from another encounter location, then they
stumble into the Blacktooth Maw as the raiders head
further south.

You catch sight of hulking undead traveling on foot
or on chariots drawn by skeletal draft animals. As
you catch sight of them, they seem to notice you as
well, judging by the small group of them peeling
away to intercept your group.

The reavers start out hostile, attacking the PCs with
abandon, but they can be convinced to listen to reason
if properly persuaded before combat begins (Bluff,
Diplomacy, or Intimidate check - DC 23) but are harder
to convince once engaged in battle (DC 28).

Tactics: The reavers and PCs catch sight of each other
at 250 ft. As before, the reavers will charge into melee
range with the PCs as soon as possible, eager to take
captives for their master.

Development: Once combat with the reavers is over
(one way or the other), the PCs find themselves
surrounded by the Blacktooth Maw. Proceed to
Encounter #9 - Yughbo the Relentless.
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9) Yughbo the Relentless
(EL 20 or -)

After his raiders have confronted the PCs and his
forces have surrounded them, Yughbo will have the
PCs brought before him.

The entire tribe of hulking undead has moved to
surround you but they have taken no further hostile
actions - yet.

The crowd parts and a large, well-crafted chariot
rolls forward. From it looms a powerful, bare-
chested beast with an abnormally wide mouth and
a crazed, hungry look in his eyes.

The creature grumbles out a few words in a strange
language at you.

If the PCs cannot understand Ulyanese Giant, read:

The lead raider simply grunts and a subordinate
scurries forward and works some magic on him.

If one or more PCs can understand Ulyanese Giant or
once the (tongues) spell is cast, read:

“I am Yughbo the Relentless, and we are the Blacktooth
Maw clan. Who are you? Where have you come from and
why do you consort with our enemies, the Black
Thunder?”

As he awaits your response, Yughbo
absentmindedly runs a whetstone down the blade of
his spear.

Ever pragmatic, Yughbo's attitude towards the party
will have been unaffected by the loss or success of his
forces: were they defeated, his frustration at their loss
will be balanced out by his appreciation of the PC’s
obvious value as potential allies.

As you make your case, it's not entirely clear
whether Yughbo is listening or not. But at least he
waits until you have finished explaining yourselves
before he speaks again:

“Now look here. You're not the first meat that’s come
from these new lands that those Black Thunder scum are
now tapping with their magic ring. But you're on your
feet and you escaped - better than most that have come
through. That’s why we haven't skinned and eaten you
yet, but the night isn’t over yet, is it boys?”
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Yughbo's bodyguards chuckle dryly and lick their
lips.

“Since I'm feeling all generous today, I'll make you an
offer: You don’t want to be here. I want that magic ring.
You help me get that chariot and its gate from the Black
Thunder, you can use it one last time. Deal?”

Tactics: Unless the PCs attack him, Yughbo will not
initiate combat, already having more than enough
shambling corpses - he needs the PC’s desperation and
cunning. If they do attack him, Yughbo will send
nearly endless waves of undead after them, until they
die and join his clan. Statistics for Yughbo have not
been provided because, as a CR 20 creature, he and his
forces can easily defeat the PCs. Should statistics for
Yughbo become necessary, consult Faces of the Dead
Lands.

Development: Yughbo has no food or water, cannot
spare any gliders to get the PCs out of the Dead Lands,
and does not have any other means to send them north
(if that is indeed even where they are from), but he is
willing to stage another raid on the Black Thunder so
that the PCs can escape through the iron ring, but he
will expect them assist with the raid (for their part, the
PCs will face two Black Thunder Subordinate
Cavaliers and their mounts, per the encounter The
Black Thunder Again, below).

Once the greater ring gate is secured, Yughbo will
demand they cut off the Black Thunder’s supply of
new troops - slaying any of the remaining gristlers and
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destroying the iron ring in the Tablelands. Yughbo
worries that no matter who controls it, the ring gate
will upset the balance of power in Chol, and is sure that
his clan can prevail without it.

Learning how to activate the greater ring gate, however,
may take some time - time the PCs may not have.

Should the PCs have further questions, DMs should
handle them on a case-by-case basis, but Yughbo
knows the following;:

e They are in the Dead Lands, a place once known
as Ulyan.

e Every creature here is undead, and everything is
made of or covered in obsidian.

e There is no food or water to be had.

e Wherever the PCs are from, it isn’t here and must
be far away.

E) Southwest - The
Crunch

If the party travels southwest, they will reach The
Crunch, and encounter a small swarm of bugdead.

10) Bugdead (EL 8)

Exoskeleton Bugdead Worker Kank (CR 1) 6x -
See Appendix

Zombie Bugdead Soldier Kank (CR 3) 3x - See
Appendix

When the party approaches The Crunch, their presence
will eventually draw the attention of a bugdead patrol.

After traveling in a generally southern direction for
some time now, you’ve reached a series of strange
dunes blocking your path. The dunes seem to be
composed of old and broken insect shells and they
extend as far as the eye can see.

If the PCs investigate the dunes of broken chitin, they
find no usable pieces of shell as most of the pieces are
ancient and useless. There are no paths around or
through The Crunch in the immediate area.

If the PCs dig too deeply into the dunes of chitin, or
when they move to leave the area, read:
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The crunch and clatter of broken shells alerts you to
the presence of someone or something else nearby.
Cresting over a rise not far away, you see a group of
kanks. The ant-like creatures pause for a moment
and then begin to move quickly in your direction.

The undead kanks immediately move to attack the
PCs.

Tactics: Unsubtle combatants, the undead kanks will
move as quickly as possible to enter melee with the
PCs and will fight to the death.

Development: Once the PCs have dealt with the

bugdead, whether through combat or simply by
retreating, move on to Part 4 - Death on Swift Wings.

F) West - Black
Thunder

If the party travels west, they will again encounter the
Black Thunder.

11) The Black Thunder Again
(EL 8)

Black Thunder Subordinate Cavaliers (CR 6) 2x -
see Appendix 1

Zombie Crodlu (CR 1) 2x - See Appendix

After being ambushed by the Blacktooth Maw, the
Black Thunder regrouped to the west. When the PCs
encounter them, the are still trying to figure out what
happened and how to respond to it (both with the PCs
arrival and the Blacktooth Maw attack).

Traveling across the obsidian, you see several riders
approaching you. You can’t be sure, but they seem
to belong to the group of undead that tried to
capture you earlier when you first came through the
gate.

The subordinate cavaliers are hostile when the
encounter begins, attacking the PCs on sight.
However, they can be made to listen to reason if
properly persuaded (Bluff, Diplomacy, or Intimidate
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check - DC 20) before combat begins but become
harder to convince once engaged in battle (DC 25).

Tactics: The Cavaliers and PCs catch sight of each
other at 350 ft. The Cavaliers will charge into melee
range with the PCs as soon as possible, eager to take
captives for their master.

Development: Once combat with the cavaliers is over
(one way or the other), the PCs find themselves
surrounded once more by the Black Thunder clan.

12) The Razor (EL 20 or -)

After his raiders have confronted the PCs and his
forces have surrounded them, the Razor will have the
PCs brought before him.

The tribe of mounted undead once again surrounds
you. Their leader’s chariot comes forward and
confronts looming your group

you, over

menacingly.

The masked leader makes a single gesture, and one
of his blue-faced subordinates comes forward. He
then casts a spell upon himself, and suddenly you
can understand his words. He seems to address not
only you, but everyone around you.

Once the (tongues) spell is cast, read:

“Living ones, you stand in the presence of the invincible
immortal warrior, the scourge of the plains, the faceless
skull, The Razor. The Razor is bemused that you would
wander back into this place where you were meant to die,
but he is impressed by your arrogance. Who are these
living ones that dare to stand in The Razor’s shadow?”

As the whole clan seems to await your response, The
Razor glowers menacingly.

Like the other Cholite leaders, the Razor is pragmatic
and his attitude towards the party will have been
unaffected by the loss or success of his forces: if the
raiders were defeated, they must have been weak and
needed culling, making the PC’s obviously valuable as
allies.

After you have stated your case, you are greeted
with a long silence from the clan. Two other blue-
faced servants have pulled up beside The Razor and
the first, and are speaking quietly amongst
themselves. At the end of what seems like a
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painfully long wait, The Razor finally ends the
conversation with a nod and raising of his hand. The
blue-faced servant that had spoken to you
previously comes forward and again addresses the
entire clan:

“Riders of the Black Thunder! You are witness to a
glorious day, unlike any seen in two thousand years! The
immortal Razor has found mercy for these living ones,
elevating them in service of our mighty cause! They shall
journey back to the lands of the living to serve as agents,
replacing those we have lost!”

As the clan raises their weapons to cheer and chant
in a chorus of inhuman voices, the cleric moves
closer alongside the party to quietly say: “This is the
best offer you're going to get, living ones: Replace our
traders in the living lands, peddling obsidian goods for

dead flesh, and you may return through the gate.”

Tactics: As much as he would like to see their hot
blood running down his blades and revel in the
carnage, the Razor will not initiate combat (for now),
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valuing their current skill and cunning more than his
personal satisfaction. If the PCs do attack him, Razor
will send wave after wave of undead after them, until
they die and join his clan. Statistics for The Razor have
not been provided because, as a CR 18 creature, he and
his forces can easily defeat the PCs. Should statistics for
The Razor become necessary, consult Faces of the Dead
Lands.

Development: The Razor has no food or water, but he
is willing to send the PCs north (if that is indeed even
where they are from) through the iron ring (he and his
captains know the activation phrase). He will demand,
however, that they restart delivery of new troops or
some other form of tribute once in the Tablelands. If
the Razor believes the PCs to be unreliable, being no
fool, he will insist on the agreement being enforced
through the use of geas spells.

Should the PCs have further questions, DMs should
handle them on a case-by-case basis, but the blue-faced
servant can tell the PCs the following:

e They are in the Dead Lands, a place once known
as Ulyan.

e Every creature here is undead, and everything is
made of or covered in obsidian.

e  There is no food or water to be had.

e Wherever the PCs are from, it isn’t here and must
be far away.

When the PC’s business with The Razor is concluded,
the Black Thunder encampment again comes under
attack. Read:

Before the chariot carrying the iron ring can be
brought forth for you to escape this dreadful place,
a whooping, ululating war cry again sounds out all
around you, signaling another attack.

The Swift Death clan have caught up with the Black
Thunder, with the intention of capturing or destroying
the greater ring gate. The PCs will need to find and
likely defend the chariot carrying the iron ring if they
wish to ever make it back home. When they do,
proceed to The Swift Death, below.
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Part 4: Death on Switt Wings

Having learned that the Black Thunder were up to
something, the Swift Death clan was already on the
way to investigate when PCs arrived in the Dead
Lands and began causing a commotion. Now, they are
tracking the PCs with the intent of discovering the
Black Thunder’s new secret.

After the party leaves a destination (the Howling
Caves, the Cliffs of Ulyan, the Crunch, etc), Swift Death
scouts will find and attempt to detain them.

Any hopes you might have had about finding a way
home in this direction were apparently for naught.
As you survey your surroundings and attempt to
determine what to do next, movement in the sky
suddenly catches your eye.

Once the Scouts catch sight of the PCs, they will move
to intercept them.

13) The Swift Death (EL 8)

Swift Death Scouts (CR 6) 2x - See Appendix

The scouts have instructions to detain, not destroy, the
party, but old habits die hard, and misunderstandings
are unavoidable
confused outsider PCs.

between ancient undead and
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In the air above, through the heat shimmer, you
see...something; looking less like a creature and
more like a contraption, it is shaped like a giant bird
or flying lizard, with wings and a tail seemingly
made of bones and skin or leather membranes.

As the flyers get closer, you can see that they are
creatures AND devices: seemingly humanoid
creatures, they are strapped into some type of flying
devices and soaring on the winds and air currents.
Who or whatever they are, they are clearly moving
to intercept your party.

The scouts will initially move to keep the party in
place, swooping in to attack only when PCs attempt to
move from their current locations. If attacked, the
scouts will respond in kind and the situation will likely
spiral out of control. The scouts will not think to speak
to the PCs and any attempts to converse with them will
need to be in a language they understand (see
Appendix).

Tactics: Swift Death scouts prefer to simply drive their
enemies before them, rarely engaging in actual combat
unless necessary. When combat becomes necessary,
they lead with their mounted crossbows, attacking
safely from range. Only when they need to retrieve an
item or capture someone will the scouts resort to
entering melee range and endangering their gliders.
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Development: Once the PCs stop trying to escape, or
combat with the scouts is over (one way or the other),
the PCs will find themselves confronted by the rest of
the Swift Death clan. Proceed to Encounter #14 -
D’thul, below.

14) D’thul (EL 20 or -)

After his Scouts have delayed the PCs long enough for
him and the bulk of his forces to arrive, D’thul will
have the PCs brought before him.

Countless swooping flyers have arrived in the area
and are slowly gliding overhead but they have
made no further hostile actions towards you - yet.

A fearsome-looking group of individuals come
forward on foot to examine you. Each is dressed in
a different style but all have incredibly tanned skin
and smell of exotic spices. After a moment, a
spoken command from behind causes them to step
back and part down the middle, revealing a
mustached man with gleaming purple-black skin.
He wears a headscarf and well-made, if ancient,
brocaded robes.

The man speaks to you in a strange language, with
what sounds like a polite but commanding tone.
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If the PCs cannot understand Ulyanese, read:

The man sighs, makes a gesture, and suddenly his
words become understandable. “Come with me, we
must speak.”

D’thul and two of his bodyguards escort the PCs back
to his main tent. If one or more PCs can understand
Ulyanese or once the (tongues) spell is cast, read:

“I am D’thul, true leader of Chol by birthright, and you
are now the guests of the Swift Death Clan. Tell me, who
might you be? Where have you come from? Why do you
consort with our enemies, the Black Thunder and
Blacktooth Maw clans?”

The man, ‘D’thul’, stands patiently awaiting your
response but his tone and the glares of his
bodyguards suggest he will brook no argument.

Though concerned about the loss of his people, D’thul
is pragmatic: if the scouts were defeated, his anger at
their loss will be balanced out by his appreciation of
the PC’s obvious value as potential allies.

D’thul will listen patiently to the PCs story, asking
appropriate questions about where they come from
(“Where is this ‘Ba-lic?” What kind of city is this? etc.)

Once the PCs have finished their story, D’thul will
continue:

D’thul spends a long moment considering what you
have said before he speaks: “I would know more of
these lands beyond the blackglass cliffs but today is not
the day for that. Our enemies have found a way to tap
your lands and supply themselves with an limitless
supply of your dead brethren. As skilled as we are, not
even we can sustain a prolonged conflict against their
ever-growing numbers.

“We have no choice but to destroy the gate. It is too
dangerous to both of our lands. But I would not expect
you to help me if I did not offer you your chance to leave
here. And so I will- my flying warriors can carry you
above the tops of the obsidian cliffs and you shall destroy
the gate for us - enforced by binding magics, of course.

“Those are my terms — in exchange for your services, I
will assist you in your journey home. Do we have a deal?”

Tactics: Unless the PCs attack him, D’thul will not
initiate combat, valuing their current skill and cunning
more than their shambling corpses. If they do attack
him, D’thul will send wave after wave of undead after
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them, until they die and join his clan. Statistics for
D’thul have not been provided because, as a CR 31
creature, he and his forces can easily defeat the PCs.
Should statistics for D’thul become necessary, consult
Faces of the Dead Lands.

Development: D’thul has no food or water but he can
spare gliders and their pilots to get the PCs out of the
Dead Lands. In order to do so, however, he will insist
they cut off the Black Thunder’s supply of new troops
- slaying the gristlers and destroying the iron ring in
the Tablelands. He will also insist on ensuring the PCs
follow through with the use of geas spells.

D’thul worries that no matter who controls it, the ring
gate will upset the balance of power in Chol and draw

in even more powerful interests than those of his rival
clans.

Should the PCs have further questions, DMs should
handle them on a case-by-case basis, but D’thul knows
the following;:

e They are in the Dead Lands, a place once known
as Ulyan.

e Every creature here is undead, and everything is
made of or covered in obsidian.

e  There is no food or water to be had here.

e He believes the PCs are from a place far to the
north, but wherever they are from, itisn’t here and
must be far away.

Concluding the Adventure

Once the PCs return, their employers will likely
wonder what took them so long and want to know if
the PCs learned the gristlers’ secrets (see Adventure
Hooks, above). Should the party tell their employer of
their trip to the Dead Lands, they are likely to be
amazed, incredulous, or both. Regardless, successful
completion of the original mission will bring payment
as appropriate.

Employers that were especially pleased with the
party’s performance might offer the PCs further job
opportunities (see Further Adventures, below).

Furtber Adventures

If the party manages to survive their jaunt in the Dead
Lands and escape, it was likely back through the
greater ring gate or over the Cliffs of Ulyan via glider.

If the PCs came to an agreement with Yughbo and the
Blacktooth Maw helped to secure the greater ring gate,
they will have agreed to cut off the Black Thunder’s
supply of new troops - slaying any of the remaining
gristlers and destroying the iron ring in the Tablelands.
Failure to do so will convince the undead ogre to use
the iron ring himself, sending disguised, intelligent,
human-sized undead to both act as his own gristlers
as spotters, attempting to locate the
treacherous PCs. Once they are located, strike teams
of undead ogres will begin attempting to eliminate the

and act
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party. By this point, it will be quite difficult to
dissuade Yughbo’s agents in the Tablelands and make
peace with the undead clan leader - the PCs will need
to work hard to find something more valuable to him
than revenge.

Should the PCs come to an agreement with The Razor,
they will likewise have returned through the iron ring,
having promised (possibly assured through the use of
geas spells) to restart delivery of new troops or some
other form of tribute once in the Tablelands. If the PCs
take on this responsibility themselves, they could find
it an onerous (but profitable) side business acting as
the Razor’s new gristlers. Moving from settlement to
settlement, disposing of (and sometimes creating)
dead bodies, and selling mysterious goods should
come naturally to any experienced adventurer. Should
they find others to act as the Razor’s agents, the PCs
may eventually find that their hirelings have grown
greedy and betrayed the party’s trust: perhaps
stepping their activities up to murder to increase
profits or abandoning the task altogether. Should
deliveries of tribute stop or fail to start, the Razor will
be quick to send agents (either through the iron ring or
up and over the Cliffs of Ulyan again) to resume
deliveries and punish the PCs.

If the PCs made a deal with D’thul and the Swift Death
clan, he, like Yughbo, will have required the PCs to
agree (though under geas) to eliminate any of the
Razor’s remaining gristlers and destroy the iron ring
within the Tablelands - cutting off the Black Thunder’s
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supply of new troops. While this will satisfy D’thul for
a time, eventually the Swift Death clan will be hard
pressed and he might contact the PCs for assistance
against his foes (either direct combat assistance or
perhaps with materials - glider parts and pilots). A
relatively fair and intelligent negotiator, however,
D’thul will offer to compensate the PCs for the efforts
with the same sort of finely crafted obsidian goods that
the gristlers were peddling. The undead raider lord
would not take it well, should the PCs decline his
offer...

In the event the PCs managed to escape the Dead
Lands on their own - surmounting the Cliffs of Ulayn
or leaving via some type of magic or psionics, the
Razor will eventually discover their identities and
proceed as if betrayed by the party. Furthermore, if the
PCs scaled the Cliffs of Ulyan on their own, D’thul’s
scouts will alert him to this fact and, intrigued by this
source of still-living creatures, he will begin sending
scouts on gliders out over the Cliffs to investigate the
Tablelands. While this may not amount to much, it
may also lead to a full-scale invasion of the southern
Tablelands by the Swift Death clan as a means to
augment their forces.

Should the PCs fail to escape the Dead Lands alive, that
may not be the end of their story. In the Dead Lands,
bodies do not lie quiet for long, with most reanimating
(within 24 hours), and the PCs will likely reanimate as
undead, perhaps even as Unbound (see the Unbound
template in Faces of the Dead Lands for more details).
Once reanimated, the PCs might continue attempting
to return home, or may choose to remain in and
explore the Dead Lands.

Once the PCs mission is completed, the local Veiled
Alliance might later ask the party for any possible links
between rumors of a new arcane power source -
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graycasting - and the undead of the Dead Lands. The
Veiled Alliance would likely be greatly concerned and
intrigued by the possible
ramifications of drawing spell energy from the Gray.

consequences and

If they believe the stories of a land of the dead, the
templars might later hire the party to procure some of
these ancient undead, thinking them a convenient
source of labor, bodyguards, or assassins. The
templars (and the PCs) will likely be in over their heads
trying to capture and enslave powerful undead
creatures, but that’s unlikely to stop an ambitious
templar or their pawns...er, um “allies’.

Local merchants and elven tribes will, of course, still be
intrigued by the source of the gristlers’ expertly-
crafted obsidian goods. Though dismayed by the
source being the Dead Lands, trade might be brokered
through third parties (i.e., the PCs). Both groups might
be a ready source of new gristlers, if necessary, though
such a situation might require a great deal of trust on
the part of the PCs - trust that may later turn out to be
misplaced.

Should The Gristler survive his encounter with the
PCs, his future plans will vary greatly, depending on
his circumstances.
possession of the greater ring gate, The Gristler will
carry on as if nothing had happened, continuing to
lead his contingent of elves or recruiting a new group
as appropriate. If the PCs destroy or keep the iron ring
for themselves, The
obligation to the Black Thunder clan at an end and
making a new unlife for himself in the Tablelands,
perhaps founding a raiding tribe of his own or
establishing himself as a new player in the Athasian
black market. Regardless of his actions, The Gristler
will keep an eye out for the PCs, and will take his
revenge upon them, given the chance.

If he somehow still retains

Gristler will consider his
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Appendix 1: Monsters & NPCs

Black Thunder Subordinate
Cavaliers CR 6

Male human Thinking Zombie Fighter 5
Chaotic Evil Medium Undead
Humanoid, Human)

Init: +3; Senses: Darkvision 60 ft; Listen +10, Spot +10
Languages: Goblin, Ulyanese

(Augmented

AC: 22, touch 14, flat-footed 19

(+3 Dex, +4 Nat, +4 armor, +1 Def)

hp 37 (5d12+5); Fast Healing 3

Resistances: Cold and Electricity 10

Immune: Turning, Undead Traits; Weakness: Phobia
(Water), Vulnerability to Blessed Elements

Saves: Fort +4, Ref +4, Will +1

Speed: 30 ft (6 squares)

Melee: Longspear +11 (1d8+7; 20/x3) or Claw +10
(1d4+5; 20/x2) or Bite +10 (1d6+5; 20/x2)

Full Melee: Longspear +11 (1d8+7; 20/x3) and Bite +5
(1d6+2; 20/x2) or 2x Claw +10 (1d4+5; 20/x2) and
Bite +5 (1d6+2; 20/x2)

Ranged: Comp. Shortbow +9 (1d6+5; Range 105 ft.;
20/x3)

Full Ranged: Comp. Shortbow +9 (1d6+5; Range 105
ft.; 20/x3)

Space: 5 ft.; Reach: 5 ft.

Base Attack: +5; Grapple: +10

Combat Options: Combat Reflexes (4/round), Disease
(DC 11), Mounted Combat, Mounted Archery,
Point Blank Shot, Ride-By Attack

Combat Gear: MW Composite Shortbow (+5), MW
Longspear, Obsidian Arrows 50x, Studded Leather
Armor +1; Zombie Crodlu

Abilities: Str 21, Dex 16, Con --, Int 12, Wis 10, Cha 9

SQ: Darkvision 60 ft., Fast Healing 3, Gray toughness
1, Immunity to Turning, Phobia (water), Resistance
to Cold and Electricity, Vulnerability to Blessed
Elements

Feats: Combat Reflexes, Far Shot B, Mounted Combat,
Mounted Archery, Ride-by Attack B Point Black
Shot B.
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Skills: Climb +9, Handle Animal +7, Jump +9, Listen
+4, Ride +11, Search +5, Sense Motive +4, Spot +8.

Possessions: 4,300 cp or Combat Gear plus: Psionic
Tattoo of Force Screen x2, Ring of Protection +1.
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Blacktooth Maw Reavers,
Lesser CR 5

Male Ogre Fael Barbarian 1

Chaotic Evil Large Undead (Augmented Giant)

Init: +1; Senses: Darkvision 60 ft.; Listen +13, Spot +11
Aura: -

Languages: Ulyanese Giant

AC: 27, touch 10, flat-footed 26

(-1 size, +1 Dex, +9+1 Nat, +4 armor, +3 shield)
hp 42 (5d12+10); Fast Healing 3
Damage Reduction: 10/magic
Immune: Undead Traits; Weakness: Craving
Saves: Fort +6, Ref +2, Will +1

Speed: 50 ft (10 squares)

Melee: Bite +11 (2d8+8; 18-20/x3) or Slam +11 (1d8+8)
or Touch +11 (by spell)

Full Melee: Slam +11 (1d8+8) and Bite +9 (2d8+4; 18-
20/x3)

Ranged: Javelin +4 (1d8+8; Range 30 ft.; 20/x2)

Space: 10 ft.; Reach: 10 ft.

Base Attack: +4; Grapple: +16

Combat Options: Power Attack, Rage (1/day; +4 Str,
+2 Will saves, AC -2), Rotting Touch

Combat Gear: Large Hide Armor +1, Large Heavy
Shield +1.

Abilities: Str 26, Dex 12, Con -, Int 8, Wis 10, Cha 12

SQ: Craving (flesh), Damage Reduction, Darkvision 60
ft., Fast Healing, Fast Movement, Gray Toughness
2, Rage, Skills, Undead Traits

Feats: Multiattack, Power Attack.

Skills: Climb +9, Intimidate +3, Jump +5, Listen +6,
Search +3, Sense Motive +4, Spot +6
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Possessions: 4,300 cp or combat gear plus: Amulet of
Natural Armor +1.

Rotting Touch (Su): The creature’s touch turns living
plants into a useless, rotting mess. Within hours of the
undead’s touch, plants wither and die, fruits become
inedible, and water even becomes sulfurous, dealing a
creature that drinks it 1d4 points of nonlethal damage
per gallon. The undead can make a touch attack
against a plant creature, dealing 1d4 points of damage
per CR (adjusted by special abilities and weaknesses).

Vulnerability to Blessed Elements (Ex): A thinking
zombie takes half again as much (+50%) damage as
normal from blessed elements.
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Crodlu, Zombie CR 1

Neutral Evil Large Undead
Init: +4; Senses: Darkvision 60 ft
Languages: —

AC: 18, touch 13, flat footed 14
(-1 size, +4 Dex, +5 Natural)

hp 29 (4d12+3)

Damage Reduction: 5/Slashing
Immune: Undead Traits
Saves: Fort +1, Ref +5, Will +4

Speed: 50 ft (10 squares)

Melee: Slam +6 (1d8+5) or Claw +6 (1d6+5)

Full Melee: 2x Slam +6 (1d8+5) and Bite +1 (1d8+2) or
2 claws +6 (1d6+5) and Bite +1 (1d8+2)

Space: 10 ft.; Reach: 5 ft.

Base Attack: +2; Grapple: +11

Combat Options: —

Combat Gear: None

Abilities: Str 20, Dex 18, Con --, Int —, Wis 10, Cha 1

S$Q: Damage Reduction 5/Slashing, Darkvision 60 ft.,
Single Actions Only

Feats: Toughness

Skills: —

Possessions: —

g P
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The Gristler CR 6

The Gristler, Elf Fael Rogue 5

Lawful Evil Medium Undead (EIf)

Init: +4; Senses: Low Light Vision; Listen +10, Spot +10
Aura: -

Languages: Elven, Common, Ulyanese

AC: 22, touch 14, flat footed 14; Uncanny Dodge
(+4 Dex, +4 armor, +4 natural armor)
hp 42 (5d12+10)
Damage Reduction: 5/magic;
Immune: Undead Traits; Weakness: Phobia (Insects)
Saves: Fort +1, Ref +8, Will +1; Evasion

Speed: 40 ft (8 squares)

Melee: Dagger +8 (1d4+2; 19-20/x2) or Bite +7 (2d6+2;
18-20/x3) or Claw +7 (1d6+2; 20/x2)

Full Melee: Dagger +8 (1d4+2; 19-20/x2) and Bite +5
(2d6+2; 18-20/x3) and Claw +5 (1d6+2; 20/x2)

Ranged: Crossbow +8 (1d8; Range 80 ft; 19-20/x2)

Space: 5 ft; Reach: 5 ft

Base Attack: +3; Grapple: +5

Combat Options: Combat Reflexes (4/round), Sneak
Attack (+3d6), Disease (DC 14, filth fever 50% or red
ache 50%)

Combat Gear: MW Dagger +1, MW Light Crossbow
with 50 obsidian bolts, Studded Leather Armor +1

Abilities: Str 15, Dex 18, Con -, Int 15, Wis 10, Cha 14

SQ: Damage Reduction, Elf Traits, Enhanced Ability
(feat), Evasion, Gray Toughness 2, Phobia (Insects),
Trap Sense +1, Trapfinding, Uncanny Dodge,
Undead Traits.

Feats: Combat Reflexes, Multiattack, Weapon Finesse.

Skills: Appraise +8, Bluff +10, Diplomacy +6, Disguise
+10, Forgery +4, Gather Information +8, Hide +10,
Knowledge (Local - Tablelands) +6, Listen +10,
Move Silently +10, Open Lock +6, Search +10, Sense
Motive +8, Sleight of Hand +8, Spot +10, Use Magic
Device +10

Possessions: 4,300cp or Combat Gear plus: potion-orb
of hide from undead, wand of acid arrow (13
charges, labeled), wand of inflict light wounds (5
charges, labeled), wand of magic missile (CL 5th,
20 charges, labeled), wand of shield (10 charges,
labeled); 10 cp.

Disease (Su): The undead’s natural attacks infect their
victims with a disease. A creature dealt damage by the
undead must make a Fortitude save or contract either
filth fever (50%) or red ache (50%).
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Gristlers, Elven CR -

Male or Female Elf Expert 1

Lawful Evil Medium Humanoid (EIf)
Init: +2; Senses: Low Light Vision
Languages: Elven, Common

AC: 14, touch 12, flat footed 12
(+2 Dex, +2 armor)

hp 4

Saves: Fort +0, Ref +2, Will +1

Speed: 40 ft (8 squares)

Melee: Heavy Mace +0 (1d8)

Ranged: Light Crossbow +2 (1d8; Range 80 ft; 19-20 x2)

Space: 5 ft; Reach: 5ft

Base Attack: +0; Grapple: +0

Combat Options: Combat Reflexes (2/round)

Combat Gear: Leather Armor, Obsidian Heavy Mace,
light crossbow with 10 bolts.

Abilities: Str 11, Dex 14, Con 11, Int 10, Wis 9, Cha 8

SQ: Elf Traits

Feats: Combat Reflexes

Skills: Bluff +3, Handle Animal +1, Listen +3, Search
+4, Sleight of Hand +6, Spot +3, Survival +3, Tumble
+6

Possessions: Combat Gear plus potion-orb of cure light
wounds
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The Lurking Blood CR 14

CE Gargantuan Ooze

Initiative: -5; Senses: Blindsight 60 ft.; Listen +21, Spot
2

Languages: -

AC: 4, touch 4, flat-footed 4

(-4 size, -2 Dex)

hp 290 (20d10+180)

Immune: Ooze Traits, Necromantic Ooze; Weakness:
Vulnerability to Sunlight, Vulnerability to Turning

Saves: Fort +15, Ref +4, Will +6
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Speed: 20 ft. (4 squares), Climb 20 ft.

Melee: Slam +20 melee (4d6+12 plus 3d6 Acid)

Space: 20 ft.; Reach: 20 ft.

Base Attack: +15; Grapple: +35

Combat Options: Acid (DC 29), Awesome Blow,
Constrict, Energy Drain (DC 29), Great Cleave,
Improved Grab, Power Attack

Abilities: Str 26, Dex 7, Con 28, Int 10, Wis 7, Cha 7

SQ: Blindsight 60 ft., Ooze Traits, Necromantic Ooze,
Split and Reform, Vulnerability to Sunlight,
Vulnerability to Turning,.

Blow, Cleave, Great Cleave,
Improved Bull Rush, Improved Natural Attack
(Slam) B, Iron Will, Power Attack, Weapon Focus
(Slam).

Skills: Climb +18, Hide +10, Listen +21, Move Silently
+21, Spot -2.

Advancement: 37-54 HD (Gargantuan)

Possessions: -

Feats: Awesome

Environment:
Marshes
Organization: Solitary

Treasure: None

Alignment: Always chaotic evil
Advancement: 37-54 HD (Gargantuan)
Level Adjustment: -

Underground Warm Aquatic or

Acid (Ex): The Lurking Blood secretes a digestive acid
that dissolves organic material and metal quickly, but
does not affect stone. Any melee hit or constrict attack
deals acid damage, and the opponent’s armor and
clothing dissolve and become useless immediately
unless they succeed on a Reflex save. A metal or
wooden weapon that strikes the Lurking Blood also
dissolves immediately unless it succeeds on a Reflex
save. The save DCs are Constitution-based.

The Lurking Blood’s acidic touch deals 21 points of
damage per round to wooden or metal objects, but the
ooze must remain in contact with the object for 1 full
round to deal this damage.

Constrict (Ex): The Lurking Blood deals automatic
slam and acid damage with a successful grapple check.
The opponent’s clothing and armor take a -4 penalty
on Reflex saves against the acid.

Energy Drain (Su): Living creatures hit by the Lurking
Blood’s natural attacks gain one negative level. For
each negative level bestowed, the Lurking Blood gains
5 temporary hit points. The Lurking Blood can use its
energy drain ability once per round.
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Necromantic Ooze (Ex): Due to the Lurking Blood’s
exposure to the negative energy of the Dead Lands, it
has gained traits normally associated with undead
creatures.

e Immunity to all mind-affecting effects (charms,
Compulsions, phantasms, patterns, and morale
effects).

e Immunity to poison, sleep effects, paralysis,
stunning, disease, and death effects.

¢ Not subject to energy drain.

Skills: The Lurking Blood has a +8 racial bonus on
Climb checks and can always choose to take 10 on a
Climb check, even if rushed or threatened.

Split and Reform (Ex): Slashing and piercing weapons
deal no damage to the Lurking Blood. Instead the
creature splits into two identical puddings, each with
half of the original’s current hit points (round down).
A pudding with 10 hit points or less cannot be further
split and dies if reduced to 0 hit points.

The Lurking Blood can recombine any or all of its
separated parts back into a single mass again as a Full-
round action.

Vulnerability to Sunlight (Ex): direct sunlight (or
magic which simulates sunlight), deals the Lurking
Blood 1d6 points of damage each round.

Vulnerability to Turning (Ex): the Lurking Blood can
be turned/rebuked as undead of its Hit Dice, but
cannot be not controlled or destroyed.
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Larking Clot CR 8

CE Large Ooze

Initiative: -1; Senses: Blindsight 60 ft.; Listen +11, Spot
-2

Languages: -

AC: 8, touch 8, flat-footed 8

(-1 size, -1 Dex)

hp 125 (10d10+100)

Immune: Ooze Traits, Necromantic Ooze; Weakness:
Vulnerability to Sunlight, Vulnerability to Turning

Saves: Fort +10, Ref +3, Will +1

Speed: 20 ft. (4 squares), Climb 20 ft.
Melee: Slam +6 melee (2d6-1 plus 1d8 Acid)

Space: 15 ft.; Reach: 10 ft.

Base Attack: +7; Grapple: +10

Combat Options: Acid (DC 22), Cleave, Constrict,
Energy Drain (DC 22), Improved Grab, Power
Attack

Abilities: Str 9, Dex 9, Con 24, Int 10, Wis 7, Cha 7

SQ: Blindsight 60 ft., Ooze Traits, Necromantic Ooze,
Split and Reform, Vulnerability to Sunlight,
Vulnerability to Turning.

Feats: Cleave, Improved Natural Attack (Slam), Power
Attack, Weapon Focus (Slam).

Skills: Climb +7, Hide -5, Listen +11, Move Silently +11,
Spot -2.

Possessions: -

Environment: Underground Warm Aquatic or

Marshes

Organization: Solitary

Treasure: None

Alignment: Always chaotic evil

Advancement: 11-30 HD (Huge); 31-54 HD
(Gargantuan)

Level Adjustment: -

Acid (Ex): A Lurking Clot secretes a digestive acid that
dissolves organic material and metal quickly, but does
not affect stone. Any melee hit or constrict attack deals
acid damage, and the opponent’s armor and clothing
dissolve and become useless immediately unless they
succeed on a Reflex save. A metal or wooden weapon
that strikes a Lurking Clot also dissolves immediately
unless it succeeds on a Reflex save. The save DCs are
Constitution-based.

A Lurking Clot’s acidic touch deals 21 points of
damage per round to wooden or metal objects, but the
ooze must remain in contact with the object for 1 full
round to deal this damage.

Constrict (Ex): A Lurking Clot deals automatic slam
and acid damage with a successful grapple check. The
opponent’s clothing and armor take a -4 penalty on
Reflex saves against the acid.

Energy Drain (Su): Living creatures hit by a Lurking
Clot’s natural attacks gain one negative level. For each
negative level bestowed, a Lurking Clot gains 5
temporary hit points. A Lurking Clot can use its energy
drain ability once per round.

Necromantic Ooze (Ex): Due to a Lurking Clot’s
exposure to the negative energy of the Dead Lands, it
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has gained traits normally associated with undead
creatures.

e Immunity to all mind-affecting effects
(charms, compulsions, phantasms, patterns,
and morale effects).

e Immunity to poison, sleep effects, paralysis,
stunning, disease, and death effects.

e Not subject to energy drain.

Skills: A Lurking Clot has a +8 racial bonus on Climb
checks and can always choose to take 10 on a Climb
check, even if rushed or threatened.

Split and Reform (Ex): Slashing and piercing weapons
deal no damage to a Lurking Clot. Instead the creature
splits into two identical puddings, each with half of the
original’s current hit points (round down). A pudding
with 10 hit points or less cannot be further split and
dies if reduced to 0 hit points.

A Lurking Clot can recombine any or all of its
separated parts back into a single mass again as a Full-
round action.

Vulnerability to Sunlight (Ex): direct sunlight (or
magic which simulates sunlight), deals a Lurking Clot
1d6 points of damage each round.

Vulnerability to Turning (Ex): A Lurking Clot can be
turned/rebuked as undead of its Hit Dice but cannot be
not controlled or destroyed.
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Soldier Kank (Domestic),
Zombie Bugdead CR3

NE Large Undead

Init: -1; Senses: Darkvision 60 ft., Tremorsense 60 ft.;
Listen +0, Spot +0.

Languages: -

AC: 14; touch 8, flat-footed 14

(-1 size, -1 Dex, +6 natural)

hp 13 (2 HD; 2d12)

Damage Reduction: 3/metal; Resistance: Fire 5
Immunities: Cold, Undead Traits

Saves: Fort +0, Ref -1, Will +3

Speed: 40 ft. (8 squares)
Melee: Bite +5 (1d8+7 plus poison)
Space: 10 ft.; Reach: 5 ft.
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Base Attack: +1; Grapple: +10
Combat Options: Improved Grab, Poison (DC 11)

Abilities: Str 20, Dex 9, Con —, Int —, Wis 10, Cha 1

SQ: Damage Reduction, Darkvision 60 ft., Immunity to
Cold and Electricity, to Fire 5,
Tremorsense 60 ft., Undead Traits.

Resistance

Feats: —
Skills: —

Improved Grab (Ex): To use this ability, a zombie
bugdead kank must hit with its bite attack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity.

Poison (Ex): Injury, Fortitude DC 11, initial and
secondary damage 1d6 Str. The save DC is
Constitution-based.

g P

Swift Death Scouts CR 6

Male and Female Human Zhen Rogue 2 / Psychic

Warrior 1

Neutral Evil Medium Undead

Humanoid, Human, Psionic)

Init: +5; Senses: Darkvision 60 ft., Low-Light Vision;
Listen +12, Spot +18

Aura: -

(Augmented

Languages: Classic Elven, Ulyanese

AC: 28, touch 14, flat-footed 24**
(+4 Dex, +4 armor, +10 Nat)

hp 23 (3d12+3); Fast Healing 3

Damage Reduction: 5/magic

Immune: Spells (Protection from Evil, Dispel Magic),
Undead Traits; Weakness: Cast No Shadow,
Vulnerability to Mind-Affecting Effects

Saves: Fort +2, Ref +7, Will +5; Evasion

Speed: 30 ft (6 squares); Obsidian Climb

Melee: Alhulak +5 (1d6+3; 20/x3) or Dagger +4 (1d4+3;
19-20/x2) or Slam +4 (1d8+3; 20/x2)

Full: Melee Alhulak +5 (1d6+3; 20/x3) or 2x Slam +4
(1d8+3; 20/x2)

Ranged: Lt. Crossbow +6 (1d8; Range 80 ft.; 19-20/x2)
or Javelin +5 (1d6+3; Range 30 ft.; 20/x2)

Space: 5 ft.; Reach: 5 ft. (10 ft. w/ Alhulak)

Base Attack: +1; Grapple: +4

Combat Actions: Point Blank Shot, Psionic Shot (+1d6),
Sneak Attack (+1d6)
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Combat Gear: Bolts x50, Javelin x6, Leather Armor +1
and cap, MW Light Crossbow (mounted on
Glider), MW Alhulak, Obsidian Dagger x6, Cholite
Glider (see Chapter 6 - New Magic Items)

Psionics: (ML 1st, 1 Power Point/Day)
Level 1: Metaphysical Weapon

Psi-Like Abilities (ML 3rd, DC Charisma Based): At
sight*, body body
equilibrium, catfall*, control light, elfsight**, false
sensory input®, psionic charm®, psionic daze*,
psionic suggestion®, ubiquitous vision**. ML = HD.
The save DCs are Charisma-based. *Power can be
augmented.

will —aura adjustment,

Spell-Like Abilities (CL 3rd, DC Charisma Based): At
will - whispering wind.

Abilities: Str 17, Dex 18, Con -, Int 12, Wis 16, Cha 13

SQ: Cast No Shadow, Damage Reduction, Darkvision
60 ft.,, Enhanced Ability (bonus feat), Enhanced
Senses, Evasion, Fast Healing 3, Gray toughness 1,
Low-Light Vision, Obsidian Climb, Spell
Immunity, Trapfinding, Undead Traits,
Vulnerability to Mind-Affecting Effects

Feats: Aerial Pilot, Dodge B, Point Blank Shot, Psionic
Shot B

Skills: Balance +9, Climb +8, Hide +8, Jump +8,
Knowledge (geography) +2, Listen +12, Move
Silently +8, Ride +9, Search +16, Sense Motive +11,
Spot +18, Use Rope +9

Possessions: 2500 cp or combat gear plus: psionic
tattoo of Psionic Levitate (ML 3rd), psionic tattoo of
know direction and location (ML 1st) x2.

—y P

Worker Kanlk, Exoskeleton
Bugdead CR 1

NE Medium Undead

Init: -1; Senses: Darkvision 60 ft., Tremorsense 60 ft.;
Listen +0, Spot +0.

Languages: -

AC: 12; touch 9, flat-footed 12

(-1 size, -1 Dex, +6 natural)

hp 6 (1 HD; 1d12)

Immunities: Cold, Undead Traits; Weakness: Brittle
Saves: Fort +0, Ref -1, Will +2
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Speed: 15 ft. (3 squares)

Melee: Bite +1 (1d6+1 plus poison)
Full Melee: Bite +1 (1d6+1 plus poison)
Space: 5 ft.; Reach: 5 ft.

