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Chapter One: Introduction 
The Sand Marches  is a complete 

campaign for the DARK SUN  setting. 

With this campaign book, you have all 

the tools nec essary to run a complete 

DARK SUN  game taking  place in the 

far southern reaches of the 

Tablelands, with adventures to 

challenge your players through many 

levels and possibly all the way to 

transformation  into a dragon or 

elemental !  

The Sand Marches  is a We st Marches -

style campaign, meaning that itôs 

heavily built around cautious 

exploration, small group ventures 

between different teams, and a 

dangerous world where the player 

characters ( PCs)  must learn the 

environment and the creatures they 

face , or risk qu ickly getting in over 

their heads.  

Organizing the Campaign 
The most important step in organizing 

your Sand March es campaign is 

making sure your players all 

understand the nature of this game.  

¶ The Sand Marches  is primarily a 

game of exploration and 

adventur e. The story elements 

in it are light and tend to be 

self -contained. Story spring s 

primarily from the player 

characters themselves and the 

hazards they encounter.  

¶ The PCs are the only ones who 

can really effect change in The 

Sand Marches . There are no 

high er - level groups of non -

player characters ( NPCs)  

around to help , or save them 

from trouble.  The high - level 

NPCs who do exist are either 

adversaries, or busy with their 

own agendas.  

¶ The randomly -generated 

encounters and areas of the 

campaign mean that PCs ar e 

not guaranteed to face enemies 

of their level. Sometimes theyôll 

face a challenge thatôs far too 

strong for them, and they 

should run away! PCs should 

exercise caution, scout 

prudently, and not be afraid to 

flee if the situation proves too 

dangerous. Dea th is always a 

possibility if luck turns bad. 

Players should make sure to 

have a character tree ready, as 

described in the DARK SUN  

rule book.  
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¶ Each game session of The Sand 

Marches  campaign should 

consist of one adventure in 

which the PCs have a specific 

goal: Explore two hexes on the 

map, wrest treasure from the 

crumbling ruins, or find and 

defeat the dangerous monster 

that wiped out another team. A 

typical session should involve 

the PCs heading into the 

wastes, mapping as they go, 

facing random encounters , 

achieving (or failing) at their 

goal, and then returning.  

¶ With  enough players, you may 

have dynamic groups . The 

group venturing out one day 

might not be the same as the 

group heading out the next 

week. Allow your players to mix 

and match their parties, s o their 

teams can trade stories and 

swap useful knowledge. Have 

your players schedule games, 

so that whoeverôs available is 

who plays. This way the game 

can continue any time enough 

players are ready to venture 

forth . Since each adventure is a 

there -and -back affair, 

characters are always ready to 

go at the next session . If a 

character is ñstuck in the field,ò 

the player can swap to a 

different tree character . 

¶ Be sure to carefully review all of 

the notes about the Settlement, 

Regions, and Events. These 

expla in the sequence of play 

and provide helpful notes about 

pertinent DARK SUN  rules .  

Useful Resources 
To run The Sand Marches campaign, 

you will need:  

¶ AD&D 2 nd  edition Playerôs 

Handbook  

¶ AD&D 2 nd  edition Dungeon 

Masterôs Guide 

¶ AD&D 2 nd  edition Monstrous 

Compen diums  1, 2, and 12  

¶ DARK SUN boxed set  

¶ PHBR 5: The Complete Psionics 

Han dbook  

In addition, you may find the following 

accessories useful:  

¶ City by the Silt Sea  

¶ CGR 2: The Complete 

Gladiatorôs Handbook 

¶ Defilers & Preservers: The 

Wizards of Athas  

¶ Dragon Kings  

¶ Dune Trader  

¶ Earth, Air, Fire, and Water  

¶ Elves of Athas  

¶ PHBR 1: The Complete Fighterôs 

Handbook  

¶ PHBR 2: The Complete Wizardôs 

Handbook  

¶ PHBR 3: The Complete Priestôs 

Handbook  

¶ PHBR 4: The Complete Thiefôs 

Handbook  

¶ PHBR 11: The Complete 

Rangerôs Handbook 

¶ PHBR 13: The Complete Druidôs 

Handbook  

¶ PHBR 14: The Complete 

Barbarianôs Handbook 

¶ Thri -Kreen of Athas  

¶ The Will and the Way  

¶ All other Monstrous Compendia  

for AD&D 2 nd  edition  
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This campaign uses the original DARK 

SUN boxed set rules, but you may  

find the revised edition useful if you 

want to include PC aarakocra, 

pterrans, and dwarf traders.  

Several of the monsters in this 

campaign come from Monstrous 

Compendium books for other settings. 

These monsters come from the lists 

suggested in the DARK SUN boxed 

set and in  Dragon magazine #185.  

You can purchase most of these books 

from DMsGuild.com, or join the 

forums at athas.org to ask specific 

rules questions.  

If you donôt have access to all of these 

resources and you find a reference 

that uses one of them, you can eithe r 

substitute something that you do 

have, or engage in the age -old DM 

tradition of winging it.  You can also 

find information about DARK SUN at 

Athas.org, or purchase PDFs from 

DMSGuild.com.  

Character Creation 
Once your players are all excited for 

your game,  use the character creation 

rules from the DARK SUN  boxed set. 

You should keep the following points 

in mind:  

Session Zero: Itôs useful to hold a 

planning session before you start the 

campaign, so players know what to 

expect and you can coordinate what 

peop le want from the game, what 

people donôt want, and what roles the 

players want to split up in the party. 

Having a wide range of character skills  

in the team  is advantageous for 

survival.  

Races: Half -giants must keep in mind 

that their increased food and wa ter 

requirements are  a large burden in the 

game ôs early stages. Thri -kreen have 

a great advantage due to their ability 

to survive on relatively little water.  

Aarakocra can outdistance party 

members with their high flight speed 

and ability to ignore terrain , which 

makes them ideal scouts.  

Classes: Bards and traders will not 

have many opportunities to engage in 

diplomacy and socialization, as much 

of the Sand Marches campaign is 

about exploration and combat. Early in 

the campaign, they should rely on 

their us e of skills, poisons, and assets. 

Later theyôll have chances to shape 

the development of the community. 

Druids should keep in mind that 

starting at level 12, they must spend 

half of their time in their guarded 

lands, so the player should make sure 

to have an alternative character to 

play during those periods. Defilers and 

templars will not be trusted by anyone 

and may  have little to do other than 

seeing to the interests of their 

sorcerer -monarch, meaning they can 

encounter a great deal of friction.  

Nonweapo n Proficiencies: Early on, 

PCs will get a great deal of utility from 

the nonweapon proficiencies of 

agriculture, animal handling, animal 

rending*, cooking, direction sense, 

heat protection, foraging**, hunting, 

leatherworking, navigation, survival 

(sandy wastes), tracking, and water 

find.  

* See The Complete Barbarianôs 

Handbook . 



 THE SAND MARCHE S 

 

5 
 

** See The Complete Rangerôs 

Handbook . 

Alignment: Since the PCs must work 

together to survive, you should 

consider limiting evil or uncooperative 

characters. A lone evil character w ho 

steals supplies and bullies the rest of 

the team can quickly make the game 

no fun for anyone else.  

One other modification that you 

should consider is relaxing the 

alignment restrictions for character 

trees. As presented in the DARK SUN  

rule book, all ch aracters in a tree must 

have the same moral alignment 

(good/neutral/evil). The default rule 

can be highly restrictive for half -giants 

(as you canôt choose to flex your 

moral alignment under this ruling) and 

may create unfortunate restrictions, 

like prevent ing a player from having 

both a ranger and a druid on the same 

character tree (since a ranger must be 

good -aligned while a druid must be 

true neutral).  

Equipment and Wealth: No PC 

enters play with food or drink .  PCs 

can use their starting wealth for 

weapon s, armor, tools, extra clothing, 

and even mounts  (which they might 

butcher!) , but they enter the game 

with no food and no water. This is 

deliberate: The very first thing that 

the PCs need to do is find something 

to eat and drink, before they die!  

It's high ly recommended that every 

PC makes sure to purchase starting 

gear that includes:  

¶ At least one usable weapon  

¶ Armor and clothing appropriate 

to their class  

¶ A container (backpack, satchel, 

pouches, etc.)  

¶ At least one waterskin (even 

though it will start empty )  

 
Canteen ðSmithsonian Collection  

 

In addition, the group should have:  

¶ Torches (and a fire kit, if 

nobody has fire -building 

proficiency)  

¶ Some useful tools (knife  for 

butchering , hatchet  for cutting 

wood , mess kit  for cooking , 

wooden spade for digging,  etc.)  

¶ A tent or tents  

¶ Salt (for food preservation)  

REMINDER! In 2 nd  edition AD&D, 

the goodberry spell doesnôt conjure 

berries out of nothing ðit 

transmutes existing berries. 
Taxonomically, cactus fruits are 

berries!  
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Game Procedure 
Since The Sand March es campaign 

proceeds in small exploration 

adventures, there is  a specific order in 

which you should run game sessions.  

1.  Organize the session.  You 

and your players decide on a 

time to play. Everyone agrees 

the session will cover one goal, 

whether  the characters go out 

to explore a particular location, 

map a ruin, defeat a specific 

dangerous monster, or perform 

some other task . 

2.  Provisioning  phase .  Update 

characters with supplies based 

on the settlementôs Food & 

Water, Materials, and Security 

ratings. Characters ca nnot save 

food and water from session to 

session; leftover supplies are 

used by the village . PCs can 

purchase additional supplies 

subject to availability ðsee the 

Food & Water and Materials 

section s of the Settlement 

rules.  

3.  Expedition phase.  The PCs set 

out  into the deserts to the 

south east  and travel from hex 

to hex.  Itôs recommended that 

you conduct travel and camping 

in three -hour blocks, so they 

match up with the rolls for 

random encounters.  Note that a 

typical marching day is 10 

hours, and see the DARK SUN  

boxed set Rules Book  pp. 87 ï88 

for overland movement rates.  

a.  Check for the possibility 

of additional random 

encounter s while 

traveling or camping, as 

described for the region . 

b.  Check for getting lost 

when moving into a new 

hex, per  Chapter 14 of 

the Dung eon Masterôs 

Guide .  (Direction sense 

proficiency reduces this 

chance by 5%; successful 

use of navigation 

proficiency reduces it by 

20% .) 

c.  Describe what the PCs 

discover and update the 

map, if needed.   

 

The PCs either complete 

their goal, abandon their 

missi on, or die in the 

wastes. If any survivors 

return home , proceed to 

downtime; o therwise, the 

session is over. After a failed 

expedition, PCs can switch to 

other characters in their 

character tree, or make 

replacements, to continue if 

you have enough time.  

4.  Return phase.  Once the PCs 

return home  (or to an outpost) , 

divide up loot, award any extra 

experience points for 

completing goals or special 

heroics, and finalize  any 

updates to hit points, condition, 

spells, and so on now that the 

PCs can rest.  
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5.  Downtime ph ase.  The PCs 

have a downtime phase of one 

week to conduct research, 

recuperate, carouse, trade, lead 

a project, etc. If a PC wants to 

perform an action tak ing  more 

than one week, that PC is busy 

until enough downtime phases 

have passed to complete the 

acti on. For example, if Amy 

wants to make a magic item 

taking  one month to construct, 

her character is busy until four 

downtime phases have passed. 

If youôre running multiple 

groups, downtime phases are 

sequential, so Amyôs character 

will be available again af ter 

three more groups have 

completed expeditions.  