Base Attack: +0; Grapple: +1

Combat Options: Improved Grab

Abilities: Str 12, Dex 8, Con —, Int —, Wis 10, Cha 1

SQ: Brittle, Darkvision 60 ft, Immunity to Cold,
Tremorsense 60 ft., Undead Traits.

Feats: —

Skills: -

Brittle (Ex): Bludgeoning weapons deal an additional
2 points of damage per die to exoskeleton bugdead.

Improved Grab (Ex): To use this ability, a zombie
bugdead kank must hit with its bite attack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity.

—y P

Xemokepper, Undead CR 9

NE Large Undead (Augmented Magical Beast,

Aquatic, Psionic)

Init: +5; Senses: Darkvision 60 ft., Low-Light Vision,
Scent; Listen +11, Search +9, Spot +17

Aura: -

Languages: -

AC: 27; touch 10, flat-footed 26**

(-1 size, +1 Dex, +17 Nat)

hp 30, usually 60 (8 HD; 8d12+8); Fast Healing: 3

Damage Reduction: 15/magic; Turn Resistance (+2; as
10 HD undead)

Immune: Undead Traits; Weakness: Vulnerability to
Mind-Affecting Effects

Saves: Fort +9, Ref +7, Will +7

Speed: 20 ft., Swim 30 ft.; Obsidian Climb

Melee: Tentacle Slam +14 (1d8+7) or Bite +14 (1d8+7)

Full Melee: 2x Tentacle Slam +14 (1d8+7) and Bite +9
(1d8+3)

Space: 10 ft.; Reach: 10 ft.

Base Attack: +8; Grapple: +27

Combat Options: Constrict (2d6+10), Improved Grab,
Trample (DC 21; 2d6+10)
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Psi-Like Abilities: At will - aura sight®, body
adjustment®, body equilibrium, catfall*, control
light, elfsight**, false sensory input*, psionic
charm*, psionic daze*, psionic suggestion®,

ubiquitous vision™*. ML = HD. The save DCs are

Charisma-based. *Power can be augmented.

Abilities: Str 25, Dex 12, Con 17, Int 5, Wis 14, Cha 18
SQ: Amphibious, Damage Reduction, Darkvision 60
ft, Enhanced Senses**, Fast Healing 3, Gray
Toughness, Low-Light Vision, Obsidian Climb,
Scent, Turn  Resistance, Undead
Vulnerability to Mind-Affecting Effects.
Feats: Improved Initiative, Iron Will, Track.
Skills: Hide +6(+20), Listen +11, Search +9, Sense
Motive +10, Spot +17, Survival +4, Swim +15.

Traits,

Environment: Warm Aquatic or Marshes
Organization: Solitary or pair

Treasure: None

Alignment: Always neutral

Advancement: 9-16 HD (Large); 17-24 HD (Huge)
Level Adjustment: -

Amphibious (Ex): Xemokeppers can breathe both air
and water, although they rarely travel more than a few
feet from the water’s edge.

Constrict (Ex): With a successful grapple check, a
xemokepper can crush a grabbed opponent, dealing
bludgeoning damage equal to bite damage of one size
category larger (1d8 @ Large — 2d6 @ Huge) plus 1.5x
its Strength modifier.

Improved Grab (Ex): If a xemokepper hits an
opponent that is at least one size category smaller than
itself with a tentacle attack, it deals normal damage
and attempts to start a grapple as a free action without
provoking an attack of opportunity. If it gets a hold, it

57

also constricts in the same round. Thereafter, the
xemokepper has the option to conduct the grapple
normally, or simply use its tentacle to hold the
opponent (20 penalty on grapple check, but the
xemokepper is not considered grappled). In either
case, each successful grapple check it makes during
successive rounds automatically deals tentacle
damage. Xemokeppers have a +8 racial bonus on

grapple checks

Scent (Ex): In either air or water, a xemokepper can
detect approaching enemies, sniff out hidden foes, and
track by sense of smell.

Skills: A xemokepper has a +8 racial bonus on any
Swim check to perform some special action or avoid a
hazard. It can always choose to take 10 on a Swim
check, even if distracted or endangered. It can use the
run action while swimming, provided it swims in a
straight line. A xemokepper receives a +20 bonus on
Hide checks submerged in silt/mud
(underwater) or water (against land-bound foes).

when

Trample (Ex): When trampling, a xemokepper deals
bludgeoning damage equal to bite damage of one size
category larger (1d8 @ Large — 2d6 @ Huge) plus 1.5x
its Strength modifier, with a DC (10 + %2 HD + Str
modifier) Reflex save for half damage.

Zhen: Zhen that were not originally a Giant,
Humanoid or Monstrous Humanoid are possible but
have some differences from humanoid Zhen:

e Turn Resistance +2: Non-Humanoid Zhen are
harder to Turn/Reubke than one might expect.
This replaces the Rebuke Undead ability.
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Appendix 2: New Feats & Items

New Feats

Aecrial Pilot [General]

You have spent countless hours riding flying creatures
and/or piloting personal flying devices, such as the
gliders Cholite Marauders use.

Benefit: You gain a +5 bonus to Ride checks when
riding a flying mount. You may also use Ride checks to
pilot personal flying devices, you do not take non-
proficiency penalties when flying with such devices,
and you do not automatically plummet if you fail a
Ride check while flying such devices. (see the Cholite
Glider entry in Ch10 Part 2 — New Magic Items.)

Normal: You take a -10 penalty to Ride checks to pilot
a glider, and you plummet if you fail a Ride check to
pilot a glider.

New Items

Cholite Glider

(from Faces of the Dead Lands)

Cholite gliders provide a clear example of how far
Ulyanese technology advanced before the Cleansing
Wars and Boiling Ruin destroyed everything. Skin
membranes stretch over a complex lattice of bone
wings controlled from a backpack like leather harness
with connected pulleys.

Riding Air over Dead Glass

When not in use, the wings can be disassembled and
contained within a large backpack but with about 10
rounds of assembly, the glider achieves its full
wingspan of 20" of leather, bone, and skin. Resembling
pterrax wings, the psionically empowered gliders are
far stronger than their base materials would normally
allow.

Taking off, controlling and landing a glider involve
making a Ride check. A failed Ride check may send the
glider in a random direction (ST determines, roll 1d8 to
determine their new facing) and causes them to lose
10-30 feet per round (1d3 x 10) until they make another
successful Ride check. A failed takeoff or landing check
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results in a crash, causing 3d6 damage to both the pilot
and the glider and stunning the pilot for 1d6 rounds.

Without the appropriate training (via the Aerial Pilot
feat, see Ch10 Part 3 — New Feats), users who have been
shown or puzzled out the basic use of a glider suffer a
-10 penalty to their takeoff, control, and landing
checks. Failure of any Ride check will result in the
novice falling from whatever height they reached,
inflicting falling damage (1d6 points of damage for
every 10 feet fallen, to a maximum of 20d6) to the pilot
and glider, possibly destroying the glider on impact.
Due to centuries of practice and training the undead of
the Cholite Marauders do not suffer these penalties.
Trained pilots fly the glider with Average
maneuverability, untrained pilots can only achieve
Poor maneuverability.

Given typical wind speeds of 10-30 mph along the
smooth obsidian plains and low hills of the Dead
Lands, it is possible for a human-sized (Medium)
glider pilot to achieve standing takeoff through the use
of levitation or flight effects and a successful Ride check
(DC 20), or by being pulled along behind a mount or
vehicle, often cavalry or a chariot (Ride check, DC 15).

Any magic or psionics that controls wind or moves a
body (including levitate) can be used to add additional
forward or upwards propulsion. Flying with the wind
(DM discretion) causes the glider to not lose altitude,
flying against the wind requires a DC 20 Ride check,
and causes the glider to descend an extra 10 feet per
round, though psionic or magic lift negates this loss of
altitude.

Typically, a glider pilot rises on the wind, floating
upwards and backwards (30 feet up and 5 feet back per
round) until they’ve reached a height of at least 90-150"
(which will typically take 3-5 rounds), though for long
journeys they may rise as high as 1,000". After reaching
the desired altitude, the glider flies with a forward
movement speed of at least 60" per round while losing
10" of height, but they can choose to increase this to as
much as 120" per round while losing 20" of height.

Aerial Battles

While in flight, a glider pilot can attack with one-
handed ranged weapons or ranged spells or powers.
Ranged weapons may also be mounted on the glider
for use by the pilot. All ranged attacks made while
piloting a glider suffer a -2 penalty (possibly offset by
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the +1 bonus on melee attacks for being on higher
‘ground’). The pilot is considered to have Soft Cover,
providing a +4 bonus to AC but no bonus on Reflex
saves, nor allowing the pilot to make a Hide check.

The pilot can choose to dive bomb targets with melee
weapons if they wish, which is treated as a Charge. The
Cholite Marauder gains a +4 bonus to Move Silently
checks to attack from surprise in this way.

Glider pilots can also attempt to “snatch” targets off
the ground (see the Glider Snatch feat, see Ch10 Part 3
— New Feats). Due to centuries of practice and training
the undead of the Cholite Marauders do not suffer
these penalties.

The gliders have been psionically hardened to an AC
of 18 (plus the pilot’s Dexterity bonus), a hardness of 5
and they can suffer 30 points of damage before being
rendered unable to fly. Some of the most skilled raiders
have figured out how to produce superior gliders
reinforced with better materials, psionics, and/or
magic. These gliders may have ACs as high as 25, as
many as 60 hit points, and a hardness of 10. The
techniques of constructing, hardening, and repairing
these gliders is a jealously guarded secret preserved by
oral tradition amongst the Cholite Marauding tribes.

While gliders are specifically enhanced to be harder to
tear, they are not meant to be used during glass storms.
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Gliders are considered to have a hardness 20 against
most environmental effects but have hardness 0
against glass and obsidian storms.

Cost 900 cp.

Greater Ring Gate

Minor Artifact

Greater ring gates function much like standard ring gates
but are much more powerful. Like ring gates, they
always come in pairs — two iron rings, normally each
about 10 feet in diameter, but the rings may be
anywhere on the same plane of existence to function.
Whatever is put through one ring comes out the other,
and an unlimited amount of material can be
transferred each day. Like ring gates, these devices
allow for instantaneous transport of items, creatures,
messages, and even attacks. A character can reach
through to grab things near the other ring, or even stab
a weapon through if so desired. Alternatively, a
character could stick his head through to look around.
A spellcaster could even cast a spell through a ring
gate. Each ring has an "entry side" and an "exit side,"
both marked with appropriate symbols.

Strong conjuration; CL 20th; Weight 200 Ib. each.


https://www.d20srd.org/srd/combat/combatStatistics.htm#reflex
https://www.d20srd.org/srd/combat/combatStatistics.htm#reflex
https://www.d20srd.org/srd/combat/combatStatistics.htm#reflex
https://www.d20srd.org/srd/skills/hide.htm
https://www.d20srd.org/srd/skills/hide.htm
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A Fool’s Errand for the
Tobr-Kreen

The Bugdead Cycle, part 1

A Darly Sun 3.5¢ adventure module for four 12th-level characters

A tobr-kreen sage has requested the PC’s aid. Having heard tell of ancther
race of sentient insectoids, be wishes to investigate these rumeors and will
explore deep into the unfamiliar territory of the Dead Lands to do se...
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Introduction

A Fool’s Errand for the Tohr-Kreen is a short D&D
adventure for four 12th-level player characters (PCs).
Consult the Scaling the Adventure sidebar for ways to
modify the scenario for higher or lower levels of play.

Characters that are or are not familiar with or the Dead
Lands may be used in this scenario. It is set in the
DMs
are encouraged to adapt some of the details to their
players and campaign.

southern Tablelands and western Dead Lands.

Developer’s notes

The initial concept for this “Apocalypse Now” style
adventure was easy to come up with, but the details
required to make this adventure have the correct feel
required a lot of research into all different sources of
canon and fanon for the kreen. Fortunately, we found just
the right writers to make this happen—Henry Giff’s
writing and insights really helped these characters come
alive. -|]M

Preparation

You (the DM) will need the 3rd edition revised D&D
core rulebooks, including the Player’s Handbook, the
Dungeon Master’s Guide, and the Monster Manual, as
well as the Expanded Psionics Handbook. This adventure
also uses material from Faces of the Dead Lands, Secrets
of the Dead Lands, Terrors of the Dead Lands, and the Dark
Sun 3.5 conversion rulebook from Athas.org, but all
necessary rules are already included.

Adventure
Background

With the opening of the Great Rift, the Kreen Empire
has become more ambitious in its explorations of the
lands above the Jagged Cliffs. Its scouts and explorers
have become aware of the Dead Lands and are
determined to learn more. Although Kreen abhor the
undead, the more curious among Kreen society
recognize that the Dead Lands may contain a wealth of
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knowledge — if only they can find a way to safely
explore it.

Agents of the Kreen have become aware that deep in
the Dead Lands there are new types of undead insects,
some of which seem to be intelligent. They have begun
planning an incredibly dangerous expedition to learn
the secrets of these hereto unknown insect-folk.

Led by a zik-chil “priest of change” and making use of
several of their tohr-kreen (zik-trin’ta) scouts already
in the Tablelands, the Kreen have already made several
disastrous forays into the Dead Lands. The Dead
Lands are incredibly treacherous for kreen, as the
reanimation into undeath renders them murderously
berserk. Therefore, the Kreen are seeking the assistance
of non-insectoid mercenaries.

Overview

A very rare visitor has come looking for the PCs. One
of the most senior sages of the Kreen Empire has
explicitly requested the PC’s aid, having heard tell of
another race of sentient insectoids who may possibly
be long lost distant relatives of the Kreen, and must see
them for himself. Unfortunately, this involves a
dangerously deep dive into the unfamiliar territory of
the Dead Lands...

This adventure can be an introduction to the Dead
Lands for PCs who have never ventured there, or it can
be used as a return trip to introduce new areas of the
Dead Lands and especially the bugdead.

Designed to occur after the events of Free Year 10, the
adventure ties in with the increased exploratory
activity of the Kreen Empire. PCs may or may not
know much about the Kreen Empire, but the
adventure should work either way. If the PCs have not
previously encountered the Kreen Empire, this
adventure will give them awareness of the complexity
and intrigue in the Kreen Empire but can be run so that
it spoils very little about that world.

In Part I, the PCs are introduced to a number of
individuals from the Kreen Empire, including the great
tohr-kreen scientist Tet’ka’cha, all of whom are
traveling to the edge of the Dead Lands to mount a
scientific expedition. They will face a brutal desert
ambush and encounter a thri-kreen tribe that hunts
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Glossary

A number of tohr-kreen and thri-kreen names and
words are used throughout this adventure. Here is
a helpful glossary to keep them straight:

e Tet'ka'cha, the tohr-kreen scientist who
recruited the PCs for the expedition

e  Zerchakak, a taciturn tohr-kreen psionicist
who accompanies the PCs into the Dead
Lands

e Jalath’gak, a creature resembling a giant
mosquito or fly with a 20-foot wingspan

e Tondi, an unusual subspecies of purple thri-
kreen

e Hak’trin, undead thri-kreen

e Hak’dre’kalak, a pack of thri-kreen living
near the Dead Lands who have devoted their
lives to hunting undead

e  Zik’'chil, the mysterious and extremely
powerful priests of the kreen empire.

e S’thag Zagath, an ancient race of crab-like
beings, the Zagath are the secret rulers of the
Buglands and leaders of the bugdead.

e Ahnthyarka, a powerful undead S’'thag
Zagath necromancer and ruler of the bugdead
of the Shale Lands

Should the DMs need more words, consult Thri-
kreen of Athas for a more complete lexicon.

undead before confronting an evil necromancer who
possesses some knowledge of the Dead Lands.

In Part II, the PCs visit the kreen encampment, a base
camp for the scientific expedition that they have been
hired to support. Here they will formulate a plan to
enter the Dead Lands (the kreen are in favor of making
a flying entrance) and travel first to Small Home which
the Kreen mistakenly believe may be a place of refuge.

In Part III, after finding an unexpected resting place,
the PCs travel onward to the Shale Lands. Here, they
will experience a shocking betrayal, enroute to
encountering Ahnthyarka, the powerful leader of the
Shale Lands” bugdead, who will present the PCs with
an unthinkable dilemma if they want to escape the
Dead Lands alive.

Adventure Hooks

As DM, you know best how to involve your players
and their characters in an adventure. This adventure is
designed to begin at a waypoint just east of Celik,
although it may take some effort for the PCs to get
there. You can use the following adventure hooks to
spur your imagination, modifying them as necessary
to make them appropriate for the characters’ interests
and activities.

* As a fairly high-level party, the PCs may have
already made powerful thri-kreen allies. If so,
perhaps one of these thri-kreen reaches out to the
PCs because he believes they would be well-suited
for an important mission, and encourages them to
rendezvous with an important leader amongst his

Scaling the Adventure

A Fool’s Errand for the Tohr-Kreen is designed for a party of four 12th-level adventurers, but it can be easily modified
to present an appropriate challenge for parties of different sizes or levels.

Consider adapting the adventure for PCs of average levels 7 to 11 by adding effective positive or negative levels to
the creatures in each encounter to change their effective Challenge Rating. A creature takes the following
penalties/bonuses for each positive/negative level it has gained:

+/-1 on all skill checks and ability checks.
+/-1 on attack rolls and saving throws.
+/-5 hit points.

each negative level).

e If the creature casts spells, she gains/loses one spell slot of her highest-level spells. (If she has more than
one spell at her highest level, she chooses which she gains/loses.) In addition, when she next prepares spells
or regains spell slots, she gets one more/less spell slot at her highest spell level. If the creature is a
manifester, she gains/loses enough power points to manifest her highest-level power once.

+/-1 effective level (wWhenever the creature’s level is used in a die roll or calculation, reduce it by one for
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people, the tohr-kreen Tet’ka’cha at the waystone
on an appointed day.

®  Perhaps the party has signed on as caravan guards
for ajourney to Celik. Upon arrival they learn that
a request has been made for hearty adventurers to
undertake a lucrative quest. They are instructed to
meet the tohr-kreen at the waystone on an
appointed day.

¢  Perhaps the PCs hear rumors in their travels that
a call has been put out for mercenary support, but
that no group in Celik has been found suitable.
This should be an intriguing rumor, as Celik is

known for tough adventurers, and rumors will
also say that the offered purse is supposedly
getting quite large.

e If the party has already ventured to the Dead
Lands, Tet'ka’cha will have specifically sought
them out for their knowledge of the Dead Lands
and is looking for partners with experience for his
expedition.

Part 1: The Journey South

The adventure begins when the heroes meet at the
rendezvous point. Their instructions are unusually
specific — to meet 600 yards to the south of Waystone
11, a relatively well-known landmark on the road from
Verdant Promise Oasis to Celik. If it is the Year of
Priest’s Contemplation (FY 12), there is a visible lunar
conjunction on the evening of the 26th of Fortuary,
which would be an excellent date for the rendezvous,
but the meeting can be set in any year and on any date.
A party with good directions or working knowledge
about the route to Celik should be able to locate the
spot without trouble.

Waystone 11

Waystone 11 is an ancient, round, 10-foot-tall plinth of
stone, standing alone in the southern deserts of the
Tablelands. Made from basalt and carved with only
“Waystone 11”7 in what has been identified as an
ancient manner of rendering the Common script.
Waystone 11 has become a familiar and convenient
landmark for those traveling to or from Celik. Located
a little less than 10 miles south from Verdant Promise
Qasis, it provides no shade and stands near no source
of water.

Magic and psionics, if used (and have been, over the
centuries), will reveal that it was the 11th waystone
marker on the route between the cities of Indrunay and
Taurangis and was placed more than 2000 years ago.
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1) The Rendezvous (EL -)

You reach Waystone 11 and turn south into the
desert. Though the sun set several hours ago, the
sky is clear and bright: the twin moons of Ral and
Guthay, crescents this particular evening, are
slowly edging toward each other in the sky and
clearly illuminating the sandy ground below in pale
golden light. There are obvious trail signs showing
that others have recently trod this path. Fresh
footprints and wagon tracks plainly lead south from
the way post, and a wisp of smoke from a campfire
can be seen directly to the south.

Keen-eyed PCs can discern (Spot or Survival check, DC
18) that the smoke is likely from a source about 600
yards away. As the PCs might know (past experience
or a Knowledge - Nature check, DC 14), that seems
somewhat odd, as the kreen don’t typically make
campfires, but tohr-kreen (Knowledge - Nature check,
DC 18), like the one they are set to meet this evening,
are different than their thri-kreen brethren: more
civilized, in the eyes of non-kreen at least. As they
draw nearer, it soon becomes apparent to the PCs that
the fire was not set by kreen at all.

When they arrive at the rendezvous spot, the PCs may
be surprised to discover two other adventuring parties.
The first is a group of five dwarven ex-gladiators led
by Vibia: a female dwarf and one-time champion of
Balic’s Criterion arena who escaped to Celik years ago.
The second party is a more motley crew; conversation
reveals them to be from Raam originally: a half-elf
preserver (Mumtaz), a dwarven Earth cleric (Jahan),
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two human brother-and-sister thieves (rogues,
Tradvam and Lanath) and a halfling fighter (Plool).

The PCs may suspect that these adventuring parties
have also been summoned to meet the tohr-kreen — this
is in fact correct — and if they approach the two other
groups on this basis, they will receive a cautious but
non-hostile welcome. Of course, the parties’ reactions
depend on how the PCs approach them. The PCs will
likely be able to assess (Sense Motive, DC 20) that both
parties are not novices, but that aside from Vibia, they
are mostly less experienced than the PCs.

If the party engages in conversation with the two
groups, they could learn the following;:

e They have also been summoned to undertake a
dangerous quest or mission for a tohr-kreen.

e They know that the mission is likely to have a
lucrative purse.

e They believe the mission is to go far to the south.
Both groups have heard various rumors about the
south: It is extremely deadly. It is extremely hot. It
is extremely cold. Older adventurers say that the
south used to be empty, but that now there are
increasing rumors of activity in the region.
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e  The other parties are largely not thrilled about the
idea of teaming up. Each believes they’ll be able to
handle the mission without help.

If any PC has been keeping guard, they will eventually
realize that the parties are being watched at a distance
by a pack of thri-kreen. If there are no guards, then the
party will be surprised by the appearance of a pack of
thri-kreen atop a nearby dune. Regardless, Tet'ka’cha
has arrived.

A pack of about a dozen thri-kreen silently stand
atop a nearby dune. Even at this distance, the
campfire dances across the facets of their inscrutable
insect eyes. When they cease milling about, one
creature clearly stands above the rest. It is not just
his size, though he is nearly two feet taller than the
others, nor the elaborate backpack he wears, nor the
fact that the other thri-kreen watch him for
guidance that sets him apart. His bearing sets him
apart, making it obvious to even the uninitiated that
he is the type of creature known as tohr-kreen, a
mantis noble, as some even have called them.
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While the eyes of the thri-kreen never waver from
those of you around the campfire, the tohr-kreen
looks toward the sky, studying the arc of the moons
and staring at the constellations. He abruptly
reaches down with one of his central arms and his
claws shoot into the sand, grabbing a small lizard.
He studies the creature briefly, then sets it down
and looks back at the campfire, almost as if he’d
forgotten it was there for a moment.

The thor-kreen slowly approaches and calls out to
the groups: “Thank you for gathering here this
evening.” Though his voice is unmistakably that of a
mantis-folk, he speaks the common tongue as smoothly as
any kreen youve ever heard. “I am Tet'ka’cha. It is I who
have summoned you here, for I need aid on the most
important expedition I've ever undertaken.”

When Tet'ka’cha has finished introducing himself,
proceed to Encounter #2 — An Unusual Commission,

below.

2) An Unusual Commission
(EL-)

Tet’ka’cha will explain his mission. He is part of a great
scientific expedition that, he believes, is on the cusp of
discovering a new species of insect-folk. He believes
this expedition is of incredible importance.
Unfortunately, the mission has proved especially
treacherous for kreen, and he is in need of humans and
demihumans to support the expedition. The reason, he
will say, is they have encountered a strange type of

necromantic magic that makes kreen go insane.

When asked about payment, Tet'’ka’cha will reveal a
bag of gems - one gem each for everyone assembled -
each worth 5000 cp (Appraise check, DC 15 to confirm)
to those who agree to accompany him on this journey,
with the promise of much more to come upon

completion.

The journey will have two parts: First, they must
venture far to the south, about 80 miles south of Celik,
to where the kreen have a base camp for their
explorations. Along the way, Tet'’ka’cha must meet up
with some companions who are joining the expedition
from the West. Tet'ka’cha will explain that he hopes to
gather some additional information on his way to the
encampment. Then, at the base camp, they will
develop a detailed plan to investigate the new species

of insect-folk.
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He will encourage the groups to take a moment to
decide whether they want to participate. Proceed to
Encounter #3 — Dune Reaper Assault, below.

3) Dune Reaper Assault
(EL 13+)

Dune Reaper, Drone (CR 6) 5x — See Appendix
Dune Reaper, Warrior (CR 7) 2x — See Appendix

Dune Reaper, Matron (CR 8) 1x — See Appendix

The party of dwarves wander about 100 paces to the
east, while the Raamites venture about 100 paces to
the west, so that everyone can discuss the tohr-
kreen’s offer. Suddenly, as everyone is deliberating,
a howl pierces the night sky to the east. Then
another, and another. One of the Rammites yells
out: “Sand howlers!”

The dwarves snap to attention, as do the kreen, and
everyone watches the eastern dunes as the howls
continue. After a few minutes, with all other eyes
focused east, Tet'ka’cha abruptly spins around and
emits a series of loud clicks and whirrs. A warning
- but one sent too late. Behind the thieves from
Raam, who had slunk back as far as possible from
the howls, two enormous creatures leap from
behind the dunes with a burst of sand.

Heads whip around and the giant mandibles and
sword-like limbs of the two creatures are visible as
they fall upon the rogues, mauling them before they
can even grab the blades at their sides. The howls of
the sand howlers are joined by the fearsome wail of
the blade-limbed creatures, creating an awful
chorus, a desert dirge.

More wails join the chorus from over the dune, as
further creatures come into view.

The blade-limbed creatures are dune reapers and the
Rammite thieves are dead. No sand howlers have
made an appearance to the east, but a large pride of
dune reapers has attacked from the west.

Tactics: The dune reaper pack consists of the
following:

e The two warriors that attacked the thieves
(Tradvam and Lanath) and five drones that are
moving to surround the Raamites to the west. It
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will take quick action to save this group from
death — with two of their number dead, they are
already outnumbered. Dune reapers are faster
than dwarves and halflings, so only the half-elf
preserver can possibly run away.

e Two warriors and five drones that will charge
toward the dwarves to the east

e Three warriors and seven drones attacking the
thri-kreen pack to the south.

e Two warriors and five drones that will charge the
PCs.

The DM can run this combat however they like and
should of course adjust based on how the PCs respond,
but the following outcomes are likely: (Note that no
sand howlers will ever appear; more on that later.)

¢ Round 1: The Raamites are immediately engaged
in combat and outnumbered. The half-elf
(Mumtaz) will retreat toward the PCs, but the
dwarf (Jahan) and halfling (Plool) are not fast
enough to escape and are immediately attacked.

e Round 2: The PCs, dwarves, and kreen will have
this last round to prepare before the reapers are
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upon them. The thri-kreen launch a barrage of
chatkchas at the dune reapers approaching them.
Tet’ka’cha throws a vicious kyorkcha but can also
be witnessed looking away from the approaching
reapers and studying the dunes to the south.
Round 3: Of the Raamites, the halfling Plool is
likely dead. One dune reaper warrior and its two
drones have turned upon the dwarf, while the
others chase the half-elf back toward the center of
the melee. This round, the reapers crash into the
dwarves, thri-kreen and the PCs, and the battle
likely begins in earnest.

Round 4: Full-fledged combat from all parties.
Round 5: If the PCs have not moved to assist, one
dwarf gladiator will have fallen. The PCs are likely
too occupied with their own set of attackers to
support the other groups. Tet’ka’cha will call out:
“The pride is led by a matron, we must find her and
stop her. She is just beyond this southwestern dune.”
From here, the PCs actions can greatly affect the
outcome of the battle. It will take Tet'ka’cha two
rounds to get a line of sight on the matron unless
the PCs find a way to attack her first. When he first
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is able to see her, he will attack with his kyorkcha
and then charge upon her with his gythka. When
hit by the kyorkcha (or direct attack from the PCs)
the matron will call all her warriors and drones to
her defense. This will allow everyone else to attack
the flanks of the dune reapers for a round or two.

Development: If the matron is killed, the remaining
dune reapers may flee or continue to fight (as the DM
wishes, depending on the PCs’ status).

In the absence of specific PC heroics to save the other
groups, it’s likely that only Vibia and one or two other
dwarves have survived. Tet'ka’cha should survive the
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encounter. He’s faster than the dune reapers and if
grievously injured, he can leap to a safe distance and
continue to make attacks with his kyorkcha.

The PCs will now likely (Listen or Wisdom check, DC
5) realize that the howls of the sand howlers have
ceased and no such beasts were ever encountered. (If

they choose to look, they will discover no sand howler
tracks.)

Tet'’ka’cha and the thri-kreen will become engaged in
a vigorous, clicking conversation.
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You stand amid the mangled bodies of the dune
reapers, tending wounds and assessing the extent of
the damage and destruction. Tet'ka’cha approaches
and speaks:

“This is very unusual. Dune reapers are known for lying
in wait to attack, but not for making surprise attacks.
They are not particularly quiet beasts when they move,
but the constant howls of a pack of sand howlers are loud
and constant enough that they could cover the reapers
approach. It was as if the sand howlers and dune reapers
were acting in coordination, but this is inconceivable. The
sand howler, despite its somewhat canid appearance, is in
fact, more closely related to lizards...”

Tet'’ka’cha rambles off into a long-discursive
discussion of the ecology of sand howlers and dune
reapers, noting details like that dune reapers are
matriarchal while sand howlers are led by the
largest male. He goes on this way for some time,
concluding with the thought that “...and the sand
howlers, I would think, would be easier prey for the
dune reapers than we are, so it's perplexing they
wouldn’t have gone after them.”

One of the thri-kreen, probably the leader of the
remaining pack, will interrupt in broken common.
“Tet’ka’cha know much. I know little. I know this. Reaper
beasts followed from south. Reaper beasts live south.
Reaper beasts no live here. South is death. I protect my
clutch now. We no return to this place. People here - your
clutch now. Protect Tet'’ka’Cha.”

The PCs may recognize this as an unusual exchange.
The thri-kreen clearly revere the great tohr-kreen, but
they are determined to depart, and he will allow them
to do so. He will help tend to the wounded thri-kreen
before they depart, and he will not discourage the PCs
from speaking to the thri-kreen if they wish. They may
learn the following;:

e Tet'’ka’cha insists that they must head south
immediately. He will explain that they have a
journey of 80 miles ahead of them and cannot have
any delays. He may momentarily forget that non-
kreen need sleep (“Oh yes, of course, sleep” will
begin a long digression about species that do and
don’t sleep) but he will strongly insist that they
attempt to travel at least five miles tonight before
resting.

o Tet'ka’cha will reveal that he and the party must
meet a traveling companion in two days’ time, 30
miles away. (This is an easy trip for a kreen but
only just doable for the PCs.)
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o  The thri-kreen do not know much that is of use to
the PCs but they will tell them that the south is a
land of death. They have resolved to never go
back. They encountered dune reapers in the south,
yes. “The south is evil. Much worse things there
than just dune reapers. Much worse. Evil. Death.”
The thri-kreen do not know the word in the
common tongue, but Tet'’ka’cha will translate
what they are trying to say: “abomination.”

e Vibia and any surviving dwarven gladiators will
offer to accompany Tet’ka’cha and the PCs, as will
the Rammite half-elf and dwarf, if they survived.
But they will not insist; if the PCs do not want their
help, they will instead return to Celik.

e  The fallen Rammites and dwarves have no magic
items, but do have a small selection of mundane
weapons and armor. The Raamites wagon, which
has sustained heavy damage, contains a 50-gallon
ceramic jug of water. The crodlu that was
harnessed to the wagon has disappeared, and
probably fled into the desert during the combat.
The wagon could be repaired (Craft - Carpentry,
DC 20) and used if other draft animals could be
found.

o To those who agree to begin the journey,
Tet’ka’cha will offer the PCs the “first installment”
of payment — a ruby worth 1000 cp (though there
will be no opportunity for quite some time to
spend any of it).

Assuming the PCs agree to the commission, proceed to
Encounter #4 — South of Celik, below.

Possible survivors from the
other parties

Vibia, 11th-level female dwarf gladiator
Philo, 7th-level male dwarf gladiator
Sabina, 7th-level female dwarf gladiator
Mumtaz, 8th-level half-elf
preserver

e Jahan, 9th-level dwarven Earth cleric

female
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4) South of Celils (EL -)

The first leg of the journey to the south is an
opportunity for a DM to use a random desert
encounter, but they may wish to keep the initial foray
into the Endless Sand Dunes uneventful. As Tet'ka’cha
is a highly skilled ranger, he may be able to detect
many threats and avoid them. At any rate, he is eager
to get south, and has no desire for any delays or
diversions.

As they travel, the PCs will have the opportunity to ask
Tet’ka’cha questions.

e He is a ranger but calls himself a “ghan-
cho’kreen”, a kreen word that roughly translates
as “anthropologist”, but refers to the study of
kreen and their societies. He is more alert than
most humans but extraordinarily absent-minded
for a kreen. He is often lost in thought and prone
to giving long lectures about the ecology of
different species. If the PCs have any questions
about the natural world, he is a fount of
knowledge.

e  If the PCs know of the Kreen Empire and ask him,
Tet'ka'cha will be willing to acknowledge that this
is where he is originally from. If they are not
familiar enough with the Kreen Empire to ask
specific questions, he will not lie, but will only say
that he is from the west.

e Tet'ka'cha is palpably excited (for a kreen) about
the purpose of this expedition. He will be willing
to share more about the mission at this stage. Deep
to the south, he believes there is an undiscovered
species of intelligent and powerful insect-folk,
possibly a missing link in the evolution of the thri-
kreen. It would be the
anthropological discovery in generations and
could reveal untold secrets about the history of

most important

kreen.

o The right about the
“abominations”, which is why he let the pack
depart. In the south, there are undead kreen
wandering the wastes, and there is a tribe of thri-
kreen who have devoted their lives to destroying
these atrocities (the PCs likely know that undead
kreen are highly unusual, or even unheard of).
These undead kreen were once living and some
type of evil magic has raised them as undead. He
will repeat over and over what an abomination he
views this to be - “the opposite of the natural
world” in which he is interested.

e  Atthe southern end of the sand dunes is a gigantic
“bowl” of black glass. He has stood atop the cliffs

thri-kreen  were
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and stared out at the endless plains of glass but
has not ventured into it. The thri-kreen undead
hunters claim to have seen unidentifiable species
of insect-folk out on the glass. Since everything on
the glass is dead or undead, these creatures are
likely undead too, but as Tet'ka'cha points out: the
undead were once alive, and so whatever these
creatures on the black glass are, at one point they
were living just like the undead kreen.

When the PCs run out of questions to ask Tet'’ka’cha or
when the group reaches the meeting spot, proceed to
Encounter #5 — The Traveling Companion, below.

5) The Traveling Companion
(EL-)

Two days later, the party will reach their destination.

For mile after mile the desert dunes have looked
exactly the same to all but the best-trained eyes. An
endlessly empty sea of yellow sand, filled with
repetitive crests of sand. When the winds are calm,
the silence of the desert is nearly oppressive.
Tet'ka'cha leads the party at a grueling pace, and
almost due south without deviation.

With no indication of any landmark or signal,
Tet'ka'cha abruptly turns to the southwest and
proclaims: “Our meeting spot is a mile this way. We are
meeting the others who have been summoned to assist with
our expedition.”

The landscape never changes and yet somehow
Tet'ka'cha knows exactly where he’s traveling. In the
distance, the first variation of the landscape in days,
there is a cluster of purple rock crystals in the lee of a
giant sand dune. In the middle of the crystal growths
perches an enormous, winged insect, resembling a
gigantic mosquito or locust. Perhaps 13 feet in length,
it has 20-foot wings that appear so fine as to be nearly
transparent and its abdomen is swollen and deep
red.

Tet'ka'cha calls out in some tongue that is not
intelligible as the Kreen language and suddenly the
purple rock crystals begin to move. As you get closer,
it becomes apparent that these are not rock crystals
at all, but rather some unusual sort of purple thri-
kreen, with yellow eyes that glint like giant faceted
almonds.

Amid the purple kreen, standing next to the giant
insect, is another mantis-noble, nearly identical in
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appearance to Tet'ka'cha, but with an elaborate
backpack of his own that is entirely different from
your guide’s. The main distinguishing characteristic
between the two is that the new tohr-kreen’s
backpack is somewhat more ostentatious, with straps
of a vibrant purple, perhaps dyed to match the
purple of his companions, while Tet'ka'cha’s
backpack is a dull brown. The two tohr-kreen
converse briefly in this strange tongue and then
Tet'ka'cha introduces his new companion:

“This is Zerchakak, my ‘cousin’ who has been sent to assist
us. Now we must continue on to the encampment.”

The tohr-kreen Zerchakak, the giant insect, and the
purple thri-kreen will leave with Tet'ka'cha and the
party. Zerchakak is not friendly, and will not carry on
conversations of any length with the PCs or NPCs,
unless they are dwarves. With dwarves, he will discuss
how important the expedition is and how deeply
necessary their assistance is. (Zerchakak is solicitous
toward dwarves because he is aware of their obsessive
nature and believes he can use this to his advantage.)
Any information of use will come from Tet'ka'cha:

e  Zerchakak is a psionicist who has been summoned
to join the expedition because he has certain useful
skills. If they press, the PCs may learn that
Zerchakak is not literally Tet'ka'cha’s cousin.

e The giant flying insect he is traveling with is a
jalath’gak. If the PCs have ever encountered the
giant insects known as jalath’gak, it was likely the
undomesticated variety that sometimes plague
farms of the Tablelands. The sight of a docile
jalath’gak peacefully
companions is likely nearly as strange for the PCs
as the sight of the purple thri-kreen.

e If they have never ventured to the thri-kreen
empire before, then the only purple thri-kreen the

traveling among

PCs may have encountered is Durwadala, the
druid of Lost Oasis near Kalidnay. Tet'ka'cha is
happy to explain that the purple thri-kreen are a
subspecies known as Tondi. He is eager to share
that, unlike other thri-kreen species, all Tondi are
female, and reproduce through parthenogenesis,
a process he will discuss at great length. He will
explain that they have come on the journey as they
tend to be nature lovers — drawn to arts like
herbalism and are generally druids or rangers — as
the purpose of this expedition is, after all, to study
unusual terrain and species.

e If they inquire about different thri-kreen types,
Tet'ka'cha will begin to discuss “the six subspecies
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of thri-kreen” only to be interrupted by
Zerchakak: “Be careful what you say of our secrets,
cousin.”

e It may become apparent through this or other
interactions that Tet'ka'cha and Zerchakak do not
particularly like nor trust each other.

o The PCs might realize that this is an expedition of
unusual importance to the kreen, for it to have
attracted such an unusual coterie of participants.
It may also become apparent that the kreen have
more complex hierarchies and social systems than
expected if a person were only familiar with the
thri-kreen packs of the Tablelands.

Development: After meeting up with Zerchakak and
the tondi, it is an 80-mile journey to the kreen
encampment. Proceed to Encounter #6 — The Hak'trin,
below.

6) The Hak'trin (EL 12+)
Intelligent Hak'trin (CR 7) 2x — See Appendix
Mindless Hak'trin (CR 2) 18x — See Appendix 2

Kank Soldier, Zombie Bugdead (CR 3) 2x -
Appendix 2

As they near their final destination, perhaps with 5
miles to go, Tet'’ka'cha will spot tracks on a nearby
dune and wander off to study them. He will return
excitedly, saying that he has reason to believe the
tracks are those of the Hak’dre’kalak - the undead
hunting pack. A Survival check (DC 20) will reveal
they are recently made kreen tracks but will give no
indication of what pack or group the kreen belonged
to.

Tet'ka'cha will argue in favor of seeking out this pack.
Zerchakak will argue in favor of proceeding to the
encampment. Zerchakak will suggest any dwarves
come with him. (The PCs may or may not decide this
is suspicious; Tet'ka'cha is not concerned about it.)
Zerchakak, the jalath’gak, the Tondi kreen, and the
dwarven gladiators will depart and make their way to
the main encampment, while Tet'ka'cha leads the PCs
in following the tracks of the thri-kreen pack.

After no more than an hour following the tracks, the
PCs detect an unusual smell wafting toward them on a
headwind. Tet'ka'cha will confirm that he smells it too.
He will encourage the party to make haste as they
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follow the smell and tracks, and then to move more
slowly as they crest a particularly large sand dune.

You smell it before you hear it or see it. As you
slowly peak your heads above the crest of the dune,
the unmistakable and extremely pungent scent of
dead kank blows across the dune. This is a smell all-
too-familiar — downwind from a decaying kank
carcass. But as your eyes focus amid the gently
blowing sands, you see and hear the combat of two
packs of thri-kreen, fighting viciously.

One group of thri-kreen moves as you might expect,
but the others are moving in chaotic zig-zags.
Frenzied. You see the kanks too, they smell of death
and are clearly deeply wounded, with giant slashes
and chips across their carapaces, but they are still
moving. The crazed thri-kreen appear heavily
wounded as well.

Then you realize: these thri-kreen aren’t wounded.
They’re undead and they outnumber the other pack
by quite a bit.

The PCs have come across a pitched battle between the
Hak’dre’kalak, a pack of thri-kreen devoted to
stamping out the undead thri-kreen, and their sworn
enemies — the hak’trin, undead thri-kreen.

Although the hak’trin are more numerous, it is clear
they largely fight with no strategy whatsoever, and the
Hak’dre’kalak are skilled at systematically exploiting
this. Despite their inferior numbers, the Hak’dre’kalak
are mostly unwounded, while a number of the hak’trin
already lay dead in the sand. There are still 30 mindless
hak’trin, 2 intelligent hak’trin, and 2 undead kanks, all
battling 16 Hak’dre’kalak.

When the PCs arrive, the intelligent hak’trin, undead
kanks, and 18 mindless hak’trin will move to confront
them, while the remaining 12 mindless hak’trin will
continue to battle the Hak’drekalak.

Tactics: The mindless hak’trin will rush into melee,
heedless of their own safety. The intelligent hak’trin
will allow their mindless brethren lead the charge,
taking the time to throw all of their chatkcha before
moving in for melee.