6.  Settlement event phase.  Roll 

for one settlement event and 

resolve its results.  

7.  Record keeping phase . One 

participant (or more) writes 

down a summary of their 

adventure.  

Depending on your groupôs needs and 

wishes, you may prefer to run the 

downtime and settlement  phases 

between games via email, forum , or 

other group. Ideally, other PCs should 

hear about the adventures of each 

group, and this can affect the goals 

they set. If one team encounters a 

horrid monst er and fails to kill it, 

another team may decide to go after 

it!  

Flexible Teams 
The teams your players form for 

expeditions are completely flexible: 

the PCs can mix and match based on 

which players are available on  a given 

day. The gladiator might go on th ree 

expeditions in a row, each time with 

different teammates, while a player 

whoôs busy and only able to 

participate occasionally may show up 

now and again. Teams donôt have to 

retain a specific list of members. 

Whoever can play, up to the limit of 

players  youôre willing to handle, gets 

to participate . 

Recovery Between Expeditions 
Since the typical downtime between 

expeditions is one week, assume that 

PCs recuperate from dehydration, 

regain psionic strength points, and 

refresh spells during this time. As lo ng 

as someone in the settlement can cast 

healing magic, PCs also regain lost hit 

points (and natural healing still takes 

place). Even if the settlement has no 

resources, thereôs just enough to eke 

out a bare margin of survival to try 

heading out again.  

Chaxgizkxy&°U{z&ot&znk&]orj± 
If a team fails to complete their 

expedition, the characters are ñout in 

the wildò until your players are able to 

assemble and finish the job. The 

players should switch to alternative 

characters in their tree if they wish to 

play in other adventures with other 

teams.  
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Looking for Trouble 
While theyôre traveling, the PCs will 

run into rando m encounters.  

Sometimes , though,  they deliberately 

want to find something ðanything ð

and theyôre on the lookout for a ruin, 

a monster, whatever they  can spot. 

When the PCs are looking for trouble, 

they spend a three -hour block of time 

exploring the hex theyôre currently in. 

This forces an automatic roll on the 

encounter table for the region.  

If the PCs have the hunting 

proficiency, they may be able to  get 

close to the quarry before the 

encounter starts, as described for that 

proficiency in the Playerôs Handbook. 

Explain the Looking for Trouble  

option to your players before they 

begin exploring. This way they can 

go looking for trouble in the early 

part s of the map when they n eed to 

hunt creatures for food. L ater , when 

theyôre traveling further afield, they 

only have to worry about the 

occasional random encounter as they 

pass through known territory.  

Once the PCs find trouble in a given 

hex, they wonôt find trouble there by 

exploring the same spot again. They 

need to keep moving, although 

random encounters always remain 

possible.  

Note that there are never multiple 

unique locations in the same hex; a 

roll of a second unique location in a 

hex that already h as one instead 

counts as no encounter . 

 
Hourglass ðSmithsonian Collection  

Running Simultaneous Expeditions 
You might decide that instead of 

treating each expedition as a separate 

event that follows the previous one by 

a week, different groups are out and  

about at the same time. If you do so, 

be careful to make sure the PCs stick 

to their stated goals; otherwise,  you 

may run into issues of ordering, like 

one group wresting treasure from a 

ruin while the next group somehow 

manages to reach the ruins ñbeforeò 

the prior group. Typically, you should 

specify that at the very earliest, a 

given teamôs expedition can only 

happen the day after the prior teamôs. 

Keeping a week of downtime in 

between expeditions makes it easier 

to keep track of calendar time , and to 

ensure that PCs have enough time 

between expeditions to do useful 

things.  
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Limiting Expedition Time 
To put a timer on players, enforce a 

time limit for expeditions . T ell them 

that they must return to the  village or 

stop at an outpost  within one week; 

their h elp is necessary to keep the 

village alive or the outpost 

functioning. This kind of limitation 

push es the players to move quickly, 

plan ahead, and make decisions about 

when to rest and when to forge  on 

while time is a limited resource.  

Later, when the PCs build up the 

settlement to be self -sufficient, they 

can spend more time away without 

complications . 

Exploring at Night 
PCs who want to conserve water may 

suggest moving at night and sleeping 

during the day. See ñMovement by 

Nightò in Chapter 14 of the orig inal 

DARK SUN boxed set Rules Book . The 

principal  disadvantage is that 

nighttime tends to sharply limit 

visibility. See ñDark Sun Visibility 

Rangesò in Chapter 13 of the rules  

book . PCs exploring  at night when the 

moons are dark may need torches or 

lantern s to light their way, and will 

find that theyôre often spotted at long 

distances before they can see 

monsters approaching. The 

advantage, of course, is conservation 

of water ðmovement at night counts 

as activity in shade.  

Making Friends Abroad 
At various po ints in the expedition, the 

PCs may encounter potentially friendly 

individuals or groups ðelf nomads, 

hermits, even entire villages. If they 

establish contact and manage to bring 

the NPCs to the Friendly reaction 

level, award them XP as if they had 

defeated  the NPCs in combat.  

Managing Small Enemy Encounters 
Some encounters have a small 

number  of enemies ðmany of the 

high - level regions feature only one 

enemy at a time. Consider sprinkling 

minor minions in to  these encounters 

to prevent the PCs from unloading a ll 

of their firepower on the enemy at 

once!  

Rampaging Across the Landscape 
Some PCs may decide to wreck every 

encounter they face ðeven killing 

potentially friendly NPCs and razing 

whole villages. While this is 

reprehensible, the consequence is that 

they lo se the potential help and 

resources that they couldôve gainedð

and ruin their reputations with anyone 

who hears about their actions, too.  

PCs who attack first and negotiate 

after may also have problems later in 

the campaign when they run into 

characters wit h p owerful clairsentient 

abilities. T he PCsô rampage may be 

foreseen, giving NPCs a reason to be 

ready for their arrival and a clue as to 

the PCsô powers and weaknesses! 
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Getting Loot! 
Many random encounters in th e 

wastes have little or no loot.  Until they 

have a trading post, the PCs have no 

way to buy metal weapons. To find 

magical items theyôll need to delve 

into the ruins and random dungeons. 

Large monster lairs might also have 

such loot. Thereôs no expectation that 

the PCs will find  ñthe right gearò along 

the way. T hey find or make what they 

can, and do their best with it.  

°]k&]gtz&zu&K~vruxk&zu&znk&Tuxzn&gtj&
]kyz± 
If PCs ask about exploring in a circle 

around the settlement, remind them 

that they or some of the other 

survivors came from the north and 

west, and they found nothing useful in 

those directions along the way. In 

addition, heading north or west puts 

them at risk for running into raiders or 

bounty hunters, or showing up enough 

for templars or trade  houses to take 

notice of them. I tôs risky, and thereôs 

no payoff.  

Journaling 
Itôs highly recommended that you (the 

DM) keep records of downtime events 

as they happen. T he PCs should keep 

an in -character accounting of their 

adventures, too (either an oral history 

or, for the rare literate PCs, a written  

one).  

Award PCs a small bonus (say, 100 xp 

per level , for each expedition ) if 

anyone on the team writes down the 

groupôs adventures. Keeping a 

calendar with a record of events help s 

remind when the PCs accomplished 

certain tasks, and allow s correction of 

any errors in record -keeping for 

settlement construction, events, and 

training.  

Fast Movers  

A party composed solely of elves, 

thri - kreen, and/or aarakocra may 

have a significant mobility 

advantage. Elves and thri - kreen 
have higher overland movement 

speed than other characters, and 

aarakocra can, of course, fly.  
Remember , the early terrain that 

the PCs cross is sandy wastes, 

which reduces movement speed to 
ӎ normal. Even the faster 

movement of elves and thri - kreen 

wonôt help too much against this.  

Aarakocra  can certainly fly to scout 

areas, but this comes with its own 
perils. A lone PC is easily susceptible 

to a dangerous monster with ranged 

weapons or powers. Id insinuation , 
a fairly common telepathic attack 

mode, has a range of 180 yards . 

Also remember tha t any winged 

flying creature cannot sustain its 
flight if it loses more than 50% of its 

hit points (see the Dungeon Masterôs 

Guide , aerial combat  in Chapter 9 ).  
PCs might find clever magical or 

psionic solutions to these problems. 

In general, if they do, r eward them! 
But keep in mind, and remind the 

PCs, that explorers going off on 

their own are taking quite a risk.  
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Chapter Two: The Settlement 
The base of operations for the PCs is a 

tiny settlement. At the outset of the 

campaign, the settlement  consis ts of 

the PCs and two dozen non -

adventure rs living in squalid 

conditions: lean - tos made of rags and 

sticks, with no water or food, nestled 

against a small outcropping of 

crumbling, jagged rocks and weeds in 

the midst of the sand dunes.  

The Refugees 
Due to the dire situation, the PCs are 

likely to be leaders of the settlement: 

Theyôre the ones with the best chance 

of survival, and the ones who can 

bring back food and water. Other 

NPCs at the settlement help as best 

they can, but they largely consist of 

escap ees, refugees, laborers, and 

former criminals who have fled from 

persecution and adversity into these 

now - terrible circumstances. As long as 

the PCs are not bullies or exploitative,  

the NPCs will help as they can.  This 

largely takes the form of seeing to 

their own needs and using their 

meager skills to try to stay alive while 

the PCs are out hunting and exploring. 

Assume that while the PCs are out, 

the refugees are just barely able to 

keep themselves from  dying of  

exposure, starvation, and thirst ðand 

they a re very grateful for anything 

that the PCs bring back!  

Though the refugees can survive 

without the PCs bringing back food 

and materials, itôs a terrible existence, 

and the PCs need to work on 

improving the settlement if life is to 

get any better, or if the yôre to have 

any prospects for long - term survival.  

Motema the Ranger 
One NPC stand s out as a possible 

advisor and guardian for the village: 

Motema, a middle -aged woman from 

Gulg. Though she has old wounds and 

age has started to slow her down, 

Motema is no stranger to harsh 

conditions and survival , even if her 

experiences were principally in the 

forests near Gulg . 

Motema has curly black hair and black 

skin, watchful eyes, and a confident 

expression. As a 7th - level ranger, she 

is very competent, moreso even t han 

the PCs at first, but several old 

injuries impact her mobility. She can 

offer advice and a few pointers to the 

PCs, but her most important asset is 

that she is willing to stay and guard 

the settlement while the PCs are gone, 

and she has the skills to d o so. Armed 

with a pair of bone short swords, she 

is nevertheless a dangerous opponent; 

she simply lacks the ability to engage 

in extended overland travel anymore . 

Wise PCs will engage Motemaôs advice 

and assistance.  
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Motema the Ranger ðIllus. by 

Federico Sohns  

 

Motema grew up in Gulg and became 

a ranger in the Crescent Forest, but a 

nasty family squabble with a templar 

of that city -state led to her exile and 

subsequent flight. Using all of her 

skills she avoided capture and 

escaped, heading always south. She 

lived for a short time in Balic, but as a 

foreigner she was constantly 

suspected of being a spy, and spent a 

short time in the dungeons of that city 

at the less - than -charitable hands of 

the templars. After she escaped this 

durance , she made her way eas t 

across the Estuary of the Forked 

Tongue, eventually joining the 

refugees at the settlement .  

Motema, female human (Gulgan) 

ranger 7: AL NG; AC 8 (10 

unarmored); MV 12ò; HD 7; HP 39; 

THAC0 14; # At 3; Dmg by weapon; 

SZ M; ML 15; XP Value 2,000.  

Motema wear s leather armor and 

carries two bone short swords, with 

which she fights with expertise 

(granting her 3 attacks per round). 

Age has started to wear down her 

strength and stamina, but she has a 

keen mind for survival strategies and 

can at least keep the ref ugees alive 

for a little while as the PCs are out 

exploring. She can also identify plants 

and animals that the PCs bring back to 

the settlement. She can tell which 

kinds of beasts are edible, and explain 

the usual powers and poisons of any 

creatures that t he PCs encounter in 

the sandy wastes.  

Motema can also instruct the PCs in 

the basics of food preservation, so 

they know how to use salt and 

cooking to extend the edibility of any 

raw foods that they find.  

Motema as Advisor  

Especially for novice players, 

consider using Motema as a way to 
provide information about monsters 

and help inform better choices. 

Motema can explain the abilities of 

various creatures that the PCs kill, 
especially if they bring back 

carcasses. She can also serve as an 

advisor for settl ement projects, 
encouraging them to first prioritize 

something that will improve the food 

and water situation (either hunting a 
large amount of food, or bringing 

back materials to dig a well) ,  and 

then encouraging improvements 

that will bring up the Materi al and 
Security assets of the settlement.  
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Settlement Resources 
Because the settlement  is in dire 

straits, the PCs need to develop the 

settlement if people are to survive. To 

that end, the settlement has three 

characteristics of its own , which 

fluctuate b ased on PC actions : food & 

water, materials, and security . 

Each of these three characteristics has 

four levels: None, Low, Medium, and 

High . The village starts with a rating 

of None in the three characteristics, 

and the PCs must work to improve 

these categ ories if the village is to 

survive and provide a safe, defensible 

home. Thus, the PCsô first adventure is 

not a quest to find treasure, but a 

fight for survival!  

PC actions and downtimes, as well as 

settlement events, alter these 

characteristics. They will  fluctuate up 

and down over the course of the 

campaign. PCs can scavenge materials  

to raise the settlementôs resources, or 

perform projects that use up 

resources. Encounters, events, and 

projects that grant or use up 

resources explain this in units , with 

one unit representing a sh ift of one 

level in a resource. F or instance, one 

unit of food & water could raise the 

village from None to Low, but a 

drought event cost ing  one unit could  

reduce it again from Low to None. 

Eventually, experienced  PCs should be 

abl e to reach a High level in all three 

categories, thereby turning the 

settlement  into a self -sufficient, well -

defended village.  

Food & Water 
Food & Water measures the 

settlementôs available provisions. This 

could be herd animals, small gardens, 

kank honey, stores of water, or other 

such comestibles. At the outset, the 

village has nothing . There is nothing 

to eat or drink. This rating affects how 

the PCs start each adventure:  

None means that there is nothing left 

to eat or drink in the village. The PCs 

start with no food or water. The 

villagers are in desperate straits, 

morale is low, and everyone is afraid 

of starving. PCs with special abilities 

like survival, water find, create water , 

the concentrate  water  psionic power, 

and the like can still use their abil ities 

to find or make provisions for 

themselves once an expedition begins.  

(Note that the PCs make do, 

somehow, between expeditions, but at 

this level there is never anything extra 

and itôs a lean existence.) 

Low means the village has a small 

amount of ava ilable food and water, 

but not much. PCs start each 

expedition with one gallon of water 

and one pound of food  each , at no 

additional cost.  

Medium means the village has a 

reasonable store of supplies, enough 

to outfit the PCs for a short journey. 

Each PC st arts with up to four gallons 

of water and four pounds of food at no 

additional cost.  
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High means that the village has a 

secure, established supply of food and 

multiple sources of water. Each PC 

starts with up to eight gallons of water 

and eight pounds of fo od at no 

additional cost.  

Remember that thri - kreen PCs only 

need one gallon of water per week, 

instead of per day, while half -giants 

require four  gallons of water and two 

pounds of food every day. This means 

that the availability of food and water 

will res trict how far the PCs can go 

from the village before they run out of 

supplies and must return.  

Bringing Back Food and Water  

The PCs are likely to butcher some of 

their kills for food supplies, and may 

want to bring back large amounts for 

the village. The a griculture and animal 

rending proficienc ies normally handle 

butchering, though even a 

nonproficient PC can get something, 

however small, from an edible 

carcass.  

Harvesting meat and hide from a 

carcass doesnôt require a proficiency 

check, but does require  the use of 

appropriate tools ðat the very least a 

stone knife .  

How Much Does a Ration Weigh?  

The core rules for AD&D 2 nd  edition 
donôt actually provide a weight for 

any rations! For our purposes, one  

dayôs dried or iron ration for a 

Medium character is one pound of 
dense, preserved, high -calorie food.  

The Black Flames adventure pegs a 

ration at one pound, so this is not 
without precedent.  

 

As described in The Complete 

Barbarianôs Handbook, the available 

meat from a carcass  depends upon its 

Size. A character  proficient in animal 

rending (from that book , pp. 70 and 

72ï73 ) can harvest more usable 

material. The table below is 

reproduced from p. 70 of that source.  

In addition, the table now includes the 

estimated time to butcher a carcass, 

based on its size , as w ell as values for 

a Tiny carcass.  

Rations Produced per Animal  

Size of 

Game 

Animal  

Number of 

Rations*  

Time  to 

Process  

T 1/1  1 min.  

S 1d2/1d3+1  10 min.  

M 1d2+2/1d3+3  1 hr . 

L 1d4+4/ 2d3+ 6 6 hrs.  

H 2d4+7/2d6+13  12  hrs.  

* A ration is the food necessary 

to feed an average adult for one 

day. The figures to the left of 

the slash indicate the number of 

rations obtained when a 

character of average skill 

handles the butchering. The 

figures to the right show the 

number of rations obtained by a 

character with the a nimal 

rending proficiency.  

The time required to process a carcass 

is halved (cumulatively) by any of the 

following:  

¶ The butcher leading the 

processing makes a successful 

proficiency check of agriculture 

or  animal rending.  

¶ The butcher is Large -sized (e.g. 

a half -giant).  



 THE SAND MARCHE S 

 

15  
 

¶ Multiple butchers with tools 

work together . One butcher can 

work on a smaller carcass , two 

can work on one carcass of the 

same size , four butchers on a 

carcass one size larger, eight on 

a carcass two sizes larger, and 

so on.  

Bringing back 100  rationsô worth of 

edibles adds one unit of food & water 

to the village.  This doesnôt mean that 

the village just has a huge stockpile of 

smoked meat; some of this is used as 

compost, used up by scouts who come 

back with different comestibles, used 

to bait traps, fed to domesticated 

animals, and so on. Bringing back food 

supplies allows the settlement to 

secure and diversify its resources.  

 
Enameled salt cellar ðSmithsonian 

Collection  

 

If the PCs have no way to preserve 

meat, assume that half spoils each 

day. On the trail, the PCs need access 

to salt ð4 ounces per ration of meat if 

proficient in cooking, 8 ounces per 

ration otherwise ðto prevent spoilage . 

Materials 
Materials measure the available 

wood, stone, cloth, and other 

substances used for making tools,  

shelter, and weapons. This rating 

affects what the PCs can buy and sell 

in the village.  

Regardless of the villageôs material 

supplies, it is not possible to buy 

metal items locally until the PCs 

complete the settlement project Build 

a Foundry . 

None means the villagers have 

nothing more than the rags they wear 

and perhaps a sharp rock or two for 

use as a crude tool. PCs cannot buy or 

sell any items, though they still have 

their normal starting allotment of 

wealth and equipment.  

Low means the village has a s mall 

amount of supplies, but nothing 

terribly exciting; the village could 

perform some minor construction if 

absolutely necessary. PCs can buy , 

sell , or trade  items (not including food 

and drinks) up to a value of 10 cp.  

Medium  means the village has a 

mode st store of wood and useful stone 

as well as a few specialized tools , and 

leather, cloth, or hide for construction 

and clothing. PCs can buy , sell , or 

trade  items up to a value of 100 cp  

(again, not including comestibles) . 
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High means the village is well -

stocked, some of the villagers now 

have the tools necessary to perform 

crafts, and adventurers and traders 

have brought in enough material to 

allow for significant trade. PCs can 

buy , sell , or trade  items up to a value 

of 1,000 cp  (excluding food and 

drinks) . 

PCs who want to buy or sell more 

expensive items must either wait for a 

trade caravan or visit one of the city -

states. Note that trade is often via 

barter, and PCs might not simply 

trade in coinage; villagers trade goods 

for equipment, herd animals for g ear, 

and so on.  

Bringing Back Materials  

Just like butchering their animal kills, 

PCs may decide that bone and leather 

are useful building materials. As with 

butchering for food, a character 

proficient in agriculture or animal 

rending can harvest useful bon es, 

teeth, claws, and other pieces from 

carcasses, as described in the ñanimal 

productsò section of The Complete 

Barbarianôs Handbook pp. 121 ï123.  

(Compare Athasian animals to similar 

equivalents: aprig to pigs, sygra to 

goats, carru to cattle, etc.)  For 

simplicityôs sake, you might choose to 

simply give the PCs material resources 

equal to the amount of food they 

acquire when butcher ing  an animal: 

one ration of food also comes with one 

pound of bones, hides, and other such 

usable materials.  

Bringing back 10 0 lbs. of usable cloth, 

bone, leather, stone, wood , and/or 

metal  adds one unit of materials to 

the village.  Keep a running total of the 

supply stockpile so that PCs can 

assemble a small trickle of materials 

over successive expeditions and then 

have the sat isfaction of advancing the 

level of Material resources when they 

reach 100  lbs.  

Security 
Security measures the villageôs 

defenses and stealth. At the outset, 

the settlement  is woefully undefe nded 

and in miserable straits. A ny 

significant threat cause s prob lems, 

and PCs are constantly called upon to 

save the village from danger. As this 

rating develops, the village becomes 

more of a safe haven and the PCs can 

rest there without worry of being 

attacked or robbed. Perhaps more 

importantly, security also applie s to 

secrecy: As the village becomes 

prosperous, secrecy is important so 

raiders or sorcerer -monarchs donôt 

decide to come and attack!  

Security also covers housing: Walls 

and roofs are necessary to protect 

against the environment, animals, and 

raiders.  

Non e means that the village has no 

militia beyond the PCs, no walls, no 

traps, and no security. Even inclement 

weather can cause problems as it 

destroys habitations. PCs start each 

adventure having already suffered 1d6 

points of damage due to hazards or 

attac ks from monsters and raiders 

(this canôt reduce a PC below 1 hit 

point). No hirelings or mercenaries are 

available.  
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Low means the village has a few 

irregular militia who stand watch, or 

perhaps a small protective ditch in the 

areas not near the rocks. The PCs can 

find one hireling or mercenary to join 

their expedition at the usual prices.  

Medium means the village has a 

small palisade or low wall, sharp 

stones in some areas of the rock 

mound, and likely some scouts or 

regular militia who patrol and keep 

watc h. The PCs can find 1d4+1 

hirelings or mercenaries to join their 

expedition at the usual prices.  

High means that the village has 

regular militia as well as scouting 

groups that check the surrounding 

countryside for bandits or monsters. A 

stout wall or pali sade and ditch 

protects the approach to the village, 

while the stony rock mound has been 

trapped with stakes and pits. The PCs 

can find 2d6 hirelings or mercenaries 

to join their expedition at the usual 

prices.  