Development: When combat is over, the
Hak’dre’kalak will be grateful for the parties’
assistance. They will insist that they could have
handled their enemies, but they will admit it was not
an easy battle. As everyone tends to their wounds,
Tet'ka’cha discussion with the

will lead a
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Hak’dre’kalak. They are the source of some of the key
information behind the expedition and he is keen to
press them for more information.

e The Hak’dre’kalak have patrolled the southern
wastes for generations; they know more about the
undead to the south than nearly any living
creatures on Athas.

e  They will say that undead thri-kreen have become
more numerous in recent years.

e At the edge of the desert are great cliffs, 2,000 feet
in height, that descend onto a great plain of
obsidian. No living creatures survive on the
blackglass, it is the domain of the dead.

o The Hak’dre’kalak know that there is a pathway
leading down from the sand dunes to the
elevation of the basin. (this is the trail known as
the Winding Way on maps, though they don’t
know this name). The pathway is full of horrible
monsters, and sometimes the undead come up
into the dunes through this path. The
Hak’dre’kalak do not enter the basin — they have
learned years ago that when thri-kreen die too
close to the blackglass they are likely to arise as
insane, murderous undead.

e Most exciting to Tet'’ka’cha, the Hak’dre’kalak
periodically patrol the edges of the cliffs and from
a great distance they have seen species of unusual
scarlet bugs on the plains — they appear to be
enormous eight-legged crab-like creatures with a
deep red carapace. No known creature fits the
description, as Tet'’ka’cha will enthusiastically
observe. They are surely dead because everything
on the black glass is dead, the thri-kreen say. But
unlike the hak’trin atop the cliffs, these scarlet
creatures on the black glass are organized and
alert.

e The Hak’dre’kalak know some basic geography —
they have seen the scarlet bugs to the south and
southeast of the trail (the Winding Way) into the
obsidian basin. To the east, there are hills upon
which a small village can be seen (this is Small
Home). The black glass does not appear to entirely
cover the village, so it may be a safe haven from
the undead (the thri-kreen surmise this but are
entirely wrong).

o The thri-kreen have a note of caution: the black
glass
Tablelands. Becoming obsessed with the obsidian
lands is the way of death. Defilers come to study
death magic and necromancy and become even
more evil than before. To look upon the black

attracts the worst people from the
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glass, to become obsessed with it, is to risk evil
overtaking you.

e Anevil defiler experiments on the kreen nearby. It
is where some of the hak’trin come from.

Once he learns of them, Tet'’ka’cha will insist on
investigating the necromancer and the source of the
undead kreen. Proceed to Encounter #7 -
Necromancer’s Refuge, below.
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7) Necromancer’s Refuge
(EL 12)

Antloid Soldier, Zombie Bugdead (CR 5) 3x — See
Appendix 2

Kank Soldier, Zombie Bugdead (CR 3) 5x — See
Appendix 2

Mindless Hak'trin (CR 2) 12x — See Appendix 2

Umona (CR 8) 1x — See Appendix
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If the PCs continue the conversation enough to become
aware of defiler's experimentation on kreen or simply
explore further, they may decide to investigate this
situation. They can find the defiler by simply following
the trail of the hak’trin. If they search carefully, they
might even (Survival check, DC 15) find a single pair
of human bootprints that had followed the hak’trin
from along the dunes. If the PCs don’t suggest this
course, Tet'ka’cha could suggest it himself, at the DM’s
discretion. (Or the party could choose to skip this
encounter entirely and try to meet back up with
Zerchakak, though if they do, they may be armed with
far less information.)

If they follow the hak’trin tracks, they will find that the
trail leads back to a small circle of stones, surrounding
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a small obsidian cairn. This is one site to which an evil
defiler named Umona transports insect corpses to be
animated, using undead pack animals to drag insect
corpses to this location. With some exploration they
will discover a small but secure hovel hidden behind a
nearby dune, within which Umona lives and sleeps.
(Because undead insects become insane and attack
when uncontrolled, and because flying swarms of
bugdead from the Dead lands are not uncommon, she
maintains a secure dwelling.)

Following the tracks further, the PCs will discover
another of Umona’s sites, where she is currently hiding
away. Between the ridges of two large sand dunes, a
single giant spire of obsidian rises up from the sand.
This plinth of obsidian was somehow transported here
since the days when the obsidian first spilled over the
Dead Lands; the PCs may not realize it but they are just
a mile from the blackglass cliffs.

Umona often hides in black robes atop the spire. In
fact, she is hiding there now; the exceptionally smooth
glassy surface cannot be easily climbed by the hak’trin,
and they will not attempt to climb it, so it offers her a
refuge.

As the PCs approach, they will notice a dozen undead
hak'trin, three undead antloids, and five undead
kanks. Unless they are extremely observant (Spot
check, DC 24), they will not notice Umona until she
casts a fireball at them.

Tactics: During combat, Umona will remain atop the
spire, allowing her mindless undead to protect her and
casting spells down at the party. She will not consider
surrender until she has exhausted all of her magic.
During the combat, Tet'ka’cha will express interest in
wanting to interrogate the defiler and will advocate for
her capture.

Assuming the PCs subdue and question Umona, they
can attempt to learn the following:

e  She has ventured out into the obsidian basin - it is
called the Dead Lands and they are wonderful
(true). Everything there is evil and dead (true, as
far as she knows).

e  She will admit, however, that there is no plant life
in the Dead Lands and so it is impossible for
wizards to draw energy to cast spells there (true).

o The name of the settlement that can sometimes be
seen in the distance is Small Home (true). It is not
the far edge of the Dead Lands; a great chain of
obsidian mountains rises further to the east (true).
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She has been told that some parts of Small Home
are not covered in obsidian (she was told this, it is
not true).

e If the PCs ask, and force her to answer, she admits
that Small Home is crawling with incorporeal
undead (true).

e  She knows of the Winding Way and believes it is
too dangerous to enter the Dead Lands this way.
She uses magic to enter instead (true, as far as she
knows).

e  She will not be eager to disclose it, but her current
research is this: she is trying to animate undead
kreen but when she does they are always
completely berserk and difficult to control,
requiring constant, specific instructions to be
around safely (true). She seeks to be able to create
undead kreen that are sane, but so far cannot; they
are too crazy (true).

e She has managed to create more powerful and
cunning undead kreen by leaving them out on the
obsidian to reanimate on their own, but they were
still insane and required her to maintain constant
magical control (true).

e She has had limited interactions with intelligent
undead in the Dead Lands and has been told that
in the south of the Dead Lands there are big,
strange undead insects that often lead invasions of
bugdead and are therefore possibly intelligent.
This is the reason that she believes it must be
possible to animate kreen that are not insane
(true).

e  She has seen these big, strange undead insects and
bugdead at a distance. She is deeply ignorant of
biology, however, and cannot name or describe
well what she’s seen.

Development: The PCs must decide what to do with
Umona after their interrogation. Tet’ka’cha will allow
them to decide. If they search Umona’s hut or force the
information out of her (skills vary, DC 18) the PCs will
find Umona’s stash of supplies for descending into the
Dead Lands, hidden beneath her bedding: dose of
bugdead rebarbative x5, potion-orb of bear’s endurance
x2, scroll of fireball (CL 5th) x1, scroll of levitate (CL 3rd)
x6, scroll of mage armor (CL 8th) x2, wand of magic
missile (CL 5th, 33 charges).

Once the party leaves for the kreen camp, proceed to
Part 2 — Out of the Base Camp, Onto the Black Glass,
below.
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Part 2: Out of the Base Camp, Onto
the Black Glass

8) Kreen Scientists (EL -)

After their battle(s) with the hak’trin, Tet'ka’cha will
lead the PCs to the encampment of the kreen scientists.

As you approach the kreen encampment, small
scrubs begin to poke out from the desert sands in
places, a sure sign that some water, perhaps no
more than half an inch a year, falls on this stretch of
land. From a distance, kreen scouts clearly watch
your approach. Tet'’ka’cha greets them with a click
and wave, but they remain alert. The scrubs are a
contrast from most of what you've seen in the
journey from Celik — 80 miles of empty sand. Over
the next ridge, an unusual site appears. The scrubs
become thicker, and dozens of kreen patrol the
edges of a fortified encampment. Fences, made of
mekillot ribs, with hides stretched across it
surround a small but clear oasis of water.

Two giant jalath’gak can be seen sinking their
stingers into the body of a sand howler, their
abdomens swelling and growing bright red from
the meal. Zerchakak stands next to them, watching
you approach.

On the far edge of the small oasis, is the most
unusual site of all. A small cluster of... giant
globules? Little round huts, of some sort, clearly
built by insects. The strange, somewhat macabre
insect glob huts seem to emerge directly from the
sand, with translucent amber membranes stretching
between the structures.

Through an opening, you can see the strange purple
thri-kreen milling about and at the entrance you
spot another creature watching you from the
doorway. He is smaller than the other kreen,
slender and pale, a sickly washed-out shade of
green that you've never seen before. Its lower legs
look just like kreen, but its upper arm has the most
unusual claws, with five (or perhaps six) fingers on
each hand, bent into an exquisitely complex
configuration. The day is searing hot, but something
about the creature’s piercing gaze sends shivers
through your arms. The creature just seems cold.
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The PCs are safe here. They may rest for a night or two,
heal, drink and eat. The encampment has plenty of
food. Tet'ka’cha, normally so communicative, is now
quiet. He will tell the PCs that they may discuss things
further at a meeting tomorrow evening, where they
will plan their next steps. He spends most of his day
inside the globules. Zerchakak continues to only be
friendly to dwarves. If Vibia is still with the party she
will have made it her focus to help Zerchakak complete
this quest.

On the second evening within the encampment, the
planning council will begin. The PCs, Tet'ka’cha,
Zerchakak, the mysterious pale kreen, and about a
dozen other kreen will crowd into the largest of the
globules. The insects don’t mind the proximity, but for
humans and demi-humans the experience could be
incredibly uncomfortable.

The globule is made even more crowded by the
presence of the pale kreen, around whom the other
kreen do not crowd. It sits silently, almost without
motion, as the council begins.

o Tet'’ka’cha will open the meeting saying that the
purpose of their expedition is to venture into the
black glass to retrieve specimens of the unusual
insect-folk. This is a mission of incredible
importance, as it may establish the existence of
previously unknown species of insect-folk.

e Tet'’ka’cha will open a bag and give each PC their
promised reward for traveling here with him (the
5,000cp gem promised earlier) and then will
display a further collection of priceless gems
(Appraise check, DC 20 to know that each gem is
worth 7,500 cp). He knows that science alone may
not motivate such a journey. Six such gems will be
the reward awaiting each of the PCs upon their
return (totaling 30,000cp). Assuming they agree,
the bizarre six-fingered zik-chil will reach out,
wordlessly, grabbing one gem with each finger,
and twirling them back into a small burlap pouch.

e  For the next phase of the meeting, a deeply injured
thri-kreen (Pop’ka) speaks. If the PCs don’t
understand Thri-Kreen, then Tet'ka’cha will
translate: “Several packs of thri-kreen have attempted
to enter the blackglass basin by the Winding Way. Two
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packs disappeared entirely and are presumed lost. My
(Pop’ka’s) pack made it down to the floor of the black
glass but we encountered horrible undead warriors at
the bottom and the pack was nearly entirely killed. 1
(Pop’ka) and one of my companions survived and fled
back up the Winding Way. By this point, several of our
companions had reanimated into undeath and were
chasing us, as were a string of awful undead beasts. We
were fast enough to outrun them and escape back to the
encampment. In the dark of night, my companion
succumbed to his wounds and reanimated as an insane
hak’trin (undead), murdering several more kreen in the
encampment before he was stopped.”

At this point of the conversation, the zik-chil will
not speak but will motion the crowd to part so the
PCs can see into the next room — here stretched
across a flat mound of amber sand is the
dismembered body of the undead kreen, clearly
being dissected and studied. The disturbing room
is full of kreen body parts, and the PCs are likely
grateful when they can no longer see it.

The journey, they have decided, is too dangerous
for thri-kreen. Only the PCs, Vibia, any other
surviving mercenaries, and the two tohr-kreen
Tet'’ka’cha and Zerchakak will make the journey.
The whole reason the PCs were summoned is that
it was decided the journey is too dangerous for

A note on Zik'chil

The PC’s have just encountered a powerful zik’chil,
one of the mysterious high priests and mad
scientists of the tohr-kreen empire. Those familiar
with the Kreen Empire will realize that a zik’chil
would only travel to an encampment like this if the
expedition is considered extremely important by the
empire. Those unfamiliar with the Empire, may only
realize that there is more of a hierarchy to the world
of kreen than they ever imagined. It always seemed
like the tohr’kreen mantis nobles were the pinnacle
of kreen society, but the tohr’kreen are fawning and
even nervous in the presence of the great zik’chil.

Note: some DMs may find that it is not suitable to
introduce the zik’chil at this stage of their campaign
(perhaps a secret they wish to save for later). While
there is no reason to reveal any secrets about zik’chil
other than their existence for this encounter, the
zik’chil could also be substituted with a third tohr-
kreen, if the DM desires, who is the leader of the
encampment and cannot venture into the Dead
Lands because he must oversee the research station.
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thri-kreen who too quickly become insane on the
obsidian.

e They will discuss with the PCs various ways onto
the black glass. The kreen favor a flying entrance,
though they can be convinced other methods are
suitable, including an entrance via the Winding
Way. If they agree to fly, Zerchakak will make
clear his intentions to bring along a jalath’gak as
well.

e  Zerchakak is a psionicist with the ability to levitate,
and Tet’ka’cha is a ranger. Both have been selected
for their comfort with this plan.

e Once on the obsidian, the plan will be to travel to
the village that escaped the obsidian. Once there,
assess the safety of this waypoint, establish a new
camp if possible, and then venture south to where
the undead bugs have been spotted.

e Once on the obsidian, the plan will be to travel to
the village that escaped the obsidian. Once there,
assess the safety of this waypoint, establish a new
camp if possible, and then venture south to where
the undead bugs have been spotted.

After some discussion about necessary spells and
supplies to prepare, the PCs will have one last evening
of rest. They set out at dawn the next morning.

If the PCs decide to descend into the Dead Lands via
the land route, proceed to Encounter #9 - The Winding
Way. If they decide to fly into the Dead Lands, proceed
to Encounter #10 - A Flying Entrance.

9) The Winding Way (EL 11)

Huge Monstrous Scorpion, Zombie Bugdead (CR
8) 3x — See Appendix

If the player character’s wish to enter via the Winding
Way, they will quickly discover what type of horrible
monsters exist on the ancient roadway.

Deciding to traverse the Winding Way (despite
your kreen allies” urgings), you find it to be a wide,
gentle road descending to the obsidian below.
Carved into the cliffs as a series of ledges and
tunnels, it an ancient wonder of
engineering.

remains

Approximately a third of the way down, you hear
the clamor of falling rocks from below.
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Assuming the PCs look down the path for the source
of the noise, read:

Coming up the road are several scorpions. The
distance makes it hard to tell how big or far away
they are, but if the width of the roadbed is any
guide, they must each be the size of mekillots! Each
seems to have a largely shattered carapace but
seems unfazed by the mortal wounds.

Sometimes giant scorpions such as these stumble into
the Dead Lands and die. These particular creatures
chased prey over the cliffs long ago and reanimated as
bugdead, still following the patterns of hunt centuries
after their deaths. A Listen check dictates how far
away the scorpions are when the PCs notice them -
success (DC 15) indicates the scorpions are 150 feet
away, +10 ft for each point by which the DC was beat,
while failure reduces the distance by a similar amount
(result of 9 equals 90 ft, result of 16 equals 160 ft, result
of 20 equals 200 ft, etc).

Assuming the PCs are not making excessive amounts
of noise or otherwise drawing attention to themselves,
the scorpions will notice them at a distance of 100 ft,
potentially giving the party time to hide, prepare an
ambush, fly off the road, or otherwise prepare for or
avoid the scorpion’s arrival.

Development: Once the encounter has been resolved,
proceed to Encounter #10 - A Flying Entrance, below.
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10) A Flying Entrance (EL 12)
Wezer Storm (CR 8) 4x — See Appendix

If the PCs enter the Dead Lands by air, read:

The sand dunes drop away, and you stand on the
edge of what appears to be a gigantic crater. Giant
cliffs seemingly coated with pure obsidian drop
hundreds, if not thousands of feet down to the
surface of an enormous obsidian plain. The day is
slightly hazy, but the obsidian stretches as far as the
eye can see in every direction. The sun has only been
up for about an hour and already the air seems to
shimmer across the obsidian plain, from the
incredible heat pouring off.

Squinting off in the distance, far to the east, and
slightly to the south, you can make out what is
likely the village of Small Home- your first stop.

There is no need to hesitate. It’s time to leap off the
cliffs and dive into a sea of black glass.

Whether the PCs enter via the Winding Way or by air,
they will encounter undead wezers just the same.

At a distance, specks appear in the sky. Perhaps you
won’'t have to search very far for these bugdead
after all? Alas no, as the swarm gets closer,
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Tet'’ka’cha will observe with disappointment that
these are ordinary wezers.

The bugdead approaching the party are vicious,
undead wezers in an enormous swarm and they’re
about to engage the PCs in vicious aerial combat, but
Tet'ka’cha is right, the wezers’ biology before undeath
was entirely ordinary.

Tactics: The wezer swarms will surround the PCs and
attack relentlessly until destroyed.

Development: After surviving the Wezer Storm, the
party may continue to venture to the east. (It doesn’t
matter if they're flying or walking at this point,
although they may decide there’s wisdom in laying
low.) Proceed to Encounter #11 - Tiny Little Houses,
below.

11) Tiny Little Houses (EL -)

As the party approaches closer to Small Home, read:

This close to your destination, you can clearly see
structures protruding from the obsidian on the
hills, as you were told. Climbing the ridge, you
walk amongst a strange field of obsidian spires,
some standing proud and tall while many others
litter the ground. Eventually, Tet'ka’cha exclaims:
“This must once have been a forest! These spires were
likely trees of such size as few have seen. But look, the
black glass here is so thin and delicate - it could not have
struck with enough force to destroy half the trees,
burning, and tumbling the others like this! What could
have created this bizarre formation? Could the forest
have somehow predated the existence of the obsidian
here?”

The PCs might not realize it, but as they explore the
forests of Small Home, they are being stalked by a
former resident - a Pixie who is trying to drive them
insane with mental effects and illusions (Will save, DC
21 to disbelieve). While here, they encounter the
following illusions:

o  Freshly sliced fruits and nuts laid out on a small
wooden table beneath a lonely living tree (the
sliced fruits are undead grubs, the nuts are shards
of obsidian, and the tree is dead and coated with
obsidian).

e A cart laden with carved wooden goods: cups,
bowls, fanciful animals with four legs and long
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faces. Hitched to the cart is a snorting and restless
(living) crodlu. The cart stands in the shadow of a
small cottage with brightly painted shutters and a
window box full of flowers. (The cart is coated in
obsidian and, should the obsidian be removed, the
wood is rotten. The “fanciful animal” carvings are
of horses. The crodlu is a pile of bones buried
beneath the obsidian and the cottage is a burnt-
out, tumble-down ruin).

e  Child-sized creatures wearing home-spun brown
clothes and smelling of fresh earth, dancing and
capering around a massive living tree. The small
beings laugh and sing, inviting visitors to join in
the revelry. If any characters join in, the dance and
singing quickly become frantic and pained, with
the creatures’ appearances growing feral and
cruel. Soon the great tree bursts into flames and
the small folk's skin melts off as they surround
and taunt the characters before finally fading
away completely. (The creatures are brownies and
the tree was a God-Tree - now burnt and long
dead).

Between one step and the next, the PCs are seemingly
transported into a warzone - leering human defilers
drain the life from a rich forest around them to power
devastating spells: fireballs explode amongst the
majestic trees and acid and frost sizzle and rime cozy
stone cottages that stand amongst the trees.
Laughingly fantastical and pathetic creatures flee the
woodland as it burns: small, plump, fuzzy creatures
with long teeth and longer ears; lithe, limber creatures
with a rack of dagger-like spikes leap and run over the
fallen trees; small, jarringly-colorful avians devoid of
both fangs and talons flit through the woods in mixed
swarms, ignoring the still-warm flesh all around them.
If the PCs remain within the scene long enough, the
landscape looks much as it did before the illusion
began - only lacking the obsidian skim-coat on
everything. (The scene is the pixie’s version of the
Cleansing Wars battles waged here. The creatures are
rabbits, stag deer, and songbirds - goldfinches,
cardinals, etc.)

Development: If the ruins are searched (Search check,
DC 28), the following can be found: 1828 cp in gems
and a Cognizance Crystal (5 points) (9000 cp).

Eventually, the party draws the full attention of a
Small Home pixie; proceed to Encounter #12 - What's
Worse than a Wezer Swarm?, below.
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12) What’s Worse thap a
Wezer Swarm? (EL 12)

Pixie Small Homer (CR 12) 1x — See Appendix

At some point, if the PCs attempt to rest or if they
ascertain the source of the illusions, they will face a
full-fledged attack from their tormentor.

From seemingly out of nowhere, a small, hideous,
partially transparent, winged humanoid creature
fades into view. It brandishes a thin blade and bow,
and a hateful crimson fire burns in its tiny eyes.

The ghostly creature leers cruelly, and then begins
stalking slowly towards you.

Development: Assuming the PCs defeat their foe, they
will attract the attention of additional pixies: first two,
then four, then 10 more pixies will show themselves
and approach menacingly. If the PCs have not already
realized it, Tet'ka’cha will announce “This is a cursed
place and not safe. We must leave, now!”

The tohr-kreen will lead the party south to carry on
their mission, moving as quickly as possible to stay
ahead of the growing horde of angry undead. Proceed
to Encounter #13 — Anak of Obsidian Gables, below.

13) Analy of Obsidian Gables
(EL-)

Anak of Obsidian Gables (CR 9) 1x — See
Appendix 2

After heading south from Small Home for some time,
the party will come upon the partially rebuilt ranch of
the undead dwarf Anak.

The hills of the haunted village gradually give way
to flat and empty plains. You can no longer see the
horrid little undead following you but the
unshakable feeling of their hateful eyes upon your
back spurs your stops onward. As you trek further
south, you are able to make out what appears to be
a small farm house ringed by a fence in the distance.
As you get closer, you can see a classic split-rail
fence, but fashioned out of obsidian-splashed logs
and bones.
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In the glassy field enclosed by the fence, you see
what appear to be dozens of carru. You can smell
them too. The large humps behind their heads have
rotted open and the flesh along their torso is torn in
many spots, exposing a disgusting array of bones
and viscera. Even in undeath, however, these carru
seem to be docile.

A figure emerges from the house and begins waving
vigorously.

The PCs could continue on to the Shale Lands if they
wish, with the pixies still giving pursuit until they
reach the edge of the Shale Lands, but if they stop at
the farm, they will meet Anak, a delusional undead
dwarven rancher with an absurd herd of zombie carru.

In life, Anak was an eccentric dwarven carru rancher,
who lived in the last days of the Time of Magic. During
the Cleansing of Ulyan, Anak had just completed his
focus - reaching 200 carru, when he was slain and his
carru butchered on the spot to feed the soldiers. He and
his herd were reanimated by the Obsidian Tide, but,
with his focus both completed in life and ruined after
his death, Anak returned not ashamed by his failure
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but instead obsessed with restoring his previous
success - returning not as a dwarven banshee but a
thinking zombie.

Anak was odd even in life and thousands of years
ranching zombie carru have only left him more insane
and delusional. The zombie carru cannot reproduce
and few undead carru are left in the Dead Lands, as
they have no value to anyone else as they are (many in
the Dead Lands would be quite happy to feast upon
their flesh, however). His goal is not, strictly-speaking,
impossible, but he has no realistic means to achieve it
and so he is stuck endlessly trying to obtain more carru
and grow his herd. He has been killed dozens of times
but always returns whole again with the next sunset to
continue trying to achieve his goal.

The pixies and other undead in the region have learned
to ignore Anak because if anyone attempts to interfere
with his carru, he unleashes his death cry, which they
find incredibly irritating, and since he always returns
after being killed, they have determined there is no
point in dealing with him.

If there are any dwarves or muls left in the party, Anak
will become convinced that they are his children, and
will chase after them, calling out: “You have returned at
last! Come in, come in! I am greatly in need of your help.”

If the PCs accept his entreaty, he will invite them into
his farm, telling them that they are safe here. This is
true as long as they don’t upset Anak, as any pixies that
remain in pursuit of the party will disengage,
disinclined to deal with Anak.

Anak knows that cruel fey live to the north and bugs
live to the south, but he is mostly interested in
discussing his farm and asking his children what they
have been doing all these years. He will ask about their
childhood friends and will become confused and
angry if they say they don’t know who he is talking
about, but if they make up stories, he will be happy to
hear them. Anak will ask how they became friends
with each other (assuming the whole party is not
composed of dwarves and muls) and will be delighted
at having so many visitors. He will offer the PCs food
and drink. The food is simply rotten carru flesh:
anyone who eats it will immediately be Nauseated
(Fortitude save, DC 22 or be unable to attack, cast
spells, concentrate on spells, or do anything else
requiring attention; limited to single Move actions
only) for 1 hour. The drink is undead carru milk, a
foul, black sludge, and poisons the drinker as if purple
worm poison (injury, Fortitude save, DC 20, initial 1d6
Str, secondary 2d6 Str, 700 gp per dose). If they simply
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say they’re not hungry or have already eaten Anak will
accept this.

Anak will talk endlessly about his farm, but if at any
point the PCs ask to rest, he will allow them to retire
for the evening. They can heal and rest before moving
on to the next stage of their expedition.

The first slivers of crimson sunlight have only just
appeared over the obsidian plains to the east when
Anak barges into the room. “It's time to wake up!
You can’t sleep the day away; we must tend to the
herd.”

“Here, take a bucket.” He hands each of you an ancient
copper bucket that is more holes than copper. “You
know the job - fill up the buckets.”

Anak will want everyone to go milk the zombie carru.
If the PCs attempt to go along with this, they will need
different buckets (any type of open container will do,
and discover the milk is toxic (as above).

Anak will eventually become angry that the PCs are
not coming back with buckets full of milk. There is no
way of satisfying him and at some point, the party will
need to just leave.

Development: If the party tells him it is time for them
to leave, Anak will be irritated but ask them to come
back soon with more carru for the ranch. If the PCs kill
him, Anak will come back at sunset. He will greet them
as he did the first day, excited to see his long-lost
children.

If they wish to enrage Anak, the PCs can kill his carru.
The carru are docile, no challenge to cut down at all,
and blithely ignorant to the slaughter, but Anak will
become the party’s enemy forever and haunt them
relentlessly for years, wherever they choose to go. If,
however, the PCs slay his entire herd of carru, Anak
will be released from his obsession and will remain
dead and at peace the next time he is slain (he will not
be happy about it though).

Anak’s milk buckets, should the PCs keep them, are
worth 50 cp each for their copper alone. If any of the
undead carru milk is collected, it can be used to
produce a poison similar to purple worm poison
(injury, Fortitude save DC 20, initial 1d6 Str, secondary
2d6 Str, 700 cp per dose), with each gallon of milk
worth 50 cp of crafting materials (Appraise or Craft -
Alchemy, DC 20 to know).

When the party leaves Anak’s farm, proceed to
Encounter #14 - Entering the Shale Lands, below.
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14) Entering the Shale Lands
(EL-)

As you make your way further to the south, bluffs
or hills seem to be visible at a distance. As you
continue the obsidian becomes cracked and broken,
as if shattered in places by absent boulders. Soon the
nature of the hills becomes more apparent: they are
not hills but strange mounds, constructed from
piled obsidian shards large and small.

For as far as you can see to the south, all sorts of
mounds and spires of varying sizes and shapes can
be made out. No two are alike but they are far from
random. Whatever strange logic and purpose
governed their creation seems impossible to fathom.

The mounds range in size, from a few feet tall to
those in the distance that appear as if they may
stretch 100 feet or more into the sky. There must be
some logic in how the mounds are distributed, but
this too is elusive. None are touching, but some are
close together, and some stand far apart. There are
thousands of them, stretching as far to the south as
the eye can see.

The smallest mounds are incredibly ornate up close,
resembling intricate hives. The man-sized mounds
have a range of bizarre shapes, spiraling or twisted
little towers, pyramids, pentagons, hexagonal
lattices. Several of the mounds have visible
openings large enough for a child or halfling to
crawl inside.

“It is so quiet,” Tet'’ka’cha remarks. “Are they
abandoned?”

He’s right: there is an eerie silence to this place.
There are mounds as far as the eye can see, yet no
bugdead are visible anywhere.

The party can explore the borders of the Shale Lands
for as long as they wish. The first few mounds will be
empty, but at some point, the party will catch the
unmistakable scent of dead kank.

In the distance, the party will be able to see several
undead kanks. Closer observation of the kanks will
reveal that the kanks are marching in a straight line,
towards one of the larger mounds, carrying humanoid
carcasses.

If it doesn’t occur to the PCs (Knowledge -
Dungeoneering, DC 15), Tet'ka’cha will observe that
the kanks must be transporting this cargo to someone,
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as normally kanks would eat such carrion on the spot,
rather than transport it. The kanks will continue into
the mound, with the rest of the area remaining eerily
silent. If the players don’t suggest it, Tet'ka’cha will
express a desire to follow the kanks to investigate.

Assuming the party follows the undead kanks,
proceed to Encounter #15 - The Mound Expedition,
below.

15) The Mound Expedition
(EL 12)

Worker Kank, Exoskeleton Bugdead (CR 1) 6x —
See Appendix

Scarlet Warden (CR 12) 1x - See Appendix 2

1) The mound has a fairly large entrance, opening into
alarge round room. It is large enough for the jalath’gak
to enter, allowing the entire party to hide away from
the heat (and the bugdead). The mound is surprisingly
well-ventilated, and the PCs will instantly notice how
cool the mound’s interior is.

2) The jalath’gak is too large to proceed deeper into the
mound, so Zerchakak will offer to wait with the
jalath’gak and stand guard at the entrance. He will
suggest, but not insist, that Vibia stays with him as
well. (This shouldn’t be presented as suspicious — it is
reasonable to have someone stand guard.)

3) This room contains hundreds of dried insect husks,
seemingly stored deliberately, though who knows for
what purpose. If anyone stops to Listen (DC 20) they
might hear the clicking of kank feet on the obsidian
floor below them, a sign that kanks are milling about.

4) Dozens of kank honey globules rest in this chamber.
They are foul-smelling, nearly dried out, and
obviously not safe for consumption. The grotesque
globes are gathered nonetheless and piled high, in the
same fashion as living kanks pile their globes.
However, the foul globes are not as worthless as they
might appear (Appraise or Craft - Alchemy, DC 18) - if
gathered up, there are 1000 cp worth of raw materials
here for the production of Bugdead Kank Broy (see
Terrors of the Dead Lands for details).

5) There is a small light/ventilation shaft here from
which the structure can easily be exited.

6) Just before turning into the farthest chamber yet, an
intensely foul stench wafts out from the room.
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7) Upon entering or spying on the chamber, read the
following:

In the center of a cavernous hollowed out space, a
giant eight-legged beast with a deep red carapace is
feasting on one of the carcasses the undead the
kanks carried in earlier. Two whip-like antennae
sprout from its head, above a set of large mandibles
that open sideways to reveal sharp fangs, making
quick work of its meal. It is impossible to identify
from here what type of humanoid it is consuming.

Tet’ka’cha makes a soft, almost inaudible clicking
noise, that you recognize as the tohr-kreen
equivalent of a gasp: Here, at last, is one of the
creatures that he has been seeking. This is what you
have traveled all this way to find.

His quiet click is completely drowned out by the
sound of undead kanks are milling about the
chamber, apparently reorganizing large piles of
objects. The kanks seem to be crisscrossing the
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chamber, moving the pile to the other side of the
chamber.

The giant red creature suddenly pauses its meal, as
if aware that it's being watched.

At this point, either due to some predatory instinct or
just bad luck, the scarlet warden will get the feeling it
is being watched. Any concealed characters (Hiding,
Invisible, etc) must make a Hide check, opposed by the
scarlet warden’s Spot check (1d20+21). Those that fail
will immediately be attacked by the scarlet warden
and undead kanks.

If no characters are detected in the room, either
because they’re using magic/psionics to scry on the
chamber, or because they beat the scarlet warden’s
Spot check, the scarlet warden will send the undead
kanks to search the mound for intruders.

Development: After defeating the scarlet warden, the
party can inspect the chamber. They will see that an
elaborate series of air shafts run up through the
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chamber’s ceiling and around them form small
droplets of water, which run into a pool in one corner
The drops
accumulating for some time as the pool contains about
15 gallons of water. The water is foul but can easily be
made safe for drinking with a spell or filtered through
cloth and boiled.

of the chamber. must have been

If examined, the large piles of objects contain the
remains of insects, large bits of chitin and some simple
tools and weapons (crafted from obsidian or bone,
nothing especially valuable). At the bottom of the pile,
however, is what will likely pique the PCs’ interest: 80
pp, 1350 cp in gems, a brass statuette (of a goddess of
death) (1300 cp), a false eye (carved from jade) (700 cp),
a marble vase (1400 cp), an arcane scroll of hypnotic
pattern (150 cp), gloves of dexterity +2 (2000 cp), small
bone longsword +1 (2315 cp), potion-orb of eagle’s
splendor (300 gp), wand of shocking grasp (41 of 50
charges; inscription provides clue to function) (615 gp),
cognizance crystal (1 point) (1000 gp), dorje of elfsight (26
of 50 charges) (2340 gp), power stone of psionic daze,
sense link, telempathic projection (total 75 gp), power
stone astral traveler and psionic tongues (total 175 gp),
power stone of forced sense link, swarm of crystals, and
energy retort (total 675 gp), psionic tattoo of mind thrust

(50 gp)-

Tet'’ka’cha will comb through the supply of chitin,
picking out a handful of giant insect body parts that he
does not recognize, packing them away for further
study. He will then set about securing large pieces of
chitin underneath the dead scarlet warden, fashioning
a makeshift sledge so he can drag it out of the mound.
Proceed to Encounter #16 - Zerchakak’s Betrayal,
below.

16) Zerchakaly’s Betrayal

As the party emerges back into the outermost chamber,
Tet'’ka’cha will be distracted, continuing to organize
the various body parts and exoskeletons that he has
collected. He will leave marks with his claws, some
sort of labels, on all the different specimens, bundle
them together, and bind them all tightly with a black
rope. The makeshift sledge has been fastened so that
the jalath-gak can pull the cargo.

Zerchakak will look around outside the mound
quickly and then lead the jalath-gak and the cargo out,
negotiating the exit to the mound carefully.
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Zerchakaly’s Secrets

Without time to investigate, the PCs will likely not
be able to piece together everything that has
happened.

Zerchakak had orders to immediately bring
specimens back to the zik’chil if anything of interest
was obtained, even if it meant abandoning the rest
of the party. Zerchakak had the powers to make an
escape himself, but no means to bring along the rest
of the party.

Tet'ka’cha will know that the jalath’gak will not
normally fly with cargo, and so would initially
assume that Zerchakak, the jalath’gak, and the
precious cargo must have been captured somehow
by the bugdead. In fact, Zerchakak is a psionicist
with a specialty in beast mastery. He not only uses
these abilities to control the jalath’gak, but he also
used it to control the sand howlers to feed his
jalath’gak, and he even used it to control the dune
reapers that attacked near Waystone 11. (Zerchakak
was under orders to ensure that any parties
recruited by Tet’ka’cha were sufficiently tough.)

If Tet'’ka’cha and the party unravel any of this,
Tet'’ka’cha will be crestfallen by the betrayal and
will realize that Zerchakak had orders to betray him
all along.

Vibia takes point, being the first to emerge from the
mound, followed by Zerchakak and his jalath’gak,
and the cargo. Tet’ka’cha is still within the mound,
studying the construction techniques used.

Suddenly, the sound of thousands of pieces of glass
shattering fills the space, as an avalanche of obsidian
falls down across the entrance, completely blocking
out the sunlight and closing off the mound’s
entrance. Shards of blackglass spray across the
chamber, with chunks both large and small slashing
into unprotected flesh. The deeper chambers seem
stable, but the entry chamber has completely
collapsed.

The sound of the mound collapsing must have been
audible for miles. Outside, you can still hear pieces
of obsidian breaking off and tumbling down the
mound. If there was eerie silence here before, there’s
not now.

Zerchakak’s voice can be heard through the rubble.
“Stay calm. We are safe and the structure is stable. There
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are several other exits on the higher levels that haven't
collapsed.”

Everyone in the antechamber suffers 3d6 damage
(Reflex save for half, DC 20) from the obsidian shards.

The PCs will likely not realize it immediately, but
Zerchakak has betrayed them. He stabbed Vibia
through the neck with a poison dagger to silence her,
used an augmented concussion blast to explode the
mound, and trap them inside, and then used psionic
levitation to flee into the skies with the jalath’gak and
Tet'ka’cha’s cargo. By the time they emerge, he is likely
to be long gone. Zerchakak will flee at all costs and
likely cannot be caught. Even if the PCs are determined
to pursue him, the collapsing mound has alerted the
bugdead hordes to their presence.

There are several ways to escape the mound. The party
could use magic or psionics, using transmutation to
reshape the mound or themselves, or disintegration
(although this may risk further damaging the
structure.) They could also carefully dig out through
the rubble, or follow Zerchakak’s suggestion to find
one of the other exits.

When they do finally emerge, Zerchakak is nowhere to
be seen, and Vibia is lying on the ground, covered in
small obsidian shards and bleeding profusely. If her
wounds are inspected (Heal check, DC 24), it can be
seen that she has been injected with a mortal dose of
poison (equal to purple worm poison).

Even if the PCs realize Vibia has been poisoned and
have the means to neutralize it, she does not know that
she was stabbed by Zerchakak, thinking that she was
struck by the obsidian. An additional Heal check (DC
25) could discern what happened, but the party will
have little time for such things: already, the buzzing of
an insect swarm in the skies can be heard (Listen check,
DC 15) and it is growing louder as the bugdead draw
nearer.

Even if the party realizes that Zerchakak is to blame
and attempt a pursuit, Zerchakak likely has quite the
head start, and the PCs will find themselves
surrounded by a swarm of bugdead dragonflies very
soon (3 rounds). Proceed to Encounter #17 — Toward
the Great Mound, below.
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17) Toward the Great Mound
(EL 12-14+)

Antloid Soldier, Bugdead Zombie (CR 5) 5x — See
Appendix 2

Giant Dragonfly, Bugdead Zombie (CR 5) 7x —
See Appendix 2

Scarlet Warden (CR 12) 1x - See Appendix 2
Whether or not they attempt to chase Zerchakak, the

PCs will soon find themselves surrounded by a horde
of bugdead.

The droning of insect wings has grown nearly
deafening now, as hundreds of undead insects
swarm all around your group and the damaged
mound - the swarms seem to be thinnest to the
south.

The bugdead dragonflies will reach the party first,
with several moving to attack. 5 rounds later, undead
antloids will arrive from other mounds to reinforce the
attacking dragonflies.

During the battle, hundreds more dragonflies will be
in the air around the PCs, clearly agitated but holding
off for some reason. If the party takes a moment to look
around further (Spot check, DC 15), they will see
antloids milling about the damaged mound, affecting
repairs and, at a distance, a growing number of scarlet
wardens.

The scarlet wardens will not initially attack, content to
watch from a distance as the PCs face the hordes of
lesser bugdead. If the party attempts to flee in any
direction except to the south, a scarlet warden will
move to attack, disengaging if the PCs flee towards the
south.

Development: If the PCs kill one of the scarlet
wardens, the other scarlet wardens will back off,
generally giving the PCs a wide berth. Afterwards,
each time the party deviates from a southerly course,
one of the scarlet wardens will launch long-range
spells at them while another swarm of six bugdead
dragonflies move in to attack. Even casual observation
will show that the path to the south is relatively clear
(the scarlet wardens have orders to herd the party
towards Ahnthyarka.
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So long as they head toward the great mound, the
party will face no attacks. Even if they pause to cast
healing spells or so on, the bugdead will not resume
the attack. Proceed to Encounter #18 — Ahnthyarka’s
Choice, below.

18) Abnthyarka’s Choice
(EL 27+ or-)

Ahnthyarka (CR 27) 1x — See Appendix 1

Antloid Soldier, Bugdead Zombie (CR 5) 50x — See
Appendix 2

Giant Dragonfly, Bugdead Zombie (CR 5) 70x —
See Appendix 2

Scarlet Warden (CR 12) 10x — See Appendix 2

The PCs have been noticed by Ahnthyarka and they
are curious to meet these intruders. Something of a
student of the world themselves, living PCs who are
loyal companions to a kreen are a strange novelty to
Ahnthyarka. They have instructed their minions to
give the PCs an unobstructed path to the Great Mound.

As you continue along, the great swarms of
bugdead seem to remain content to herd you to the
south, seemingly guiding to what must be the
largest mound in the Shale Lands. Rising from the
obsidian plain like a massive castle, it is a work of
wonder - built with incredible patterning and
detail, in a stunning variety of shapes and forms.

The base of the mound looks to be composed of six
spokes that radiate out from a central shaft. From
the central shaft and each spoke, the construction
rises from the ground like a bizarre obsidian plant
growing up to meet the green-tinted sky. Each
portion twists and curves, splits into multiple shafts,
or comes together seemingly without the hindrance
of an intelligent plan. The base stretches 300 yards
from the tip of one spoke to the far end of its
counterpart. The highest towers jut more than 500
yards into the air.

Activity in the Great Mound is constant. The base
levels swarm with undead worker antloids, carrying
blocks of obsidian in miles-long trains from distant
quarries. Other antloids fashion these into precise
building blocks in a series of pits, before they are

86

removed and carried straight up the sides of the
structure, to be put into place. The bottom third of the
Great Mound literally crawls with thousands of
worker antloids, so much so that, in places, the grays
and reds of their carapaces completely obscure the
gleaming black obsidian. Encased in this living shell,
construction, destruction,
nearly constant, and a patient observer can watch
sections of the mighty structure slowly change form,

and reconstruction are

beneath the workers, over a matter of hours.

At this point, Ahnthyarka may make contact via a spell
or psionics and make their invitation explicit. The
party may make an Intelligence check (DC 20) to detect
the magical sensor associated with Ahnthyarka’s
scrying spell.

As you walk towards the great spire of obsidian, a
voice speaks out from thin air: “Greetings visitors.
Such a pleasure to see vertebrates that can behave
themselves and living ones at that!

“You have impressed and intrigued me - come inside so
that we might speak.
Ahnthyarka has spoken.”

You shall not be harmed -

The party may walk into the Great Mound and proceed
to the throne room (all other passages are blocked off
by masses of bugdead). They will find themselves
undisturbed as long as they stick to the proper route.

Many of the halls of the mound are small and narrow,
some so narrow that all creatures in a hallway must
travel in the same direction (clever PCs may recognize
the opportunity this creates later on).

Within the mound, you travel through a maze of
passages to a gigantic chamber, possibly the largest
enclosed chamber you've ever seen, containing
hundreds of bugdead, including several of the
unknown scarlet creatures you had been searching
for.

In the center of the chamber is an oversized scarlet
bugdead, with a palpable air of majesty. Enormous
and crab-like, its carapace is a deep shade of red. Its
head sports two whip-like antennae above large
mandibles that open sideways to reveal even larger
fangs. Opposite the head, a third antenna sprouts
like a tail where the other creatures have only stubs.
Eight legs support its large, shelled body, with color
shading to a deep brown beneath the beast. This
must be Ahnthyarka.
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Nearby, you notice a pair of undead thri-kreen.
Tet'ka’cha whispers quietly “I recognize these kreen -
they are from one of the thri-kreen packs that disappeared
into the Dead Lands.”

The Conversation

Ahnthyarka is genuinely curious about the group. No
living adventurers have ever made it this far into their
kingdom and this is too intriguing to pass up.
Ahnthyarka will offer to answer one question of the
PCs in exchange for them answering one of theirs:

o  Where has the party come from and what brought
them to the Shale Lands?

e It is fascinating that humans and the kreen are
cooperating, for it is unheard of for humanoids
and insectoids to coexist peacefully in the Dead
Lands. Is this common in the lands of the living?

e Yes, Ahnthyarka has captured several thri-kreen
that were foolish enough to venture into the Dead
Lands and die; they make interesting servants.

e While Ahnthyarka has captured undead
specimens of thri-kreen who have foolishly
ventured down the cliffs, Ahnthyarka has never
seen one alive. They have also never seen a tohr-
kreen either (living or undead) and want to know
about tohr-kreen biology. Despite the threatening
circumstances, Tet’ka’cha will be eager to discuss
kreen biology and physiology at length.

e Ahnthyarka will be curious to learn about kreen
society, but Tet’ka’cha will not divulge any secrets
of the Kreen Empire, instead expounding on
nomadic thri-kreen societal structure.

e Ahnthyarka will be interested that Tet'ka’cha
considers himself a scientist and “anthropologist”
as they consider themselves something similar.

e  Ahnthyarka will happily share that they and the
other creatures like themselves, are a species
known as S'thag Zagath - known as scarlet
wardens to the undead humanoids of the Dead
Lands.

e Ahnthyarka will share some information about
the geography of the Dead Lands. They can

their kingdom, Small Home, the
Forbidden Mountains, the Kingdoms of Gretch
and the Disciples. Ahnthyarka also knows of the
existence of the City of a Thousand Dead, far to
the east - a humanoid undead metropolis.

e  Ahnthyarka will make it clear that they are trying
to maintain a delicate balance in the Dead Lands,
countering both the foolish, brutal savagery of the

discuss
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humanoid undead to the north and the oppressive
tyranny of the bugdead leaders to the south.

e Ahnthyarka will question the party about their
powers, trying to assess if they could be allies
against the humanoid undead.

If they inquire about Zerchakak, the party can learn
the following: Ahnthyarka’s scarlet wardens reported
that the other tohr-kreen is the one who destroyed the
mound, and he and his giant insect escaped.
Ahnthyarka will dangle this information in front of
them and it may prompt Tet'ka’cha to realize he was
betrayed, if he had not previously realized it.

The Choice

Ahnthyarka will entertain questions for some time and
will allow the PCs to rest a little if they ask: tending to
wounds, eating and drinking if they desire (though she
hasno food or drink for them). Finally Ahnthyarka will
make the PCs an offer: “You are free to go, upon only one
condition. Tet'’ka’cha must stay with me. He has traveled
here for a great scientific expedition, but the science
experiments shall be mine. You may now leave.”

Ahnthyarka will be perplexed if the PCs resist. “Leave
Tet’ka’cha with me. He is one of my kind, not yours. His
place is here. Would you really turn down an offer as
generous as this?”

The PCs must think fast. Tet'ka’cha will be afraid but
silent. The party really is free to go if they leave
Tet’ka’cha behind. Ahnthyarka will remain open to
further negotiation, if the PCs attempt it.

How this plays out should depend on the cleverness of
the PCs’ roleplaying and the DM’s discretion. A
number of potential outcomes are possible:

e The PCs could relinquish Tet’ka’cha, though the
look of betrayal will be plain, even on his kreen
face. If they do so, they may depart the Shale
Lands undisturbed.

e The PCs may be able to bargain with Ahnthyarka,
providing something else of value. Ahnthyarka
will have little use for their treasure, but is
interested in their knowledge. If they can come up
with something interesting enough, Ahnthyarka
may be persuaded to allow them to leave.

e Ahnthyarka would be open to a proposal that
would allow themself and the party to stay in
touch in the future, and if Ahnthyarka can be
convinced that such a line of communication and
intelligence will remain open, then they may be
willing to let Tet'ka’cha go in exchange for this
future communication.



Adveptures ip the Dead Lapds

o Ahnthyarka will be intrigued by displays of
stubborn and reckless loyalty, and may allow the
PCs to depart with Tet’ka’cha simply out of
fascination at the apparent bond between
humanoid and insect. Ahnthyarka might be
especially persuaded if the PCs offer to carry out
some quest on her behalf.

Development: If the PCs agree to leave Tet'ka’cha
behind or otherwise come to terms with Ahnthyarka,
they are free to leave the throne room (and the Shale
Lands) unmolested by Ahnthyarka’s bugdead.
Proceed to Part 3 — Escaping the Dead Lands.

If they try to fight their way out or otherwise escape,
proceed to Encounter #19 - Out of the Mound, below.

19) Out of the Mound (EL 12+)

Antloid Soldier, Bugdead Zombie (CR 5) 8x — See
Appendix 2

Giant Dragonfly, Bugdead Zombie (CR 5) 4x —
See Appendix 2

The PCs may decide to fight their way out. It might
seem like an impossible task but an enterprising party
could come up with a plan. Although the forces
gathered in Ahnthyarka’s throne room are far too
powerful to confront directly in combat, creating some
sort of diversion or chaos would allow the PCs to flee
into the narrow tunnels of the Great Mound.

Attempting to damage or destroy the throne room in
some way, such as an area-effect spell or power aimed
at the ceiling, could create a tremendous amount of
chaos and give the PCs the distraction they need to
escape.

Attacking Ahnthyarka directly would cause all the
present bugdead to immediately swarm the PCs in an
attempt to end their threat.

Ahnthyarka has worked protective magics on the
Great Mound, filling it with a dimensional lock effect,
preventing teleportation and other forms of
dimensional travel (whether psionic or magical in
nature). Once outside the Great Mound, such effects
may be used freely, allowing the PCs to simply teleport
back to the Tablelands (if they thought to prepare such
spells or powers ahead of time). In order to escape the
mound, however, the party will need to fight their way
out.

There are multiple routes out of the Great Mound, but
all of them twist and turn as if constructed by a
madman and they all look the same. Each tunnel
segment is 10 to 15 feet wide (50% chance of each) and
100 feet long. While escaping, the party will travel
through 2d4+1 intersections (each 100 ft apart) before
escaping the tunnels, through attentive PCs might be
able to navigate the tunnels faster than usual (Survival
or Intelligence check, DC 20) reducing the number of
intersections by 1, removing an additional intersection
for each 5 points that the DC was exceeded by (2 less
intersections for a result of 25, 3 less for a result of 30,
etc), to a minimum of 3 intersections traveled.

When leaving the throne room, the party will be
pursued by 2 bugdead antloids and 1 bugdead
dragonfly (see above). At each intersection, the party
will encounter 2 additional antloids and 1 dragonfly
that will join the battle. If not destroyed, these undead
insects will pursue the PCs all the way out of the Great
Mound, through the Shale Lands, and to the very Cliffs
of Ulyan if allowed to do so. Only magic or psionics
(invisibility, teleportation, etc.) will allow the party to
evade these enraged bugdead.

Once the party has successfully escaped from both the
Great Mound and the Shale Lands, proceed to Part 3 —
Escaping the Dead Lands.

Part 3: Escaping the Dead Lands

20) Up the Cliffs (EL 12)

Wezer Storm (CR 8) 4x — See Appendix

As the party ascends the Cliffs (either via flight or the
Winding Way), a wezer cloud will detect and attack
them one last time.
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Concluding the Adventure

The adventure concludes when the party emerges
from the Dead Lands back into the southern reaches of
the Tablelands. They will need to return to the Kreen
Encampment in the Endless Sand Dunes to receive
payment for the expedition but, if the PCs return
without Tet'ka’cha, the kreen there will remind the
PCs that the agreement was struck with Tet’ka’cha, not
with them. An especially persuasive argument
(Diplomacy, DC 28) will get them to pay out half the
promised sum, for “a task half completed”. Either way,
the tohr-kreen will, however, graciously allow the
party to rest and heal at the encampment for a day.

If Tet'’ka'cha returned with the party back to the
encampment, he makes good on his promises, paying
each PC their 30,000 cp in gems for what he calls “a
successful research expedition”.

Furtber Adventures

Assuming the party survives to return from the Dead
Lands, various other adventures might follow:

Being capable and resourceful mercenaries, the tohr-
kreen might invite the PCs to accompany their next
journey - west to the Jagged Cliffs. The kreen will not
be ready to move on for several days yet, requiring
time to study and secure their new samples, giving the
PCs plenty of time to recuperate before a grueling
journey west.

After this small taste of their internal politics, the PCs
may have become intrigued with the machinations of
the Kreen Empire and seek to learn more. Who are the
mysterious zik’chil and what were they hoping to
find? The answers to these questions could send the
PCs far to the west and serve as an entry point to
exploring the Crimson Savannah and Kreen Empire.

With such a “successful” expedition behind him,
Tet’ka’cha might engage the PCs to provide protection
on his next expedition - to the southern Dead Lands!
Has the party had their fill of the bugdead or will they
accompany Tet'’ka’cha on his expedition to locate
Ahnthyarka’s bitter enemies, whom he reasons might
be living zagath and the mysterious leaders of the
Buglands?
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After such a stunning betrayal by his fellows, perhaps
Tet’ka’cha will leave them behind and accompany the
PCs back north to the Tablelands and on further
adventures - happy to further study the flora and fauna
while doing so (all secretly at the behest of his zik-chil
masters, of course).

When they return to the kreen encampment,
Zerchakak will already be gone, off to undertake his
next mission. If they felt particularly betrayed by his
actions (perhaps especially if they led to Tet'ka’cha
being left behind with Ahnthyarka), the PCs may
decide to chase him down across the Tablelands.
Zerchakak will harbor no particular animosity for the
party he betrayed, but he will become a powerful and

dangerous enemy if pursued.

Umona, the defiler, must have a source of dead kanks,
kreen and other insectoids to reanimate - perhaps
trading with a local elven tribe for spellcasting services
or hunting for them herself from a nearby kank hive.
If they left her alive, Umona might serve as a useful
contact for the party. If not, the area around her hut
might serve as an excellent base camp for further
exploration of the regions southwest of Celik.

The party may also decide to hunt for other defilers
attempting to study necromancy along the periphery
of the Dead Lands; Umona is unlikely to be the only
evil necromancer who has been drawn to this evil
place.

PCs knowledgeable in alchemy might realize that
Umona was likely incapable of producing her Bugdead
Rebarbative - both due to a complete lack of ranike sap
and due to her lacking the necessary experience to
produce such a substance reliably. Tracking down
Umona's source of Bugdead Rebarbative might take
considerable effort, as they are not likely nearby, but
perhaps there might be undiscovered clues hidden
within her hut.

After their first interaction, the PCs might attempt to
contact the Hak’dre’kalak again, eager to learn further
secrets for effectively hunting undead. The pack
ranges far and wide across the deep southern
Tablelands and would not be easy to find - but doing
so might be well worth the effort - especially if the PCs
have slain the defiler Umona.
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If they survived, the other humanoid NPCs (Vibia,
Philo, Sabina, Mumtaz, and Jahan) may have traveled
to the kreen encampment or perhaps even to
Ahnthyarka’s mound and back. Afterwards, they
might seek to join the PCs for further adventures or
hunt the PCs down, somehow blaming them for the
loss of their companions. If they did not accompany the
PCs, they will likely have returned to Celik or Fort
Sharprock to nurse their wounds.

If they slaughtered some of his herd, Anak will become
the PCs relentless foe; incapable of being permanently
killed, he will follow them wherever they go and
attempt to harass or slay them to the best of his
(limited) abilities. The best way to placate Anak would
be for the party to purchase him enough carru (living
or dead, he cares not) to increase his herd to 200 (he
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knows exactly how many he still possesses) and “drive’
the herd to Anak’s ranch, thereby completing his task
and releasing his soul to the Gray. If they do so, Anak
might even tell the PCs where he hid their
grandfather’s “fancy steel axe”.

Though they might wait an indeterminate length of
time to make contact (i.e., as long as the DM wants),
Ahnthyarka continues to be intrigued by the PCs, and
will eventually seek their assistance on an even more
dangerous quest (see A Mother’s Plea).

Having learned a bit about the Dead Lands, the PCs
might seek to explore other parts of it, perhaps
exploring deeper and deeper into the Dead Lands as
they learn from their experiences.
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Appendix 1: Impertant NPCs

Analy of Obsidian Gables
CR9

Thinking Zombie Dwarf Warrior 8

LE Medium undead

Init: +4; Senses: Darkvision 60 ft.; Listen +4, Spot +4
Aura: -

Languages: Common, Dwarven

AC: 17; touch 14, flat-footed 13

(+4 nat, +3 armor)

hp 60 (8 HD; 8d12+8)

Resistances: Cold 10, Electricity 10

Immune: Undead Traits; Weakness: Delusional (still
alive), Vulnerability to Blessed Elements

Saves: Fort +6, Ref +2, Will +2; +2 against spells and
spell-like effects

Speed: 20 ft. (4 squares)

Melee: Club +13 (1d6+4) or Bite +12 (1d6+4 plus
Disease)

Full Melee: Club +13/+8 (1d6+4) and 1x Claw +7
(1d4+2) and Bite +7 (1d6+2 plus Disease)

Space: 5 ft.; Reach: 5 ft.

Base Attack: +8/+3; Grapple: +12

Combat Options: Disease (DC 13), Death Cry (DC 13)

Combat Gear: Studded Leather Armor, Carru Jawbone
Club

Abilities: Str 18, Dex 11, Con -, Int 11, Wis 10, Cha 8

SQ: Darkvision 60 ft., Delusional (still alive), Disease,
Dwarf Traits, (carru herd),

Resistance to Cold and Electricity, Undead Traits.

Affinity, Weapon Focus (club),
Improved Initiative

Skills: Climb +6, Handle Animal +9, Intimidate +1,
Jump +6, Listen +4, Ride +10, Search +4, Sense
Motive +4, Spot +4.

Enduring Focus

Feats: Animal

Death Cry (Su): The sound of the undead’s voice is
enough to kill lesser creatures. Twice per day as a
standard action, the undead can scream and wail. This
unholy scream slays a total number of HD equal to half
the undead’s HD, affecting a 30-ft. radius and killing
creatures with the least HD first unless they make a
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Fortitude save (DC 13). Deaf creatures are immune to
this power.

Delusional (Ex): The undead may believe it is still
alive, thinks that it is still the time of the Green Age, or
believe some other falsehood. Typically, its strong
desire for that fact to be true, causes it to delude itself
into believing the lie. Characters aware of the undead’s
beliefs, possibly by knowing its origins, can reason
with and manipulate the creature. The undead receives
a -4 penalty on Sense Motive checks against such
characters.

Disease (Su): A thinking zombie’s bite delivers one of
the following diseases (50% chance of either). The save
DCis 13

e Filth fever—bite, Fortitude save, incubation
period 1d3 days, damage 1d3 Dex and 1d3 Con.

e Red ache—bite, Fortitude save, incubation period
1d3 days, damage 1d6 Str.

Enduring Focus (Su): The undead’s life force is tied to
a focus, either an object or an unfulfilled task. As long
as this object (usually called a phylactery) is intact or
the task unfinished, the undead cannot be permanently
killed and it reforms 1d100 days after its apparent
death. The phylactery has the hardness and hit points
of a normal object of its kind.

Killing the undead in the Gray prevents it from
returning from destruction.

Stability: A dwarf gains a +4 bonus on ability checks
made to resist being bull rushed or tripped when
standing on the ground (but not when climbing, flying,
riding, or otherwise not standing firmly on the
ground).

Vulnerability to Blessed Elements (Ex): A thinking
zombie takes half again as much (+50%) damage as
normal from blessed elements.

Weapons Familiarity: To dwarves, the urgrosh is
treated as a martial rather than exotic weapon.

—y P
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Anthyvarka, Queen of the Great
Mound CR 27

Unreclaimed Scarlet Warden Necromant 10

Neutral Evil Huge Undead (Psionic)

Init: +13; Senses: Darkvision 60 ft.; Listen +31, Spot +35

Aura: -

Languages: Classic Dwarven, Classic Elven, Terran,
Ulyanese, Zagath,

AC: 35, touch 17, flat-footed 31**

(-2 size, +5 Dex, +10 natural, +8 armor, Def +4)

hp 210 (28 HD; 18d12+18)

Spell Resistance: 36

Immune: Undead Traits;
Vulnerability to Sunlight

Saves: Fort +14, Ref +19, Will +25

Turning, Weakness:

Speed: 40 ft (8 squares), Climb 20 ft.

Melee: Claw +22 (2d6+9) or Tentacle +21 (1d4+9) or
Touch +21 (by spell

Full Melee: 2x Claw +22 (2d6+9) and Bite +20 (1d6+4
plus Poison) and 3x Tentacle +19 (1d4+4)

Ranged: Ranged Touch +19 (by spell)

Space: 15 ft.; Reach: 10 ft. (15 ft. with tentacles)

Base Attack: +14; Grapple: +31

Combat Options: Ability Drain (DC 29), Create
Spawn, Enhanced Spells (+1 dmg/die), Improved
Grab, Poison (DC 29)

Combat Gear: Metamagic Rod of Extend (3/day, 1st -
6th level)

Psi-Like Abilities: 3/day - burst, catfall, claws of the
vampire, mind probe, mindlink, psionic blast,
schism; ML = HD; The save DCs are Charisma-
based.

Spell-Like Abilities (Sp): 1/day - animate dead,
command undead (DC 16); CL 20th.

Wizard Spells: (CL 20th, DC 20 + spell level):

10% - quickened chain lightning, quickened true seeing

9th - mage’s disjunction, magma tunnel, prismatic
sphere, quickened cone of cold, time stop

8th - create greater undead, ghostform, maze,
prismatic wall, quickened greater invisibility

7th - greater arcane sight, greater teleport, mage’s
sword, reverse gravity, unliving identity

6th - antimagic field, forceful hand, chain lightning,
disintegrate, true seeing, undeath to death

5th - cone of cold, magic jar, overland flight, persistent
image, teleport, transmute rock to mud.
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4th - animate dead, dimension door, fire shield, greater
invisibility, scrying, shout

3rd - clairaudience/clairvoyance, dispel magic, halt
undead, haste, invisibility sphere, lightning bolt

2nd - command undead, false life, ghoul touch, mirror
image, see invisibility, spectral hand, web

1st - alarm, chill touch (2), mage armor, ray of
enfeeblement, shield, shocking grasp

0 - dancing lights, disrupt undead (3), detect magic

Abilities: Str 28, Dex 20, Con -, Int 31, Wis 16, Cha 20

SQ: All-Around Vision, Darkvision 60 ft., Dead Lord,
Enhanced Ability (Int), Gray
Casting, Gray Toughness 1, Immunity to Turning,
Spell Resistance, Undead Traits, Vulnerability to
Sunlight.

Feats: Alertness, Automatic Quicken Spell, Combat
Reflexes, Deflect Arrows B, Improved Initiative,
Improved Spell Capacity (10th), Multiattack,
Quicken Spell, Superior Initiative, Weapon Focus
(Bite, Claw).

Skills: Bluff +36, Climb +17, Concentration +36,
Diplomacy +24, Hide +22, Listen +31, Knowledge
(Arcana) +41, Knowledge (Psionics) +26,
Knowledge (Warcraft) +25, Move Silently +26,
Psicraft +11, Search +17, Sense Motive +24,
Spellcraft +41, Spot +35.

Possessions: 170,000cp or Combat Gear plus: Bracers
of Armor +8, Headband of intellect +6, Ring of
Protection +4, Vest of Resistance +5.

Gravespeaker,

Ability Drain (Su): Living creatures hit by the
undead’s natural attacks must succeed on a Fortitude
save or take 1d6 points of ability drain. On each such
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successful attack, the undead gains 5 temporary hit
points.

All-Around Vision (Ex): A scarlet warden’s eyes give
it 360-degree vision, granting a +4 racial bonus on Spot
and Search checks and preventing the beast from
becoming flanked.**

Create Spawn (Su): A humanoid reduced to 0
Constitution by scarlet warden poison dies but
continues to breathe shallowly as if alive. After 1d6
days, the corpse rises as a namech under the scarlet
warden’s command.

Improved Grab (Ex): To use this ability, a scarlet
warden must hit with a claw attack. It can then attempt
to start a grapple as a free action without provoking an
attack of opportunity.

Poison (Ex): Injury, Fortitude DC 21, initial and
secondary damage 1d6 Con. The save DC is
Constitution-based.

Skills: Unreclaimed have a +8 racial bonus on Climb
checks and can always choose to take 10 on Climb
checks, even if rushed or threatened.

Spell Resistance (Ex): Scarlet wardens have spell
resistance equal to 20 + class levels.

Vulnerability to Sunlight (Ex): Direct sunlight deals
the undead 1d6 points of damage each round. The
bright light of the dark sun reminds the creature of its
former life; the creature cannot stand the brightness of
the sun when compared to its eternal existence of pain
and hunger.
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Jalath’gal; CR 5

N Large Vermin
Init: +2; Senses: Darkvision 60 ft., Listen +0, Spot +0
Languages: -

AC: 15; touch 11, flat-footed 13
(-1 size, +2 Dex, +4 Nat)

hp 52 (8 HD; 8d8+16)

Saves: Fort +8, Ref +4, Will +2

Speed: 20 ft. (4 squares), Fly 60ft. (good)

Melee: Claw +10 (1d6+5)

Full Melee: 6 Claws +10 (1d6+5) and Bite +5 (1d8+2)
Space: 10 ft. Reach: 5 ft.

Base Attack: +6; Grapple: +15
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Combat Options: Blood Drain, Improved Grab, Poison

Abilities: Str 20, Dex 14, Con 14, Int -, Wis 11, Cha 11
SQ: Darkvision 60 ft., Vermin Traits

Feats: Hover B, Wingover B

Skills: -

Blood Drain (Ex): A jalath’gak drains blood from a
grappled opponent, dealing 1d6 points of Constitution
damage each round it maintains the hold.

Improved Grab (Ex): To use this ability, a jalath’gak
must hit with a claw attack. It can then attempt to start
a grapple as a free action without provoking an attack
of opportunity. If it wins the grapple check, it
establishes a hold and can drain blood from its
opponent.

Poison (Ex): Inhaled, Fortitude DC 16, initial damage
paralysis 2d6 rounds, secondary damage none. The
save DC is Constitution-based. A jalath’gak can exhale
a burst of poisonous gas up to three times per day,
filling a 15-foot-radius cloud centered on the
jalath’gak.

Carrying Capacity: A light load for a jalath’gak is up
to 266 pounds if airborne or 400 pounds when
earthbound; a medium load, 267-530 pounds when
airborne or 401-800 pounds when earthbound; a heavy
load, 531-800 pounds when airborne or 800-1,200
pounds when earthbound. A jalath’gak can drag 4,000
pounds when airborne and 6,000 pounds when
earthbound.
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Tet'’ka’cha CR 12

Male Zik-trin’ta “Tohr-kreen” Ranger 6

LN Large Monstrous Humanoid

Init: +10; Senses: Darkvision 60 ft.; Listen +13, Spot +13

Languages: Common, Dwarven, Scrab, Thri-kreen,
Thor-kreen

AC: 22; touch 15, flat-footed 16
(-1 size, +6 Dex, +7 Nat)

hp 84 (13 HD; 13d8+26)
Immune: sleep

Saves: Fort +9, Ref +16, Will +9

Speed: 60 ft. (12 squares)
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Melee: Claw +16 (1d6+3) or Bite +16 (1d6+3 plus
Poison)

Full Melee: 4x Claw +15 (1d6+3) and Bite +13 (1d6+1
plus Poison)

Ranged: Kyorkcha +18 (1d10+3) or (with Manyshot,
x4) Kyorkcha +10 (4d10+12)

Full Ranged: Kyorkcha +16/+11/+6 (1d10+3, Range 20
ft., 20/x2) and 3x Kyorkcha +16 (1d10+1, Range 20
ft., 20/x2)

or (with Rapid Shot) Kyorkcha +14/+14/+9/+4 (1d10+3,
Range 20 ft., 20/x2) and 3x Kyorkcha +14 (1d10+1,
Range 20 ft., 20/x2)

Space: 10 ft.; Reach: 10 ft.

Base Attack: +13/+8/+3; Grapple: +20

Combat Options: Poison (3/day, DC 15), Favored
Enemy (animals +4, vermin +2), Manyshot, Point
Blank Shot, Rapid Shot

Combat Gear: Large Kyorkcha x8

Ranger Spells Prepared (CL 3, DC 12 + spell 1vl)
1st - read magic, speak with animals

Abilities: Str 17, Dex 22, Con 14, Int 18, Wis 14, Cha 8
SQ: Darkvision 60 ft, Immunity to sleep, and mind-

affecting effects, Animal Companion, Wild
Empathy +6,
Feats: Kiltektet, Deflect Arrows, Multiattack,

Endurance P, Track B, Rapid Shot ¥, Manyshot P,
Multiweapon Fighting, Quick Draw, Point Blank
Shot

Skills: Balance +12, Climb +8, Hide +11 (+4 sandy
terrain), Jump +43, Knowledge (psionics) +5,
Knowledge (architecture and engineering) +5,
Knowledge (dungeoneering) +5, ~Knowledge
(geography) +10, Knowledge (history) +10,
Knowledge (local) +10, Knowledge (nature) +17,
Knowledge (nobility and royalty) +5, Knowledge
(religion) +12, Knowledge (ancient history) +5,
Listen +13, Literacy (Common, Thri-kreen, Tohr-
kreen), Search +10, Spot +13, Survival +4.

Possessions: Combat gear plus backpack, bag of gems,
and field notebook.

Poison (Ex): Tohr-kreen venom - Injury, Fortitude DC
15, initial damage paralysis for 2d6 minutes, secondary
damage 2d6 Con. Zik-trin'ta produce enough poison
for three venomous bites per day. The save DC is
Constitution based.
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Zerchakak CR 12

Tohr-kreen “Zik-trin’ta” Psion (Telepath) 3 / Cornac

3

LN Large

Init: +5; Senses: Darkvision 60 ft.; Listen +5, Spot +5

Languages: Common, Dwarven, Tohr-kreen, Thri-
kreen

AC: 21; touch 14, flat-footed 16
(-1 size, +5 Dex, +7 natural)

hp 75 (13 HD; 7d8+3d6+3d4+26)
Immune: sleep

Saves: Fort +8, Ref +16, Will +12

Speed: 60 ft. (12 squares)

Melee: Claw +13 (1d6+3) or Bite +13 (1d6+3 plus tohr-
kreen poison) or Dagger +13 (1d6+3 plus purple
worm poison) or Touch (Jolting Pole) +13 (1
nonlethal)

Full Melee: 4x Claws +13 (1d6+3) and Bite +11 (1d6+1
plus poison)

Ranged: Kyorkcha +15 (1d10+3) or Ranged Touch
(Net) +15 (0 plus Entangle)

Space: 10 ft.; Reach: 10 ft.

Base Attack: +10/+5; Grapple: +17

Combat Options: Poison (3/day, DC 15)

Combat Gear: 4x Kyorkcha, Poisoned Obsidian
Dagger, Jolting Pole, Net

Psion Powers (Power Points/Day 44; Powers Known
(ML 6th):

3rd - dispel psionics, hostile empathic transfer, false
sensory input, psionic lighten load

2nd—concussion blast, read thoughts,
suggestion, psionic levitate

1st— aura reading, empathy, telempathic projection,
psionic charm, mindlink

psionic

Abilities: Str 17, Dex 20, Con 14, Int 18, Wis 10, Cha 14

SQ: Darkvision 60 ft., Empathic , immunity to sleep
and mind-affecting effects, Telempathic

Feats: Deflect Arrows, Multiattack, Extend Power B,
Bug Trainer, Animal Affinity

Skills: Balance +11, Bluff +4, Climb +8, Concentration
+4, Diplomacy +4, Handle Animal +10, Heal +2,
Hide +10 (+4 in sandy terrain), Intimidate +8, Jump
+43, Knowledge (psionics) +6, Knowledge
(geography) +6, Knowledge (nature) +13,
Knowledge (religion) +11, Listen +5, Ride +9, Spot
+5, Survival +2, Use Rope +7.

Possessions: 3,300 cp or Combat Gear backpack,
purple worm poison 3 doses.
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Tohr-kreen Poison (Ex): Injury, Fortitude DC 15,
initial damage paralysis for 2d6 minutes, secondary
damage 2d6 Con. Zik-trin'ta produce enough poison
for three venomous bites per day. The save DC is
Constitution based.

Purple Worm Poison (Ex): Injury, Fortitude DC 25,
initial damage 1d6 Str, secondary damage 2d6 Str. Save
DCis Conbased. Zerchaka’s dagger is coated with this
and he will only use this to help him escape.

Empathic (Su): Every time Zerchaka manifests empathy
or telempathic projection, he can apply the bonuses or
penalties to Handle Animal checks as well.

Telempathic: Whenever Zerchaka uses telempathic
projection on an animal or magical beast creature, he
alters the creature’s attitude towards him by two steps
in a positive direction, instead of one. Additionally, he
gains an augmentation option unavailable to other
manifesters of this power.

Augment: If you spend 2 additional power points, this
power’s maximum duration increases to 1 hour/level.

95



Adveptuares ip the Dead Lapds

Appendix 2: Enemies and Monsters

Antloid Scldier, Bugdead
Zombie CR 5

NE Large undead

Init: +2; Senses: Darkvision 60 ft.; Tremorsense 60 ft.,
Listen +0, Spot +0

Languages: -

AC: 17; touch 11, flat-footed 15

(-1 size, +2 Dex, +6 natural)

hp 39 (6 HD; 6d12)

DR: 3/metal; Resist: Fire 5

Immune: Cold, Electricity, Undead Traits
Saves: Fort +2, Ref +4, Will +5

Speed: 40 ft. (8 squares)

Melee: Bite +7 (2d6+5) or Spray +4 ranged touch
(poison)

Full Melee: Bite +7 (2d6+5) and Sting +2 (1d4+2 plus
poison) or Spray +4 ranged touch (poison)

Space: 10 ft.; Reach: 5 ft.

Base Attack: +3; Grapple: +12

Combat Options: Poison (DC 15)

Abilities: Str 20, Dex 14, Con -, Int -, Wis 10, Cha 1

SQ: Damage reduction 3/metal, Darkvision 60 ft.,
Immunity to Cold and Electricity, Resistance to Fire
5, Tremorsense 60 ft.,, Undead Traits.

Feats: -

Skills: -

Poison (Ex): A bugdead antloid soldier can deliver
poison through its bite (injury) or spray (contact).
Fortitude DC 15, initial damage 2d6 Con, secondary
damage none. The save DC is Constitution-based and
includes a +2 racial bonus.
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Dune Reaper, Drone CR 6

TN Large Aberration
Init: +7; Senses: Darkvision 60 ft.; Listen +0, Spot +0
Languages: -

AC: 18; touch 12, flat-footed 15
(-1 size, +3 Dex, +6 Nat)
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hp 60 (8 HD; 8d8+24)
Spell Resistance: 13
Saves: Fort +5, Ref +5, Will +6; Fear Resistance

Speed: 30 ft. (6 squares)

Melee: Claw +12 (3d6+7)

Full Melee: 2x Claw +12 (3d6+7) and Bite +10 (1d8+3)
Space: 10 ft.; Reach: 5 ft.

Base Attack: +6; Grapple: +17

Combat Options: Pounce, Rake (+12 to hit, 3d6+3 dmg)

Abilities: Str 24, Dex 16, Con 16, Int 1, Wis 10, Cha 6

SQ: Darkvision 60 ft., Fear Resistance, Spell Resistance.

Feats: Improved Initiative, Improved Natural Attack
(Claw), Multiattack.

Skills: Hide +5, Jump +12.
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Dune Reaper, Warrior CR 7

TN Large Aberration
Init: +6; Senses: Darkvision 60 ft.; Listen +0, Spot +0
Languages: -

AC: 19; touch 11, flat-footed 17

(-1 size, +2 Dex, +8 Nat)

hp 85 (10 HD; 10d8+40)

Power Resistance: 15; Spell Resistance: 15
Saves: Fort +7, Ref +5, Will +7; Fear Resistance

Speed: 30 ft. (6 squares)

Melee: Claw +14 (3d6+8)

Full Melee: 2x Claw +14 (3d6+8) and Bite +12 (2d6+4)
Space: 10 ft.; Reach: 5 ft.

Base Attack: +7; Grapple: +19

Combat Options: Pounce, Rake (+14 to hit, 3d6+4 dmg)

Psi-Like Abilities: At will - cloud mind, concussion
blast (4d6*), ego whip (2d4, DC 12%), inertial
barrier, matter agitation, mindlink (9 targets®),
psionic daze (13 HD*), tower of iron will (2 rounds,
PR 20); ML 10th; The save DCs are Charisma-
based. *Includes augmentation for dune reaper’s
manifester level.

Abilities: Str 26, Dex 15, Con 18, Int 3, Wis 10, Cha 8
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SQ: Darkvision 60 ft.,
Resistance, Spell Resistance.

Feats: Improved Initiative, Improved Natural Attack
(Bite), Improved Natural Attack (Claw),
Multiattack.

Skills: Hide +6, Jump +13.

Fear Resistance, Power

Fear Resistance (Ex): Because of their ruthlessness
when in search of prey, dune reapers benefit from a +4
racial bonus on Will saves against fear effects.

Pounce (Ex): If a dune reaper charges, it can make a full
attack, including two Rake attacks.
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Dune Reaper, Matron CR 8

TN Large Aberration
Init: +6; Senses: Darkvision 60 ft.; Listen +0, Spot +0
Languages: -

AC: 19; touch 11, flat-footed 17

(-1 size, +2 Dex, +8 Nat)

hp 120 (10 HD; 10d8+40)

Power Resistance: 15; Spell Resistance: 15
Saves: Fort +7, Ref +5, Will +7; Fear Resistance

Speed: 30 ft. (6 squares)

Melee: Claw +14 (3d6+8)

Full Melee: 2x Claw +14 (3d6+8) and Bite +12 (2d6+4)
Space: 10 ft.; Reach: 5 ft.

Base Attack: +7; Grapple: +19

Combat Options: Pounce, Rake (+14 to hit, 3d6+4 dmg)

Psi-Like Abilities: At will - cloud mind, concussion
blast (4d6*), ego whip (2d4, DC 12%), inertial
barrier, matter agitation, mindlink (9 targets®),
psionic daze (13 HD*), tower of iron will (2 rounds,
PR 20); ML 10th; The save DCs are Charisma-
based. *Includes augmentation for dune reaper’s
manifester level.

Abilities: Str 26, Dex 15, Con 18, Int 3, Wis 10, Cha 8

SQ: Darkvision 60 ft., Fear Resistance,
Resistance, Spell Resistance.

Feats: Improved Initiative, Improved Natural Attack
(Bite), Improved Natural Attack (Claw),
Multiattack.

Skills: Hide +6, Jump +13.

Power
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Fear Resistance (Ex): Because of their ruthlessness
when in search of prey, dune reapers benefit from a +4
racial bonus on Will saves against fear effects.

Pounce (Ex): If a dune reaper charges, it can make a full
attack, including two Rake attacks.
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Giant Dragenfly, Bugdead
Zombie CR 5

NE Large Undead

Init: +3; Senses: Darkvision 60 ft., Listen +0, Spot +0
Languages: -

AC: 17; touch 12, flat-footed 14

(-1 size, +3 Dex, +5 natural)

hp 45 (7 HD; 7d12)

Damage Reduction: 3/metal; Resistances: Fire 5
Immune: Cold, Electricity, Undead Traits
Saves: Fort +2, Ref +5, Will +5

Speed: 10 ft. (2 squares), Fly 60 ft. (poor)

Melee: Bite +6 (1d8+6)

Full Melee: Bite +6 (1d8+6)

Space: 10 ft.; Reach: 5 ft.

Base Attack: +3; Grapple: +11

Combat Options: Devour, Improved Grab, Rake
(1d6+2)

Abilities: Str 18, Dex 16, Con -, Int -, Wis 10, Cha 1

SQ: Damage reduction 3/metal, Darkvision 60 ft.,
Immunity to Cold and Electricity, Resistance to Fire
5, Undead Traits.

Feats: -

Skills: -

Devour (Ex): Once a giant dragonfly has achieved a
hold, it automatically deals bite damage each round it
maintains the hold.

Improved Grab (Ex): To use this ability, a giant
dragonfly must hit with its bite attack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity. If it wins the
grapple check, it establishes a hold and can rake with
two claws.
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Rake (Ex): On a successful grapple check, a giant
bugdead zombie dragonfly deals damage as follows:
Attack bonus +6 melee, damage 1d6+2.
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Mindless Hals'trin CR 2

Zombie Bugdead Thri-kreen

NE Medium Undead

Init: +2; Senses: Darkvision 60 ft.; Listen +0, Spot +0
Languages: -

AC: 15; touch 12, flat-footed 13

(+2 Dex, +3 natural)

hp 13 (2 HD; 2d12)

Damage Redcution: 3/metal; Resistances: Fire 5
Immune: Cold, Electricity, Undead Traits
Saves: Fort +0, Ref +2, Will +3

Speed: 40 ft. (8 squares)

Melee: Claw +3 (1d4+2) or Bite +3 (1d4+2 plus Poison)

Full Melee: 4x Claws +3 (1d4+2) and Bite +0 melee (1d4
plus Poison);

Space: 5 ft.; Reach: 5 ft.

Base Attack: +1; Grapple: +3

Combat Options: Poison

Abilities: Str 14, Dex 14, Con —, Int —, Wis 10, Cha 1

5Q: Damage Reduction, Darkvision 60 ft., Immunity to
Cold and Electricity, Resistance to Fire, Undead
Traits.

Feats: -
Skills: -

Poison (Ex): A thri-kreen delivers its poison (Fortitude
save DC 11) with a successful bite attack. The initial
damage is 1d6 Dex, and the secondary damage is
paralysis. A thri-kreen produces enough poison for
one bite per day.
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Intelligent Hak'trin CR 7

Thinking Zombie Thri-kreen Ranger 4
NE Medium Undead
Init: +9; Senses: Darkvision 60 ft., Listen +12, Spot +12
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Languages: Common, Thri-kreen

AC: 23; touch 15, flat-footed 18

(+5 Dex, +8 natural)

hp 45 (6 HD; 6d12+6)

Resistances: Cold 10, Electricity 10

Immune: Undead Traits; Weakness: Vulnerability to
Blessed Elements

Saves: Fort +5, Ref +13, Will +7

Speed: 40 ft. (8 squares)

Melee: Gythka +11 (1d8+8) or Claw +10 (1d4+5) or Bite
+10 (1d6+5 plus Poison)

Full Melee: 2x Gythka +9 (1d8+6 and 1d8+2) and 2x
Claws +8 (1d4+2) and Bite +8 (1d6+2 plus Poison) or
4x Claws +10 (1d4+5) and Bite +8 (1d6+2 plus
Poison)

Ranged: Chatkcha +8 (1d6+5)

Full Ranged: 4x Chatkcha +8 (1d6+5)

Space: 5 ft.; Reach: 5 ft.

Base Attack: +5; Grapple: +10

Combat Options: Favored Enemy (humans +2), Poison
(1/day, DC 11), Disease (DC 12), Insanity (DC 12)

Combat Gear: Gythka +1/MW, Chatkcha x6

Abilities: Str 20, Dex 20, Con -, Int 12, Wis 15, Cha 8

SQ: Damage Reduction, Gray Toughness 1,
Resistances, Thri-kreen Traits, Undead Traits,
Vulnerability to Blessed Elements.

Feats: Deflect Arrows B, Endurance P, Improved
Initiative, Track B Multiweapon Fighting B,
Improved Natural Armor, Multiattack.

Skills: - Climb +10, Hide +10 (+4 in sandy or arid areas),
Jump +35, Knowledge Nature +6, Listen +12, Move
Silently +10, Search +11, Sense Motive +6, Spot +12,
Survival +7.

Possessions: 3,300 cp or Combat Gear plus: Cloak of
Resistance +1.

Disease (Su): A thinking zombie’s bite delivers one of
the following diseases (50% chance of either). The save
DCis 12

e Filth fever—bite, Fortitude save, incubation
period 1d3 days, damage 1d3 Dex and 1d3 Con.

e Red ache—bite, Fortitude save, incubation period
1d3 days, damage 1d6 Str.

Insanity (Su): The undead’s natural attacks afflict its
victim with temporary insanity. If the creature fails a
Will save DC 12, it is confused for 2d10 minutes. The
victim has no sense of right or wrong and behaves
unpredictably.
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Poison (Ex): A thri-kreen delivers its poison (Fortitude
save DC 11 + Con modifier) with a successful bite
attack. The initial damage is 1d6 Dex, and the
secondary damage is paralysis. A thri-kreen produces
enough poison for one bite per day.

Thri-Kreen Traits:

e  Skills: Thri-kreen have a +30 racial bonus on Jump
checks and have a +4 racial bonus on Hide checks
in sandy or arid areas.

e Sleep immunity: Thri-kreen do not sleep and are
immune to spells and effects that cause sleep.
Thri-kreen spellcasters and manifesters still
require 8 hours of rest before preparing spells.

e  Weapon Familiarity: Thri-kreen treat the gythka
and chatkcha as martial weapons instead of exotic
weapons.

Vulnerability to Blessed Elements (Ex): A thinking
zombie takes half again as much (+50%) damage as
normal from blessed elements.

—y P

Monstrous Scorpion, Huge
Zombie Bugdead CR 8

NE Huge undead

Init: +0; Senses: Darkvision 60 ft.; Tremorsense 60 ft.,
Listen +0, Spot +0

Languages: -

AC: 20; touch 8, flat-footed 20

(-2 size, +12 Nat)

hp 104 (10 HD; 10d12)

Damage Reduction: 3/metal; Resistances: Fire 5
Immune: Cold, Electricity, Undead Traits
Saves: Fort +3, Ref +3, Will +7

Speed: 50 ft. (10 squares)

Melee: Claw +12 (1d8+7)

Full Melee: 2x Claw +12 (1d8+7) and Sting +7 (2d4+3
plus Poison)

Space: 15 ft.; Reach: 10 ft.

Base Attack: +5; Grapple: +20

Combat Options: Constrict, 1d8+7, Improved Grab,
Poison

Abilities: Str 25, Dex 10, Con -, Int -, Wis 10, Cha 1
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SQ: Damage Reduction 3/metal, Darkvision 60 ft.,
Immunity to Cold and Electricity, Resistance to Fire
5, Tremorsense 60 ft., Undead Traits.

Feats: -

Skills: -

Constrict (Ex): A monstrous scorpion deals automatic
claw damage on a successful grapple check.

Improved Grab (Ex): To use this ability, a monstrous
scorpion must hit with a claw attack. A monstrous
scorpion can use either its Strength modifier or
Dexterity modifier for grapple checks, whichever is
better.

Poison (Ex): A huge monstrous scorpion has a
poisonous sting. Save is Constitution-based, DC 15.
Initial and secondary damage both 1d6 Con.

g P

Odoka CR -

Kes’trekel Familiar (8th level)

N Tiny Magical Beast (Augmented Animal, Psionic)

Init +1; Senses: Low-Light Vision; Spot +4

Languages: -; Empathic Link, Speak with Birds, Speak
with Master

AC: 15, touch 13, flat-footed 14

(+2 size, +1 Dex, +6 natural)

hp 18 (8 HD; half of master’s hp)

Saves: Fort +3, Ref +3, Will +6; Improved Evasion

Speed: 10 ft. (2 squares), Fly 60 ft. (8 squares) (average)

Melee: Bite +5 (1d3+1) or Touch +5 (by spell)

Full Melee: Bite +5 (1d3+1)

Space: 2.5 ft.; Reach: O ft.