Hirelings such as spear carriers and 

torchbea rers are levelless, classless 

characters who typically have few 

skills and no supernatural powers. 

Mercenary henchmen are typically first 

level in one or more classes, but they 

earn experience as outlined in the 

DMG (gaining half shares of xp since 

they ar enôt the decision-makers in the 

team), and they can gain levels.

 

Persistent Hirelings  

To provide a sense of continuity with 

the settlement, and to get the 

players emotionally attached to 

someone, you should consider that 
once a hireling becomes available , 

you flesh out a specific person and 

make that person available as long 
as the security rating of the village 

stays above None. This allows you 

to develop a notable personality and 
have the PCs befriend someone, 

which is all the more devastating if 

that c haracter dies on an ill - fated 

expedition!  
A persistent hireling is also a great 

way to spread information between 

groups; an NPC whoôs been hired for 
multiple expeditions will be able to 

speak about various threats that 

every group has encountered.  
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Moving the Settlement 
After finding a place in the desert 

thatôs more secure, or one that has a 

better water supply, the PCs might 

decide that they want to move their 

settlement and go deeper into the 

endless sand dunes. This is possible, 

but it presents seve ral problems.  

¶ Unless the PCs have a way to 

teleport the entire settlement, 

they must dismantle and carry 

the infrastructure 

improvements to their 

destination. This reduces each 

settlement rating by one, so 

(for example) if the settlement 

has a High food & water rating, 

this drops to Medium when itôs 

moved, because some of the 

infrastructure canôt be easily 

taken apart and re -used.  

¶ The PCs must somehow move 

all of the non -adventuring 

refugees with them. This means 

an adventure in which they 

have to shepherd all the 

settlement ôs people across the 

desert to their new home.  

¶ The PCs have to convince the 

refugees to move in the first 

place! The more that the 

settlement has already been 

built up, the more resistant 

people will be to moving. 

Nobody wants to leave a semi -

comfortable lean - to to hoof it 

across dangerous deserts for 

days, risking monster attacks 

and sandstorms, for the 

promise of some destination 

that might or might not be 

better.  

¶ Moving the settlement deeper 

into the desert means that 

traders will no lo nger come 

even a trading post is built , 

because the wastes are just too 

dangerous, and the settlement 

too far away, for them to add it 

to their trade route.  

These arenôt insurmountable 

problems, but the PCs will need a plan 

that is more than just ñwhy donôt we 

pack everything and moveò if they 

want to relocate to a newly -discovered 

site.  

 
Travelers ðSmithsonian Collection  
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Settlement Projects 
After completing an adventure, PCs 

return to the settlement  and perform 

downtime actions. For most PCs, this 

mea ns resting, spell research, 

training, crafting, or carousing. In 

addition, one member of the group 

may manage one settlement 

project . This is a set of actions or 

activities in which the PCs help to 

direct the villagers to perform some 

task or use resources  that theyôve 

recovered to improve the village.  

The rules for a settlement project are 

as follows:  

¶ At least one PC must use their 

downtime to direct the action. 

PCs who are involved in 

crafting, spell research, or other 

activities canôt oversee the 

settlem ent downtime. If all the 

PCs are busy with their own 

business, then the group 

doesnôt perform a settlement 

project.  

¶ Most settlement projects 

require the PCs to have  certain 

proficiencies and to expend 

specific supplies. If the PCs 

donôt have the appropriate skills 

and supplies, they canôt perform 

the project. If there are no valid 

projects available, then the PCs 

do not get a settlement project. 

Note that while PCs may not 

know the required proficiencies 

at first, these provide them with 

good goals for pers onal 

development.  

¶ A team only conducts a 

settlement project after coming 

back from an adventure. In 

general, this should only 

happen once per game session. 

Organizationally , itôs easiest if 

this is the last thing you do 

while wrapping up the game, or 

the f irst thing you do before you 

start a new expedition. If you 

have an email, chat, or forum 

group with your players, you 

can always handle it between 

your adventure game sessions. 

A team canôt head out into the 

wastes and immediately return 

just to get anoth er downtime; 

these represent days or weeks 

of work in between adventures.  

¶ When a group completes a 

settlement project, its effects 

are felt throughout the 

settlement. Everyone knows 

that itôs done and who oversaw 

it. This means that if you have 

multiple gr oups all venturing 

out from Sand March, when one 

group completes a project, 

everyone benefits and everyone 

knows who did it.  

¶ Unless otherwise noted, each 

project can only be completed 

once.  A project thatôs destroyed 

by raiders or bad events can be 

rebuilt  by com pleting it again.  
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Food & Water Projects 
Build an Animal  Pen 

Requires: Animal handling 

proficiency  

Costs: 1 unit of materials, 10 
domesticated herd animals  

Gain: 1 unit of food & water  

The PC and villagers build a tall, 

fenced pen to keep a herd o r flock of 

domesticated animals useful for their 

food production and hide.  

This project can be repeated with 

different animals: aprigs, carru, erdlu, 

and kanks.  

Dig a Well  

Costs: 1 unit of materials  
Gain: 1 unit of food & water  

The PC and villagers dig ho les 

until they strike water, then dig out a 

deep well and line it with rock or clay. 

The well provides a reasonably steady 

trickle of water.  

Note that it is not possible to dig a 

well without the necessary materials. 

Otherwise, the sand simply collapses 

in  upon itself; it must be shored up 

with a structure of wood, bones, 

bricks, or stones.  

 
House and W ellðSmithsonian 

Collection  

 

Plant a Garden  

Requires: Agriculture or gardening 
proficiency  

Costs: Seeds (special, see below)  

Gain: 1 unit of food & water  

The PC and villagers clear some 

land to find arable soil, then carefully 

plant seeds and water them. The 

resulting plants provide fruits and 

vegetables.  

The PCs must have access to a large 

quantity of seeds to undertake this 

project. They can find seeds in  certain 

encounters in the wastes, or buy them 

from traders.  

Once the PCs complete a garden, they 

can use botanical enchantment with 

any potion fruits they find and bring 

back to the settlement.   
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Materials Projects 
Build a Foundry  

Requires: Blacksmithing 

proficiency , kiln project complete  

Costs: 1 unit of security, metals 
(special, see below)  

Gain: 1 unit of materials , access to 

metal tools and weapons  

Using a glazed kiln and 

fragments of metal, the PCs  build a 

rudimentary foundry. The small 

quantity of me tal tools greatly 

improves the ability to work with other 

materials. The PCs must supply the 

raw metals for use in the foundry; this 

requires at least 50 lbs. of metal (a 

princely sum!), either from smelted 

ore, or from tools and weapons melted 

down for ne w uses  (an extravagant 

feat, given the limited metalworking 

technologies of Athas) . 

Once complete, characters may 

purchase metal items as if the village 

purchase limit is 100 times higher.  

Build a Kiln  

Requires: Pottery proficiency  

Costs: 1 unit of food & water  

Gain: 1 unit of materials  

The PC and villagers use some 

of their precious water to mold clay 

and fire sheets of ceramics, thereby 

making a large oven kiln and a pottery 

industry.  

Build a Tannery  

Requires: Leatherworking 
proficiency  

Costs: 1 unit of food & water  

Gain: 1 unit of materials  

The PC and villagers set up a 

tannery for cleaning, preparing, and 

preserving leather. This provides 

useful materials for making clothing, 

pouches, tents, whips, and light 

armor.  

Quarry Stone  

Requires: Stonemasonry 

proficiency  

Costs: 1 unit of food & water  
Gain: 1 unit of materials  

The PC oversees villagers 

working to find useful stone among 

the rocky outcroppings abut ting  the 

village. This provides building 

materials, but the workers must be 

kept well - fed, which put s a burden on 

the villageôs food and water supplies. 

Completing a quarry also removes the 

purchase price restriction for stone 

used in construction (making walls 

and buildings).  

Transplant a Grove  

Costs: 1 unit of food & water, trees 

(special, see below)  

Gain: 1 unit of materials  

The PC and villagers transplant 

several trees , and use the villageôs 

precious water to make a small 

riparian corridor that provides shade 

and small quantities of useful timber 

and leaves.  

The PCs must have access to trees 

they can  transplant into a grove. This 

can be done by finding a grove in the 

wastes and bringing the trees back, by 

use of certain magic items, or through 

the priest spell tree growth . 
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Security Projects 
Build a Palisade  

Requires: Carpentry proficiency, or 

PC mus t be a fighter with the class 

ability to build defenses  
Costs: 1 unit of materials  

Gain: 1 unit of security  

The PC directs villagers in 

shaping wood and stone to make 

spikes and stakes to  defend the village 

from invaders.  

Construct Armor for Villagers  

Req uires: Armor er  proficiency  

Costs: 1 unit of materials  
Gain: 1 unit of security  

The PC oversees villagers in 

making quilted and leather armor, 

perhaps with bark or bits of stone or 

bone for added protection.  

Construct Weapons for Villagers  

Requires: Weapon smithing 

proficiency  
Costs: 1 unit of materials  

Gain: 1 unit of security  

The PC helps the villagers make 

spears, clubs, and sling s from the 

available stores of materials.  

Dig a Protective Ditch  

Costs: 1 unit of food & water  

Gain: 1 unit of security  

The PC and villagers ring the 

village with a wide ditch . The ditch 

keeps invaders from riding mounts in , 

and requires attackers to scramble 

through the ditch. The villagers use 

bridges made of lashed - together wood 

to come and go, and can pull the 

bridges a way t o thwart invasions. All 

this  construction is thirsty work.  

 

 

 
Trophy with Weapons ðSmithsonian 

Collection  

 

Train a Militia  

Requires: PC must be a fighter  

Costs: 1 unit of food & water  

Gain: 1 unit of security  

The PC helps the villagers train 

with simple  weapons and organize a 

watch routine. The militia needs good 

meals to stay in peak condition for 

combat.  

This project can be repeated one 

additional time each time the village 

loses a level of Security (for instance, 

after completing the Raid for Supplies  

project).  
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Special Projects 
Build an Arena  

Requires: PC must be a gladiator  

Costs: 1 unit of food and water, 1 

unit of materials  

 Construct an arena with a 

fighting pit, stands, fencing, and 

training grounds. The arena provides 

entertainment, combat pra ctice, and 

possibly a punishment for survivors 

who commit crimes against the 

settlement.  

PCs gain access to the downtime 

action Fight in the Arena.  

Build a Kitchen  

Requires: Cooking proficiency  

Costs: 1 unit of food & water, 1 unit 

of materials  

 Construct  a sheltered area for 

food preparation and storage. Dig a 

deep root cellar and build a stone 

oven. Build a large drying rack for 

preserving meats and hides. Sharpen 

up several stone or obsidian knives 

and platters for cooking.  

With a kitchen, the PCs doubl e the 

amount of starting food and water 

they have for each expedition based 

on the settlementôs Food & Water 

rating. (Note that twice nothing is still 

nothing.)

 

Build an Outpost  

Costs: 1 unit of food & water, 1 unit 
of materials, 1 unit of security  

Build  an outpost out in the 

wastes in a defensible spot. Provide it 

with supplies. An outpost serves as a 

location where PCs can rest and 

resupply and is treated as a tiny 

village with Low ratings in all three 

settlement characteristics . The 

outpost also serve s as a starting or 

ending point for any expedition. This 

lets PCs stay deeper in the wastes 

without having to go all the way back 

to the settlement  when they explore 

further into the south.  

Outposts can only be founded at 

specific locations, as listed in th e 

encounter descriptions of each region.  