Base Attack: +4; Grapple: -3

Combat Options: Flyby-Attack, Aversion, Deliver
Touch Spells

Abilities: Str 12, Dex 12, Con 13, Int 9, Wis 10, Cha 8

SQ: Empathic Link, Improved Evasion, Low-Light
Vision, Share Spells, Speak with Birds, Speak with
Master

Feats: Flyby Attack

Skills: Bluff +2, Concentration +7, Craft (alchemy) +4,
Decipher Script +0, Handle Animal +4, Knowledge
(arcana) +6, Knowledge (geography) +2,
Knowledge (history) +2, Knowledge (local) +3,
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Knowledge (nature) +4, Knowledge (the planes) +4,
Listen +2, Literacy (Common), Spellcraft +6, Spot +4

Aversion (Ps): A group of 20 or more kes’trekels can
manifest aversion three times per day (Will DC 11
negates). For every 10 additional kes’trekel, increase
the save DC by 1. Manifester level 3rd. The save DC is
Charisma-based.

ey P

Scarlet Warden CR 12

LE Huge Undead

Init: +8; Senses: All-Around Vision; Darkvision 60 ft.;
Listen +17, Spot +21

Languages: -

AC: 22; touch 12, flat-footed 18
(-2 size, +4 Dex, +10 natural)
hp: 78 (12 HD; 12d12

Spell Resistance: 20

Saves: Fort +4, Ref +8, Will +10

Speed: 40 ft. (8 squares)

Melee: Claw +12 (2d6+7)

Full Melee: 2 Claws +12 (2d6+7) and Bite +7 (1d6+3
plus Poison)

Space 15 ft. Reach: 10 ft.

Base Attack: +6; Grapple: +21

Combat Options: Create Spawn, Improved Grab,
Poison, Spells

Wizard Spells Prepared (CL 10th, necromancer,
defiler, DC 12 + spell level):

5th—cone of cold, magic jar, overland flight

4th —animate dead, dimension door, fire shield, shout

3rd —clairaudience/clairvoyance, halt undead, haste,
invisibility sphere

2nd —command undead, false life, ghoul touch (+11
melee touch), mirror image, see invisibility,
spectral hand

1st—alarm, chill touch (+11 melee touch) (2), mage armor,
ray of enfeeblement (+8 ranged touch), shocking grasp
(+11 melee touch)

0—dancing lights, disrupt undead (+8 ranged touch)
(3), detect magic

Abilities: Str 24, Dex 18, Con —, Int 15, Wis 14, Cha 16

SQ: Darkvision 60 ft., Spell Resistance 20, Undead
Traits

Feats: Alertness, Combat Reflexes, Deflect Arrows B,
Improved Initiative, Weapon Focus (bite, claw)
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Skills: Concentration +18, Diplomacy +5, Hide +11,
Listen +17, Move Silently +19, Search +6, Sense
Motive +17, Spot +21

Possessions: -

All-Around Vision (Ex): A scarlet warden’s eyes give
it 360-degree vision, granting a +4 racial bonus on Spot
and Search checks and preventing the beast from
becoming flanked.

Create Spawn (Su): A humanoid reduced to 0
Constitution by scarlet warden poison dies but
continues to breathe shallowly as if alive. After 1d6
days, the corpse rises as a namech under the scarlet
warden’s command.

Improved Grab (Ex): To use this ability, a scarlet
warden must hit with a claw attack. It can then attempt
to start a grapple as a

action without attack of

opportunity.

free provoking an

Poison (Ex): Injury, Fortitude DC 21, initial and
secondary damage 1d6 Con. The save DC is
Constitution-based.
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Small Homer, Pixie CR 12

Male and Female Pixie Racked Spirit Psion

(Telepath) 8

Chaotic Evil Small

Incorporeal, Psionic)

Init: +7; Senses: Darkvision 60 ft., Low-Light Vision;
Listen +17, Spot +17

Undead (Augmented Fey,

Aura: -
Languages:
Ulyanese

Gnomish, Sylvan, Ulyanese Giant,

AC: 23, touch 23, flat-footed 16; Incorporeal (50% miss
chance)

(+1 size, +7 Dex, +5 deflection)

hp 60 (8d12 +8); Fast Healing 3

Damage Reduction: 10/steel; Spell Resistance: 23

Immune: Undead Traits; Weakness: Vulnerability to
Mind-Affecting Effects, Vulnerability to Raise
Dead

Saves: Fort +2, Ref +9, Will +11

Speed: Fly 60 (perfect)
Melee: Touch +12 (1d4 plus Energy Drain)
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Ranged: -

Space: 5 ft.; Reach: 5 ft.

Base Attack: +5; Grapple: -

Combat Options: Brand (3/day, 1d8 plus penalty),
Energy Drain (DC 19), Greater Invisibility, Guilt
Gaze (DC 19), Psionic Meditation (Move action),
Taint Weapon (DC 19)

Combat Gear: -

Psi-Like Abilities: At will—aura sight*, empathy*,
mindlink®, psionic dominate*; 3/day—recall agony*,
telekinetic force*; ML = HD; The save DCs are
Charisma-based.

Spell-Like Abilities: 1/day - lesser confusion, dancing
lights, detect chaos, detect good, detect evil, detect law,
detect thoughts, dispel magic, entangle, permanent
image (visual and auditory elements only). CL =
HD. The save DCs are Charisma-based.

Psion Powers: (ML 8th (+2 vs. PR), 78 PP, DC 15 +
power level)
4th - Power Leech, Psionic Modify Memory

3rd - dispel psionics, Energy Retort, False Sensory Input

2nd - Brain Lock, ID Insinuation, Psionic Suggestion,
Serenity, Swarm of Crystals

1st - Deceleration, Detect Psionics, Entangling Ectoplasm,
Mind Thrust, Psionic Charm

Abilities: Str 10, Dex 24, Con -, Int 21, Wis 20, Cha 20

SQ: Enhanced Ability (feat), Fast Healing 3, Gray
Toughness 1, Vulnerability to Mind-Affecting
Effects, Vulnerability to Raise Dead

Feats: Dodge », Combat Manifestation, Greater Power

Penetration,
Meditation, Maximize Power », Quicken Power ¢,
Weapon Finesse ».

Skills: Bluff +9, Concentration +12(+4), Hide +11,
Intimidate +10, Knowledge (Local) +10, Knowledge
(Psionics) +13, Listen +17, Search +19, Sense Motive
+11, Spot +17, Psicraft +15

Possessions: 9,400cp or Combat Gear plus: Cloak of
Charisma +2, Dust of Illusion, Headband of
Intelligence +2.

Penetration + Power Psionic

Brand (Su): Up to three times per day, the creature
can trace a lasting mark on a creature’s skin with its
fingers by making a touch attack. This touch deals
1d8 points of damage and inflicts a -2 penalty on any
interaction checks the victim makes (such as Bluff,
Diplomacy, Intimidate, and Sense Motive); the brand
leaves a disturbing impression on anyone who sees it.
Both the damage and penalty are permanent. A
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remove curse or heal spell removes the brand and its
negative effects.

Energy Drain (Su): Living creatures hit by a racked
spirit’s incorporeal touch attack gain one negative
level. For each negative level bestowed, the racked
spirit gains 5 temporary hit points. A racked spirit can
use its energy drain ability once per round. The DC
for the Fortitude save to remove the negative level
after 24 hours is 10 + 1/2 racked spirit’s HD + racked
spirit’s Cha modifier.

Guilt Gaze (Su): The undead’s gaze attack causes
grief to intelligent creatures within 30 ft. Unless a
victim makes a Will save, its most painful memories
surface, wracking the victim with guilt over small
incidents that happened years ago in its life. The guilt
nauseates a creature for 1d4 rounds.

Taint Weapon (Su): The undead can taint magic and
psionic weapons by touching them. It makes a touch
attack against the weapon. The touch does not
provoke an attack of opportunity. If the undead hits,
the weapon or its wielder must make a Will save.
Failure means the weapon permanently loses one
point of its enhancement bonus. A weapon drained to
a +0 enhancement bonus loses all other magic and
psionic properties.

Vulnerability to Mind-Affecting Effects (Ex): The
undead, unlike most others of its type, is susceptible
to mind-affecting effects, which affect the undead as
though its type were the same as that of a living
version of the creature (or as a humanoid, if it has no
living analog).

Vulnerability to Raise Dead (Ex): A spellcaster can
target a racked spirit with a raise dead spell,
destroying the creature with a successful touch attack
unless the racked spirit makes a Will save. On a
successful save, the racked spirit still takes 6d6 points
of damage.

g P
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Scldier Kanl (Domestic),
Zombie Bugdead CR3

NE Large Undead

Init: -1; Senses: Darkvision 60 ft., Tremorsense 60 ft.;
Listen +0, Spot +0.

Languages: -

AC: 14; touch 8, flat-footed 14

(-1 size, -1 Dex, +6 natural)

hp 13 (2 HD; 2d12)

Damage Reduction: 3/metal; Resistance: Fire 5
Immunities: Cold, Undead Traits

Saves: Fort +0, Ref -1, Will +3

Speed: 40 ft. (8 squares)

Melee: Bite +5 (1d8+7 plus Poison)

Full Melee: Bite +5 (1d8+7 plus Poison)

Space: 10 ft.; Reach: 5 ft.

Base Attack: +1; Grapple: +10

Combat Options: Improved Grab, Poison (DC 11)

Abilities: Str 20, Dex 9, Con —, Int —, Wis 10, Cha 1

SQ: Damage Reduction 3/metal, Darkvision 60 ft.,
Immunity to Cold and Electricity, Resistance to Fire
5, Tremorsense 60 ft., Undead Traits.

Feats: —

Skills: —

Improved Grab (Ex): To use this ability, a zombie
bugdead kank must hit with its bite attack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity.

Poison (Ex): Injury, Fortitude DC 11, initial and

secondary damage 1d6 Str. The save DC is

Constitution-based.
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Wezers Storm (Mob of
Zombie Bugdead Wezers)
CR 8

NE Gargantuan undead (mob of Medium undead
wezers)

Init: +0; Senses: Darkvision 60 ft.; Listen +0, Spot +0
Languages: -

AC: 11, touch 7, flat-footed 10
(-4 size, +1 Dex, +4 natural)
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hp 195 (30 HD; 30d12)

Damage Reduction: 3/metal; Resistances: Fire 5

Immune: Cold, Electricity, Mob Anatomy, Undead
Traits

Saves: Fort +9, Ref +10, Will +17

Speed: 5 ft. (1 squares), Fly 50 ft (average)

Melee: Mob (5d6 plus Poison)

Space: 20 ft.; Reach: O ft.

Base Attack: +15; Grapple: +30

Combat Options: Expert Grappler, Poison, Trample
2d6

Abilities: Str 17, Dex 12, Con -, Int -, Wis 10, Cha 1

S$Q: Damage Reduction, Fire Resistance, Immunities,
Mob Anatomy, Undead Traits

Feats: Improved Bull Rush ?, Improved Overrun ?

Skills: -

Expert Grappler (Ex): A mob can maintain a grapple
without penalty and still make attacks against other
targets (normally, attacking other targets while
grappling imposes a —20 penalty on grapple checks). A
mob is never considered flat-footed while grappling.

Mob Anatomy (Ex): A mob has no clear front or back
and no discernible anatomy, so it is not subject to
critical hits or sneak attacks. A mob cannot be flanked,
tripped, grappled, or bull rushed.

Unlike standard swarms, mobs are made up of
relatively small numbers of individual creatures, so
spells or effects that target specific numbers of
creatures can have an effect on a mob. Each specific
that is slain, disabled, or otherwise
incapacitated by spells or effects that target specific
creatures bestows two negative levels on the mob. A
mob that gains negative levels equal to its Hit Dice
breaks up as if reduced to 0 hit points. Negative levels
gained in this manner are not the result of negative
energy (and thus cannot be blocked by death ward or
removed by restoration), but never result in permanent
level loss. A mob takes half again as much damage
(+50%) from spells or effects that affect an area, such as
splash weapons and evocation spells.

creature

Although mobs are treated as one creature, it
sometimes becomes necessary to determine the fate of
a specific individual caught up in the mob. If a mob is
dispersed by nonlethal attacks, there are no casualties.
If the mob is dispersed by lethal attacks, assume that
30% of its number are slain and 30% are reduced to 0
hit points. To determine a specific individual’s fate,
simply roll d%: a result of 01-30 indicates death, 31-60
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indicates the victim is reduced to 0 hit points, and a roll
of 61-100 indicates the victim escapes relatively
unscathed.

Poison (Ex): Injury, Fortitude DC 13, initial damage
unconsciousness for 1 minute, secondary damage
unconsciousness for 2d4 days. The save DC is
Constitution-based.

Trample (Ex): A mob that simply moves over a
creature and doesn’t end its movement with that
creature in one of its occupied squares can trample the
creature. A trampled creature takes damage equal to
2d6 points + 1-1/2 times the mob’s Strength modifier.
The victim can either make an attack of opportunity
against the mob or make a Reflex save (DC 25 + the
mob’s Str modifier) to take half damage.
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Umona CR8

Female Human Wizard (Defiler) 8
NE Medium Humanoid (Human)

Init: +6; Senses: Listen +2, Spot +2.
Languages: Common, Gith, Kreen

AC: 14; touch 12, flat-footed 12
(+2 Dex, +2 armor)

hp 36 (8 HD; 8d6+8)

Saves: Fort +4, Ref +7, Will +7

Speed: 30 ft. (6 squares)

Melee: Club +4 (1d6-1)

Space: 5 ft.; Reach: 5 ft.

Base Attack: +4; Grapple: +3
Combat Options: robe of bones
Combat Gear: Masterwork Club

Wizard Spells Prepared (CL 8th, DC 13 + spell level):

4th — animate dead, heightened command undead
(CL 9th)

3rd —fireball (CL 9th) x2, summon monster III x2

2nd —command undead (CL 9th) x2, protection from
arrows, levitate

1st— cause fear x2, magic missile x2, shield

0— detect magic, disrupt undead x2, ghost sound

Spellbook: spells prepared plus 1st - chill touch, ray of
enfeeblement, sleep; 2nd - ghoul touch; 3rd -
vampiric touch; 4th - bestow curse, contagion

Abilities: Str 8, Dex 14, Con 12, Int 17, Wis 10, Cha 13
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SQ: Familiar, Share Spells

Feats: Alertness B Heightened Spell B, Improved
Initiative, Path Sinister (command undead, fireball)
*, Scribe Scroll 8, Silent Spell, Bug Trainer *

Skills: Bluff +4, Concentration +7, Craft (alchemy) +8,
Decipher Script +4, Handle Animal +6, Knowledge

+10, Knowledge (geography) +6,
Knowledge (history) +6, Knowledge (local) +8,
Knowledge (nature) +8, Knowledge (the planes) +8,
Listen +2, Literacy (Common), Spellcraft +10, Spot
+2.

Possessions: 9,400cp or Combat Gear plus: bracers of
armor +2, cloak of resistance +1, potion-orb of cure
light wounds, ring of protection +1, robe of bones,

(arcana)

spellbook, dose of Bugdead Rebarbative x1.
——g Q —

Wezers Storm (Mob of
Zombie Bugdead Wezers)
CR 38

NE Gargantuan undead (mob of Medium undead
wezers)

Init: +0; Senses: Darkvision 60 ft.; Listen +0, Spot +0
Languages: -

AC: 11, touch 7, flat-footed 10

(-4 size, +1 Dex, +4 natural)

hp 195 (30 HD; 30d12)

Damage Reduction: 3/metal; Resistances: Fire 5

Immune: Cold, Electricity, Mob Anatomy, Undead
Traits

Saves: Fort +9, Ref +10, Will +17

Speed: 5 ft. (1 squares), Fly 50 ft (average)

Melee: Mob (5d6 plus poison)

Space: 20 ft.; Reach: O ft.

Base Attack: +15; Grapple: +30

Combat Options: Expert Grappler, Poison, Trample
2d6

Abilities: Str 17, Dex 12, Con -, Int -, Wis 10, Cha 1

SQ: Damage Reduction, Fire Resistance, Immunities,
Mob Anatomy, Undead Traits

Feats: Improved Bull Rush ?, Improved Overrun ?

Skills: -

Poison (Ex): Injury, Fortitude DC 13, initial damage
unconsciousness for 1 minute, secondary damage
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unconsciousness for 2d4 days. The save DC is
Constitution-based.

Expert Grappler (Ex): A mob can maintain a grapple
without penalty and still make attacks against other
targets (normally, attacking other targets while
grappling imposes a —20 penalty on grapple checks). A
mob is never considered flat-footed while grappling.

Trample (Ex): A mob that simply moves over a
creature and doesn’t end its movement with that
creature in one of its occupied squares can trample the
creature. A trampled creature takes damage equal to
2d6 points + 1-1/2 times the mob’s Strength modifier.
The victim can either make an attack of opportunity
against the mob or make a Reflex save (DC 25 + the
mob’s Str modifier) to take half damage.

Mob Anatomy (Ex): A mob has no clear front or back
and no discernible anatomy, so it is not subject to
critical hits or sneak attacks. A mob cannot be flanked,
tripped, grappled, or bull rushed.

Unlike standard swarms, mobs are made up of
relatively small numbers of individual creatures, so
spells or effects that target specific numbers of

creatures can have an effect on a mob. Each specific
that is slain, disabled, or
incapacitated by spells or effects that target specific
creatures bestows two negative levels on the mob. A
mob that gains negative levels equal to its Hit Dice
breaks up as if reduced to 0 hit points. Negative levels
gained in this manner are not the result of negative
energy (and thus cannot be blocked by death ward or
removed by restoration), but never result in permanent

creature otherwise

level loss. A mob takes half again as much damage
(+50%) from spells or effects that affect an area, such as
splash weapons and evocation spells.

Although mobs are treated as one creature, it
sometimes becomes necessary to determine the fate of
a specific individual caught up in the mob. If a mob is
dispersed by nonlethal attacks, there are no casualties.
If the mob is dispersed by lethal attacks, assume that
30% of its number are slain and 30% are reduced to 0
hit points. To determine a specific individual’s fate,
simply roll d%: a result of 01-30 indicates death, 31-60
indicates the victim is reduced to 0 hit points, and a roll
of 61-100 indicates the victim escapes relatively
unscathed.

Appendix 3: New Items

Bugdead Rebarbative

Alchemical item

Usually contained within a small, well-sealed clay pot,
this foul-smelling black paste is crafted from the
innards of undead kanks and sap from the ranike tree.

One dose of bugdead repellent may be smeared on a
medium-sized creature or object, or a surface 5 x 5 ft.
A small creature only requires half as much
rebarbative as a medium-size creature, while a large
creature requires twice as much as a Medium-size
creature. The repellent remains effective for 1 hour
after it is applied, after which the effect ends.

Bugdead rebarbative, as the name suggests, was
specially designed to repel undead insectoid creatures.
Bugdead must make a Will save (DC 15) when exposed
to the scent of the repellent. Mindless bugdead that fail
their save will flee as if affected by a fear spell (though
the effect is non-magical); those that make their save
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do not flee but will not approach the source of the
repellent, even when under magical compulsion.
Intelligent bugdead (those with Int 3+) that fail their
save do not flee but will also not approach the source
of the scent; those intelligent bugdead that make their
save may act normally.

Living insects are repulsed by bugdead rebarbative as
if it was ranike sap (see Athasian Emporium) and must
make a Fortitude save (DC 15) each round they are
within 5ft of the repellent or be sickened. Non-
insectoid undead, such as the humanoid undead of the
Dead Lands, react to bugdead repellent as if it were
undead unguent (see Faces of the Dead Lands),
ignoring the characteristic taint of life otherwise
detectable by undead creatures through mundane
means (spells and psionics will still reveal a wearer’s
living state).

Cost 250 cp (Medium creature); Alchemy DC to create:
28.
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Appendix 4: Player’s Maps
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The Tapnel Ber;eajtb

A Darkl Sun 3.5¢ adventure module for four 13th-level characters

Creatures unknown in the Tablelands bave emerged to terrorize Altaruk.
Now the PCs and the town must race to find the source of a threat unlike
anything the land bas ever seen before.

WRITING
Adam Cieszlak, Jack Meyer

CONTRIBUTING WRITERS
Sofia Fernandez

EDITING
Zach McKean, Yanick Moreau
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Introduction

The Tunnel Beneath is a short D&D adventure for four
13th-level player characters (PCs). Consult the Scaling
the Adventure sidebar for ways to modify the scenario
for higher or lower levels of play.

This scenario is designed as an introduction to the
Dead Lands. It is set in Altaruk, a trade town centrally
located in the Tablelands, so it easily can be placed in
any Dark Sun game. DMs are encouraged to adapt
some of the details to their players and campaign.

Developer’s notes

This was the first adventure idea I had when working
on Faces of the Dead Lands. Once I had decided what
horror lurked at the bottom of the Beardpit Mines, it was
a natural extension to make it want to seek out more
living matter outside of its territory. After we combined
it with Adam’s knowledge of the underground Rhulisti
tunnels the whole thing just clicked.

I didn’t originally want it to be set in Altaruk, but since
T'wanted a busy coastal town that wasn't a full-size city,
it was as good a choice as any. And it also gave us the
opportunity to resolve the persistent inconsistencies
between Altaruk maps over the years -JM

Preparation

You (the DM) will need the 3rd edition revised D&D
core rulebooks, including the Player’s Handbook, the
Dungeon Master’s Guide, and the Monster Manual, as
well as the Expanded Psionics Handbook. This adventure
also uses material from Faces of the Dead Lands, Secrets
of the Dead Lands, Terrors of the Dead Lands, and the Dark
Sun 3.5 conversion rulebook from Athas.org, but all
necessary rules are already included.

Overview

Gu’as zombies from the Beardpit Mines (in the Dead
Lands) have been tunneling northwards for quite some
time. They stumbled upon an ancient Rhulisti travel
tube, which eventually deposited their excavators at a
forgotten travel hub just underneath Altaruk. The PCs
and the whole town now face an entity and a threat
unlike anything they have ever seen before.

Scaling the Adventure

+/-1 on all skill checks and ability checks.
+/-1 on attack rolls and saving throws.

+/-5 hit points.

The Tunnel Beneath is designed for a party of four 13th-level adventurers, but it can be modified easily to present an
appropriate challenge for parties of different sizes or levels.

Consider adapting the adventure for PCs of average levels 11 to 15 by adding effective positive or negative levels
to the creatures in each encounter to change their effective Challenge Rating. A creature takes the following
penalties/bonuses for each positive/negative level it has gained:

+/-1 effective level (whenever the creature’s level is used in a die roll or calculation, reduce it by one for each negative
level).If the creature casts spells, she gains/loses one spell slot of her highest-level spells. (If she has more than one
spell at her highest level, she chooses which she gains/loses.) In addition, when she next prepares spells or regains
spell slots, she gets one more/less spell slot at her highest spell level. If the creature is a manifester, she gains/loses
enough power points to manifest her highest-level power once.
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¢ They recently arrived as caravan guards and are
Adventare Hooks waiting for their caravan to leave.

¢ They are between jobs and looking for work.

The party is in Altaruk for some reason unrelated to
the adventure, likely having spent the day there: * They’ve come to meet with a Veiled Alliance contact.

Which Altaruls is the Real Altaruls?

Multiple maps exist for Altaruk, notably the fort version in the 2e adventure Forest Maker and the caravan district
and arena maps from the 4e adventure Bloodsand Arena - so why did we make another one?

Altaruk is described as having been destroyed and rebuilt many times. To consolidate and unify the differing visions
of Altaruk, we decided that each map represents a different version of Altaruk, as each time the settlement is
destroyed, it might have been rebuilt in a slightly different location or with a different layout. So, there have been
multiple Altaruks, and each might look slightly different.

The regional map above shows ruins in the area surrounding Altaruk - each intended to be the abandoned ruins of
a former version of Altaruk.
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Part 1: Discovery

1) A Night Out (EL 10)

Small Gu’as Fungus Zombies (CR 5) 6x — See
Appendix 1

The party, whatever their reason for being in Altaruk,
are returning from a tavern to their inn for the night
when they hear a merchant being accosted nearby.

You're all returning from The Mirage, a tavern here
in Altaruk, working your way back to your
accommodations for the night. Enjoying the evening
coolness, you can appreciate why the town is a
popular caravan stop — strong walls, vigilant guard
patrols, and a flurry of merchant activity
unburdened by the oppression of the City States.

Your reverie is suddenly broken by a shout of pain
from around the corner.

Assuming the party follows the shout:

Rounding the corner, you're greeted by a sight more
suited to the road than behind the stout walls of
Altaruk: a half-elf merchant is under attack by
several creatures. The assailants are small like
halflings and strange looking, but you'd have to get
closer to get a better look at them. "Agh! Help me!

I'll pay you!" you hear the merchant shout.

The party can help or not, as they wish. The creatures,
gu’as fungus zombies - which the PCs will have never
heard of or seen before, will turn to attack the PCs after
the merchant falls (unconscious or dead) or if they
interfere.

Tactics: Gu’as fungus zombies prefer uneven odds that
favor them, ganging up on a solitary individual
whenever possible in battle. Defeated foes will be
dragged back to their lair.

When the party examines the creatures more closely:
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These unfamiliar humanoids are about the size of a
halfling. A mesh of fine white fibers grows all over
their clothes, throughout their hair and beards, and
across their deathly gray-green skin.

After several rounds of combat, the fungus zombies
withdraw. If any have been dropped, their
regeneration allows them to get back up and retreat.
The tether-vines of dead zombies quickly detach and
retract back to their source, as do any that were
severed. Any attempt to follow them at this time fails,
as guards arrive to question the PCs.

Development: If the half-elf merchant survives, he can
be convinced to hand over 10 sp (all he has on his
person) to the party, grumbling about greedy
mercenaries the whole time. If the merchant dies, the
PCs will find the silver pieces on his body. In addition,
one of the small fungus zombies has a plain brass
brooch on it (see Further Adventures, at the end of the
adventure, for more information), worth 100 cp. After
being questioned by guards and receiving their
reward, the PCs may go on with their night without
further incident.

Proceed to Encounter #2 — A Job Offer, below.

DM's Note: If the players are enjoying the hunt for
the fungus zombies, feel free to extend out this
section of the adventure by inserting multiple fights
with wandering groups of the fungus zombies
before the PCs can follow them back to the source.
Multiple Altaruk street maps have been included to
accommodate multiple separate encounters.

If the players cannot or prefer not to follow the
fungus zombies, they can instead make a Gather
Information or Listen check (DC 20) - success alerts
the PCs to faint ghostly noises emanating from
around the tunnel entrance - screams, moans, and
grumbles (the complaints of Serlog as the fungus
zombies pass through his torso).
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2) A Job Offer

The next morning, the party’s presence is requested by
Altaruk’s leader, Arisphistaneles, via messenger at
their inn. In the message, Arisphistaneles refers to the
meeting as a and
opportunity”. If the party declines the meeting, guards
arrive soon after to take the PCs into custody and
escort them to see Arisphistaneles, who is then in a far
less charitable mood for the meeting (his initial
financial offer is halved in this case but might be
increased again with successful negotiation).

“personal favor” “financial

You have been summoned to the offices of
Arisphistaneles, leader of Altaruk: “Ah, good - thank
you for coming. Problems with creatures like those you
fought yesterday only started occurring a day ago, but
have been happening with increasing frequency and,
frankly, my guards can barely handle the situation. More
and more people are disappearing, and we can't figure out
how the creatures are making it into town. I need you to
find out how the creatures are getting in, track them to
the source and eliminate the threat.”

The PCs will probably have questions. Likely
questions and their responses are:

e  Why us? “You've faced these creatures before and
survived.”

e  Why not your guards? "My guards are overtaxed as
it is, and anyway, this is more of a task for mercenaries
than town guards.”

e Why not just leave? “What and abandon Altaruk?
The trade houses would see me dead for that; besides, if
we don’t know where the creatures are coming from, we
won’t know which direction to flee in.”

e  What's in it for us? “To prevent the complete loss of
a major trade hub? I'll pay you 900 silver pieces and
buy you into one (or each) of Altaruk’s merchant houses
to the sum of another 3000 silver pieces in total, if you
can identify the origin of the creatures and eliminate the
threat. And, of course, you can keep whatever goods you
find with the creatures.”

When the PCs finished speaking with
Arisphistaneles, proceed to Encounter #3 — On the
Hunt, below.

are
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3) ©n the Hunt (EL 13)

Small Gu’as Fungus Zombies (CR 5) 4x — See
Appendix 1

Medium Gu’as Fungus Zombies (CR 9) 3x — See
Appendix 1

The PCs search for more of the creatures hunting for
victims in Altaruk. With Altaruk’s guards largely
occupied with protecting important personnel and
facilities, gangs of fungus zombies are free to roam the
streets of the trade fort in search of prey. While the PCs
may attempt to come up with a cunning plan, locating
some fungus zombies is as simple as wandering
through Altaruk waiting to be accosted by the
creatures.

If the PCs keep some of the creatures disabled or sever
their tether-vines, they might examine the creatures
further or even work divinations on their fallen foes.
The medium-sized fungus zombies are clearly ‘fresher’
than the
humanoids that the characters are familiar with

others and resemble medium-sized
(humans, half-elves, etc). The small fungus zombies
are much older looking and were once creatures the
PCs are not familiar with. Powerful divinations or
clairsentience powers may reveal that they were once
gnomes, an extinct race from before the Cleansing

Wars.

Development: During the battle, gemstones (7500cp
worth) will spill from one of the fungus zombies - a
former gem merchant.

At least one of the fungus zombies will likely survive
combat with the party and withdraw back to the
tunnel, and the PCs can follow or track it to discover
the tunnel for themselves.

Once the PCs find the tunnel leading under Altaruk,
proceed to Encounter #4 — The Giant’s Crawlspace,
below.
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Part 2: Beneath Altarulk

4) The Giant’s Crawlspace
(EL 11)

Serlog - Fallen Desert Giant (CR 12) 1x — See
Appendix

The PCs track and/or follow the creatures to a back
alley, where they find the hand-hewn tunnel through
which the fungus zombies have been entering Altaruk.
The tunnel leads down beneath Altaruk and meanders
a bit, seeming more to follow the preexisting cavities in
the rubble and sediment beneath the town than an
intentional course. The tunnel ceiling and walls are
largely composed of detritus (intact segments of wall,
doors, stone lintels, etc.) from previous incarnations of
the settlement, lending credence to the rumors that
Altaruk has been razed and rebuilt multiple times in
the past. The tunnel finally exits into a relatively
spacious but oddly shaped chamber.
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Ahead, you see a chamber that, like the tunnel
before it, is supported by tumbled pillars and
partially intact slabs of wall. On the far side, you can
see a tunnel continuing down further beneath
Altaruk. What most commands your attention
though, is the huge skeletal arm and skull
protruding from the far wall - the arm gropes about
the chamber, seemingly searching for something.
The skull twists about to look at you, speaking in a
deep guttural voice, but you can’t quite make out
the words.

The arm and skull belong to Serlog, a desert giant
fallen trapped within the wall. Serlog is happy to
converse with the PCs, as long as they do not attempt
to pass through the tunnel beyond, but he only speaks
an old Desert Giant dialect of Giant. If he cannot
successfully speak to them, Serlog will attempt to
mindlink with the PCs.
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Tactics: Serlog will not willingly allow anyone to
traverse the tunnel in the far wall, as it passes directly
through his (now skeletal) body and he finds the
sensation extremely disconcerting and unpleasant - he
will attack anyone who tries. Serlog will also not
willingly discuss how the strange creatures pass
through the chamber, as they would require him to
admit he cannot reach the chamber’s southern wall,
though a canny character might be able to trick the
information out of him (Bluff or Diplomacy check - DC
25).

The chamber is roughly 20 ft. long, 20 ft. feet wide and
15 ft. high. Serlog’s arm looks to be able to reach all of
the chamber except the first 5 feet outside the entry
tunnel (Large-size creatures can hug the wall to avoid
Serlog’s reach). A DC (24) check (using Spot, Heal,
Wisdom or Intelligence) notes that Serlog’s arm cannot
rotate to effectively reach the chamber’s left-hand wall
or the far tunnel, allowing a possible path forward.

Development: Scattered amongst Serlog’s ribs and just
sitting on the path going further down is the loot he
was carrying when he died - a rotted chest still
containing two iron short swords and 13,000cp worth
of silver trade bars (weighing about 26 pounds).

When the PCs pass beyond Serlog’s chamber, proceed
to Encounter #5 — Ancient Protector, below.

5) Ancient Protector (EL 11)

Guardian 412 - Laborer Guardian (CR 11) 1x -
See Appendix

The tunnel here passes through another preexisting
cavity in the earth beneath Altaruk. The space is the
resting place of Guardian 412, a guardian orb.
Guardian 412 was once the resident protector and
assistant of the ancient rhulisti travel hub below. It has
long since gone insane and now attacks all creatures it
encounters. It has, however, given up on attacking the
gu’as fungus zombies, as they have no minds to
assault, and their regeneration has made it pointless to
otherwise attack them.

The tunnel through the rubble widens here into a
large space, sheltered beneath a collection of
tumbled pillars. As you glance about the space, a
vaguely humanoid shape coalesces out of thin air -
the size of a half-giant, the creature lifts its three

arms menacingly as it rushes at you.
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The chamber is 30 ft. x 30 ft. x 15 ft. high.

PCs who take the time to make a Spot check (DC 19)
will notice a gleaming obsidian orb wedged into a
crevice in the chamber’s ceiling (Guardian 412).

Tactics: The astral construct will appear within range
to charge the party immediately, making a full attack
with its Pounce ability, and preferentially targeting
spellcasters and psions.

Guardian 412 has manifested astral construct
(augmented to 9 PP) and a quickened inertial armor
(augmented to 9 PP) and used a Move action to restore
its psionic focus. In following rounds, it will attack PCs
with psionics, only pausing to either manifest another
astral construct when the first is gone or to activate
defensive powers if the PCs discover and successfully
attack it.

The guardian’s goal is to drive intruders from the
tunnels, in particular the hub which it has been
charged with defending. It will go to great pains to
avoid collateral damage on its protectorate.

Development: Once Guardian 412 is located and
destroyed (or at least bypassed), the tunnel can be
followed down to the source of the mysterious
creatures. Proceed to Encounter #6 — The Terror Below,
below.
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6) The Terror Below (EL 15)

Gu’as Mother Host (CR 13) 1x — See Appendix

Medium Gu’as Fungus Zombie (CR 9) 1x — See
Appendix 1

Large Gu’as Fungus Zombie (CR 12) Ix — See
Appendix 1

The party has reached the source of the attacks on
Altaruk — a gu’as mother host and a group of its fungus
zombie spawn have been tunneling north from the
depths of the Beardpit Mines for king’s ages and finally
stumbled across a rhulisti travel tube, leading them
straight to this travel hub beneath Altaruk.
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You exit the tunnel in another chamber. Whatever
you had expected to find beneath Altaruk, this
wasn't it. The tunnel passes through a fissure in the
wall into a chamber easily 100 feet across. The
ceiling rises up in a graceful arch above you. The
walls, floor, and ceiling curve into one another
without the benefit of visible distinctions like
corners and right angles. The stone is of a strange
type you've never seen before — porous and white.

The walls and floor are covered in some kind of
strange plant growth — spongy, soft, and pale white,
you can see it slowly growing across the floor and
walls even now.

You appear to stand on an upper level of the
chamber, and several stairways descend to the level
below.

Evenly spaced along the walls of the lower level are
spacious archways that seem to have once led away
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from this chamber; all but one of the passages look
to be impassibly blocked by rubble.

When the PCs catch sight of the mother host read the
following:

You catch a glimpse of a dark grayish-green mass
lurking on the level below. It has many pseudopods
rising out of the top of it and does not seem to have
an identifiable front or back.
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The chamber (see the Hub map) is roughly 30 ft. tall,
with both the lower level and balcony level each
having a ceiling height of 15". The tunnel from the
surface enters the Hub in the lower right corner of the
balcony level.

The fungus zombies begin on the balcony level with
the PCs, while the mother host lurks on the level below
(note that between its 15 ft. height and 15 ft. reach, the
mother host can attack anyone on that side of the
chamber, even on the balcony, with very little
movement).
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Tactics: The fungus zombie will attempt to stay
between the PCs and the mother host (or the stairs
down to it). The mother host will stay on the lower
level, attempting to attack and grapple with as many
targets as possible.

A DC (15) Spot check will easily identify a section of
cracks running up the wall and support pillars and
across the chamber’s ceiling. A Knowledge — Arcana or
Architecture & Engineering check (DC 25) will allow a
player to surmise that enough damage (20 points, but
hardness 5) done to the weakened surfaces would
cause the entire chamber to collapse, likely killing
everything inside.

A gu’as mother host will stay secluded in one secure
location deep underground for as long as it can
reasonably find nourishment. It sends out raiding
parties of gu'as fungus zombies that bring back organic
matter for nourishment and captured living or undead
victims to create more gu'as fungus zombies. If a foe
comes within 15 feet of a mother host itself, it lashes
out with it's pseudopods and attempts to grapple the
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foe. A grappled foe is then subjected to additional
damage as the gu’as mother host crushes it with its
pseudopod. Occasionally a mother host works in
concert with its zombies, grabbing a foe and holding it
while its fungus zombies attack them enmasse.
Defeated creatures are either transformed into fungus
zombies or used as nourishment, depending on the
needs of the mother host.

Should a gu’as fungus zombie’s tether-vine become
detached, a gu’as mother host will extend a pseudopod
to reattach to it at the first opportunity. Whether the
mother host actually thinks to reattach to severed
fungus zombies or it simply attaches pseudopods to all
nearby creatures remains to be seen.

Development: If the chamber collapses, whether
purposefully or on accident, the PCs will have 1 round
to escape to the surface tunnel and must make a Reflex
save (DC 20) or take 2d6 damage from the falling
debris.
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Concluding the Adventure

If the PCs manage to defeat the fungus zombies, then
they can look forward to receiving the full reward from
Arisphistaneles, who will be very intrigued to learn
about the ancient Hub (either from the PCs or when his
guards go down to verify the threat has been
eliminated).

If the PCs instead destroyed the Hub to end the threat
of the fungus zombies, Altaruk is rocked by tremors,
but survives with only minor damage and a few
collapsed buildings. Between the lack of proof and
damage to town, Arisphistaneles will provide a
reduced reward (70%) to the PCs.

Furtber Adventures

Depending on the final status of the Hub or the manner
of its destruction, many subsequent adventures could
follow.

If the Hub remains intact, the tunnel to Ulyan likely
remains open, a tantalizing opportunity for both
exploration and new trade markets. The tunnel might
still lead all the way to the Beardpit Mines, opening a
route to the Dead Lands for the PCs. Or the tunnel may
have experienced a cave-in along the way, opening up
into the Endless Dunes far to the south, or breaching
inhabited by gith,
mindhome folk, or dark spiders. The other tunnels
leading from the Hub might also be serviceable with

into an underdark cavern

some effort, leading to other destinations from the Blue
or Green Age like Giustenal, Tyr, Thamasku (along the
Jagged Cliffs) or other, even more obscure locations,
such as:

e Ulaka, west of Tyr under the Forest Ridge

e  The Lonely Butte in Marnita

e Basrai and Lusare in the White Mountains

e A former Rhulisti city in the southern Silt
Archipelago

e A ruined Rhulisti city in/under the lands of the
Elemental Lords (long thought stripped of
anything useful by the locals)

If the Hub was destroyed, the resulting destruction of
another (undiscovered) guardian orb or a powerful,
hidden psionic transport device could result in a
shockwave of psionic power that could transport the
PCs nearly anywhere (or perhaps even send them on a
dream quest to another time).

Additionally, the brass brooch found on the small
fungus zombie (in encounter 1: "A Night Out") can
eventually be identified (such as with a DC 35
Knowledge - History check, divination spells such as
commune and contact other plane, or clairsentience
powers such as object reading) as the symbol of Arludas,
an ancient gnomish city in western Ulyan, and now the
sight of the Beardpit Mines (see Secrets of the Dead
Lands, chapter 2). This knowledge could lead the PCs
to explore the Dead Lands with a bit of research.
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Appendix 1: NPCs/Monsters

Astral Construct (5th-Level)
CR-

Created with Boost Construct

TN Large Construct

Init: +1; Senses: Darkvision 60 ft., Low-Light Vision;
Listen +0, Spot +0

Aura: -

Languages: -

AC: 23; touch 10, flat-footed 22
(-1 size, +1 Dex, +13 Nat)

hp 68 (7 HD; 7d10+30)
Damage Reduction: 5/magic
Immunities: Construct Traits
Saves: Fort +2 Ref +3, Will +2

Speed: 40 ft.

Melee: Slam +13 (1d8+9; 20/x2)

Full Melee: 3x Slam +13 (1d8+9; 20/x2)
Space: 10 ft.; Reach: 10 ft.

Base Attack: +5; Grapple: +18
Combat Options: Pounce

Abilities: Str 29, Dex 13, Con -, Int -, Wis 11, Cha 10

SQ: Construct Traits, Damage Reduction, Darkvision
60 ft., Extra Attack, Low-Light Vision.

Feats: -

Skills: -

Construct Traits: A construct has immunity to poison,
sleep, paralysis, stunning, disease, death effects,
necromancy effects, mind-affecting effects (charms,
compulsions, phantasms, patterns, and morale effects),
and any effect that requires a Fortitude save unless it
also works on objects or is harmless. It is not subject to
critical hits, nonlethal damage, ability damage, ability
drain, fatigue, exhaustion, or energy drain. It cannot
heal damage, but it can be repaired.

Pounce (Ex): If the astral construct charges a foe, it can
make a full attack.
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Guardian 412 CR 11

Laborer Guardian

TN Small Construct (Augmented Humanoid, Psionic)

Init: +0; Senses: Darkvision 60 ft., Low-Light Vision;
Listen +1, Spot +15

Aura: -

Languages: -

AC: 16; touch 6, flat-footed 16

(+1 size, -5 Dex, +10 Nat)

hp 65 (10 HD; 10d10+10)

Damage Reduction: 10/metal; Power Resistance: 15;
Spell Resistance: 15

Immunities: Construct Traits

Saves: Fort +3, Ref +3, Will +4

Speed: 0 ft.

Melee: -

Ranged: -

Space: 5 ft.; Reach: -

Base Attack: +5; Grapple: -

Combat Options: Psionic Meditation (Move action)

Psion Powers (ML 10th, PP 9577, DC 12 + power level):

5th - catapsi, hail of crystals, power resistance, psychic
crush.

4th - empathic feedback, energy adaptation, psionic
divination, power leech;
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3rd - dispel psionics, ectoplasmic cocoon, mind trap,
telekinetic force;

2nd - mental disruption, psionic levitate, psionic repair
damage, thought shield;

1st-astral construct, control light, inertial armor, mind
thrust, psionic minor creation;

Abilities: Str --, Dex --, Con --, Int 15, Wis 12, Cha 1

SQ: Construct Traits, Damage Reduction, Darkvision
60 ft.,, Low-Light Vision, Power Resistance, Spell
Resistance.

Feats: Boost Construct, Extend Power, Maximize
Power, Psionic Meditation, Psionic Talent x2,
Quicken Power.

Skills: Appraise +9, Bluff +7, Concentration +15,
Psicraft +15, Sense Motive +8, Search +8, Spot +15.