This prevents the PCs from trying to 

build outposts in every hex on the 

map. In game fiction, outposts require 

some level of local resources and 

security in order to survive!  

Encourage players to come up with 

fancif ul, clever, or descriptive names 

for their outposts, and to make up 

foibles and appearances for the NPCs 

staff ing  it.  

Build a Shrine  

Requires: PC must be an elemental 

cleric  

Costs: 1 unit of materials  

The PC sanctifies a shrine to an 

element in the villag e. This affects the 

outcome of certain settlement events.  

The presence of a shrine is necessary 

for clerics who wish to petition their 

elemental lords for special spells, or 

who want to engage in magic item 

creation.  
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Build a Spell Library  

Requires: PC must  be a wizard, 

must have reached at least Medium 

in all three settlement 
characteristics  

Costs: 1 unit of materials, 1,000 cp  

 The PC oversees construction of 

a protected area for keeping notes, 

scrolls, even perhaps a book or two, 

as well as other mnemoni c devices 

and magical widgets. The villagers are 

suspicious, but since things are going 

well, the wizard is grudgingly 

permitted to do some minor work.  

This is a prerequisite to creating a 

spell research library. Once 

established, any PC in the settlement 

can use the spell library to perform 

spell research as described in the DMG 

and Spells & Magic . 

Build a Tavern  

Requires: Brewing or Gaming 

proficiency  

Costs: 1 unit of food & water, 1 unit 
of materials, 1 unit of security  

A leather tent eventually gives 

way to a leaning wooden shack, which 

becomes a meeting and drinking 

establishment, perhaps with some 

gambling and entertainment.  

A tavern attracts people to swap 

stories and socialize over food and 

drink. Building a tavern allows PCs to 

use the Gather Rumor s downtime 

action.  

The PC who oversees this project also 

has the honor of naming the 

establishment.  

 
Café at Biskra, Algeria ðSmithsonian 

Collection  

 

Build a Trading Post  

Requires: PC must be a trader  

Costs: 1 unit of materials, 1 unit of 
security  

The v illage constructs a trading 

post a safe distance away. This 

provides an area of neutral territory 

where villagers can barter with visiting 

traders, without giving away the 

location of the village or worrying 

about traitors and templars sneaking  

in under th e guise of trading.  

Once a trading post is constructed, roll 

1d4+2. After that many expeditions, a 

group of traders show up to barter, 

with a 50% chance to have any 

mundane, nonmagical item that the 

PCs might want to buy, and the ability 

to spend up to 5,0 00 cp to purchase 

items from the PCs. After the traders 

visit, roll 1d4+2 again to determine 

how many expeditions elapse before 

they return.  

If the PCs attack the traders, no new 

traders come.  
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Raid for Supplies  

Requires : Train a Militia project 

complete  

Gain: Special  

 The PCs and a group of villagers 

go raiding and come back with 

suppliesé with some losses. 

Typical raiding targets include other 

raiders, caravans from hostile 

merchant houses such as Tsalaxa, and 

expeditionary patrols of templars and 

soldi ers from the city -states. PC raids 

typically take place off of the map, 

somewhere to the north or along the 

edges of the Sea of Silt.  

There is a 50% chance to lose one 

level of Security when raiding . If this 

happens, the PCs must complete the 

Train a Milit ia project again before 

they can Raid for Supplies again.  

Table: Raiding for Supplies  

2d4 Roll  Result  

2 +1 Food & Water AND 

+1 Materials  

3 Treasure Type B  

4 Treasure Type C  

5 +1 Food & Water  

6 +1 Materials  

7 Treasure Type A  

8 Roll twice, rerolling 

further 8s  

 

Treasure from the Raid for Supplies 

project does not award experience 

points.
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Pueblo Bonito Ruin, Chaco Canyon, New Mexico ðSmithsonian Collection  

 

Creating New Projects 
If your PCs suggest a project that 

seems reasonable, for which they 

have the appropriate resources and 

skills, give them the opportunity to 

pursue it. A psionicist might use the 

molecular bonding devotion to turn 

sand into bricks  to create materials , or 

a character with carpentry nonweapon 

proficiency might build houses with  

sturdy walls or a low berm  around the 

settlement to turn materials into 

security. Give the PCs the chance to 

feel clever and useful, and to exercise 

their special powers, features, and 

proficiencies in ways that make sense 

to improve the settlement.  

Flavor Projects 
PCs can spend their personal 

resources or use proficiencies to 

develop the settlement in other 

cosmetic ways: raising small pets like 

sand cats and hurrum, decorating 

buildings with tapestries and murals, 

or constructing cobblestone pathways. 

These kinds of cosmetic projects have 

no fixed cost, and donôt change the 

settlementôs rules. At the DMôs 

discretion, completing a few flavor 

projects may improve the morale of 

settlers in the event of an attack (as 

explained in Chapter Three ) . 
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Settlement Events 
In between adventures, the 

settlement will sometimes have 

special events. These can be good or 

bad; their nature may also vary based 

on t he settlement ôs resources. 

You (the DM) should roll for one 

settlement event after each 

adventure. Handle this at the same 

time that you handle the settlement 

downtime action ðthe two occur 

simultaneously. For instance, a 

drought might strike while the PCs are 

overseeing the Dig a Well project.  No 

matter their best plans, the PCs canôt 

account for everything, and 

somet imes a disastrous event will 

make all their work for naught! Every 

once in a while, a good turn will help 

them out, though.  If order matters, 

assume that the downtime happens 

before the event ðthe PCs might finish 

training a militia just in time to 

intercep t bandits, for instance.  

Each settlement event  on the table 

below has a complete description 

explaining what happens, and whether 

it can be avoided. Some events have 

requirements. If an event comes up 

and the requirement isnôt met, treat it 

as no event .  

For the first downtime week after the 

first expedition,  you may want to 

select no event  instead of rolling, just 

to give the players a breather and a 

chance to engage their downtime 

actions.  

Remember as well that these events 

are just suggestions; you should  vary 

them up and create new ones to break 

up too many repeats.  

Table: Settlement Events  

Roll (1d12 + 

1d8)  

Event  

2 Bad Moon  

3 Bad Break  

4 Drought  

5 Raider Strike  

6 Illness  

7 Thief!  

8 Busy Days  

9ï11  No Event  

12  Traders  

13  Festivities  

14  Comings a nd 

Goings  

15  Cool Weather  

16  Scout Information  

17  Swarm  

18  Desert Showers  

19  Lucky Find  

20  Shooting Star  
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2. Bad Moon 
A blood - red cast overtakes Ral and 

Guthay , and the twin moons lend an 

eerie light to the landscape. Bad luck 

follows. The next team  suffers a -1 

penalty on all saving throws on their 

next expedition.  

If the settlement has completed the  

project Bu ild a Shrine, treat this as no 

event  instead.  

3. Bad Break 
Wear and tear, inclement weather, 

and use add up to break one 

nonmagic item, chose n at random, 

owned by one of the PCs in the 

current group.  

If the village has a High Materials 

level, the item is repaired or replaced 

without incident.  

4. Drought 
A heat wave strikes !  For days thereôs 

no cloud cover, no moisture, and no 

cool wind. Water s ources dry up and 

animals become desperate, digging 

deep in the sand or hibernating if they 

can. The settlement loses one unit of 

Food & Water.  

If the village has a High Food & Water 

level, the village manages to ride out 

the drought with its stores, and d oes 

not take any losses.  

5. Raider Strike 
An organized group of raiders strikes 

the village. Though they are driven 

off, they inflict considerable damage. 

The village loses one unit of security.  

If the village has a security level of 

None, it instead loses  either one unit 

of Food & Water or of Materials 

(chosen at random).  

If the village has a High Security level, 

the raiders are repulsed without 

effect.  

6. Illness 
Sickness sweeps the camp. People 

come down with fevers, fatigue, and 

cough, which makes it ha rder to get 

work done and means that the PCs are 

also at risk of the disease. At the start 

of the next expedition, each team 

member must make a saving throw 

vs. poison. Those who fail come down 

with a fever, cough, fatigue and 

aches, with vomiting at the w orst 

parts. This illness applies a -4 penalty 

to attack rolls and causes the PC to 

suffer the loss of half of their hit 

points as temporary damage (like that 

inflicted by unarmed combat). After 

each full cycle of sleep (or eight hours 

of rest and light act ivity for characters 

who donôt sleep), the PC makes 

another saving throw to shake off the 

disease ; on a success, the symptoms 

and temporary damage clear up.  Cure 

disease  or the cell adjustment  psionic 

power clear s the disease up 

immediately, though it does  not heal 

the nonlethal damage.  
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7. Thief! 
Requirement: The PCs must have 

some amount of money, gems, jewels, 

or valuable art pieces or trade goods.  

A villager sneakily steals 1d100 cp 

worth of money or goods , then flees 

into the desert before the theft is 

noticed. Deduct the theft from the 

PCsô stores, or randomly choose one 

PC as the target.  

The thief has a head start into the 

desert, possibly with a mount. PCs 

without tracking skills or a 

supernatural way to determine the 

thiefôs direction of flight have no 

chance to find the culprit. If the PCs 

try to chase down the thief, that 

becomes the focus of the next 

expedition. Thereôs a 50% chance that 

the thief is devoured in the desert with 

no remains left behind. Otherwise, the 

thief takes shelter in a random 

dungeon at the PCsô level band, with a 

dungeon depth of 1d4+2 cards.  

8. Busy Days 
The rote work of survival takes its toll. 

One PC does not gain a downtime 

action this week. The players may 

choose which character  is affected, or 

roll randomly.  

9³11. No Event 
Itôs a blessedly slow week and no 

misfortune or excitement grips the 

camp.  

12. Traders 
Traders set up a camp not far from 

the settlement , affording an 

opportunity for the PCs to buy, sell, or 

barter. There is a base 50% chance 

that the traders have any nonmagical, 

mundane item for sale that the PCs 

might want, assuming itôs portable 

enough to come with a trade caravan 

(the traders canôt sell a castle or a 

siege engine, for instance).  

If the PCs ask for something that the 

traders donôt have, they are willing to 

take payment up front and then bring 

the item next time they visit. Theyôll 

also purchase jewels, gems, trade 

goods, and art object s the PCs may 

have found. The traders can spend up 

to 5,000 cp to purchase items from 

the PCs, and if the PCs offer to  sell 

something more expensive, they can 

come prepared to purchase it on the 

next trip.  

These traders arrive even if the 

settlement doesnôt have a trading 

post.  

13. Festivities 
The NPCs find some reason to 

celebrate what little they have, and 

engage in an impromptu festival with 

crude drums and flutes. Any NPCs 

with the team on the next expedition 

gain a +1 bonus to their morale score.  
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14. Comings and Goings 
One NPC decides to pack up their 

meager belongings and leave the 

settlement, and a new stranger 

arri ves. This could be a common 

villager, or an NPC mentor, ally, or 

craftsperson to whom the PCs have 

become attached. This is an 

opportunity to introd uce a new ally or 

antagonist, mentor, or character with 

interesting information.  

15. Cool Weather 
The weathe r takes a turn to an 

unusually cool day (in the 90s or even 

80s  Fahrenheit ) with notable scuttling 

cloud cover. On the first day of their 

next trip, the PCs count as being in 

shade (halved water consumption and 

reduced chance of heat exhaustion), 

and cloud s are visible for the whole 

day.  