Construct Traits: A construct has immunity to poison,
sleep, paralysis, stunning, disease, death effects,
necromancy effects, mind-affecting effects (charms,
compulsions, phantasms, patterns, and morale effects),
and any effect that requires a Fortitude save unless it
also works on objects or is harmless. It is not subject to
critical hits, nonlethal damage, ability damage, ability
drain, fatigue, exhaustion, or energy drain. It cannot
heal damage, but it can be repaired.

Personality Notes

The trauma of becoming an obsidian orb combined
with millennia in isolation have left Guardian 412 quite
insane. It cannot be reasoned with.
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Gu’as Fungus Zombie, Small
CR5

TN Small Plant

Init: +7; Senses: Darkvision 60 ft.,, Tremorsense 60 ft.;
Listen +6, Spot +6

Languages: Does not speak; understands: Gnomish,
Ulyanese

AC: 19, touch 14, flat-footed 15
(+1 size, +3 Dex, +5 natural)

hp 52 (8d8+16); Regeneration 5

Immune: Plant Traits

Saves: Fort +8, Ref +5, Will +3
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Speed: 30 ft. (6 squares)

Melee: Slam +9 melee (1d4+3; 20x/2)

Full Melee: 2x Slams +9 melee (1d4+3; 20/x)

Space 5 ft.; Reach 5 ft.

Base Attack: +6/+1; Grapple: +5

Special Actions: Power Attack, Spore Cloud (DC 16)
Combat Gear: -

Abilities: Str 16, Dex 17, Con 14, Int 4, Wis 12, Cha 1
SQ: Darkvision 60 ft.,, Plant Traits, Regeneration 5,
Tether-Vine, Tremorsense 60 ft., Vitality shield.
Feats: Alertness, Improved Initiative, Power Attack
Skills: Hide +9, Listen +16, Move Silently +6, Spot +6

Possessions: -

Environment: Underground

Organization: Solitary, pair, or gang (2-8)

Treasure: None

Alignment: Always neutral

Advancement: 8-16 HD (Small); 17-24 HD (Medium)
Level Adjustment: -

—y P
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Gur’as Fungus Zombie,
Medium CR9

Advanced Gu’as Fungus Zombie
TN Medium Plant

Init: +7; Senses: Darkvision 60 ft.,, Tremorsense 60 ft.;
Listen +6, Spot +6

Languages: Does not speak; understands: Gnomish,
Ulyanese

AC: 19, touch 13, flat-footed 16
(+3 Dex, +6 natural)

hp 170 (20d8+80); Regeneration 5

Immune: Plant Traits

Saves: Fort +16, Ref +9, Will +7

Speed: 30 ft. (6 squares)

Melee: Slam +20 melee (1d8+5; 20x/2)

Full Melee: 2x Slams +20 melee (1d8+5; 20/x2)

Space: 5 ft.; Reach: 5 ft.

Base Attack: +15; Grapple: +20

Combat Actions: Cleave, Power Attack, Spore Cloud
(DC 24)

Combat Gear: -

Abilities: Str 21, Dex 16, Con 18, Int 4, Wis 12, Cha 1
SQ: Darkvision 60 ft, Plant Traits, Regeneration 5,
Tether-Vine, Tremorsense 60 ft., Vitality shield.
Feats: Improved
Improved Natural Armor, Improved Natural
Attack (Slam), Power Attack, Stealthy.

Skills: Hide +11, Listen +10, Move Silently +12, Spot
+10

Possessions: -

Alertness, Cleave, Initiative,

Environment: Underground

Organization: Solitary, pair, or gang (2-8)

Treasure: None

Alignment: Always neutral

Advancement: 8-16 HD (Small); 17-24 HD (Medium)
Level Adjustment: -
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Gu’as Fungus Zombie, Large
CR 12

Advanced Gu’as Fungus Zombie
TN Large Plant
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Init: +7; Senses: Darkvision 60 ft.,, Tremorsense 60 ft.;
Listen +12, Spot +12

Languages: Does not speak; understands: Gnomish,
Ulyanese

AC: 21, touch 13, flat-footed 18
(+3 Dex, +8 natural)
hp 294 (20d8+168); Regeneration 5
Immune: Plant Traits
Saves: Fort +22, Ref +13, Will +11

Speed: 40 ft. (8 squares)

Melee: Slam +28 melee (2d6+9; 20x/2)

Full Melee: 2x Slams +28 melee (2d6+9; 20/x2)

Space: 10 ft.; Reach: 10 ft.

Base Attack: +19; Grapple: +32

Combat Actions: Great Cleave, Power Attack, Spore
Cloud (DC 28)

Combat Gear: -

Abilities: Str 29, Dex 16, Con 22, Int 4, Wis 12, Cha 1
SQ: Darkvision 60 ft.,, Plant Traits, Regeneration 5,
Tether-Vine, Tremorsense 60 ft., Vitality shield.
Feats: Alertness, Cleave, Great Cleave, Improved
Initiative, Improved Natural Armor, Improved
Natural Attack (Slam), Power Attack, Skill Focus
(Hide), Stealthy, Weapon Focus (Slam).

Skills: Hide +13, Listen +12, Move Silently +13, Spot
+12

Possessions: -

Environment: Underground

Organization: Solitary, pair, or gang (2-8)
Treasure: None

Alignment: Always neutral

Advancement: 25-48 HD (Large); 49-60 HD (Huge)
Level Adjustment: -

Regeneration (Ex): Fire and acid deal normal damage
to a gu'as fungus zombie. If a gu’as fungus zombie
loses a limb or body part, the lost portion regrows in
3d6 minutes. The creature can reattach the severed
member instantly by holding it to the stump.

Spore Cloud (Ex): Three times per day, as a free action,
a gu’as fungus zombie can breathe a cloud of greenish
spores in a 5-foot cube directly in front of it. Any
creature caught in the cloud must succeed on a
Fortitude save (DC 10 + %2 HD + Con modifier) or be
slowed (as the slow spell) for 6 rounds. One minute
later, the creature must make another Fortitude save or
take a penalty (1d3 points) to its Strength score and this
penalty can even affect undead creatures. A creature
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reduced to 0 Strength cannot move at all and lies
helpless on the ground.

A gu’as zombie must wait at least 1d4 rounds before
releasing another spore cloud.

Tether-Vine (Ex): A gu’as fungus zombie is connected
to the gu’as mother host that created it by a long
sinewy vine. It is not known how far these vines can
stretch, but the tether has proven no obstruction to the
zombies travelling throughout the Beardpit Mines. The
vine has AC 19 (touch 12) and has 10 hit points.
Damaging or severing the vine deals no damage to the
gu’as fungus zombie or the gu’as mother host itself,
but if severed, the zombie loses its regeneration ability.

Once the vine is severed, it will rapidly reel itself back
towards its original source at a speed of 50 ft. per
round.

Tremorsense (Ex): Gu'as fungus zombies can
automatically sense the location of anything within 60
feet in any direction (including through solid dirt or

stone), so long as it is touching the ground or walls.

Vitality Shield (Ex): Plant (or fungal) life would have
no chance in the Dead Lands if it had not adapted to
the life-draining effects of the undead. Gu’as fungus
infestation grants immunity to negative energy and
energy draining effects. For defiling purposes, the
plant behaves like an animal with regards to providing
energy for spells.

Appearance

Deep in the Beardpit Mines lurk zombies with deathly
gray-green skin that were once humans and gnomes.
Mildew and fungi grow upon their bodies and clothes,
and long, sinewy, greenish-brown nooses trail down
the tunnels behind them. The creatures do not behave
like normal zombies, hunting in groups in the darkness
and dragging their undead prey screaming down into
lower levels; these are gu’as fungus zombies.

Perscenality Notes

Gu’as fungus zombies show no spark of life in their
eyes but are hardly mindless. They are not undead,
though their name and appearance would suggest
otherwise; they ignore attempts to turned/rebuke them
and cannot be controlled with undead-affecting
abilities or magics.
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Strategy and Tactics

The behavior of gu’as fungus zombies will depend on
where they are encountered.

When near the mother host, a cluster of gu’as fungus
zombies will lie motionless, appearing dead. If any
creatures come within 100 feet of a gu’as mother host,
the zombies will rise and move to attack.

If they have been sent away from the mother host, they
will always be on a task to bring back fresh meat. In
which case, they will attack first and without
hesitation.

Gu’as fungus zombies prefer uneven odds that favor
them, ganging up on a solitary individual whenever
possible in battle. Defeated foes are dragged back to
the gu’as mother host to be either devoured or
transformed into a fungus zombie by the gu’as mother
host to replace any losses in battle.

ey P

Gu’as Mother Host CR 13

TN Huge Plant

Init: +5; Senses: Darkvision 60 ft., Tremorsense 360 ft.;
Listen +24, Spot +5

Languages: Does not speak; understands: Gnomish,
Ulyanese

AC: 24, touch 9, flat-footed 23
(-2 size, +1 Dex, +15 natural)
hp 168 (16d8+96)
Damage Reduction: 10/slashing and magic
Resistances: Fire 10
Immune Flanking, Plant Traits
Saves: Fort +16, Ref +6, Will +8

Speed: 10 ft. (2 squares), burrow 10 ft.

Melee: Pseudopod +19 (2d6+10, 20/x2)

Full Melee: 6x Pseudopod +19 (2d6+10, 20/x2)

Space: 15 ft.; Reach: 15 ft.

Base Attack: +10; Grapple: +28

Combat Actions: Constrict (2d6+10 dmg), Create
Spawn, Improved Grab

Combat Gear: -

Abilities: Str 30, Dex 12, Con 23, Int 10, Wis 16, Cha 6
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SQ: Damage Reduction 10/Slashing and Magic, Dark
Vision 60 ft., Fungal Body, Plant Traits, Resistance
to Fire 10, Tremorsense 360 ft., Vitality shield.

Feats: Alertness, Cleave, Great Cleave, Improved
Initiative, Power  Attack, Focus
(Pseudopod)

Skills: Hide -7, Listen +24, Move Silently +20, Spot +5.

Possessions: -

Weapon

Environment: Underground
Organization: Solitary
Treasure: Standard
Alignment: Always neutral
Advancement 17-32 HD (Huge), 33-48 HD
(Gargantuan)

Level Adjustment: -

Constrict (Ex): With a successful grapple check, a gu’as
mother host can crush a grabbed opponent, dealing
damage equal to a pseudopod attack.

Create Spawn (Ex): When a living or undead creature
is killed by a gu’as mother host, it instantly burrows
the pseudopod into the creature's body. Any internal
organs and fluids are absorbed by gu’as mother host
and the corpse is infected with gu’as fungus. Over the
next 1d4 days the fungus grows, replacing missing
tissues, after which time the slain creature rises as a
gu’as fungus zombie connected by the pseudopod -
now transformed into a tether-vine - to the gu’as
mother host that created it. Gu’as fungus zombies
possess none of their former abilities.

Fungal Body: A gu’as mother host’s body is composed
of millions of hyphae, all entwined together. It has no
clear front or back and no discernable anatomy and is
not subject to critical hits or flanking. A gu’as mother
host is able to lash out with up to 6 pseudopods at a
time (a max of 8 if Gargantuan) that deal bludgeoning
damage. If a pseudopod is severed, it can extend a now
one the following round. Unlike other creatures, a
gu’as mother host is shapeable. It can occupy any
combination of the appropriate number of contiguous
squares.

Improved Grab (Ex): To use this ability, a gu’as mother
host must hit with its slam attack. It can then attempt
to start a grapple as a free action without provoking an
attack of opportunity. If it wins the grapple check, it
establishes a hold and deals slam damage each round
the hold is maintained.

Tremorsense (Ex): A gu’as mother host has

tremendous sensitivity to the ground surrounding it. It
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can automatically sense the location of anything within
360 ft. in any direction (including through solid dirt or
stone), so long as it is touching the ground or walls.

Vitality Shield (Ex): Plant (or fungal) life would have
no chance in the Dead Lands if it had not adapted to
the life-draining effects of the undead. A gu’as mother
host has immunity to negative energy and energy
draining effects. For defiling purposes, the plant
behaves like an animal with regards to providing
energy for spells.

Appearance

It is very difficult to discern what a gu’as mother host
actually looks like. It seldom reveals that much of its
body at one time, unless facing a large group of
enemies. Those who have encountered it describe it as
a dark greyish-green mass with many pseudopods
rising out of the top of it. It does not seem to have an
identifiable front or back.

—y P

Serlog CR 12

Fallen Desert Giant

LE Huge Undead (Augmented Giant, Psionic)

Init: +2; Senses: Darkvision 60 ft., Low-Light Vision;
Listen +8, Search +13, Spot +8

Aura: Despair (10 ft. , DC 17)

Languages: Giant

AC: 28; touch 10, flat-footed 26

(-2 size, +2 Dex, +18 Nat)

hp 147 (14 HD; 14d12+56)

Damage Reduction: 5/magic; Power Resistance: 15

Immune: Piercing, Undead Traits; Weakness: Bound
to Area (Altaruk), Code of Honor, Vulnerability to
Wood

Saves: Fort +9, Ref +6, Will +5

Speed: 0 ft. (base 40 ft.)

Melee: Club +22 (1d8+13) or Slam +18 (1d8+10)

Full Melee: Club +22/+17 (1d8+13) or 2x Slam +18
(1d8+10)

Space: 15 ft.; Reach: 15 ft.

Base Attack: +10/+5; Grapple: +28



Adveptures ip the Dead Lapds

Combat Options: Combat Reflexes (3/round), Create
Spawn, Despair (DC 17), Great Cleave, Power
Attack

Combat Gear: Large Bone Club +3 (from call weaponry)

Psi-Like Abilities: At will - call weaponry*, death
knell, deathwatch, mindlink*; 1/day - recall agony*.
ML = HD. The save DCs are Charisma-based.
*Power can be augmented.

Abilities: Str 31, Dex 15, Con -, Int 7, Wis 12, Cha 11

SQ: Bound to Area (Altaruk), Code of Honor, Damage
Reduction, Darkvision 60 ft, Gray Toughness 4,
Immunity to Bane (Piercing), Low-Light Vision,
Skills, Undead Traits, Vulnerability to Wood.

Feats: Cleave, Combat Reflexes, Great Cleave, Power
Attack, Weapon Focus (Club).

Skills: Climb +11, Jump +11, Listen +12, Search +4, Spot
+12, Survival +5

Possessions: -

Code of Honor (Ex): Fallen are bound to follow a code
of honor reflecting idealized rules of war. Evil fallen
attempt to break or twist codes to avoid getting killed.

Create Spawn (Su): A giant, humanoid, or monstrous
humanoid slain by a fallen’s death knell power rises as
fallen after 1d4 rounds. A fallen can have spawn with
Hit Dice totaling twice its own.

Despair (Su): Fallen radiate an aura of doom and
hopelessness, causing creatures within 10 ft. to make a
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Will save (DC 10 + % fallen’s HD + fallen’s Cha
modifier). Creatures that fail are shaken. Whether or
not the save is successful, that creature cannot be
affected again by the same undead’s aura for 24 hours.
Fallen can suppress or reactivate this ability as a
standard action in order to achieve surprise in close
quarters.

Vulnerability to Wood (Ex): The undead can be
harmed by nonmagical weapons made of wood. No
matter the type of damage reduction, it is overcome by
these common weapons.

Perscenality Notes

Serlog was part of a group of giants that raided Altaruk
long ago. The raid went well and they destroyed much
of the town, but a ballista bolt struck him in the back
while they were withdrawing and a burning building
fell atop him when he went down. Serlog awakened
trapped here centuries later as an undead - he could
only move his arm and has had no one to speak to in
all that time.

If asked, Serlog can tell the PCs that strange creatures
tunneled up into the chamber from below and then up
(presumably) to the surface. He doesn’t know their
exact numbers, but he does know that they usually
travel up through the tunnel in groups of five or six
and often return with one or two man-sized burdens.
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Appendix 2: Maps
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Escape from the Dead
Lands

A Darly Sun 3.5¢ adventure module for four 8th-level characters

Held captive within the Mines of Deshentu, the PCs must find a way to
escape before they become permanent residents of the Dead Lands.

Credits
WRITING IMAGES/GRAPHICS
Adam Cieszlak Raven Daegmorgan, Jack Meyer, Yanick Moreau
EDITING PLAYTESTERS
Alfonso Jimenez, Stuart Lynch Ace
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Introduction

Escape from the Dead Lands is a short D&D adventure for
four 8th-level player characters (PCs). Consult the
Scaling the Adventure sidebar for ways to modify the
scenario for higher or lower levels of play.

This scenario begins with the PCs already in captivity
beneath the Dead Lands. Due to the nature of the
Seventh Tree, the party will need to include at least one
living PC. While the Seventh Tree can be used as an
escape route by a party that includes some undead
members, if all of the PCs are undead, they will not be
able to detect the Seventh Tree or use it to escape.

Developer’s notes

This was Stuart Lynch’s original concept. On the face
of it the concept almost seemed a no-brainer, but he
pointed out there were a lot of very interesting hiding
places throughout the Dead Lands which had been
underexplored, and an escape trail using them could
prove an interesting adventure in and of itself. And as
the development went on, the concept got better and
better. -|M

Preparation

You (the DM) will need the 3rd edition revised D&D
core rulebooks, including the Player’s Handbook, the
Dungeon Master’s Guide, and the Monster Manual, as
well as the Expanded Psionics Handbook. This adventure
also uses material from Faces of the Dead Lands, Secrets
of the Dead Lands, Terrors of the Dead Lands and the Dark
Sun 3.5 conversion rulebook from Athas.org, but all
necessary rules are already included.

Consult Appendix 4 for additional rules for

communicating with the residents of, and surviving in,
the Dead Lands.
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Adventure
Background

Deshentu is a wealthy undead nation in the northern
Dead Lands, with a strong military protecting its
borders (although it is also a very practical nation and
is not above volunteering tribute to neighboring
powers to secure (uneasy) peace). But the Deshenten
military is always in need of recruits, and in the Dead
Lands, fresh recruits must be dug up from beneath the
obsidian and reanimated. The Mines of Deshentu are
located several miles west of the capital city of
Deshentarum, near the center of the kingdom. Within
the mines, ancient dead bodies from long-dead
civilizations are unearthed before being transported to
Deshentarum for reanimation.

The mines of Deshentu are not merely open pits in the
obsidian. Ever paranoid, the Vizier has constructed
fortresses around the valuable mine shafts and
manned them with sufficient forces to hold out a siege
lasting for years. These fortresses are also occasionally
used to contain high-value individuals and items that
the Vizier does not wish to store in the hotbed of
intrigue that is Deshentarum.

Overview

The PCs find themselves captives in the Mines of
Deshentu. Due to an unrelated power-play in the
surface fortress above them, the party’s guards are
killed, but their route to the surface is also cut off. The
PCs must find a way to escape their cell and flee deeper
into the Mines in search of another means of escape.

Traveling through the Mines, the party must confront
or avoid undead mining crews and guards as they
make their way ever deeper. The PCs encounter a
series of mysterious circumstances which lead to the
discovery of a root of the Seventh Tree. If followed, the
tree root becomes ever larger, and the PCs eventually
discover the interior of the root is hollow and large
enough to accommodate the party, becoming a means
by which the party can bypass, and ultimately hide
from, the undead of the Mines.
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The hollow root of the Seventh Tree leads the PCs out
of the Mines of Deshentu and into a smuggler’s cave
dating back to the time of the Cleansing Wars. Within
the cave, the party will find the undead smugglers still
guarding their cache and perhaps a means of escaping
the Dead Lands.

Adventure Hoolys

When the adventure begins, the party is held captive
beneath the nation of Deshentu. They may be in the
Dead Lands because:

* They were part of a trade caravan which came to the
Dead Lands at the Vizier's request, but the trade
opportunity was a ruse to capture living creatures for
interrogation and recruitment.

¢ The PCs are the victims of a teleport mishap or some
other type of spell or power-related disaster.

¢ They were already in the Dead Lands for an
unrelated adventure and having been defeated and left
for dead, were traded to or captured by Deshenten
agents.

Scaling the Adventure

+/-1 on all skill checks and ability checks.
+/-1 on attack rolls and saving throws.
+/-5 hit points.

each negative level).

Escape from the Dead Lands is designed for a party of four 8th-level adventurers, but it can be modified easily to
present an appropriate challenge for parties of different sizes or levels.

Consider adapting the adventure for PCs of average levels 6 to 10 by adding effective positive or negative levels to
the creatures in each encounter to change their effective Challenge Rating. A creature takes the following
penalties/bonuses for each positive/negative level it has gained:

+/-1 effective level (wWhenever the creature’s level is used in a die roll or calculation, reduce it by one for

e If the creature casts spells, she gains/loses one spell slot of her highest-level spells. (If she has more than
one spell at her highest level, she chooses which she gains/loses.) In addition, when she next prepares spells
or regains spell slots, she gets one more/less spell slot at her highest spell level. If the creature is a
manifester, she gains/loses enough power points to manifest her highest-level power once.

Part 1: The Escape

The adventure begins with the PCs being held captive
in a side tunnel within Deshentu’s Mines. While they
are held there, a mutiny against the fort's commander
by their second in command occurs. Events in the fort
above cause the shaft from the surface to collapse,
crushing the PCs’ jailers beneath falling debris.

1) A Convenient Accident
(EL-)

Held in a cell beneath the Dead Lands, the PCs must
find a way to escape.
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You find yourselves disarmed, stripped of gear, and
caged.

Trapped behind bars of sturdy bone, you seem to be
in a cavern carved out of solid obsidian. Guards
stand just down the tunnel from your cell - fearsome-
looking, nearly fleshless undead humanoids with
wickedly sharp spears and shields made of some type
of shell.

The cell is 20 feet wide and 15 feet deep. The PCs may
attempt to examine their prison cell, interact with each
other, or try to speak to the guards if they want, but the
guards are under orders to not speak to the prisoners
and obvious attempts to escape will earn them jabs
from the guards’ spears (+10 to hit, 1d6+2 dmg).
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When the players are done examining their situation,
read:

After several more hours of being trapped in your
cell, a reverberating explosion echoes from down the
tunnel and the sound of falling rock soon follows. Up
ahead, a portion of the ceiling collapses above the
guards, crushing them. They do not get back up or
continue moving.

This is the PCs' chance to escape: the two guards are
dead and 10 feet away. The cell is composed of long,
thick bones embedded right into the obsidian, but the
collapse has damaged the surrounding obsidian,
possibly allowing the PCs to break or dislodge the
bone bars and escape (Strength check, DC 15, to break;
Hardness 1, 10 hp).

Development: Once free, the PCs’ gear can be found
just beyond where the guards were standing. The gear
is in one of several obsidian boxes. The other boxes
hold decayed remains that have been recovered from
the mines and are awaiting transfer to the surface, but
atop one of the other boxes is a coin-sized acorn - a seed
of life (see Appendix 2, below).

The guards were nearly fleshless thinking zombies and
no longer possess anything of value (their chitin armor,
chitin shields, and bone and obsidian spears were all
broken by falling rubble).

Just beyond the boxes with the PCs’ gear is a tunnel
intersection. From the tunnel to the left can be heard
(Listen check, DC 20) shuffling and picking sounds
(the sounds of mining) and continues out of sight. The
right tunnel leads to a large vertical shaft that has
collapsed and is now choked with rubble (100 feet
worth, the source of the noises heard earlier).

Proceed to Encounter #2 — Into the Mines, below.

2) Into the Mines (EL 8)

Deshenten Mine QOwverseer (CR 8) 1x - see
Appendix 1

Ultimately, heading deeper into the mines is the PCs’
only real choice. When they proceed, read:
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The tunnels seem to be dug through solid obsidian
and have a bed of powdered obsidian underfoot.
They branch and turn without cause but always seem
to descend, eventually passing beyond the layer of
blackglass to the earth and stone beneath.

After some time,
intersection. As you approach, a guard comes around
the corner, stares at you for a moment and then barks
something at you.

you come to a four-way

If the PCs understand Ulyanese, the mine overseer
said: “Wait, you're not supposed to be here - stop, in
the name of the Vizier!”

The mine overseer will attack immediately. The
intersection is the simple confluence of four 10-foot-
wide tunnels at nearly right angles.

Development: The specific direction the PCs choose to
go from here is unimportant - all the tunnels ultimately

either lead deeper underground or to the mine
entrance (which is blocked).

Proceed to Encounter #3 — Through the Mines, below.

3) Through the Mines (EL 7)
Deshenten Miners (CR 4) 2x - see Appendix 1
Mindless Skeletons (CR ¥2) 5x - see Appendix 1
or

Deshenten Miners (CR 4) 1x - see Appendix 1
Mindless Skeletons (CR %) 12x - see Appendix 1
or

Deshenten Miners (CR 4) 3x - see Appendix 1

As the PCs travel through the mines, they will
encounter teams of miners moving from location to

location or working to locate and free corpses from
their ancient graves.
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The Mines of Deshentu

The Mines of Deshentu map (above) details several sections within the mines, for use with the encounters Into the
Mines (#2) and Through the Mines (#3). The connections between sections and those creatures that appear in them
have been left undetailed, to allow the DM to choose from them at random.

This is because the encounters in the Mines of Deshentu are few and far between, with several minutes or even hours
of travel between any kind of encounter at all. The Mines are unmapped, even by the miners, and sprawling. With
no clear destination in mind and no idea of where they are going, the PCs must essentially wander aimlessly until
they discover the root of the Seventh Tree (see Part 2, below).
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You see several fleshy undead with picks directing
the actions of a group of skeletal workers. When
they notice you, they give a yell and direct the
skeletons to attack.

Tactics: The thinking zombies will direct the mindless
skeletons to attack the party and then engage the PCs
themselves. None of the undead are particularly
thoughtful combatants and will keep making melee
attacks until destroyed or victorious.

Development: This encounter occurs 2-5 (1d4+1) times
as the party moves throughout the mines before they
discover the Seventh Tree root (see Part 2, below).

Part 2: The Seventbh Tree

The Seventh Tree, practically the only living inhabitant
of the Dead Lands, is a unique variation of a tree of life.
Created to be larger and more powerful than the
normal strain of trees of life, the Seventh Tree has a
virtually boundless capacity for growth
regeneration. (For more information about the Seventh
Tree, see SotDL, Ch. 9).

and

As in other locations throughout the Dead Lands, the
roots of the Seventh Tree lie exposed in the deepest
tunnels of Deshentu’s mines. Once the roots have been
found and identified as part of a living plant, they can
be followed to a source of water and perhaps shelter.

A) A Trail of Life

As the PCs move through the depths of the Mines,
evading and battling mining crews and overseers, they
will eventually come across the roots of the Seventh
Tree.

4) A Glimmer of Hope (EL 7)

Deshenten Miners (CR 4) 2x - see Appendix 1
Mindless Skeletons (CR %) 5x - see Appendix 1

The PCs, if they can grasp the importance of it, may
have just found a means of survival.

As you travel through the mines, the earthy, musty
air of the mines begins to stick to the back of your
throats, reminding you of how long it’s been since
any of you had something to eat or drink.

When you pause at an intersection to watch for
miners, one of your hands lands on something
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unusual: a small thread of woody, thick material - a
small tree root.

If the players don’t realize it, an Intelligence check (DC
5) is enough for the PCs to realize that the root is fresh
and alive, and that it could only be so if it has an
available source of water. It is a simple matter to follow
the root, as it seems to run exposed along the tunnel
wall for as far as the eye can see.

As you explore deeper into the mines, the root in the
wall slowly grows bigger and bigger; once no thicker
than a finger, the root here is as big across as a stout
club.

At the intersection ahead, the root branches, with the
main root running straight ahead and the offshoot
leaping clear across the tunnel to the opposite wall
and then continuing down the other tunnel.

A mining team from down that tunnel sights your
group and lumbers towards you to intercept.

After the PCs react to the presence of the undead, read:

The undead miners advance, intent on sinking their
mining tools and claws into your flesh, but suddenly
they stop. The nearest of them have stumbled into the
root growing across the tunnel and have stopped.

The undead clearly still wish to attack, muttering
curses at you and brandishing weapons, but seem
utterly confused about their lack of forward progress.
It should be a simple matter for them to duck under
the root and advance on your party, but they strain
against it as if they do not realize the root is even
there.

Development: The undead in fact cannot discern the
root and the PCs are free to avoid or proceed with
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combat as they wish - the undead will not find a way
to move past the root for several hours.

When the PCs move on, proceed to Encounter #5 — The
Deep Mines, below.

5) The Deep Mines (EL 8)

Deshenten Mine Overseer (CR 8) 1x - see
Appendix 1

Traveling deeper into the mines, following the recently
discovered roots, the PCs have an opportunity to learn
that there might be more to the roots than meets the
eye.

Following the root deeper into the mines, it branches
and continues to grow in girth. Now the root seems to
comprise the entirety of one of the tunnel walls.

Up ahead, the tunnel suddenly turns, diving straight
through the root.

When the PCs investigate the root, read:

You see that although the tunnel bisects it (likely
mined straight through it), the root itself seems to be
largely hollow, with enough space for you to walk
within it.

Down the tunnel on the other side of the root,
however, you can see an undead guard.

The guard, a Deshenten mine overseer, sees PCs not
standing within the root at the same time that they see
it. It is 100 ft away from the root when the encounter
begins. If the PCs stand within the hollow root, read:

Stepping into the space within the hollow root, the
undead guard moves to follow you. Suddenly,
however, the guard stops short within the root,
looking around as if confused. The creature is looking
right at you but strangely its gaze passes right over
your party - it can’t see you!

Tactics: As the PCs may have surmised by now,
undead cannot discern the roots of the Seventh Tree or
anything within them. While the overseer knows there
is a tunnel there (which runs right through the root),
he cannot see or detect the root the tunnel goes
through, thinking it is simply more of the surrounding
earth and stone. Similarly, if the PCs remain within the
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hollow root, the overseer can no longer detect them. If
the PCs attack from within the hollow root, the
overseer will be aware of the attacks, but be forced to
conclude that they are coming from the tunnel wall or
something similar.

Development: Combat may proceed as normal, but
the PCs can also simply move on through the hollow
root and completely avoid the undead guard.

The hollow root extends from here in two opposite
directions. In one direction, the root proceeds back the
way the PCs just came from (because they had been
following or moving parallel to the root) and grows
smaller and smaller inside until it becomes impassable.
If followed in the other direction, the hollow root leads
to Encounter #6 - Trapped Chimera, below.

6) Trapped Chimera (EL 8)
Undead Chimera (CR 8) 1x - see Appendix 1
The PCs come upon an undead monster trapped

underground and must find a way to eliminate the
creature or bypass it to continue on.

The interior of the hollow root gently undulates up
and down as you progress through it, sometimes
rising quite far before descending further into the
earth again. This time, the root’s path runs up and up
until you reach a gaping hole in the root.

Here, most of the root has been carved away and gives
way to a large pocket of space. The bottom segment
of the root is the only surviving part and serves as a
path to the other side of the bubble-like chamber,
where the root wall reforms and continues into the
earth.

Within the chamber is a hideous winged creature with
three heads. Rotting strips of savaged flesh dangle
here and there from its undead body but the creature’s
claws and teeth still look sharp, and its milky white
eyes still somehow possess a predatory gleam.

The undead beast prowls back and forth in the
chamber as if agitated, and it appears you will need to
get past it to continue on.

Already dead when it was entombed by the Obsidian
Tide, the chimera has been trapped here ever since it
rose in undeath. It will need to be dealt with or
bypassed to continue on through the hollow root.
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Tactics: When combat begins, the undead chimera will
happily melee with the party, but as combat wears on
and it takes significant damage, the undead chimera
will retreat to the ledges above. Once on the ledges, the
chimera will focus on hit-and-run attacks and on using
its breath weapon.

Unable to detect the hollow root, trapped in this bubble
for king’s ages, and unsure how the PCs got in, the
undead chimera will fight to the death out of sheer
frustration.

Development: Once the undead chimera is dealt with,

the PCs are free to move on through the hollow root.
Proceed to Encounter #7 — Deep Miners, below.

7) Deep Miners (EL 8)

Deshenten Miners (CR 4) 2x - see Appendix 1
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Mindless Skeletons (CR %) 5x - see Appendix 1

Unbeknownst to the PCs, they are close to escaping the
Mines of Deshentu, but they must deal with one last
group of miners in their way.

As far as you can see ahead, the root is pierced in
numerous places, with several tunnels bisecting it.
Working in and near these tunnels is a group of
miners, slowly freeing ancient remains from their
graves.

Tactics: If the PCs step out of the hollow root and into
the tunnels dug through it, the miners will see and
attack them. The PCs could simply use a teleportation
effect to cross this stretch of the root, but clever or
resourceful players might instead run from one intact
segment of root to the next, using them to hide from
undead and avoid combat. Resolving the encounter by
combat is of course still a viable option.
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Development: Once they move past this encounter,
the PCs have left the Mines of Deshentu and are now
somewhere between the surface location of the Mines
and the city of Deshentarum. Proceed to Encounter #8
— Refuge, below.

8) Refuge (EL -)

Finally far beyond the reach of the Deshentens, the PCs
find a place to rest and recuperate before moving on.

The hollow root seems to just go on and on forever.
The space inside the root is now at least 10 feet across
and it has been some time since you have run across
any gaps in the wall of the root at all or any undead.

Rounding a slight bend in the root, you see a faint
shimmer of light coming from the floor.

The shimmer is the faint light from bioluminescent
moss growing on the root’s interior wall being
reflected off a pool of water on the hollow root’s floor.
The moss is edible (Knowledge - Nature or Survival
check, DC 15) and the water tastes strange but safe to
drink (it tastes like sap; Knowledge - Nature or
Survival check, DC 10). There is enough water and
edible moss to provide one day’s ration for each PC.

Also growing on the interior wall of the root is another
seed of life (see Appendix 2, below).

Development: The PCs may rest here for as long as
they wish, but more water and moss will not
accumulate here for months, if not years, and the PCs
will eventually run out of food and water.

When the PCs move on from the refuge, proceed to
Part 2B — Dead Mens’ Tales, below.

B) Dead Mens’ Tales

After walking through the hollow root for nearly a day,
the PCs emerge into a cave that predates the Obsidian
Tide and meet those that have been trapped here for
millennia.

As you travel ever further though the hollow root,
you eventually begin to hear voices from up ahead.

The PCs can stop and actively listen for the voices, or
they can rush forward to confront the source of the
voices. If they stop and listen (Listen check, DC 20),
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the PCs will discover that there are two distinct voices
and that from their tones, they seem to be bickering. If
the party understands Ulyanese, echoes make it
difficult to catch all the words, but the discussion
centers around who’s fault their current situation is
and what they will do when they escape.

Rubble seems to have pierced the wall of the root on
the left-hand side and the resulting hole opens into a
small, natural-looking cavern. A pile of rubble almost
completely divides the cavern into two separate
chambers, both of which are strewn with rubble and
dust, as if they suffered a collapse long ago.

Development: The hole in the root wall is large
enough to accommodate Large PCs, if some of the
rubble is cleared away and provides access to both
caverns. Depending on which cavern the PCs
investigate first, proceed to Trapped Smugglers
(encounter #9) or A Request (encounter #10), below.

9) Trapped Smugslers
(EL9 or-)

Undead Smuggler (CR 7) 2x - see Appendix 1

The PCs find themselves in a collapsed cave and
discover smugglers from the Cleansing Wars era.
When the PCs move ahead to discover the source of the
voices, read:

As you step from the hollow root, you see two men,
both covered in seemingly mortal wounds. When
they notice you, they move to stand between you and
a pile of crates and other containers behind them.

If the PCs manage to understand the men (who rotate
through speaking Classic Tanysh, Melai, Remaan, and
Ulyanese), read:

“Hey! Who are you?”
“How did you get in here?”

“You can’t have it, it’s ours!”

The two men are Vumenu and Kiviok, thinking
zombies who still believe themselves to be alive. If
they are questioned, the PCs can learn the following:

e They have been trapped here since an “associate”
of theirs collapsed the cave, trapping them inside.
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e Vumenu and Kiviok describe themselves as
“procurers of hard-to-find luxury items” (aka
smugglers).

o This cave is/was the southern terminus of their
supply route, allowing them to deliver rare goods
to the remaining humans of Cleansed Ulyan.

e Vumenu and Kiviok have nothing against non-
humans, often dealing in rare elven or dwarven
goods to the nobles of Deshentarum or the
researchers of the Navel.

o If there are non-humans in the party, the
smugglers are shocked that they would tempt fate
by coming to Cleansed Ulyan. Surely there are
safer places to hide from the Warbringer’s armies.

e The smugglers do not know that they are undead
or that millennia have passed since their deaths,
believing themselves and any undead in the party
to still be alive.

e The pile of crates and containers at the rear of the
cave is the smugglers’ stash of goods. They will
not answer questions about it and if the PCs
attempt to examine the pile, Vumenu and Kiviok
will immediately attack, defending their stash
with their unlives.

e They have been trapped in this cavern for some
time and as part of their escape plan they dug
through a smaller cave-in (they indicate the hole
through the tree root), but cannot seem to remove
the rubble blocking the exit by themselves. They
know their associate had some way to escape (he
was in charge of transport and regularly teleported
himself and their goods in and out of Ulyan).

Tactics: The smugglers would prefer to avoid
hostilities and simply talk to the PCs, but if the PCs
attack them, the smugglers are happy to cut them
down. If they can manage it, Vumenu and Kiviok will
flank an opponent to deal sneak attack damage; if not,
they will resort to feinting.

Development: Vumenu has Besein’s (see encounter
#10, A Request, below) ring, though neither of the
smugglers will admit to it. If the PCs move to leave the
chamber or otherwise explore the cave, the smugglers
will ask them to search their associate’s body for a
means of escape (seeing as how the PCs can ‘obviously’
walk through walls).

If the party returns from speaking with Besein and
attempts to retrieve his ring, Vumenu and Kiviok will
resort to combat to keep it - being violently opposed to
giving up their only supposed means of escape.

The smugglers’ two steel longswords are badly rusted
and suffer penalties in combat such that they are
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functionally equivalent to bone longswords (though
they do still count as metal weapons for the purposes
of bypassing damage reduction). If one could be found,
a weaponsmith capable of working metal could
reforge the longswords, but the resulting loss of
material means that the new weapons would be
smaller than the originals, with each reforged
longsword resulting in one steel short sword or two
steel daggers.

10) A Request (EL 9 or -)

Besein the Dhaot (CR 9) 1x - see Appendix 1

Exploring deeper into the cave, the PCs meet a trapped
ghostly spirit and perhaps a means to escape.

Within this second chamber, you can see what was
likely the entrance to this cavern but rubble now seals
off the exit. On the floor can be seen an ancient corpse,
long dead. The body lies near and is partially buried
by fallen stones - perhaps they were killed by the
cave-in.

If the PCs move to examine the cave-in or the body,
read:

As you move deeper into the chamber, a ghostly man
fades into view, materializing near the dead body. He
speaks to you in a strange tongue.

If the PCs understand Classic Elven, Classic Tanysh, or
Ulyanese, or use a spell or power to do so, read:

"Hello,” he says, “"Who might you be and how did you get
in here?”

The ghostly man is Besein, a dhaot. If the PCs speak to
him, they can learn the following:

e Besein remembers being stabbed in the back
(literally) by his compatriots Vumenu and Kiviok.

e He remembers triggering a cave-in using one of
his pieces of equipment - trapping his killers in the
cave.

e Besein is aware that he died long ago and that he
is undead, as he cannot interact with the material
world.

e He is quite sure that the PCs are trapped in this
cave with him (their manner of entrance
notwithstanding), as he has not been able to locate
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an exit since he died - though he has nothing
against the PCs searching for themselves.

e Besein does know a way to escape the cave,
however, and will happily give the party this
information for a favor.

e He wishes to have his wedding ring returned to
his wife (he assumes that this means delivery to
her grave after all this time).

e His ring was taken by his former compatriots
(Vumenu and Kiviok), who died after he triggered
the cave-in. He knows they still exist as undead
and that he is completely incapable of destroying
them himself, so he has simply never shown
himself to them. He’d like them killed.

Tactics: If attacked, such as after the PCs come from
speaking with Vumenu and Kiviok, Besein begs his
attackers to stop and offers them a means to escape the
cavern. If the PCs do not cease attacking, Besein will
return their attacks using his claws to deliver sneak
attack (set up using improved feint or invisibility as
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necessary). The dhaot knows he needs at least some of
the PCs alive to retrieve his ring, however, and deals
non-lethal damage with his attacks. If temporarily
destroyed, he whispers his wife’s name before fading
away into the Gray: “Malia”.

Development: If the PCs return to Besein with his ring,
he will ask them to swear - upon pain of death - to
return it to his wife as soon as possible. If they do so,
he will explain that his ring is charged with (one
remaining) use of psionic teleport that anyone can use,
assuming they know the command word. The
command word is his wife’s name: Malia. With that,
he attempts to hurry the PCs along - the sooner they
leave, the sooner they can return the (now powerless)
ring to his wife.

Besein’s remains lie on the floor of the cave where they
fell. Still on his body are several pieces of equipment: a
ruined dagger, rotted leather armor, and the broken,
tarnished remains of a copper headband. This was
once a greater circlet of blasting but was shattered in the
cave-in and is now beyond repair.
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Concluding the Adventure

Once the PCs have Besein’s wedding ring (see Appendix
2, below), they need only speak the name of Besein’s
wife “Malia” to activate a psionic teleport to escape both
the Mines of Deshentu and the Dead Lands altogether.

Furtber Adventures

Once the PCs activate Besein’s ring, they are free to go
wherever they wish (within a 900 mile radius), but they
are not necessarily free to do whatever they wish.

If they agreed to deliver his wedding ring, Besein is
willing to allow the party a reasonable amount of time
to locate his wife and deliver the ring to her, but if they
have not started to do so within a few months, Besein
will lose patience with the party. He will reappear and
begin haunting the PCs, berating them for delaying for
so long and demanding that they take the ring to his
wife at once. Should his words not suffice, Besein will
resort to violence - locating the PCs enemies or local
toughs and convincing them to attack the PCs when
least expected. Such efforts will continue until the ring
is returned as promised.

Particularly crass PCs might simply sell off Besein’s
ring (it is worth 100 cp). Once Besein returns and
discovers they have not returned the ring yet, he will
respond as above. In this scenario though, he will also
force the party to retrieve the ring for its new owner(s),
which is unlikely to be easy.

While locating Besein’s wife could be as easy as
traveling to the site of his hometown (wherever a DM
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might decide to place it), circumstances are rarely that
simple. The trip will likely at least involve employing
a divination or clairsentient power to locate his wife’s
grave. If the remains of Besein’s wife still lie in a grave
after so many King’s Ages, then that grave most likely
is protected by a meorty who will need to be dealt with
to deliver the ring.

It is also entirely possible that Besein’s wife no longer
rests in a grave. After so many centuries, her remains
may have been moved or stolen from her final resting
place, and may even have been reanimated. Perhaps
Malia’s corpse serves a foul defiler in his army of the
undead or, in an especially ironic twist, perhaps Besein
and his wife lived within Cleansed Ulyan and the PCs
must return to the Dead Lands to locate Malia’s
zombie. If so, Besein will likely ask the PCs to lay his
wife to rest by whatever means necessary.

Perhaps instead Malia never truly died: as a powerful
psionicist, Besein’s wife may have extended her own
lifespan to allow her time to locate her missing spouse.
Malia might still be roaming Athas, having become a
kaisharga or an ageless psion. If true, the PCs might
need to endure many trials and adventures just to
locate and get close enough to personally return the
ring to Malia.