16. Scout Information 
A scout returns to the settlement after 

exploring abroad and reports on one 

of the hexes that the PCs havenôt 

visited yet. The scout describes the 

terrain and any unique feature, if one 

is present.  Roll for an encounter for 

that hex;  the scout spotted the 

encounter and reports it to the PCs.  

17. Swarm 
A swarm of locusts or mini -kanks 

sweeps over the encampment. The 

PCs start their next expedition with an 

extra pound of food each from the 

crunchy, high -protein treats.  

18. Desert Showers 
A series of short but intense rain 

showers  wash over the camp. The 

villagers collect water in available 

containers and pick the flowers and 

cacti that bloom , and work together to 

mitigate any damage from flash 

flooding . Th e settlement gains one 

unit of Food & Water.  

If the village has a High Food & Water 

level, the additional water provides no 

further benefit.  

19. Lucky Find 
One of the villagers, while out hunting 

and scrounging, finds a handy gift, 

given to a PC randomly c hosen from 

the current group. This item is either a 

single potion fruit  (50% chance, roll 

for a random fruit) or a nonmagical, 

nonmetal weapon or tool (choose one 

item the PC can use or trade).  

20. Shooting Star 
A shooting star crosses the heavens 

late at night, making a brilliant line 

from one side of the sky to the other. 

This omen carries good luck, giving 

the next team a +1 bonus on all 

saving throws for their expedition.  

If the settlement has completed the 

shrine project, this bonus rises to +2.  

You ma y find it useful to give the 

players a special token, or place a 

special marker on the game table, as 

a reminder!  
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Downtime 
Between each expedition, heroes have 

a week of downtime. Downtime is 

useful for carousing, studying, 

hunting, training ðall manner of tasks. 

Characters are assumed to work and 

assist the settlement during this time; 

downtime is their ñpersonal time.ò 

A character only gains a downtime 

cycle after completing an 

expedition. Characters who didnôt 

go on an expedition remain  busy 

at home.  

A ch aracter can do the following in a 

downtime action:  

¶ Carousing: The character 

spends free time dancing, 

drinking, or engaging in other 

entertainments. This PC gains 

one reroll of a d20 roll on the ir  

next expedition . T he player may 

choose which roll to use af ter 

making the reroll . If not used 

during the expedition, this 

bonus  is lost.  

¶ Crafting: The character uses 

the ir  time to craft an item, 

using the appropriate 

nonweapon proficiency. The 

character must still have the 

appropriate tools and materials.  

¶ Extended  Actions: Some 

actions, such as a fighter 

teaching weapon proficiencies 

or construction of a magic item, 

may take multiple downtime 

actions to complete.  Depending 

on the action, this may or may 

not prevent the character from 

engaging in expeditions while 

busy; some actions must be 

done without interruption.  

¶ Fight in the Arena:  Available 

only if the settlement has 

completed the Build an Arena 

project. The PC trains,  then 

engages in a match in the 

Arena. Roll 3d6; if the roll is 

equal to or less than the PCôs 

level, the character earns that 

many silver pieces. Otherwise,  

the PC earns nothing. Either 

way,  the character starts the 

next expedition having taken an 

amount of damage equal to the 

roll .  

Alternatively, you can run the 

arena battle as a one -on-one 

fight  against an opponent of 

similar level, or against a group 

of lower - level opponents 

(because letôs face it, the 

settlement isnôt going to have a 

bunch of 14 th - level gladiators 

visiting weekly ). If the PC wins 

this match, award experience 

points ðbut the PC s tarts the 

next expedition still suffering 

from any damage taken!  
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¶ Gather Rumors: Available only 

if the settlement has  completed 

the Build a Tavern project . The 

PC spends several days loitering 

about the tavern, listening to 

the latest news from travelers. 

Roll for one rumor on the 

rumors table. There is no 

guarantee that the PCs havenôt 

heard  this rumor ! 

Gathering rumors also grants a 

reroll on the first random 

encounter of the next 

expedition; take the higher roll.  

If multiple characters gather 

rumors, the next expedition 

team gets rerolls on multiple 

random encounters 

subsequently. T hat is, if rumors 

were gathered twice, then the 

next expedition gets a reroll for 

the first two random 

encounters.  

¶ Oversee a Project: The 

character devotes the week to a 

settlem ent project, as described 

previously.  

¶ Trade: The character travels to 

another settlement to buy or 

sell. This allows the character to 

purchase or trade goods of any 

value, instead of being limited 

by the Material resources of the 

settlement.  

Note that a PC  might go trading 

to bring back food and drinks , 

or building materials.  This is 

limited by their carrying 

capacity! A PC is unlikely to 

bring back a huge amount of  

food unless taking a mount or 

magical storage device, as well.  

For each item (or batch of th e 

same item) that the PC wants 

to buy, thereôs a 75% chance 

that itôs available. For instance, 

if a PC wants to buy 100 lbs. of 

food, a metal short sword, and 

two shields, roll a 75% chance 

for each of these three item 

groups.  

¶ Training: The character train s to 

gain a level, if experienced 

enough to advance. Unless 

otherwise noted, this is the only 

way to advance in levels  once 

the character earns enough 

experience points . Characters 

do not gain levels in the field, 

and level advancement is not 

automatic; th e character must 

use time to advance!  

A multi - classed character who 

has enough experience to gain 

levels in multiple classes can 

train in all of them during the 

same week.  (This keeps multi -

classed characters from getting 

stuck constantly training with 

the ir downtime.)  
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Table: Rumors  

Die Roll 
( 1 d4 + ½ 

level, 

rounded 
down)  

Rumor  

1ï2 ñArenôt you a little 

short for an explorer?ò 

3 ñBeware of cacti. 
Some of them are 

aggressive.ò 

4 ñWatch out for 

sinkholes and slipsand. 
The worst have ant 

lions in them.ò 

5 ñThereôs a half-buried 

road somewhere in the 
dunes south of here.ò 

6 ñWatch out for scrabs 

to the south.ò 

7 ñThereôs an elf tribe 
that roams the sands 

in these parts, the 

Spike Birds. 
Sometimes open to 

trade.ò 

8 ñHeard about  a big 

crag of bloodstone a 
few days to the east.  

Probably inhabited. ò 

9 ñIn the stony barrens, 
watch out for basilisks. 

Where do you think 

the stone comes 

from?ò 

10  ñThe eastern salt flats 

once held mines.ò 

11  ñI heard that 
somewhere several 

days to the south east 

are multiple  villa ges 

with a trade network.ò 

12  ñGo south far enough 

and youôll find the 

aptly -named Dead 
Lands. You thought 

desert was bad? Try 

obsidian flats.ò 

13  ñNever drink water 
that has no insects 

nearby.ò 

14  ñA wanderer told a 

wild story about a 
hidden city far t o the 

southeast, beyond a 

mountain in the salt 
flats.ò 

15+  ñDunno why folks like 

you hang out here. 

You could shake the 
world.ò 

 

Add more rumors based on the flavor 

of your current campaign, new places 

that youôve added, and goals that you 

want to provid e for the party. A good 

rumor provides a call to action or 

gives the players information that 

allows them to prepare for an 

upcoming challenge.   
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Chapter Three: The Sand Marches Campaign 
 

Everything in the Sand Marches campaign is a starting place. Craft y our 

own encounters, add new monsters, generate ruins, and introduce your 

own NPCs to make the campaign that provides your vision for the game.  

 

The early stages of The Sand Marches 

are a sur vival and exploration 

campaign. T he PCs start by looking for 

eno ugh food and water to survive 

while developing a map of nearby 

sites. As they secure their location and 

develop the settlement, their goals 

may become more ambitious: Acquire 

metal weapons, find magical 

treasures, and establish outposts 

deeper in the march es. These 

developments donôt come without new 

challenges. As the settlement thrives, 

word starts to spread of the PCsô 

success, and trouble comes with it.  

Early Game 
The first steps in The  Sand Marches 

are all centered around survival: 

acquire resources to  avoid starvation. 

Early encounters are likely to be 

simple monsters that provide both 

combat practice and a source of food. 

If the PCs go looking for trouble close 

to home, they will eventually discover 

the Half -Buried Road site in region A . 

Once theyôve fully explored it, theyôll 

have a clue that pays off much later ð

the brass key to the Haunted Menhir. 

This both propels the PCs to further 

exploration, and pays off if they pay 

attention to what they find.  

PCs should have little trouble bringing 

back enough  salvage to improve the 

settlementôs resources. Unless all the 

PCs are expert survivalists with access 

to water magic, Food & Water will be a 

priority, just so they donôt starve while 

leaving on every expedition.  

As the PCs develop the settlement, 

rumors l eak out about their safe 

village in the southern wastes. The 

first time the PCs reach the Medium 

resource level in any category, they 

learn (from their villageôs scouts or 

visitors)  that some traders from 

further north were overheard talking 

about the sett lement. The first time 

the PCs reach the High resource level 

in any category, a small group of 

refugees arrives to join the 

settlement; these refugees explain 

that rumors have spread about this 

safe haven, and people are paying 

attention. This is a hint to  the PCs that 

enemies are going to come looking for 

them, too! Motema or another friendly 

NPC may advise that while itôs 

tempting to develop the villageôs 

resources quickly, it might be safer to 

take things slow ðthe better to avoid 

drawing too much attenti on too soon . 
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Along the way, PCs should find some 

random ruins to explore, which gives 

them chances to earn some better 

weapons and armor, as well as access 

to limited magical resources. Itôs 

possible that the PCs might find 

treasures that are part of a col lection 

(see the descriptions of randomized 

treasure in Chapter Six ). T his drives 

them to keep exploring dungeons in 

hopes of completing the collection and 

earning the special benefits associated 

with it.  

Mid Game 
Each time the PCs improve a 

settlement res ource after theyôve 

gained at least one High resource 

category, a friendly NPC reminds them 

that this definitely draw s attention, 

not all of it positive. When the PCs 

develop the settlement to a High 

resource level in all three categories, 

they have their first challenge to the 

settlement.  

 
Triumph of Caesar: The Corselet 

Bearers ðSmithsonian Collection  

 

A group of raiders, having finally 

tracked the location of the settlement, 

comes calling to sack the village, loot 

the supplies, and capture or kill the 

settlers. Run this as a special game 

session any time after the PCs reach 

the High resource level in all three 

categories ðit doesnôt have to happen 

immediately, if you feel that the PCs 

need a little more time to develop 

their abilities for a fair fight.  On Athas, 

however, fights are rarely fair. The 

battle map for this encounter is the 

village itse lf. P ut down a map and 

note the various improvements that 

the PCs have built; these should all 

feature on the map, as buildings or 

pavilion tents. Then, take a d ozen dice 

and toss them onto the map. Each of 

these represents a 10ô x 10ô shack or 

tent; if a die lands inside of one of the 

improvement buildings, nudge it just 

outside and then draw the habitation. 

Finally, on the die that rolls the 

highest value, place  a large 10ô x 10ô 

heap: the supply storage for the 

village. If multiple dice all roll the 

same high value, pick the one closest 

to the middle of the map.  

When creating the map, remember to 

add a palisade or ditch, if the PCs 

completed these improvements. These 

can help funnel the raiders through 

specific choke points during the 

fighting.  