It is possible that this was not the only smuggler’s
cache that Besein, Vumenu, and Kiviok maintained.
Knowing the smuggler’s names, it will be possible to
divine the locations of other caches, but any caches that
remain intact are likely to be well hidden, guarded,
and/or trapped, and may have lost all value due to the
perishable nature of many of the goods.
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Appendix 1: Monsters & NPCs

Besein the Dbhact CR 8

Male Human Dhaot Rogue 7

TN Medium Humanoid (Human, Incorporeal)

Init: +1; Senses: Darkvision 60 ft.; Listen +15, Spot +15
Aura: -

Languages: Classic Elven, Classic Tanysh, Ulyanese

AC: 16, touch 16, flat-footed 15; Incorporeal, Uncanny
Dodge

(+1 Dex, +5 Def)

hp 45 (7d12)

Damage Reduction: 5/magic; Spell Resistance: 17

Immune: Undead Traits; Weakness: Vulnerability to
Fire

Saves: Fort +2, Ref +6, Will +3; Evasion

Speed: Fly 30 ft. (perfect)

Melee: Claw +5 (1d6) or Incorporeal Touch +6 (Life
Disruption)

Space: 5 ft.; Reach: 5 ft.

Base Attack: +5; Grapple: - (+4)

Combat Options: Combat Expertise, Improved Feint,
Life Disruption (DC 18), Sneak Attack (+4d6),
Temporary Corporeality.

Combat Gear: -.

Spell-Like Abilities: At will—dream, hallucinatory
terrain, invisibility, major image, nightmare; CL = HD;
The save DCs are Charisma-based.

Abilities: Str - (10), Dex 13, Con -, Int 14, Wis 12, Cha
20

SQ: Damage Reduction, Darkvision 60 ft., Enduring

Skills,  Spell  Resistance,
Trapfinding, Trap Sense +2, Uncanny Dodge,
Vulnerability to Fire.

Feats: Combat Expertise, Improved Feint, Skill Focus
(Bluff), Skill Focus (Sense Motive).

Skills: Appraise +12, Bluff +19, Diplomacy +29, Gather
Information +15, Hide +11, Intimidate +17, Listen
+15, Move Silently +11, Search +16, Sense Motive
+15, Spot +11.

Possessions: none (-1 CR).

Focus, Evasion,
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Enduring Focus (Su): A dhaot's life force is tied to its
mortal remains. As long as the dhaot’s remains have
not been returned to its home, the undead cannot be
permanently killed; it reforms 1d12 days after its
apparent death. Killing the undead in the Gray
prevents it from returning to life.

Life Disruption (Su): Only incorporeal undead
possess this power, which momentarily disrupts the
victim’s life force. A creature hit by the undead’s
incorporeal touch attack is stunned for 2d4 rounds
unless it makes a Fortitude save.

Skills: A dhaot receives a +10 racial bonus on
Diplomacy checks and a +4 racial bonus on Listen and
Search checks.

Temporary Corporeality (Su): A dhaot can become
corporeal as a standard action, seemingly becoming
flesh and blood. In corporeal form, it loses the
incorporeal subtype, its deflection bonus to armor class
becomes a natural armor bonus, and it has a Strength
score equal to the base creature’s Strength in life. A
corporeal dhaot makes 2 claw attacks (adjusted by its
Strength). It can grapple creatures and manipulate
objects. The undead can become incorporeal again as a
standard action. In the Gray, dhaots are forced into
corporeal form; they cannot exist there in incorporeal
form.

e P

Desbenten Mine Overseer
CR 8

Male or Female Human Thinking Zombie Fighter 7

LE Medium Undead (Augmented Humanoid)

Init: +3; Senses: Darkvision 60ft.; Listen +8, Search +8,
Spot +8

Aura: -

Languages: Classic Dwarven, Ulyanese

AC: 26; touch 14, flat-footed 23
(+3 Dex, +5 armor, +3 shield, +4 Nat, +1 Def)
hp 59 (7d12+14)
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Resistances: Cold 10, Electricity 10

Immune: Undead Traits; Weakness: Vulnerability to
Blessed Elements, Vulnerability to Sunlight

Saves: Fort +5, Ref +5, Will +3

Speed: 30 ft.

Melee: Heartpick +12 (1d8+6; 20/x4) or Claw +11
(1d4+4; 20/x2)

Full Melee: Heartpick +12/+7 (1d8+6; 20/x4) or 2x Claw
+11 (1d4+4; 20/x2)

Ranged: Javelin +10 (1d6+4, Range 30ft; 20/x2)

Space: 5 ft.; Reach: 5 ft.

Base Attack: +7/+2; Grapple: +11

Combat Options: Curse (DC 14), Combat Reflexes
(4/round), Disease (DC 14),

Combat Gear: Bronze Heartpick +1, Chitin Armor +1,
Chitin Heavy Shield +1, Bone Javelin x4.

Abilities: Str 18, Dex 16, Con --, Int 12, Wis 13, Cha 14

SQ: Darkvision 60 ft., Gray Toughness 2, Resistances,
Skills, Undead traits, Vulnerability to Blessed
Elements, Vulnerability to Sunlight.

Feats: Alertness, Combat Reflexes B, Exotic Weapon
Focus (Heartpick) B, Power Attack, Skill Focus
(Intimidate, Motive),
(Heartpick) B, Weapon Specialization (Heartpick) .

Skills: Climb +4, Intimidate +15, Jump +4, Listen +8,
Profession (mining) +11, Search +8, Sense Motive
+13, Spot +8.

Skills: Climb +4, Intimidate +15, Jump +4, Listen +8,
Profession (mining) +11, Search +8, Sense Motive
+13, Spot +8.

Possessions: 7,200cp or combat gear plus: Ring of
Protection +1.

Sense Weapon Focus

Curse (Su): The undead can curse an individual when
it is destroyed. As the final blow is made that kills the
creature, the undead can curse its destroyer, as the
bestow curse spell.

Disease (Su): A thinking zombie’s bite delivers one of
the following diseases (50% chance of either). The save
DCis 10 + %2 thinking zombie’s HD + thinking zombie’s
Cha modifier.

e Filth fever—bite, Fortitude save, incubation
period 1d3 days, damage 1d3 Dex and 1d3
Con.

e Red ache—bite, Fortitude save, incubation
period 1d3 days, damage 1d6 Str.

Vulnerability to Blessed Elements (Ex): A thinking
zombie takes half again as much (+50%) damage as
normal from blessed elements.
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ey B

Desbenten Miner CR 4

Male or Female Human Elite Thinking Zombie

Warrior 4

NE Medium Undead (Augmented Humanoid)

Init: +2; Senses: Darkvision 60ft.; Listen +6, Search +5,
Spot +6

Aura: -

Languages: Classic Dwarven, Ulyanese

AC: 19; touch 12, flat-footed 17

(+2 Dex, +3 armor, +4 Nat)

hp 59 (7d12+14)

Resistances: Cold 10, Electricity 10

Immune: Undead Traits; Weakness: Vulnerability to
Blessed Elements, Vulnerability to Sunlight

Saves: Fort +4, Ref +3, Will +3

Speed: 30 ft.

Melee: Heartpick +11 (1d8+5; 20/x4) or Claw +9 (1d4+5;
20/x2)

Full Melee: Heartpick +11 (1d8+5; 20/x4) or 2x Claw +9
(1d4+5; 20/x2)

Ranged: -

Space: 5 ft.; Reach: 5 ft.

Base Attack: +4; Grapple: +9

Combat Options: Blinding Touch (DC 14), Disease
(DC 14),

Combat Gear: MW Heartpick, MW Studded Leather
Armor.

Abilities: Str 20, Dex 14, Con --, Int 12, Wis 14, Cha 11

SQ: Darkvision 60 ft., Gray Toughness 2, Resistances,
Skills, Undead traits, Vulnerability to Blessed
Elements, Vulnerability to Sunlight.

Feats: Exotic Weapon Focus (Heartpick), Skill Focus
(Profession - Miner), Weapon Focus (Heartpick).

Skills: Climb +11, Intimidate +0, Jump +11, Listen +6,
Profession (mining) +9, Search +5, Sense Motive +6,
Spot +6.

Skills: Climb +11, Intimidate +0, Jump +11, Listen +6,
Profession (mining) +9, Search +5, Sense Motive
+64, Spot +6.

Possessions: none (-1 CR).

Blinding Touch (Su): The undead can make a touch
attack as a standard action that doesn’t provoke an
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attack of opportunity. The touch causes blindness in
the victim for 2d4 rounds. A Fortitude save negates the
effect.

Disease (Su): A thinking zombie’s bite delivers one of
the following diseases (50% chance of either). The save
DC s 10 + %2 thinking zombie’s HD + thinking zombie’s
Cha modifier.

e Filth fever—bite, Fortitude save, incubation
period 1d3 days, damage 1d3 Dex and 1d3 Con.

* Red ache—Dbite, Fortitude save, incubation period
1d3 days, damage 1d6 Str.

Vulnerability to Blessed Elements (Ex): A thinking
zombie takes half again as much (+50%) damage as
normal from blessed elements.

—y

Undead Chimera CR 8

Male Thinking Zombie Chimera

CE Large Undead (Augmented Magical Beast)

Init: +1; Senses: Darkvision 60ft., Low-Light Vision,
Scent; Listen +9, Spot +9

Aura: -

Languages: Ulyanese

AC: 23; touch 10, flat-footed 22

(-1 size, +1 Dex, +13 Nat)

hp 67 (9d12+9)

Resistances: Cold 10, Electricity 10

Immune: Undead Traits; Weakness: Vulnerability to
Blessed Elements, Vulnerability to Cold

Saves: Fort +9, Ref +7, Will +6

Speed: 30 ft., Fly 50 ft. (clumsy)

Melee: Bite +14 (3d6+6; 20/x2)

Full Melee: Bite +14 (3d6+6; 20/x2) and Bite +14 (1d8+6;
20/x2) and Gore +14 (1d8+6; 20/x2) and 2x Claw +12
(1d6+3; 20/x2)

Ranged: -

Space: 10 ft.; Reach: 5 ft.

Base Attack: +9; Grapple: +19

Combat Options: Breath Weapon (1d4 rounds, 20-ft
cone of acidic gas, 3d8 dmg, DC 15), Disease (DC
15)

Abilities: Str 23, Dex 13, Con -, Int 6, Wis 13, Cha 12
SQ: Darkvision 60ft., Enhanced Ability (feat), Fangs,
Gray Toughness 1, Low-Light Vision, Resistances,
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Scent, Skills, Undead traits, Vulnerability to
Blessed Elements, Vulnerability to Cold.

Feats: Ability Focus (Breath Weapon) B, Alertness,
Hover, Iron Will, Multiattack.

Skills: Hide +9(+4), Listen +9, Spot +9.

Breath Weapon (Su): A chimera’s breath weapon is
usable once every 1d4 rounds, deals 3d8 points of
damage, and allows a Reflex save (DC 10 + %2 HD + Con
modifier) for half damage.

Disease (Su): A thinking zombie’s bite delivers one of
the following diseases (50% chance of either). The save
DC s 10 + %2 thinking zombie’s HD + thinking zombie’s
Cha modifier.

e Filth fever—bite, Fortitude save, incubation
period 1d3 days, damage 1d3 Dex and 1d3
Con.

e Red ache—bite, Fortitude save, incubation
period 1d3 days, damage 1d6 Str.

Skills: A chimera’s three heads give it a +2 racial bonus
on Spot and Listen checks. In areas of scrubland or
brush, a chimera gains a +4 racial bonus on Hide
checks.

Vulnerability to Blessed Elements (Ex): A thinking
zombie takes half again as much (+50%) damage as
normal from blessed elements.

—y P

Undead Smuggler, Vumenu &
Kiviok CR 7

Male Human Thinking Zombie Rogue 5 / Fighter 1
CE Medium Undead (Augmented Humanoid,
Human)

Init: +6; Senses: Darkvision 60ft.; Listen +13, Spot +13
Aura: -

Languages: Classic Tanysh, Melai, Remaan, Ulyanese

AC: 21; touch 12, flat-footed 19

(+2 Dex, +5 armor, +4 Nat)

hp 39 (6d12+6)

Resistances: Cold 10, Electricity 10

Immune: Undead Traits; Weakness: Delusion (still
alive), Vulnerability to Blessed Elements

Saves: Fort +3, Ref +6, Will +1; Evasion
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Speed: 30 ft.

Melee: Longsword +7 (1d8+2; 19-20/x2) or Claw +7
(1d4+3; 20/x2)

Full Melee: Longsword +7 (1d8+3; 19-20/x2) or 2x
Claw +7 (1d4+3; 20/x2) and Bite +2 (1d6+1; 20/x2)

Space: 5 ft.; Reach: 5 ft.

Base Attack: +4; Grapple: +7

Combat Options: Create Spawn, Expertise, Improved
Feint (Move action), Disease (DC 16), Sneak Attack
(+3d6)

Combat Gear: Rusted Steel Longsword (as Bone),
Studded Leather Armor +2.

Abilities: Str 17, Dex 14, Con --, Int 16, Wis 10, Cha 16

SQ: Darkvision 60 ft., Delusion (still alive), Evasion,
Gray Toughness 1, Resistances, Skills, Trap Sense
+1, Uncanny Dodge, Undead traits, Vulnerability
to Blessed Elements.

Feats: Combat Expertise, Improved Feint, Improved
Initiative, Weapon Focus (Longsword) B.
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Skills: Appraise +12, Bluff +12, Diplomacy +16,
Disguise +6(+2), Forgery +12, Gather Information
+12, Intimidate +14, Listen +13, Search +16, Sense
Motive +13, Sleight of Hand +13, Spot +13.

Possessions: 5,600cp or combat gear plus: Potion-Orb
of Cure Light Wounds x2.

Disease (Su): A thinking zombie’s bite delivers one of
the following diseases (50% chance of either). The save
DCis 10 + ¥4 thinking zombie’s HD + thinking zombie’s
Cha modifier.

e Filth fever—bite, Fortitude save, incubation
period 1d3 days, damage 1d3 Dex and 1d3 Con.

* Red ache—bite, Fortitude save, incubation period
1d3 days, damage 1d6 Str.

Vulnerability to Blessed Elements (Ex): A thinking
zombie takes half again as much (+50%) damage as
normal from blessed elements.
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Appendix 2: New Items

Seceds of Life

(from Faces of the Dead Lands, Chapter 10)

These coin sized acorns are quite literally seeds shed
from the Seventh Tree. In a wizard’s hand, these
behave in a manner akin to trees of life for the purposes
of providing energy for arcane spells.

If held while casting a spell, the seed provides the life
energy needed in lieu of the wizard’s energy gathering,
as if the wizard was casting the spell within a free of
life’s aura of protection. For spells of 6th level or lower,
the bearer may amplify their arcane spells, increasing
the abundance of the terrain by one step, or nullifying
the effects of their defiling radius.

Each seed holds the equivalent energy for 24 spell
levels, and when provided with water and sunlight,
will regenerate 2d4 spell levels a day (up to a
maximum of 24 per seed). Each spell level used to
nullify the effects of defiling is permanently lost. Once
a seed has lost all of its life energy, it will crumble to
dust.
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A seed of life may instead be used to grow a new free of
life (Terrors of the Dead Lands, Chapter 5). The seed must
be planted and provided with water and sunlight for
many weeks (at least four), but the seed of life replaces
all the other prerequisites.

Strong transmutation; CL 9th; Craft Wondrous Item,
rejuvenate; Cost 90,000 cp.

Besein’s Wedding Ring

This plain golden band was given to Besein by his wife
Malia, a powerful manifester. On its inner surface, the
ring bears the inscription in Ulyanese: “Speak my
name, love, and come home to me.”

Usable by anyone who knows the command word
(“Malia,” Besein’s wife’s name), Besein’s wedding ring is
imbued with the psionic teleport power. It once
contained 50 charges, but will only have one final
charge when the PCs obtain it.

Strong psychoportation; ML 9th; Craft Universal Item,
psionic teleport; Cost 40,500 cp (fully charged).
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Appendix 3: Maps
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Jewel in the Hive

A Darl Sun 3.5¢ adventure module for four 11th-level characters

Harkor bas made an uncharacteristic request for assistance. The mission
will invelve delving into the bugdead-controlled lands near ruined
Shumash in search of bis lost jewel: the Bright Talon.
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Introduction

Jewel in the Hive is a short D&D adventure for four 11th-
level player characters (PCs). Consult the Scaling the
Adventure sidebar for ways to modify the scenario for
higher or lower levels of play.

Harkor has made an uncharacteristic request for
assistance. The mission will involve delving into the
bugdead-controlled lands near ruined Shumash in
search of his lost jewel: the bright talon.

Developer’s notes

The purpose of this whole adventure collection was to
provide reasons for DMs and players to experience as
much of the Dead Lands as possible. This adventure was
intended to give players a reason to interact with Harkor.
It started from “What would such a domineering control
freak want from the living?” and went from there. -JM

Preparation

You (the DM) will need the 3rd edition revised D&D
core rulebooks, including the Player’s Handbook, the
Dungeon Master’s Guide, and the Monster Manual, as
well as the Expanded Psionics Handbook. This adventure
also uses material from Faces of the Dead Lands, Secrets
of the Dead Lands, Terrors of the Dead Lands, and the Dark
Sun 3.5 conversion rulebook from Athas.org, but all
necessary rules are already included.

Consult Appendix 4 for additional rules for
communicating with the residents of, and surviving in,

the Dead Lands.

Adventure
Background

Harkor's bright talon is a gold gem-encrusted brooch
and a powerful ancient relic, fashioned by Harkor's
courtly lieutenants and named for their master. King’s
Ages ago, Harkor provided it to aid one of his favored
generals, but when that general fell in battle against a
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bugdead horde in the Crunch near Chol, the item was
lost. Despite Harkor’s continuing attempts to locate the
talon, its current whereabouts are unknown.

The former Dead Lord of Shumash, Jush-Esgar and his
men have been fighting the bugdead since the first
bugdead invasion many centuries ago. Away from the
city on an inspection tour, the bugdead swept Jush-
Esgar and his entourage away, never to be seen again;
Shumash was completely destroyed by the bugdead.
Many residents of the Dead Lands believe Jush-Esgar
was killed in the initial invasion of Shumash; instead,
Jush-Esgar and his caravan of fighters have been
waging a ceaseless guerrilla campaign against the
bugdead from within their territory.

Overview

This adventure begins as a relatively straightforward
‘find the treasure’ type adventure. The PCs are charged
with tracking down and recovering Harkor’s bright
talon, long lost to the bugdead hordes. They start by
meeting Rankag Swifteyes, Harkor’s captain who was
entrusted with it, and receiving the description of the
talon.

Rankag is still dazed from his long years in the Gray,
so the PCs will be well-advised to retrace his route to
refresh his memory. The route will eventually lead
them south of Shumash. The PC’s become trapped by
an army of bugdead, backed up against the hostile and
difficult terrain of the Kank Nests. Nearby, the PCs see
a group pinned down by the bugdead - a patrol of
Jush-Esgar’s Guerrillas. The two groups will need to
work together to repel the bugdead assault. They then
discover the bright talon on the scarlet warden leader
of the bugdead horde.

With the bugdead defeated and the talon recovered,
the PCs are approached by Jush-Esgar himself,
requesting Harkor’s bright talon for his own use. They
then have a choice: use the talon to help the Guerrillas
retake Shumash, or return it to Harkor, and hope he
honors his end of the bargain.
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Adventure Hooks

As the invitation from Harkor could conceivably reach
the PCs anywhere in the Dead Lands, or even beyond
the Dead Lands, the party need not be anywhere in
particular at the start of the adventure. Assuming the
PCs accept the invitation, they might respond to
Harkor’s invitation for one of the following reasons:

e They are in need of something from Harkor and are
looking for an exchange of favors.

e They have previously angered Harkor and are
looking to make peace with the volatile Dead Lord.

¢ They simply wish to explore the Dead Lands beyond
the nations of the humanoid undead, as the Buglands
are forbidden per the Bugdead accords.

Scaling the Adventure

+/-1 on all skill checks and ability checks.
+/-1 on attack rolls and saving throws.
+/-5 hit points.

each negative level).

Jewel in the Hive is designed for a party of four 11th-level adventurers, but it can be modified easily to present an
appropriate challenge for parties of different sizes or levels.

Consider adapting the adventure for PCs of average levels 9 to 13 by adding effective positive or negative levels to
the creatures in each encounter to change their effective Challenge Rating. A creature takes the following
penalties/bonuses for each positive/negative level it has gained:

+/-1 effective level (wWhenever the creature’s level is used in a die roll or calculation, reduce it by one for

e If the creature casts spells, she gains/loses one spell slot of her highest-level spells. (If she has more than
one spell at her highest level, she chooses which she gains/loses.) In addition, when she next prepares spells
or regains spell slots, she gets one more/less spell slot at her highest spell level. If the creature is a
manifester, she gains/loses enough power points to manifest her highest-level power once.

Part 1: Harkor’s Invitation

Wherever the PCs are located, the PCs receive a
message in the night just before they rest. The PCs will
most likely only know of Harkor by reputation.

Just as you are about to settle in to rest, you hear
whispered words from a gruff voice: “You are known
in the Dead Lands. Harkor, the Reborn One, seeks your
services. Come. Your service will be rewarded.”

Naghak has used a sending spell to contact the party
and each of the PCs receives the same message.

Development: Harkor’s domain is centrally located
within the Dead Lands, and the trip to Harkor could be
extremely eventful, depending on the PCs’ method of
travel.
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1) An COfficial Escort (EL -)

The moment the PCs reach Harkor, read:

Upon reaching Harkor’s kingdom, you can see that as
the pass between the mountains gets wider, the
landscape changes from scratched flat obsidian to
developed blackglass architecture. It soon becomes
clear that the entire land is nothing but one endless
necropolis: every building is a mausoleum or crypt,
every terrain feature a row of gravestones or garden
commemorative statues.

Eventually there is a growing feeling that you are
being watched from all sides. Glowing eyes peer out
from the buildings as you pass, and you see a group

of figures walking towards you on the road ahead.
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Let the PCs decide what to do. Harkor wishes to speak
with the PCs before anyone is allowed to touch them,
but that won’t stop the undead within the tombs from
trying to capture them and bring them to Harkor
themselves. Regardless, the ambassador and his
entourage will approach the PCs:

You see a large heavy-set man in brown armor
approaching with an entourage of blackened
skeletons. His left arm seems to be fastened to the side
of his armor with restraining straps.

When he speaks, you immediately recognize the
voice you heard in the magical message: “You have
come to a place of suffering and pain, where death is but the
beginning of servitude. Fortunately for you, your
reputation precedes you. The Reborn One wishes a personal
audience with you. Come.”

If the PCs wish to know more, Naghak is happy to
answer questions:

I am Naghak, ambassador of The Reborn One.
He is the Reborn One because He died in the
shadow of the fire He once worshiped, and now
He has become more powerful than the fire itself.
e  You must stay close to my escort. Each and every
one of His minions fights for His favor and
attention. They have been told He wishes to see
you, but others may want to take the honor of
bringing you to Him themselves, in either one
piece or many.
e  Only He knows of what you will speak.

If the party agrees to go with Naghak, proceed to
Encounter #2 — An Audience with Harkor, below.

2) An Audience with Harkor
(EL-)

Harkor’s Temple is 12 miles (half a day’s walk) from
the border. When the party arrives there, read:

the carved obsidian doors. As he moves, he unfastens
his bound arm. As it begins to come loose, it twitches
and spasms, curling into horrid, unnatural shapes. It
is painful to watch the contortions, as anything living
that moved like that would be broken and in
unimaginable pain.

As Naghak steps up to the bowl, he produces a knife.
With a swift motion, he slices a gash into the wrist of
his left arm in between its spasms. He then drops the
knife and seizes his left hand below the wrist,
squeezing out black blood into the bowl. As the drops
of blood hit the bowl, they immediately start burning.

The burning blood creates a thick crimson smoke. As
the smoke coalesces, the skeletons in your escort cry
out with shrieking voices and fall to their knees,
groveling and bowing as they make imitating
motions of cutting their wrists to offer their
nonexistent blood.

From this smoke, a figure in all white emerges, as if
composed of the very smoke itself. He wears ancient
priestly vestments and a tall white miter hat. Arms
and palms open, he floats down from the dais,
looking the party over. His bare feet never touch the
ground.

Naghak rushes down the steps to stand between you
and the floating apparition. He is the first to break the
ominous silence: “O Reborn One, Source of the Fires of
Vengeance, Conflagrator of All, I have found those you
spoke of. Tell us Your bidding, O immortal Harkor...”

You can only assume you have arrived at your
destination: the most elaborate tomb in a land of
tombs and mausoleums, you stand before a vast
obsidian ziggurat. The structure is enormous,
standing 100 feet tall and seeming to measure a mile
in diameter. Each face is sheer, forbidding, and
polished mirror smooth.

As you climb the steps, Naghak moves out in front of
you, to a large bronze bowl set into a dais in front of

The PCs may respond with whatever kind of courtesy
or greeting they wish. Whether the PCs are rude or
show some gesture of politeness, Naghak will look
visibly worried, attempting to apologize on their
behalf and begging for Harkor’s mercy. Meanwhile,
the other assembled undead fall to the ground,
prostrating themselves. They whimper at the expected
forthcoming pain and implore their lord to be allowed
to punish the PCs in His name. Harkor will merely
shake his head and laugh. Read:

Harkor finally speaks. You can feel the power of his
voice in your very bones and through the obsidian at
your feet: “Your reputation precedes you. Few creatures
have proven as capable of destruction and survival, even in
the Land of Death. This is why I have instructed Naghak to
bring you here.

“An item of mine was lost to the south, in battle with the
infinite bugdead host. I know because I hold in my hand the
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soul of the captain to whom I had entrusted the item, and
he has told me so. I wish this item back.

“Return this item to me, and you shall be rewarded. You
shall be gifted riches from my personal treasury should you
return what is mine.”

If the PCs accept, Harkor will drop a purplish-red gem
into the hands of one of the black skeletons, who will
carry it down the stairs to the players. He will then say:
“The soul of my captain shall take you to where it was lost.”

Harkor will brook no questions. If asked anything, he
will ignore the question and only ask once more: “Will
you retrieve the item for me?”

If the PCs answer no or otherwise refuse the task,
Harkor will respond with stone-faced silence. He will
look at Naghak one last time, then turn his back on the
PCs and disappear into the smoke. Naghak will give
the PCs a pitying look and say: “The best I can give you
is a 10-minute head start. Do not ever come back.”

True to his word, the PCs will have 10 minutes to leave
before every undead in the kingdom of Harkor comes
after them.

If the PCs accept, Naghak will answer any remaining
questions the PCs might have after Harkor disappears:

o  Why us? - “The bugdead are many. He does not wish
to waste any more of His strongest captains in a suicide
mission.”

e What is this gem? - “What you hold is captain
Rankag. The Reborn One has power over our bodies and
souls. Those who die in His lands are blessed to serve
Him for all eternity. Captain Rankag’s soul resides in
that gem until The Reborn One decides his new
purpose. For now though, his memories are at your
disposal.”

o  Whatis thisitem? - “It is a small, gold, jeweled brooch
with a black claw set into it like a gemstone. It is quite
beautiful.”

e  Where was the brooch last seen? - “Captain Rankag
took the brooch southeast of here, to face a incursion of
bugdead near the Crunch. That is where we lost contact
with him.”

e Why does he want it? - “We do not ask such things.”

As the PCs are finished asking him questions or when
they ask about Rankag, Naghak says:

“You've been granted limited passage to walk through His
kingdom for the duration of your task. Do not disturb any
mausoleums or urns in our lands. When you have the
brooch, return here.”

He motions to the gem you hold: “Direct further
questions to your guide, Rankag. Goodbye, and good luck.”

Development: The PCs may safely travel through the
land of Harkor for the duration of their mission,
assuming they do not tamper with or explore any of
the structures or graves within.

When the PCs are ready, move on to Encounter #3 -
Questioning Rankag, below.

3) Questioning Rankag (EL -)

When the PCs consult Rankag’s gem, read:

Taking the gem in hand and speaking his name, you
summon forth the spirit of Rankag. A flickering
illusion of a disembodied spirit leaps froth from the
gem:

“Captain Rankag, reporting for duty. Oh, you’re not lord
Harkor...”

Rankag will answer any remaining questions the PCs
might have, to the best of his abilities (see the
“Rankag’s Memory” sidebar for further details):
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Rankag’s Memory

Between the circumstances of his death, long ages
spent fading away in the Gray, and the shock of his
soul getting bound into the gem, Rankag’s memory is
fuzzy. Familiar locations can, however, jog his
memory: at each stop along the northern route out of
Harkor (Encounters #4 - 8), Rankag will be reminded
of his journey with the bright talon and will be more
likely to remember where it was lost (Encounter #9).

At each location, Rankag may make a DC 30
Intelligence check (with a +0 modifier) to recall where
the talon was lost, with a +6 bonus on the check for
each location along the route visited, including the
current one (thus, the roll is 1d20+6 at the location of
Encounter #4, 1d20+12 at the location of Encounter #5,
etc.). The PCs may assist Rankag, with each PC
succeeding at a DC 15 Intelligence check adding a +2
bonus to Rankag’s current check.

Once Rankag has regained his memory and reached
the location where he died (Encounter location #9),
Rankag will be able to sense what direction Harkor’s
bright talon is in and roughly how far away it is
(though not its exact location or distance).
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e  Who are you? - “I'm captain Rankog, pleased to meet
you.”

e  Whatis this gem? - “Oh, that gem hosts my soul. You
should be careful with that.”

e What is this item we're after? - “It’s called Harkor’s
bright talon - it’s a brooch, about the size of a human
hand. It confers great power to control undead on the
bearer”

o  Where was it lost? - “I don’t actually recall - I can’t
remember. My time in the Gray seems to have affected
my memory. I'm told our mission took us to the
southeast.”

e How long were you gone / How long has the talon
been missing? - “I don’t know, exactly. Feels like a
long time?”

e  Where should we go / What should we do? - “I'm
certain that retracing my unit’s steps will jog my
memory. We'll need to go to wherever I died to find the
talon anyway, so following our previous route seems
like the best choice to me.”

Development: When the PCs are ready to move on,
proceed to Part 2 - Journey to the Buglands.
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Part 2: Journey to the Buglands

The PCs must travel to the location where Harkor’s
bright talon was last seen - near the ruined city of
Tarktas. Unfortunately, Tarktas now lies within the
lands given over to the bugdead - known as the
Buglands - as is the region between Harkor and
Tarktas.

Additionally, the exact place the bright talon was lost
and its current whereabouts are unknown to anyone
but Rankag, who has forgotten in the intervening ages
(consult the “Rankag’s Memory” section for more
details).

The two main routes to get from the kingdom of
Harkor to the vicinity of Tarkas are the direct route
(through the Crunch and the Kank Nests, see Part 2a -
The Direct Route) or a more circuitous that passes by
the City of One Thousand Dead and through Chol (see
Part 2b - The Long Way Around).
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A) The Direct Route

Though it is not particularly advisable, the PCs might
choose to travel directly southeast to the area where
the bright talon was lost, rather than via the longer
northern route.

When the PCs begin traveling south, read:

As you travel south from Harkor, Rankag Swifteyes
speaks up and says: “Hmm, we appear to be traveling
south. I don’t recall having come this way with my unit.
I'm not sure how much help I'll be if we take this route.”

Development: The PCs are free to travel through the
northern Buglands to go east, but doing so makes it
much harder for Rankag to find his way (no bonus to
his Knowledge - geography DCs from locations
previously visited). If they do so, proceed to Encounter
#4 - The Crunch.
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4) The Cranch (EL 11)

Athasian Locust Swarm, Zombie (CR 5) 7x - see
Appendix 1

Should the PCs decide to take a perceived “shortcut”
passing through the Crunch and the Kank Nests, they
will have a difficult route ahead of them.

Traveling south, the guard stations grow more and
more common until you seem to be passing through
one continuous armed encampment. The undead
soldiers all appear to be at constant alert status and
look at you as if you've gone mad as you pass by
them.

About a mile from the last fortification, the ever-
present obsidian just stops, replaced by an expanse of
bugdead carcasses. Shells and smeared viscera,
severed limbs and shattered carapaces, the ruined
bugdead pieces lie in dune-like mounds so large they
block the horizon; every step brings the crunch of
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shattering chitin or the risk of slipping on some glob
of insectile slime or bit of smooth shell.

Perhaps this was why all the soldiers thought you

mad for passing this way.

PCs passing through the Crunch on foot will find the
going difficult. Chitin mounds lie everywhere,
obscuring the obsidian to a depth of 1d6 feet. All
creatures size Large or smaller can only manage half
movement on foot. Combat in the Crunch is equally
difficult; long weapons simply cannot be used
effectively, and suffer an attack penalty of -2, inflicting
a maximum of 1d4 damage and non-insectoid
creatures suffer a -3 penalty to initiative. Visibility is
limited to 90 feet, and encounter range starts at a
maximum of 60 feet.

Tactics: Whether by land or air, if the PCs attempt to
cross The Crunch, smarms of undead Athasian locusts
will cease feeding on the accumulated bugdead ichor
and attack the party.
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Development: Once the locust swarms are dealt with,
the PCs are free to proceed to Encounter #5 - The Kank
Nests, below.

5) The Kank Nests (EL 10)

Athasian Locust Swarm, Zombie (CR 5) 1x - see
Appendix 1

Soldier Kank Army (CR 8) 2x - see Appendix 1
This territory is dominated by kank nests, which

continue to gather here due to the natural kank instinct
to cluster in hives.

There is little but scarred and ruined obsidian in the
region before you. The surface is pocked with
thousands of holes, surrounded by small piles of
obsidian chips, extending for many miles in all
directions. From where you stand, hundreds of
undead kanks can be seen milling about.
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Tactics: The terrain of the Kank Nests is treacherous
(though easier to traverse than that of the Crunch).
There is a 10% chance any single 5-foot square contains
a tunnel opening into an undead kank nest - tunnels
vary from four to seven feet in diameter and lead to a
warren of tunnels and passages twisting in three
dimensions beneath the obsidian. Squares free of a
tunnel opening have a 25% chance of containing piled
obsidian shards. Piles of obsidian shards range from
one to ten feet fall and hamper movement, counting as
difficult terrain (each square counts as 2 squares of
movement; can’t run or charge across difficult terrain;
-4 penalty to Balance, Hide, Move Silently, Jump, and
Tumble checks).

If the PCs continue on into the Kank Nests or otherwise
draw attention to themselves, a nest of undead kanks
will swarm them, fighting to the death. If the party
takes to the air to avoid the kanks, they draw the
attention of a locust swarm, which is otherwise happy
to remain inconspicuous, feasting on the remains of
destroyed kanks.
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Development: Once they’ve dealt with the kanks, the
PCs are free to proceed to Part 3 - Into the Buglands.

A DM might, however, decide that similar encounters
continue to occur as the party travels through the Kank
Nests until they come to regret their chosen route.

B) The Long Way
Around

The northern route around the Kank Nests is a much
longer trek to the east but is also much safer - though
still not completely safe. The northern route retraces
the path taken by Rankag Swifteyes and his battalion
when Harkor’s bright talon was lost - northeast from
Harkor, past the City of a Thousand Dead, south through
western Chol, and then west past the Crunch into the
lands between the ruined cities of Tarktas and Shumash.

6) Shadowmourn (EL -)

Retracing Rankag’s previous route first takes the party
through the southern outskirts of Shadowmourn, near
the Desolation.

As you pass out of Harkor from the north and head
east, you pass through what is technically
southernmost Shadowmourn, though the Grand
Duchess does see fit to claim or defend it. Instead, an
increasingly thick array of traps and lurking spells
dot the obsidian as one heads north.

“I recall coming this way.” Rankag says, “Though it
looked then - what’s that?” He points north to a jagged
scar just visible through the heat shimmer, a region of
churned and shattered obsidian running east to west
though southern Shadowmourn.

The “jagged scar” of broken obsidian is the Desolation,
Grand Duchess Qwith’s ‘ultimate defense’ from
attacks from the south. Only half-complete, the
Desolation is said to be expected to be two miles wide
and stretch completely across Shadowmourn’s
southern border when finished. A DC 15 (or DC 35 for
those new to the Dead Lands) Knowledge (Geography
or Local - Dead Lands) check, or simple past
experience will reveal this information.

Development: Construction projects aside, Rankag
assures the party that they are headed in the right
direction and suggests they keep moving. Proceed to
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Encounter #7 - The City of One Thousand Dead, when
the party moves on.

Once he reaches this location, Rankag may make a DC
30 Intelligence check to recall where the talon was lost.
The PCs may assist Rankag, with each PC succeeding
at a DC 15 Intelligence check adding a +2 bonus to
Rankag’s current check. Consult the “Rankag’s
Memory” sidebar for more details.

7) The City of ©One Thousand
Dead (EL -)

Continuing on, Rankag’s previous route takes the
party through the narrow strip of bare obsidian
between the City of One Thousand Dead and the
Crunch.

Further east, Rankag stops your party again. “The City
of One Thousand Dead, I remember this as well - my
battalion passed by here on our way to engage the
bugdead.”

“The piles of smashed chitin were much smaller then.” he
says, gazing to the south.

Development: Rankag continues to assure the party
that they are headed in the right direction and suggests
they keep moving, unless they want to partake of the
wonders of the City of One Thousand Dead, that is...
Proceed to Encounter #8 - Blacktooth Maw Raiders,
when the party moves on.

Once he reaches this location, Rankag may make a DC
30 Intelligence check to recall where the talon was lost.
The PCs may assist Rankag, with each PC succeeding
at a DC 15 Intelligence check adding a +2 bonus to
Rankag’s current check. Consult the “Rankag’s
Memory” sidebar for more details.

8) Blacktooth Maw Raiders
(EL9)

Lesser Blacktooth Maw Reavers (CR 5) 5x -
Appendix 1

Traveling past the City of One Thousand Dead,
Rankag’s previous route takes the PCs into Chol. A
region of nearly completely flat terrain overrun by
hordes of mounted marauders, the party receives a
‘standard welcome’ upon entering Chol.
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Beyond the City of One Thousand Dead, you come to
a seemingly endless region of perfectly flat obsidian.
“Ah, yes, Chol.” says Rankag, “I remember this place - it
was said that the obsidian plains of Chol stretched to the
ends of Athas, but that can’t be right, can it?”

A PC who makes a DC 15 (or DC 35 for those
completely unfamiliar with the Dead Lands)
Knowledge (Geography or Local - Dead Lands) check,
or has past experience in the Dead Lands, knows that
the plains of Chol are in fact bounded by the Cliffs of
Ulyan to the north, the Pallid Mere to the east, and the
Buglands to the south.

Rankag continues: “When I was last here, Chol was
inhabited by roving bands of howling marauders, obsessed
with dominating each other and destroying everyone and
everything else... Oh, there’s some of them now.”

Tactics: The obsidian here is extremely flat and
featureless.

Not powerful or important enough to possess mounts
or chariots, the Blacktooth Maw
approaching on foot. The PCs first catch sight of the
reavers from 100 feet or more away (have the PCs
make a Spot check, the beginning encounter distance is
equal to the Spot check x10 feet away; result of 10
yields 100 feet, a result of 25 yields 250 feet, etc.). The
reavers are moving in the party’s direction at full
speed, 100 feet per round.

reavers are

The lesser Blacktooth Maw reavers are unsophisticated
combatants, raging and then wading into melee with
fangs and fists. They are uninterested in negotiation,
fight to the death, and will pursue the party
unceasingly if necessary.

Development: Once the Cholite marauders are dealt
with, Rankag confirms that the party is still headed in
the right direction. Proceed to Encounter #9 - Black
Thunder Raiders, when the party moves on.

Once he reaches this location, Rankag may make a DC
30 Intelligence check to recall where the talon was lost.
The PCs may assist Rankag, with each PC succeeding
at a DC 15 Intelligence check adding a +2 bonus to
Rankag’s current check. Consult the “Rankag’s
Memory” sidebar for more details.
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9) Black Thunder Raiders
(EL9)

Black Thunder Subordinate Cavaliers (CR 6) 3x -
see Appendix 1

Zombie Crodlu (CR 1) 3x - see Appendix 1
Rounding the northeastern extent of the Crunch,

Rankag’s previous route takes the PCs further into
Chol and exposes them to further raiders.

2

“Yes, this seems familiar.” says Rankag, “I definitely
remember having to travel out and around the Crunch to
get to where the bugdead were massing. It was near here
that we met up with several units of Cholites to push back
the bugdead, but those Cholites rode chariots rather than
riding beasts, like those raiders over there.”

As before, the PCs first catch sight of the raiders from
100 feet or more away (have the PCs make a Spot
check, the beginning encounter distance is equal to the
Spot check x10 feet away; result of 10 yields 100 feet, a
result of 25 yields 250 feet, etc.).

Tactics: The obsidian here is extremely flat and
featureless.

The Black Thunder subordinate raiders are mounted
on undead mounts and moving in the party’s direction
at full speed, 100 feet per round. They attack with their
bows each round until they reach melee range. Once in
melee range, they charge with their spears each round,
making full use of their mounted combat abilities.

If knocked off their mount, a Black Thunder cavalier
will continue attacking with their spear or claws and
bite until reduced to 25% or less hp, in which case the
cavalier will retreat while attacking with their bow.

Development: Once the Black Thunder raiders are
dealt with, Rankag confirms that the party is still
headed in the right direction. Proceed to Encounter #10
- The Crunch-Gap, when the party moves on.

Once he reaches this location, Rankag may make a DC
30 Intelligence check to recall where the talon was lost.
The PCs may assist Rankag, with each PC succeeding
at a DC 15 Intelligence check adding a +2 bonus to
Rankag’s current check. Consult the “Rankag’s
Memory” sidebar for more details.
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10) The Crunch-Gap (EL 10)

Antloid Soldier Bugdead Zombie (CR 5) 3x — See
Appendix

Wezer Storm (CR 8) 1x - see Appendix 1

At this break in the nearly unbroken expanse that is the
Crunch, Rankag and his men faced an incursion of
bugdead. Scattered bugdead still haunt this area of the
Crunch from time to time.

“Oh, yes, we definitely passed this way. I remember now.”
Rankag says. “In my day, there were far more gaps in the
Crunch, but this was the one where the battle was joined.
In the chaos that followed, the bugdead got behind us and
my unit was forced to retreat to the southwest to keep from
getting slaughtered.”

Tactics: The obsidian here is fairly flat. Small piles and
bits of chitin are scattered about the area, but do not
affect movement or lines of sight.

A mixed group of bugdead antloids and wezers is
foraging in the area and will happily attack the party.
Neither the bugdead nor the PCs are surprised and the
encounter begins at 120 feet. The bugdead fight to the
death.

Development: Once the bugdead are destroyed, the
party may move on. Proceed to Part 3 - Into the
Buglands.

Once he reaches this location, Rankag may make a DC
30 Intelligence check to recall where the talon was lost.
The PCs may assist Rankag, with each PC succeeding
at a DC 15 Intelligence check adding a +2 bonus to
Rankag’s current check. Consult the “Rankag’s
Memory” sidebar for more details.

Part 3: Into the Buglands

Passing beyond the Crunch (and possibly the Kank
Nests, depending on their route), the party enters the
Buglands and approaches the location where Rankag
died and lost Harkor’s bright talon.

11) Battle Site (EL -)

The party has finally reached the location they’ve been
seeking - the site of Rankag’s final battle and the last
known location of Harkor’s bright talon.