The raid ers attack from the north. T he 

PCs have a dayôs advance notice that 

a raiding party is headed their way, 

thanks to their scouts. PCs with 

powers like precognition may be able 

to glean information about the make -

up of the raider party.  
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The raidersô goal is simple: steal as 

many supplies as they can, and kill 

anyone who gets in the way. Raiders 

fight their way to the closest building 

and then sack it, generally by goi ng 

in, stealing anything worthwhile inside 

(which takes three rounds), then 

setting fire to the building as they 

leave. Raiders who manage to enter 

and sack a specific improvement, such 

as a tavern or a fo undry, destroy that 

improvement. I tôs removed from the 

settlement, and the PCs must rebuild 

it later, if they survive!  

When this attack happens, the PCs 

start anywhere on the map that they 

want, and arrange their defenders as 

desired. Their goal is also simple: 

Repulse the raiders and defend the 

settlement . The PCs win if they kill or 

incapacitate the raiders, or if the 

raidersô morale breaks and they flee. 

Defenders of the Settlement  

In addition to the PCs and any of their 

followers, the settlement has a  trained  

militia if the PCs completed that 

Security p roject. The militia has the 

following statistics:  

Settlement militia, 20: AL varies; 

AC 10; MV 12ò; HD 3; HP 14; THAC0 

18; # At 1; Dmg by weapon; SZ M; 

ML 12; XP Value 65. Settlement militia 

fight unarmed or with rocks and sticks 

inflicting 1d2 damage. The ir statistics 

improve if the PCs have completed 

various security projects:  

Construct Armor: The militia has 

studded leather armor and shields, 

giving them AC 6.  

Construct Weapons: The militia carries 

spears (damage S ïM 1d6/L 1d8), 

slings (damage S ïM 1d4/ L 1d4), and 

clubs (damage S ïM 1d6/L 1d3).  

If the PCs didnôt train a militia, then 

the village instead has 20 settlers with 

1 HD and 5 hit points each, who do 

their best to fight with rocks and 

sticks and probably die in the attempt.  

The Raiders  

The raiders h ave the following 

statistics:  

Settlement raiders, 40:  AL varies; 

AC 6; MV 12ò; HD 3; HP 14; THAC0 

18; # At 1; Dmg by weapon; SZ M; 

ML 14; XP Value 65. Raiders wear 

studded leather armor and carry 

medium shields and spears. They ride 

on trained kanks, with land -based 

riding proficiency of 12.  

In addition, the raiders include a trio 

of leaders, who present specific 

problems for the PCs:  

Syrena, settlement raider 

warleader: AL LE; AC 4; MV 9ò; HD 

fighter 9; HP 68; THAC0 12; # At 3/2 

(2/1 with two -handed sword) ; Dmg 

iron two -handed sword +1  SïM 

1d10+4/L 3d6+4; SZ M; ML 14; XP 

Value 975. The warleader has a 

Strength of 17 (for +1 to attack and 

damage rolls, already included in the 

damage above) and a Constitution of 

16, and rides a war - trained kank, like 

the othe r raiders, but with land -based 

riding proficiency of 15.  
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The warleader fights with an iron two -

handed sword +1 from the saddle, 

making terrifying roaring noises from 

behind a full ancient steel  helm over 

her mismatched armor: a nonmetal 

brigandine coat +2  (covers the torso, 

AC value 4 points), one plate mail arm 

(covers the left arm, AC value 1 

point), and a pair of nonmetal studded 

leather leggings +1 (covers both legs, 

AC value 1 point; the magical defense 

bonus from the two pieces of armor 

isnôt cumulative). She is a weapon 

specialist with the two -handed sword, 

giving her an additional +1 to attack 

rolls, +2 to damage (included above), 

and two attacks per round. She also 

carries a small pouch with one dose of 

powder of the black veil (see the 

Tome of Magi c), which she uses to 

blind enemies who engage her in 

melee.  She additionally wears a ring 

of coolness (see Psionic Artifacts of 

Athas ), which helps keep her from 

overheating while wearing a metal 

helm and traveling the desert.  

Syrena  also carries a sheaf of six 

javelins (damage 1d6, +1 for 

Strength) in case she needs to 

dissuade a flying enemy or one using 

missile weapons.  

The warleader focuses on cutting 

down individuals who put up stiff 

resistance. While the other raiders are 

looting and burning, she eng ages in 

melee where she can, knowing that 

sheôll get her tribute of loot from the 

surviving raiders  after they ride out.  

Vyxx, settlement raider defiler: AL 

NE; AC 8; MV 12ò; HD defiler 8; HP 

20; THAC0 18; # At 1; Dmg bone 

dagger +1 SïM 1d4/L 1d3; SZ M; ML  

12; XP Value 975. The defiler wears 

bracers of armor AC 8 and  a ring of 

mind shielding . The defilerôs spell tools 

are a set of carefully - folded pieces of 

cloth, each 6ò x 6ò, with woven 

patterns that create a hypnagogic 

effect when viewed while in a semi -

trance state. A PC who can read magic 

can figure out how to decipher these 

with the spellweaving proficiency, or 

by being placed in a liminal state with 

hypnosis, or with a mind -expanding 

tea formula (easily created by any 

bard). The defilerôs spell tools include 

detect magic and read magic in 

addition to the spells prepared.  

The defiler comes prepared with 

mirror image and  protection from 

normal missiles ,  and focuses on 

putting down multiple militia settlers 

with a sleep spell, using fire burst if 

PCs are dealing with a burning 

building, and casting confusion and 

slow on PCs who put up stiff 

resistance.  

Wizard spells:  

1.  fire burst * ,  grease, shield, sleep  

2. mirror image,  spark shower **, 

stinking cloud  

3. protection from normal missiles, 

slow, vampiric touc h 

4. confusion, minor globe of 

invulnerability  

* See the Tome of Magic or Wizardôs 

Spell Compendium Vol. 2 . 
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** See the Wizardôs Spell 

Compendium Vol. 3 . 

Yalen, settlement raider assassin: 

AL NE; AC 4; MV 12ò; HD bard 8; HP 

28; THAC0 17; # At 1; Dmg bone 

widowôs knife +1 SïM 1d4/L 1d4; SA 

poison; SZ M; ML 12; XP Value 975. 

Yalen has a Dexterity of 18 and a 

Charisma of 17. The assassin serves 

as an entertainer and storyteller for 

the raider group, but also a striker 

who goes after high -priority soft 

targets, like PC spellcasters. The 

assassin uses type D poison (save or 

take 30 points of damage in 1 ï2 

minutes, take 2d6 on successful save) 

on both the enchanted widowôs knife 

and on a blowgun with six darts (donôt 

forget the +2 bonus to missile attacks 

from her high Dexterity). She wears 

leather armor and has a small wooden 

box strapped  to  the kankôs saddle: a 

flatbox (see the Tome of Magic ), 

containing 12 days of rations, six full 

half -gallon waterskins, and eight 

additional doses of type D poison. The 

flatbox itself is trapped; the top and 

sides are artistically decorated with 

frescoes of kank riders, two of which 

hold secret triggers that must be held 

down or else the box releases a mist 

of type N poison in a small cloud (save 

or die in 1 minute, 25 points of 

damage on a successful save). This 

can, of course, be disabled by a rogue.  

Remember the flatbox ôs tendency to 

explode when  taken through 

extradimensional space, if your PCs 

are fond of psionic teleport or 

wormhole powers.  

Settlement raider kanks: AL N; AC 

5; MV 15ò; HD 3; HP 14; THAC0 17; # 

At 1 or 2; Dmg 1d6 or 1d6/1d8; SA 

crush/poison; SZ L; ML 10; XP Value 

175. See MC 12: Terrors of the 

Desert .  

The raiders use kanks for superior 

speed while attacking the village, but 

must dismount to enter a building in 

order to loot it. Note that if the PCs 

manage to kill or drive off the raiders 

and capture the kanks, they could use 

them for the Build a Kank Pen project.  

Running the Battle  

You have several options for running 

this battle; the choices included here 

are j ust suggestions. Use the systems 

that make the most sense to you and 

provide the most entertainment for 

your group.  

BATTLESYSTEM: The Dragon Kings 

sourcebook includes BATTLESYSTEM 

statistics for various units. The 

settlement militia counts as untrained 

or trained infantry (depending upon 

whether the PCs completed the 

training project). The raiders use the 

light kank/crodlu infantry statistics.  

Narrative: Describe the battle 

happening in the background, and PCs 

have a choice to engage enemy 

leaders or try to  protect specific 

buildings from groups of raiders (five 

raiders at a time). Use normal tactical 

combat between the focus groups 

while the settlers and the raiders clash 

in the background. The battle ôs result 

depends on who wins in the major 

clashes betwee n PCs, raider leaders, 

and groups of raiders.  
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Abstracted: Assign each stand of 5 

settlers a d4, or a d6 if they have 

weapons or armor, or a d8 if they 

have both. Assign each stand of 

raiders a d8. Each round, the PCs and 

the raider leaders act individually , but 

the stands engage each other 

abstractly by rolling their dice against 

each other when two stands clash. 

Whichever side rolls higher reduces 

the opposing standôs die by one type 

(d8 becomes d6, d6 becomes d4); if 

the die was a d4 and it is reduced, 

th en that stand is defeated. PCs 

attack ing  a stand automatically reduce 

the die by one type on a hit; an area -

effect power that incapacitates the 

whole stand, like sleep or fireball , 

defeats it immediately. Settler stands 

move to engage raiders as directed b y 

the PCs. Raider stands move to attack 

buildings, with each stand reducing a 

building to rubble and destroying it by 

attacking it.  

Squash Match: If the PCs delayed on 

building up the settlement until after 

reaching level 10 as a warrior and 

acquiring foll owers, then this is a one -

sided conflict. A fighter, gladiator, or 

ranger with followers can deploy them 

to fight the raiders, and the army 

completely wrecks the raider forces. 

Other PCs with followers ðpsionicists 

and wizards ðcan use them during the 

fighti ng, but donôt generate an 

automatic victory in this fashion.  
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Aftermath of the Raid  

Once the raid is over, tally up the 

losses. Each building that  was looted 

and burned is gone. I f i t was a 

random tent or hut, it will be rebuilt, 

but if it was one of the settlementôs 

improvements, like a tavern or 

foundry, then that improvement is 

destroyed and PCs must complete that 

project again if they want to rebuild it. 

If at least half the settl ers died in the 

fighting and the PCs had finished the 

Train a Militia project, then that 

project is destroyed and they must 

complete it again to re - train a new 

militia. Note that losing projects can 

reduce the settlementôs resource 

ratings.  

If the PCs won:  Award them 

experience and, of course, they get to 

keep the loot, weapons, and possibly 

mounts from the raiders. Some PCs 

prefer to capture leaders to 

interrogate them; thereôs little to 

learn . This band usually raids small 

southern caravans, and it is a n omadic 

group that camps for a few days in 

one place before moving on, 

subsisting on hunting and gathering 

combined with whatever they can 

steal. They heard rumors about the 

settlement and decided to take a shot.  
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If the PCs lost: If the PCs all died or 

fled , then the settlement is destroyed. 

Any surviving PCs can start rebuilding 

from scratch, as if starting anew with 

no resources. Alternatively, if the PCs 

have an outpost established, they can 

switch to the outpost as their new 

settlement, with its concomit ant Low 

resource ratings in all three categories 

(Food & Water, Materials, Security). 

The outpost becomes the new 

principal settlement and the site for 

future projects; it starts with no 

projects completed. Note that most 

outposts cannot complete the Build  a 

Trading Post project because they are 

too deep in dangerous territory for 

traders to come to them ðthe 

exception is the Blasted Spar in region 

D.  

Endgame 
The endgame starts when any PC 

reaches 18 th  level or more, or when an 

expedition reaches region P: T he 

Shield and the City.  