“This is it. This is the worthless patch of blackglass that my
men and I were destroyed on.” says Rankag, “We were
cut off from our allies, driven south to this location, and
torn to pieces in their pincers’.’

Development: Once he reaches this location, Rankag
may make a DC 30 Intelligence check to recall where
the talon was lost. The PCs may assist Rankag, with
each PC succeeding at a DC 15 Intelligence check
adding a +2 bonus to Rankag’s current check. Consult
the “Rankag’s Memory” sidebar for more details.

If the party took the northern route, Rankag should
easily be able to make his check (see above), if he hasn’t
already, and be able to sense the bright talon’s general
direction. If so, proceed to Encounter #12 - The
Tforkatch.
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If the PCs took the southern route or used teleportation
to shorten the journey, they may need to back-track
along the northern route to refresh Rankag’s memory
before he can sense the bright talon.

12) The Tforkatch (EL 11)

Obsidian Quasi-elementals, Huge (CR 7) 4x - see
Appendix 1

Traveling southwest through the northern Buglands in
search of the bright talon, the party comes (likely
unknowingly) to what was once the Tforkatch River.

Traveling through the northern Buglands, following
Rankag’s sense of where Harkor’s bright talon is
located, you see a dark black ribbon of coloration
running across an otherwise unremarkable patch of
obsidian. The dark coloration seems to extend as far
as can be seen to both the north and the south.

As the PCs get closer to the vanished river, read:

As you approach the dark ribbon in the obsidian, you
can feel additional heat radiating from the dark
ribbon, far in excess of the already scorching day-time
temperature of the Dead Lands’ obsidian.
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Suddenly you see a vaguely humanoid shape rise up
out of the ribbon and glide along the obsidian. The
obsidian form has a seemingly half-formed head and
jagged arms shaped like shards of obsidian. Its body
lacks legs, instead terminating in a trunk that melds
into the blackglass like flowing water.

A Knowledge (The Planes) check (DC 15), indicates
that the humanoid-shaped obsidian creature is an
obsidian quasi-elemental. A DC 25 check reveals that
obsidian quasi-elementals hail from the Demiplane of
Obsidian (said to be a sub-region of the Paraelemental
Plane of Magma) and that many of them were brought
to Athas with the Obsidian Tide.

For some unknown reason, the long-buried Tforkatch
still retains the burning heat of the Obsidian Tide,
despite having solidified into otherwise unremarkable
obsidian. Far more similar to their home plane than
even the rest of the obsidian-coated Dead Lands,
obsidian quasi-elementals prefer to frequent what
remains of the Tforkatch, often racing across the
eastern Dead Lands along the vanished riverbed.
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Tactics: Much like molten obsidian, the Tforkatch
causes 1d6 points of fire damage each round to anyone
within 5 feet of it. Direct contact with it (walking across
it, standing on it, touching it, etc.) deals 2d6 points of
fire damage.

Highly territorial about the Tforkatch, the obsidian
quasi-elementals will rise up and attack anyone that
approaches within 10 feet of the buried riverbed. They
will ignore any PCs who teleport, fly or otherwise
avoid contact with the riverbed, as long as they stay at
least 10 feet from the Tforkatch.

Anyone who intrudes within the 10 foot boundary will
enrage the quasi-elementals, who will pursue
offenders across the Dead Lands, if necessary.

Development: Once the PCs have crossed the river
and defeated or the obsidian quasi-
elementals, they are free to move on. Proceed to
Encounter #13a - Bugdead Assault - Wave 1.

avoided
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13a) Bugdead Assault - Wave 1
(EL 11)

Antloid Soldier, Bugdead Zombie (CR 5) 6x — See
Appendix

Near the southern border of the Kank Nests, the PCs
grow close to finding the talon, but discover more than
they bargained for.

Following Rankag’s sense for Harkor’s bright talon,
you have traveled south of the Kank Nests -
dangerously far into the Buglands. For his part,
Rankag continues to tell you that “We're getting close
now, I can feel it.” and “Not far now, just a bit to the west,
we have to be almost on top of it!”

After the PCs have a chance to look around (there’s not
much to see, mostly just bare obsidian), read:
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You've yet to see any sign of the talon, and, when
even Rankag’s faith in his ability to find the relic
begins to fade, you see something on the horizon. It is
not, however, ajeweled brooch, but is instead a group
of large undead insects approaching by land from the
west - a group of bugdead.

The bugdead can be identified as antloids with a DC
15 Knowledge (Dungeoneering) check.

Tactics: The PCs first catch sight of the antloids from
the west from 100 feet or more away (have the PCs
make a Spot check, the beginning encounter distance is
equal to the Spot check x10 feet away; result of 10
yields 100 feet, a result of 25 yields 250 feet, etc.).

The antloids will approach at full speed and engage in
melee with the party, fighting to the death. Used to
working together in life, the undead insects will swarm
the PCs if they have trouble hitting, using flanking and
Aid Another actions to assist each other.

Development: The area to the north of the party is the
Kank Nests - refer to Encounter #3 if the party retreats
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into the Kank Nests. As soon as the antloids are
destroyed, or if the PCs decide to make a run for it to
the south or back to the east, proceed to Encounter
#13b - Bugdead Assault - Wave 2, with the wezers
approaching from that direction (having been directed
into a flanking maneuver by the scarlet warden
directing them).

13b) Bugdead Assault - Wave
2 (EL 11)

Wezer Storm (CR 8) 3x — see Appendix 1

Having dealt with the antloids, a swarm of wezers
attack the party.

No sooner did you think the battle with the bugdead
was resolved then you see a second group of bugdead
approaching. A swarm of flying man-sized undead
insects, they are approaching from a slightly different
direction than the previous group. If you didn’t
know it was impossible, you'd swear the bugdead
were trying to hem you in.

The bugdead can be identified as wezers with a DC 15
Knowledge (Dungeoneering) check.

Tactics: The PCs first catch sight of the wezer storms
from 100 feet or more away (have the PCs make a Spot
check, the beginning encounter distance is equal to the
Spot check x10 feet away; result of 10 yields 100 feet, a
result of 25 yields 250 feet, etc.).

The wezer swarms are absolutely trying to keep the
PCs hemmed in (their scarlet warden leader has
carefully instructed them to maneuver around the
party in this manner). The wezer storms will move to
cut off any retreat to the east or south that the PCs
might be considering and swarm them, attacking to the
death.

Development: The area to the north of the party is the
Kank Nests - refer to Encounter #3 if the party retreats
into the Kank Nests. As soon as the wezers are
destroyed, or if the PCs decide to make a run for it,
proceed to Encounter #13c — Potential Allies, with the
Guerrillas having come from that direction.
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13c) Potential Allies
(EL 12 or EL )

Shumash Guerrilla Banshees (CR 9) 2x - see
Appendix 1

Shumash Guerrilla Wraiths (CR 7) 2x - see
Appendix 1

Backed up against unfavorable terrain and

outnumbered, the PCs discover potential allies.

As the battle with the giant stinging insects winds
down, you catch sight of several more swarms of
bugdead - this time approaching from both land and
air.

Before a sinking feeling can even begin to set in,
however, a blast of fire rips through one of the flying
bugdead swarms. From the same direction as the
bugdead, just over a slight rise in the obsidian, you
can hear the sounds of battle joined.

Perhaps there is something other than bugdead
beyond the hill.

The sounds of battle are coming from a group of
Shumash Guerrillas battling their own group of
bugdead on the other side of the hill, only a two
hundred feet away.

The bugdead that are not engaged in battle with the
Guerrillas can be seen from much further away than
usual and are 200 feet or more away (have the PCs
make a Spot check, the beginning encounter distance is
equal to the Spot check x20 feet away; result of 10
yields 200 feet, a result of 25 yields 500 feet, etc.).

Assuming the PCs seek out the sounds of battle, read:

Rounding the hill, you see a small mixed group of
humanoid undead finishing off the group of bugdead
you saw beforehand: muscular dwarven banshees
and translucent wraiths cut down and blast undead
insects with well-practiced precision.

Seeing your group, they immediately tense for battle,
only to relax a moment later as they realize you're not

more bugdead.

Assuming the PCs don’t immediately attack, the
Guerrillas are happy to see them and will suggest a
temporary alliance if the PCs don’t suggest it
themselves. If the PCs do attack, the Guerrillas attempt
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to parley with them. If the PCs still cannot be reasoned
with, the Guerrillas return the favor, knowing they will
likely return in a day.

While they’re willing to have a quick discussion with
the party, the Guerrillas have seen the oncoming
bugdead horde and suspect that it is too much for
either group to handle on their own.

Development: Once the PCs are finished with the

Guerrillas, one way or the other, proceed to Encounter
#13d - Bugdead Assault - Wave 3.

13d) Bugdead Assault - Wave
3 (EL 12 or EL 13)

Scarlet Warden (CR 12) 1x - See Appendix 1
or

Antloid Soldier, Bugdead Zombie (CR 5) 4x — see
Appendix 1

Scarlet Warden (CR 12) 1x — See Appendix 1
Wezer Storm (CR 8) 3x — see Appendix 1
Once they find the Shumash Guerrillas, the party only

has moments to prepare before the next (and final)
group of bugdead arrives.

With the thrum of undead wings and the clacking of
legs on obsidian, the swarm of bugdead are almost

upon you. Amidst the horde of bugdead, you can see
a giant eight-legged, crab-like beast with a deep red
carapace. Its head sports two whip-like antennae and
it seems to be directing the other bugdead from the
rear.

The PCs catch sight of the scarlet warden from 100 feet
or more away (have the PCs make a Spot check, the
beginning encounter distance is equal to the Spot check
x10 feet away; result of 10 yields 100 feet, a result of 25
yields 250 feet, etc.).

If the PCs have allied with them, the Guerrillas will
engage with the antloids and wezers while the PCs
handle the scarlet warden. Read:

Your new-found allies stand with you, ready to attack
the majority of the bugdead horde while your party
attacks the “scarlet warden” leader.

Tactics: The scarlet warden approaches after its
attendant bugdead have engaged in combat, using its
spells to support them.

If the Shumash Guerrillas are not allied with the PCs,
the antloids will advance to melee with the PCs while
the wezers swarm around the party.

Development: Once the bugdead are defeated, the PCs
find the talon on the remains of the scarlet warden.
Jush-esgar invites the party to return with his
Guerrillas to make camp and recuperate. Proceed to
Part 4 — The Decision, below.

Part 4: The Decision

Back at Jush-esgar’s camp, the PCs must eventually
make a decision regarding the disposition of the talon.

14) The Conversation (EL -)

It takes Jush-esgar about 8 hours to return to camp,
learn of the PCs, and come find them (enough time for
the PCs to rest, regain spells and heal).

You've returned with the Guerrillas to their
temporary camp and have been allowed to take your

rest. While you recuperate, some of Jush-esgar’s men
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celebrate their victories while others morosely
prepare themselves for the battles to come.

Once the PCs have rested, Jush-esgar comes to them
with his demand.

As you consider your next move, a man with what
seems like a permanent scowl and cadre of guards
stalks up to you. He wears no armor but carries a
massive chitin blade edged with sharp bits of metal.

“You! So, you are the ones who recovered the Harkor’s
bright talon - give it to me. Please.”
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Assuming the PCs refuse or ask questions, read:

“I must have the talon - with it, I can turn the bugdead
against each other, beat back their lines, and finally start to
win this endless war against their hordes. With the bright
talon, I can retake Shumash.

“Again, I ask you. Please. Help us.”

Development: Jush-esgar will not take “no” for an
answer, nor will he allow someone else (the PCs, for
example), to wield Harkor’s bright talon in his stead,
demanding to use the talon personally (unsurprisingly,
Jush-esgar is unwilling to allow the relic to slip from
his grasp).

If the PCs refuse to give Jush-esgar the talon or agree to
do so and then betray him, proceed to Encounter #15 -
Guerrillas, below.

If the PCs give Jush-esgar the talon, proceed to
Encounter #16 - Shumash.

If the PCs somehow escape from Jush-esgar’s camp
with the bright talon, go to Concluding the Adventure.

15) Guerrillas (EL 12)

Shumash Guerrilla Banshees (CR 9) 2x - see
Appendix 1

Shumash Guerrilla Wraiths (CR 7) 2x - see
Appendix 1

The PCs have either just declined to give Jush-esgar
Harkor’s bright talon or promised to do so, but then
betrayed that trust. Either way, they are about to be
spared the full might of Jush-esgar’s guerrilla by the
least likely of serendipitous allies.

“(sigh) I was afraid that might be your answer. You
understand, of course, that I must have the bright talon
and yourselves in my army, one way or the other - it's
simply too important to our goals to let it go and good
troops are difficult to find. Kill th....”

Just as Jush-esgar is about to order your deaths, a hew
and cry goes up among the Guerrillas: “Bugdead swarm
sighted, my lord, headed this way!”

“Ugh, we don’t have time for this. You there: kill them,
find the bright talon, and bring it to me! Oh, and bring
their corpses for reanimation when you regroup with the
rest of the army.”
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With that, Jush-esgar leads the rest of his army
away, leaving two banshees and two wraiths
moving menacingly towards you.

Tactics: The banshees will immediately wade into
melee with the party, hacking away until destroyed.
Meanwhile, the wraiths will bombard the PCs with
ranged attacks until they exhaust their PSPs and then
move into melee as well.

Development: Assuming they defeat the Guerrillas,
the PCs are free to leave as Jush-esgar and the balance
of his forces have moved on. Go to Concluding the
Adventure, below.

If, for some reason, the PCs move to follow Jush-
esgar’'s army and offer to join them, they will be
welcomed with open arms. Proceed to Encounter #16 -
Shumash.

16) Shumash (EL 12)

Soldier Kank Army (CR 8) 2x - see Appendix 1

Giant Dragonfly, Zombie (CR 10) 1x - see
Appendix 1

Once Jush-esgar gets the talon, he and his Guerrillas
immediately set out to retake Shumash.

As soon as you gave Jush-esgar the falon, he ordered
his troops to break camp and set out for the ruins of
Shumash. After conferring with his advisors, he
diverted perilously close to the Kank Nests for more
“recruits”, as he put it. Now also in command of a
sizable army of bugdead, Jush-esgar has led your
group and the Guerrillas to the outskirts of Shumash.

As the PCs and Jush-esgar’s army get closer to
Shumash, read:

The bugdead have not been kind to Shumash. Despite
appearing to have been well-crafted from fitted
obsidian blocks, the city walls are breached in
multiple places and few buildings remain standing.
As you approach, bugdead begin to pour out of what
remains of the city, intent on defending their ill-
gotten home.

Jush-esgar begins barking out orders, directing small
groups of Guerrillas here and there to out maneuver
or bottle-up the city’s bugdead. He even has orders
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for your group: “You there, come here and hold the center.
I need you to keep the bugdead off me - I have my hands full
directing my troops and keeping these miserable kanks
under control!”

Having given them an order, Jush-esgar expects the
PCs to obey (for the good of them all).

Tactics: A horde of bugdead kanks will swarm past
Shumash’s, intent on devouring Jush-esgar and the
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PCs. Meanwhile, an undead giant dragonfly will zip
out from the ruins and attack the PCs. It hovers above
the swarming kanks, biting at the PCs until destroyed.

Development: If the PCs fail or refuse to defeat the
bugdead attacking them, Jush-esgar easily defeats
them but he ceases to direct his forces and the
liberation of Shumash fails. If the PCs are successful in
defeating their bugdead, the large battle is also a
success. Go to Concluding the Adventure, below.
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Concluding the Adventure

If the PCs manage to successfully recover Harkor’s
bright talon and return it to Harkor, the Dead Lord has
Naghak reward the party with 80,000cp (paid out
mostly in metal - scrap, weapons, armor, and coin)
from his personal treasury and thank them for their
service. The ambassador also offers the PCs positions
within Harkor’s armies.

If the PCs instead gave the bright talon to Jush-esgar
and successfully assist his Guerrillas in retaking
Shumash, the “Caravan King” eventually rewards
them with 80,000cp (a mix of coins, gems, and gear - all
scavenged from the ruins). He furthermore offers the
PCs places of honor in the city’s military (when
Shumash is finally rebuilt). However, giving Harkor’s
bright talon to Jush-esgar means they will have made a
powerful enemy of Harkor.

If the escaped Jush-esgar’s Guerrillas with the bright
talon without agreeing to give it to him, the nomadic
Dead Lord harbors them no ill will, but if they
promised Jush-esgar the relic and then went back on
their word, the PCs’ betrayal of not just Jush-esgar but
of Shumash'’s future will enrage the Dead Lord and he
will search for a way to get his revenge.

Furtber Adventures

Depending on what choices the PCs make regarding
Harkor’s bright talon, many subsequent adventures
could follow.

If the PCs turned the talon over to Harkor, he
immediately begins using it to expand his borders,
engaging with and then co-opting his neighbors’
troops to fight their former compatriots. Unwilling to
make the same mistake twice, Harkor leads the
invasions himself, constantly “recruiting” new troops
to replace those lost. If the party accepted Harkor’s
offer, he places them in his honor guard, placing them
between himself and the angry enemy armies. If the
party declined Harkor’s offer, perhaps his neighbors
seek the PCs out, hoping they might know of a
weakness that might be exploited in the battle against
the Harkorian forces.
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If the party gave Jush-esgar the talon and Shumash was
liberated, he is eternally grateful. Rather than an end to
his conflicts, however, the reoccupation of Shumash
will only be the beginning of Jush-esgar’s troubles: the
surface city of Shumanh still lies in ruins, the
subterranean city is full of morose, antagonistic
undead, and the city lies deep in enemy territory.
Needing to conserve the power of the bright talon to
combat invading bugdead armies, perhaps Jush-esgar
sends the PCs to coax the subterranean undead to join
the fight to defend the surface city with their brethren.
Or perhaps he sends the party to pacify the subvitrine
ruins by any means necessary, to provide a more easily
defendable position. Either way, Jush-esgar might also
send the PCs to speak with the other Dead Lords as his
ambassadors, requesting to join the Bugdead Accords
and gain aid against the endless waves of bugdead.

If the PCs kept for Harkor’s bright talon themselves, as
word spreads, they quickly become targets for everly
undead leader wishing to expand their reach. Unless
they use the talon to quickly build up a following and
claim a small patch of the obsidian as their personal
fiefdom, assassins and thieves begin hounding the
party in an attempt to relieve them of it.

Regardless of whether the PCs kept for Harkor’s bright
talon themselves or gave it to Jush-esgar, Harkor will
be enraged by the party’s double-dealing. Assassins
will be contracted to hunt down the party and
Harkor’s ambassadors will begin bad-mouthing the
party, describing them as oath-breakers, turn-coats,
and even agents of the bugdead themselves. In his
fury, Harkor will not be satisfied until the party lays at
his feet, broken, beaten, and bereft of allies.

Finally, if the PCs failed, they likely either escaped via
teleportation or died. If they died, Harkor will have
them called back from the Gray to answer for their
failure and a suitable amount of groveling might even
see the PCs reanimated for a second try. If they
teleported away, Harkor assumes the PCs died unless
they come to his attention once more. Regardless, the
PCs soon hear rumors that a powerful bugdead
warlord has subjugated the bugdead of the Kank
Nests, settled into the ruins of Shumash, and begun
making concerted forrays against Chol and the City of
One Thousand Dead.
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Appendix 1: Monsters & NPCs

Antleoid Scldier, Bugdead
Zombie CR 5

NE Large undead

Init: +2; Senses: Darkvision 60 ft., Tremorsense 60 ft.;
Listen +0, Spot +0

Aura: -

Languages: -

AC: 17; touch 11, flat-footed 15

(-1 size, +2 Dex, +6 natural)

hp 39 (6 HD; 6d12)

Damage Reduction: 3/metal; Resistance: Fire 5
Immunities: Cold, Electricity, Undead Traits
Saves: Fort +2, Ref +4, Will +5

Speed: 40 ft. (8 squares)

Melee: Bite +7 (2d6+5) or Spray +4 ranged touch
(poison)

Full Melee: Bite +7 (2d6+5) and Sting +2 (1d4+2 plus
poison) or Spray +4 ranged touch (poison)

Space: 10 ft.; Reach: 5 ft.

Base Attack: +3; Grapple: +12

Combat Options: poison

Abilities: Str 20, Dex 14, Con -, Int -, Wis 10, Cha 1

SQ: Damage Reduction 3/metal, Darkvision 60 ft.,
Immunity to Cold and Electricity, Resistance to Fire
5, Tremorsense 60 ft., Undead Traits.

Feats: -

Skills: -

Poison (Ex): A bugdead antloid soldier can deliver
poison through its bite (injury) or spray (contact).
Fortitude DC 15, initial damage 2d6 Con, secondary
damage none. The save DC is Constitution-based and
includes a +2 racial bonus.

ey
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Atbhasian Locust Swarm,
Zombie CR 5

NE Diminutive Undead (Swarm)

Init: +3; Senses: Darkvision 60 ft.; Listen +0, Spot +0
Aura: -

Languages: -

AC: 17, touch 17, flat-footed 14

(+4 size, +3 Dex)

hp 52 (8 HD; 8d12)

Immune: Cold, Electricity, Weapon Damage, Swarm
Traits, Undead Traits

Saves: Fort +2, Ref +5, Will +6

Speed: 10 ft (2 squares), Fly 50 ft. (average)
Melee Swarm (2d6)

Space 10 ft.; Reach: -

Base Attack: +4; Grapple: -

Combat Options: Distraction (DC 14)

Abilities Str 4, Dex 16, Con —, Int —, Wis 10, Cha 1

SQ: Darkvision 60 ft, Immunity to Cold and
Electricity, Immunity to Weapon Damage, Fire
Resistance 5, Swarm Traits, Undead Traits.

Feats -

Skills: -

Distraction (Ex): Any living creature that begins its
turns with an Athasian locust swarm in its space must
succeed on a Fortitude save (DC 10 + %2 HD + Con
modifier) or be nauseated for 1 round.

—y

Black Thunder Subordinate
Cavaliers CR 6

Male human Thinking Zombie Fighter 5



Adveptuares ip the Dead Lapds

CE Medium Undead
Human)

Init: +3; Senses: Darkvision 60 ft; Listen +10, Spot +10
Languages: Goblin, Ulyanese

(Augmented Humanoid,

AC: 22, touch 14, flat-footed 19

(+3 Dex, +4 Nat, +4 armor, +1 Def)

hp 37 (5d12+5); Fast Healing 3

Resistances: Cold 10, Electricity 10

Immune: Turning, Undead Traits; Weakness: Phobia
(Water), Vulnerability to Blessed Elements

Saves: Fort +4, Ref +4, Will +1

Speed: 30 ft (6 squares)

Melee: Longspear +11 (1d8+7; 20/x3) or Claw +10
(1d4+5; 20/x2) or Bite +10 (1d6+5; 20/x2)

Full Melee: Longspear +11 (1d8+7; 20/x3) and Bite +5
(1d6+2; 20/x2) or 2x Claw +10 (1d4+5; 20/x2) and
Bite +5 (1d6+2; 20/x2)

Ranged: Comp. Shortbow +9 (1d6+5; Range 105 ft.;
20/x3)

Full Ranged: Comp. Shortbow +9 (1d6+5; Range 105
ft.; 20/x3)

Space: 5 ft.; Reach: 5 ft.

Base Attack: +5; Grapple: +10

Combat Options: Combat Reflexes (4/round), Disease
(DC 11), Mounted Combat, Mounted Archery,
Point Blank Shot, Ride-By Attack

Combat Gear: MW Composite Shortbow (+5), MW
Longspear, Obsidian Arrows 50x, Studded Leather
Armor +1; Zombie Crodlu

Abilities: Str 21, Dex 16, Con --, Int 12, Wis 10, Cha 9

SQ: Darkvision 60 ft., Fast Healing 3, Gray toughness
1, Immunity to Turning, Phobia (water), Resistance
to Cold and Electricity, Vulnerability to Blessed
Elements

Feats: Combat Reflexes, Far Shot B, Mounted Combat,
Mounted Archery, Ride-by Attack B, Point Black
Shot B.

Skills: Climb +9, Handle Animal +7, Jump +9, Listen
+4, Ride +11, Search +5, Sense Motive +4, Spot +8.

Possessions: 4,300 cp or Combat Gear plus: Psionic
Tattoo of Force Screen x2, Ring of Protection +1.

—y P
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Giant Dragonfly, Zombie
CR10

Advanced Bugdead Zombie Giant Dragonfly

NE Large Undead

Init: +4; Senses: Darkvision 60 ft.; Listen +0, Spot +0
Languages: -

Aura: -

AC: 20, touch 12, flat-footed 16

(-2 size, +4 Dex, +8 Nat)

hp 136 (21d12)

Damage Reduction: 3/metal; Resistances: Fire 5
Immune: Cold, Electricity, Undead Traits
Saves: Fort +7, Ref +11, Will +12

Speed: 10 ft (2 squares), Fly 60 ft. (good)

Melee: Bite +16 (2d6+12; 20/x2)

Space: 15 ft.; Reach: 10 ft.

Base Attack +10; Grapple: +26

Combat Options: Devour, Improved Grab, Rake (2x
melee, +16 to hit, 1d8+4)

Abilities: Str 26, Dex 18, Con -, Int -, Wis 10, Cha 1

SQ: Damage Reduction, Darkvision 60 ft., Resistance
to Fire, Undead Traits

Feats: Hover B.

Skills: -

Devour (Ex): Once a giant dragonfly has achieved a
hold, it automatically deals bite damage each round it
maintains the hold.

Improved Grab (Ex): To use this ability, a giant
dragonfly must hit with its bite attack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity. If it wins the
grapple check, it establishes a hold and can rake with
two claws.

—y

Lesser Blacktooth Maw
Reavers CR 5

Male Ogre Fael Barbarian 1

CE Large Undead (Augmented Giant)

Init: +1; Senses: Darkvision 60 ft.; Listen +13, Spot +11
Aura: -

Languages: Ulyanese Giant
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AC: 27, touch 10, flat-footed 26

(-1 size, +1 Dex, +9+1 Nat, +4 armor, +3 shield)
hp 42 (5d12+10); Fast Healing 3
Damage Reduction: 10/magic
Immune: Undead Traits; Weakness: Craving
Saves: Fort +6, Ref +2, Will +1

Speed: 50 ft (10 squares)

Melee: Bite +11 (2d8+8; 18-20/x3) or Slam +11 (1d8+8)
or Touch +11 (by spell)

Full Melee: Slam +11 (1d8+8) and Bite +9 (2d8+4; 18-
20/x3)

Ranged: Javelin +4 (1d8+8; Range 30 ft.; 20/x2)

Space: 10 ft.; Reach: 10 ft.

Base Attack: +4; Grapple: +16

Combat Options: Power Attack, Rage (1/day; +4 Str, +2
Will saves, AC -2), Rotting Touch

Combat Gear: Large Hide Armor +1, Large Heavy
Shield +1.

Abilities: Str 26, Dex 12, Con -, Int 8, Wis 10, Cha 12

SQ: Craving (flesh), Damage Reduction, Darkvision 60
ft., Fast Movement, Gray Toughness 2, Rage, Skills,
Undead Traits

Feats: Multiattack, Power Attack.

Skills: Climb +9, Intimidate +3, Jump +5, Listen +6,
Search +3, Sense Motive +4, Spot +6.

Possessions: 4,300 cp or combat gear plus: Amulet of
Natural Armor +1.

—y

Obsidian Quasi-Elemental,
Huge CR 15

TN Huge Elemental (Earth, Fire, Extraplanar)

Init: -1; Senses: Darkvision 60 ft.; Listen +10, Spot +9
Aura: -

Languages: Ignan and Terran

AC: 18, touch 7, flatfooted 18

(-2 size, -1 Dex, +11 natural)

hp 152 (16d8+80)

Damage Reduction: 5/-

Immune: Fire, Elemental
Vulnerability to Cold

Saves: Fort +15, Ref +4, Will +7

Traits; Weakness:

Speed: 30 ft (6 squares); Obsidian Glide
Melee: Claw +19 (2d10+9)
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Full Melee: 2x Claw +19 (2d10+9)
Space: 15 ft.; Reach: 15 ft.

Base Attack: +12; Grapple: +29
Combat Options: -

Abilities: Str 29, Dex 8, Con 21, Int 6, Wis 11, Cha 11

SQ: Damage Reduction 5/-, Darkvision 60 ft.,
Elemental Traits, Immunity to Fire, Obsidian Glide,
Vulnerability to Cold.

Feats: Awesome Blow, Cleave, Great Cleave,
Improved Bull Rush, Iron Will, Power Attack.

Skills: Listen +10, Spot +9.

Elemental Traits (Ex):

e Immunity to bleed, paralysis, poison, sleep
effects, and stunning,.

e Not subject to critical hits or flanking. Does
not take additional damage from precision-
based attacks, such as sneak attack.

e  Elementals do not breathe, eat, or sleep.

Obsidian Glide (Ex): An obsidian quasi-elemental can
glide through obsidian as easily as a fish swims
through water. Its burrowing leaves behind no tunnel
or hole, nor does it create any ripple or other signs of
its presence. A move earth spell cast on an area
containing an obsidian quasi-elemental flings it back
30 feet, stunning the creature for 1 round unless it
succeeds on a DC 15 Fortitude save.

ey B

Scarlet Warden CR 12

LE Huge Undead

Init: +8; Senses: all-around vision; darkvision 60 ft.;
Listen +17, Spot +21

Languages: -

AC: 22; touch 12, flat-footed 18
(-2 size, +4 Dex, +10 natural)
hp 78 (12 HD; 12d12)

Spell Resistance: 20

Saves: Fort +4, Ref +8, Will +10

Speed: 40 ft. (8 squares)

Melee: Claw +12 (2d6+7)

Full Melee: 2 Claws +12 (2d6+7) and Bite +7 (1d6+3
plus Poison)

Space: 15 ft. Reach: 10 ft.
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Base Attack: +6; Grapple: +21
Combat Options: Create Spawn, Improved Grab,
Poison (DC 21)

Wizard Spells Prepared (CL 10th, necromancer,
defiler, DC 12 + spell level):

5th—cone of cold, magic jar, overland flight

4th —animate dead, dimension door, fire shield, shout

3rd —clairaudience/clairvoyance, halt undead, haste,
invisibility sphere

2nd—command undead, false life, ghoul touch (+11
melee touch), mirror image, see invisibility,
spectral hand

1st—alarm, chill touch (+11 melee touch) (2), mage armor,
ray of enfeeblement (+8 ranged touch), shocking grasp
(+11 melee touch)

0—dancing lights, disrupt undead (+8 ranged touch)
(3), detect magic

Abilities: Str 24, Dex 18, Con —, Int 15, Wis 14, Cha 16

SQ: Darkvision 60 ft., spell resistance 20, undead traits

Feats: Alertness, Combat Reflexes, Deflect Arrows 5,
Improved Initiative, Weapon Focus (bite, claw)

Skills: Concentration +18, Diplomacy +5, Hide +11,
Listen +17, Move Silently +19, Search +6, Sense
Motive +17, Spot +21

Possessions: -

All-Around Vision (Ex): A scarlet warden’s eyes give
it 360-degree vision, granting a +4 racial bonus on Spot
and Search checks and preventing the beast from
becoming flanked.

Create Spawn (Su): A humanoid reduced to 0
Constitution by scarlet warden poison dies but
continues to breathe shallowly as if alive. After 1d6
days, the corpse rises as a namech under the scarlet
warden’s command.

Improved Grab (Ex): To use this ability, a scarlet
warden must hit with a claw attack. It can then attempt
to start a grapple as a free action without provoking an
attack of opportunity.

Poison (Ex): Injury, Fortitude save (DC 10 + %2 HD +
Constitution modifier), initial and secondary damage
1d6 Con.

ey B
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Shumasb Guerrilla Banshees
CRO9

Dwarven Banshee Fighter 6

LE Medium Undead (Augmented Humanoid, Dwarf,
Psionic)

Init: +6; Senses: Darkvision 60 ft.; Listen +12, Spot +2
Aura: -

Languages: Classic Dwarven, Ulyanese, Orcish

AC: 25, touch 12, flat-footed 23

(+2 Dex, +6 armor, +2 shield, +5 Nat)

hp 51 (6d12 HD+12)

Damage Reduction: 10/magic; Resistance: Fire 10

Immune: Undead Traits; Weakness: Stench (like
bugdead)

Saves: Fort +7, Ref +6, Will +5

Speed: 30 ft

Melee: Carrikal +17 (1d8+11; 20/x3) or Slam
(1d6+9; 20/x2)

Full Melee: Carrikal +17/+12 (1d8+11; 20/x3) or Slam
+15/+10 (1d6+9; 20/x2)

Space: 5 ft.; Reach: 5 ft.

Base Attack: +6/+1; Grapple: +15

Combat Actions Gaze of Frenzy (30 ft, DC 14),
Putrefying Touch (DC 14)

Combat Gear: Breastplate +1, MW Carrikal, MW
Heavy Shield

+15

Psi-Like Abilities: 3/day —Hostile Empathic Transfer,
Inflict Pain, Recall Agony; ML =HD. DC charisma-
based.

Abilities: Str 29, Dex 15, Con -, Int 12, Wis 14, Cha 13

SQ: Damage Reduction 10/magic, Darkvision 60 ft.,
Dwarf Traits, Enhanced Ability (speed), Enduring
Focus, Gray toughness 2, Resistance to Fire 10,
Stench, Undead Traits.

Feats: Cleave B Great Cleave, Great Fortitude,
Improved Initiative 8 Power Attack, Weapon
Focus (Carrikal) B Weapon Specialization
(Carrikal) B.

Skills: Climb +9+0-4, Craft (Weaponsmith) +1+9, Craft
(Armorer) +1+9, Intimidate +1+9, Jump +9+0-4,
Listen +2+0+10, Search +1+0+10.

Possessions: 59,000cp or Combat Gear plus: Belt of
Strength +2.

Dwarf Traits:
e Dwarven base land speed is 20 feet. However,
dwarves can move this speed even when wearing
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medium or heavy armor or when carrying a
medium or heavy load (unlike other creatures
whose speed is reduced in such situations).

e Stability: A dwarf gains a +4 bonus on ability
checks made to resist being bull rushed or tripped
when standing

e on the ground (but not when climbing, flying,
riding, or otherwise not standing firmly on the
ground).
+2 racial bonus on saving throws against poison.
+2 racial bonus on saving throws against spells
and spell-like effects.

Enduring Focus (Su): Even if the banshee is destroyed,
it rises again the following sunset. The only way to
permanently destroy a dwarven banshee is to
complete the task it could not. Killing a banshee in the
Gray prevents it from returning to life.

Gaze of Frenzy (Su): Living creatures within 30 ft. that
meet a dwarven banshee’s gaze must make a Will save
or enter an uncontrollable frenzy for 2d6 minutes.
During this time, victims attack the nearest creature as
though confused; if no creatures are nearby, a victim
goes in search of foes. An affected creature never
attacks the banshee while in a frenzy. Whether or not
the save is successful, that creature cannot be affected
again by the same banshee’s gaze for 24 hours unless
the banshee actively gazes at it. Once per day as a full-
round action, the banshee can actively gaze at all
creatures within 30 ft. Each must make a Will save or
frenzy.

Putrefying Touch (Su): A touch from the undead
causes flesh to develop boils and sores that ooze sickly
yellow-colored pus. Creatures struck by the undead’s
natural attacks must make a Fortitude save. Creatures
that fail receive a -4 penalty to Dexterity and a -4
penalty on interaction checks (such as Bluff,
Diplomacy, Intimidate, and Sense Motive). The
wounds last 1d8 days or until cured by a remove
disease or heal spell.

ey P

Shumasb Guerrilla Wraiths
CR7

(Orcish) Athasian Wraith Psion (Kineticist) 1

LE Medium Undead (Incorporeal)

Init: +5; Senses: Darkvision 60 ft.; Listen +14, Spot +14
Aura: -

Languages: Classic Dwarven, Orcish, Ulyanese

AC: 20; touch 20, flat-footed 15; (Incorporeal)

(+5 Dex, +5 Def)

hp 60 (8 HD; 8d12+8)

Immune: Undead Traits; Weakness: Code of Honor,
Vulnerability to raise dead

Saves: Fort +2, Ref +7, Will +9

Speed: Fly 60 ft. (good)

Melee: Incorporeal Touch +8 (1d4 plus 1 Str dmg)

Ranged: Ranged Touch +8 (by power)

Space: 5 ft.; Reach: 5 ft.

Base Attack: +3; Grapple: -- (+8 when corporeal)

Combat Options: Animate object (CL 8th), Combat
Reflexes (5/round), Heart Grip (DC 19), Possession
(CL 8th, DC 19), Strength Damage, Taint Weapon
(DC19)

Combat Gear: -

Psion Powers: (ML 1st; 2+3+2 PP, DC 16 + power level
(+1 vs. PR)):
1st - Energy Ray, Entangling Ectoplasm, Mind Thrust

Abilities: Str --, Dex 20, Con --, Int 22, Wis 15, Cha 20

SQ: Code of Honor, Darkvision 60 ft., Enduring Focus,
Gray Toughness, Incorporeal, Necromant,
Temporary  Corporeality, = Undead  Traits,
Vulnerability to Raise Dead.

Feats: Alertness, Combat Reflexes, Improved
Initiative, Psionic Talent B.

Skills: Concentration +9, Diplomacy +7, Hide +15,
Intimidate +15, Knowledge (geography) +6,
Knowledge (psionics) +7, Knowledge (religion) +7,
Knowledge (warcraft) +7, Listen +14, Search +16,
Sense Motive +12, Psicraft +7, Spot +14.

Possessions: -

Animate Object (Su): As a standard action, a wraith
can inhabit a single inanimate object. This functions as
an animate objects spell (caster level 10th or the
wraith’s Hit Dice, whichever is higher), except the
wraith merges with the object and the duration lasts as
long as the wraith concentrates.

Enduring Focus (Su): A wraith'’s life force is stored in
a focus object called its phylactery. As long as this
object—typically a gem or book—is intact, a wraith
cannot be permanently killed. Unless its phylactery is
located and destroyed, a wraith reforms 1d100 days
after its apparent death. The phylactery has the
hardness and hit points of a normal object of its kind.
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Killing a wraith in the Gray prevents it from returning
to life.

Heart Grip (Su): A wraith can reach into a victim and
grasp its heart as a standard action that doesn’t
provoke an attack of opportunity. The victim makes a
Will save (DC 10 + %2 HD + Cha modifier). If it fails, the
victim is helpless, and the wraith can tell when it is
lying and can read its surface thoughts. The heart grip
cannot be broken except by dealing damage to the
wraith, which causes it to release its grasp.

Necromant (Ex): A wraith draws energy for arcane
spells from the Gray instead of from plant life. This
ability negates the defiling radius and terrain
modifiers on spell DCs and caster level checks. It also
allows the wraith to draw spell energy within the Gray.

Possession (Su): Once per round, an Athasian wraith
can merge its body with a non-intelligent creature. This
ability is similar to a magic jar spell (caster level 10th
or the wraith’s Hit Dice, whichever is higher), except
that it does not require a receptacle. To use this ability,
the wraith must move into the target’s space, which
does not provoke attacks of opportunity. The target
can resist the attack with a successful Will save (DC 10
+ % HD + Cha modifier). A creature that successfully
saves is immune to that same wraith’s possession for
24 hours, and the wraith cannot enter the target’s
space. If the save fails, the wraith vanishes into the
target’s body. The wraith cannot use supernatural
special attacks while possessing a creature.

When possessing a creature, the wraith forces it to
spiritually enter a mindscape (see Chapter 2: Into the
Gray). The wraith can also enter or leave the
mindscape as a standard action. When in the
mindscape, the victim’s physical body falls lifeless.
Defeating the wraith’s spiritual form in the mindscape
allows a possessed creature to return to its body. Only
those able to travel to the Astral Plane can aid the
creature, except that dispelling the possession or using
protection from evil or similar spells returns the
creature’s spiritual form to its own body. In the
mindscape, the wraith becomes corporeal, and if its
spiritual copy is killed, the wraith is permanently
destroyed. The wraith can also be used as an energy
battery as though it were in the Gray.

Strength Damage (Su): Living creatures hit by an
Athasian wraith’s incorporeal touch attack suffer an
additional point of temporary Strength damage. On
each such successful attack, the wraith gains 2
temporary hit points.
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Taint Weapon (Su): A wraith’s connection to the Gray
is so strong that it can taint magic and psionic weapons
by touching them. The wraith makes a touch attack
against the weapon; if successful, the weapon or its
wielder must make a Will save (DC 10 + %2 HD + Cha
modifier). Failure means the weapon permanently
loses one point of its enhancement bonus. A weapon
drained to a +0 enhancement bonus loses all other
magic and psionic properties.

Temporary Corporeality (Su): The wraith can become
corporeal as a standard action, seemingly becoming
flesh and blood. In corporeal form, it loses the
incorporeal subtype, its deflection bonus to armor class
becomes a natural armor bonus, and it has a Strength
score of 20. The wraith makes 2 claw attacks instead of
an incorporeal touch attack (damage 1d4+5), and it can
still use special attacks, except for heart grip. It can
grapple creatures and manipulate objects. The wraith
can become incorporeal again as a standard action. In
the Gray, wraiths are forced into corporeal form; they
cannot exist there in incorporeal form.

Vulnerability to Raise Dead (Ex): A spellcaster can
target a wraith with a raise dead spell, destroying the
creature with a successful touch attack unless the
wraith makes a Will save. On a successful save, the
wraith still takes 6d6 points of damage.

—y P

Scldier Kank Army CR 8

Zombie Bugdead Domestic Soldier Kank Mob

NE Gargantuan Undead (Mob of Large undead kanks)

Init: +0; Senses: Darkvision 60 ft., Tremorsense 60 ft.;
Listen +0, Spot +0

Aura: -

Languages: -

AC: 11; touch 3, flat-footed 11

(-4 size, -1 Dex, +6 natural)

hp 195 (30 HD; 30d12)

Damage Reduction: 3/metal; Resistance: Fire 5
Immunities: Cold, Mob Anatomy, Undead Traits
Saves: Fort +9, Ref +8, Will +17

Speed: 30 ft. (6 squares)
Melee: Mob (5d6 plus poison)
Space: 20 ft.; Reach: O ft.
Base Attack: +15; Grapple: +32
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Combat Options: Expert Grappler, Poison (DC 25),
Trample 2d6

Abilities: Str 20, Dex 9, Con —, Int —, Wis 10, Cha 1

SQ: Damage Reduction 3/metal, Darkvision 60 ft.,
Immunity to Cold and Electricity, Mob Anatomy,
Resistance to Fire 5, Tremorsense 60 ft.,, Undead
Traits.

Feats: Improved Bull Rush ?, Improved Overrun ?

Skills: —

Expert Grappler (Ex): A mob can maintain a grapple
without penalty and still make attacks against other
targets (normally, attacking other targets while
grappling imposes a —20 penalty on grapple checks). A
mob is never considered flat-footed while grappling.

Mob Anatomy (Ex): A mob has no clear front or back
and no discernible anatomy, so it is not subject to
critical hits or sneak attacks. A mob cannot be flanked,
tripped, grappled, or bull rushed.

Unlike standard swarms, mobs are made up of
relatively small numbers of individual creatures, so
spells or effects that target specific numbers of
creatures can have an effect on a mob. Each specific
that is slain, disabled, or
incapacitated by spells or effects that target specific
creatures bestows two negative levels on the mob. A
mob that gains negative levels equal to its Hit Dice
breaks up as if reduced to 0 hit points. Negative levels
gained in this manner