Shamiso, the sorcerer -queen of the 

hidden city of Babweru, takes notice 

of the PCs as their power becomes 

significant. With her clairsentient 

abilities, she predicts that they will be 

a problem, and she starts to move 

against them.  

Remember that Shamiso is highly 

intelligent and has access to powerful 

divination magic and clairsentient 

psionic abilities. She never enters 

battle alone, and always tries to have 

complete information and 

foreknowledge before she engages a 

foe.  

Shamisoôs first move is to send a 

spyða powerful psionicist 

masquerading as a mundane refugee 

with an earring of the forgettable face 

(see Chapter Seven: New Magic, 

Monsters, and Psionics). The spy slips 

into the settlement along with a band 

of another 1d4+2 refugee s, using 

powers like conceal thoughts to avoid 

detection, and blends in like any other 

waste -wanderer hoping for shelter. If 

undetected, the spy returns to 

Shamiso after one week, with an 

accurate assessment of the settlement 

and the PCs. If caught by PCs (which 

depends upon their actions and 

general level of suspicion), the spy 

surrenders immediately . T he spy is 

not a combatant, but instead explains 

that they are only a harbinger of 

things to come, before suddenly dying 

of a massive cerebral hemorrhage. 

Speak with dead or similar powers can 

confirm via the spyôs body that the 

spy was sent by a sorcerer -queen to 

learn more about the settlement, but 

the spy is evasive about the details, 

and gives the minimum information 

possible about their patron. (ñWho 

sent  you?ò ñA sorcerer-monarch.ò 

ñWhich one?ò ñOne you havenôt heard 

of.ò) 
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The second phase of Shamisoôs 

meddling involves sending creatures 

to interfere with the PCsô expeditions. 

During this stage, every time the PCs 

start an expedition, the first time that 

they camp, they are attacked by a 

creature conjured with monster 

summoning VIII . This harassment 

goes on for the next four expeditions 

(one month) as Shamiso uses this to 

try to pick off individual PCs who are 

weak, shake morale, and learn more 

about the P Csô tactics. 

The third phase involves Shamiso 

deploying an impostor spell against 

the community (see Dragon Kings ;  

this is the reverse of the psionic 

enchantment masquerade ). The most 

influential PC in the community 

(usually the one with the highest 

Charis ma, but it ultimately depends 

upon your group dynamics) becomes 

a pariah; the community rejects that 

PC and no longer sees them as a 

leader - figure or important pillar of the 

settlement. That PC can no longer 

oversee projects, does not gain food 

and water f rom the community at the 

start of expeditions, and cannot buy or 

sell items. Because most of the 

community will not help or socialize 

with the PC, downtime actions also 

become impossible (including training 

to gain levels). Note that the spell 

does not rel y on giving rational 

explanations, so the settlers may 

simply seem to harass the PC for no 

reason. This lasts for three weeks. 

Shamiso hopes that this pushes the 

PC to leave the community and go 

elsewhere.  

This spell is normally touch range; 

Shamiso uses h er special psionic 

enchantment invisible casting beyond 

margin to launch the spell. (See 

Chapter Seven: New Magic, Monsters, 

and Psionics.)  

The fourth stage requires some 

preparation, so it happens four weeks 

after stage three ends. Shamiso uses 

invisible casting beyond margin to cast 

abrasion at the settlement (see the 

Dragon Kings book). The very sand 

becomes a weapon, causing all the 

people to sink into it and to be torn to 

pieces. The buildings are unaffected ð

Shamiso has used this tactic in the 

past aga inst other enemy settlements, 

such as the Fallen Foundry (in region 

H).  

How the PCs defend the settlement is 

a scene you should play out before an 

expedition begins. One day, people 

start screaming as they sink down into 

the sand and it rips them apart lik e 

razors. How do the PCs save them? 

Obviously, the PCs need to levitate or 

fly to protect themselves, but there 

are dozens, perhaps hundreds, of 

settlers and followers to protect as 

well. Climbing onto buildings is one 

option, but there are unlikely to be 

enough rooftops to hold everyone for 

the duration of the abrasion , which 

lasts for 120 days.  
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The PCs must devise their own means 

of dealing with this crisis. In the short 

term, they need to rescue people and 

herd animals from the abrasion spell; 

then, they  must figure out where to 

go, since the spell isnôt ending any 

time soon. If they donôt have a way to 

nullify the abrasion , their best option 

may be to evacuate everyone to one 

of their outposts and abandon the 

settlement . T his, of course, pushes 

them back  to starting over with Low 

resource levels and no settlement 

improvements. If they keep checking 

back at the site of the abrasion , they 

eventually find it has abated, and they 

can move people back in at that 

time ðbut is it worth the risk, if this 

could hap pen again?  

Further aggression involves Shamiso 

confronting the PCs more directly. The 

sorcerer -queen may send a unit of her 

army with templars to face the PCs 

while they are away from home on an 

expedition, or she may wait for them 

to be ñout in the wildò and then arrive 

via a psionic wormhole to wreak havoc 

on the whole settlement with meteor 

swarms and death spells . At this 

endgame stage, the PCs have earned 

the enmity of a sorcerer -queen, 

simply because they are too close and 

too powerful for her to stom ach their 

continued existence. Diplomacy is 

probably impossible.  

Note while this is going on that, if 

Shamisoôs special psionic enchantment 

remains intact over Babweru, nobody 

will be able to remember the city ð

but, if she or her troops make an 

appearance o utside, the PCs certainly 

remember that!  

During these attacks, Shamiso also 

has her templars use magical and 

psionic scrying to keep an eye on the 

PCsô expeditions into the wastes. She 

pays special attention to magical 

items or books that they recover, and  

sends agents to try to steal anything 

that might help her with her research.  

Finale 
How the campaign ends is up to you 

and the PCs. Do the PCs confront and 

defeat Shamiso, thereby ending the 

threat? The other sorcerer -monarchs 

may now see them as dangerou s 

power players, catapulting them into 

yet more confrontations. Do they 

move the settlement deeper into the 

wastes to avoid detection, hiding away 

like Shamiso and Oronis? They might 

develop a peaceful society for a time, 

but the PCs must constantly fight off 

dangerous monsters in the wastes to 

keep the settlement safe. Do they 

leave for distant lands like the 

Trembling Plains in the north, or 

decide to attack one of the other city -

states? Such an adventure is beyond 

the scope of this campaign, but could 

pr ovide new directions for high - level 

PCs who decide that they are too 

powerful to remain exiled to the 

wastes any longer.  

The Low-Treasure Campaign 
While The Sand Marches starts off as 

a survival game, PCs should quickly 

gather some food and, once they find  

a ruin or two, better weapons and 

tools. If you want to keep them lean 

and hungry, try this variant.  
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Coins, gems, jewels, art objects: 

Reduce the value of all monetary 

treasures to . Thus, instead of 

finding ceramic pieces, the PCs find 

bits; instead of decorative pottery 

worth 100 cp, they find damaged 

pottery worth 10 cp.  

Weapons and armor:  Replace all metal 

weapons and tools with bone, stone,  

or obsidian (depending upon the 

item ða mining pick could be made of 

stone, a sword out of bone). For 

magical me tal weapons, reduce the + 

rating by one. If it was a +1 weapon, 

itôs now a nonmagical metal weapon. 

This means that enemies immune to 

nonmagical weapons are very 

dangerous, and the PCs may find 

themselves running away more often.  

Metal armor is always foun d damaged, 

and requires repairs costing 10% of its 

value. Magical armor has its bonus 

value reduced by one, just like 

magical weapons.  

Charged items: All charged magical 

items have half as many charges (for 

example, the wand of magic missiles 

in the Blaste d Spar has six charges 

instead of 12).  

Adding Story Elements 
The  Sand Marches has a deliberately 

loose and minimalist story, as the 

story arises principally from the 

actions of the PCs and their 

explorations, as well as the 

randomization of what they find.  If 

you want to create a tighter story, 

here's one way to do it ðand, of 

course, you can always make your 

own story.  

If you decide to create story links like 

this, you should also consider what 

happens if the PCs miss a story 

element, so that you can get th em 

back on track. For instance, if they 

never find the secret room with the 

fordorran in the Half -Buried Road, 

they wonôt find the brass key to the 

Haunted Menhirôs secret room. In such 

a case, have an NPC opine that the 

PCs mightôve missed something at the 

Half -Buried Road and they should go 

back to explore it again, or even just 

have an NPC show up with the key, 

having taken it after cutting through 

the rest of the ruin, and offer to sell it 

to the PCs.  

Suzksg¯y&Sgv 
As the PCs settle in after a successful  

initial expedition and decide on their 

next course of action (one that didnôt 

end with everyone dying), Motema 

reveals she has an incomplete map of 

the region, drawn by an explorer who 

lost it in Gulg along with several other 

such pieces (probably due to being 

arrested by the templarsé). The map 

indicates the directions to the Half -

Buried Road in region A. Roll for a 

random hex and place the ruin there; 

by following the map, the PCs can 

automatically locate the ruin.  
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Keys to the Kingdom 
Once the PCs clear out the Half -Buried 

Road and find the brass key in the 

fordorranôs hide (encounter #A5), 

they may ask around about it. While 

Motema has never seen anything like 

it, the Spike Birds have (region B or E, 

#7). If the PCs earn the friendship 

and trust of the t ribe, or offer to pay 

(a few bolts of cloth or 100 cp is 

sufficient), the Spike Birds tell them 

that the design of the keyôs handle 

looks similar to some of the artistic 

facing left on the Haunted Menhir 

(region G, #9). Roll a random hex for 

the location o f the Haunted Menhir. 

The Spike Birds describe how to get 

there, so the PCs can investigate the 

use of the brass key.  

In addition, the Spike Birds can 

mention the Broken Cairn (region C, 

#10) and mark it on the PCsô map 

(roll for a random hex in the region ). 

If the PCs investigate, this point s 

them toward the Three Neighbors.  

On to the Trade Network 
With the signpost at the Broken Cairn, 

the PCs have a straight line to the 

village of Toraxôs Pit. If they follow the 

sign directly to region F, they find 

Torax ôs Pit in the first hex of that 

region they enter.  

At Toraxôs Pit, the PCs can make 

connections lead ing  them to the other 

two villages. In addition, the dwarf 

trader Filgram knows of the existence 

of the Blasted Spar (region D, #3) and 

its associated raide r camp, as he has 

run away from the raiders before 

while out trading. He may offer to pay 

the PCs if they deal with the raiders, 

which gives them both the location of 

the Blasted Spar on their map, and a 

reason to go tangle with these foes 

and claim the ru ins for themselves.  

After meeting the NPCs of Toraxôs Pit, 

the PCs should learn the locations of 

the Vineyard and Calu Village.  

The Villichi of the Vineyard, 

meanwhile, know Eleni, the psionicist 

of Duskbreak Village, though they 

donôt know sheôs a member of the 

Order ðonly that she is mentally 

powerful, moreso than she appears. 

The Villichi donôt know how to get to 

Duskbreak Village (and indeed, donôt 

even know that it exists), but they can 

mention that Eleni and some of her 

companions have come to trade in  the 

past, from further south; she might 

give them more information. This 

should point the PCs to investigate 

region K and eventually find the 

village.  
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The Final Pieces 
After the PCs meet Eleni at Duskbreak 

Village, and earn the villagersô trust, 

theyôre told of the existence of a tribe 

of nomadic exiles out in the furthest 

part of the wastes (region P). Eleni 

tells them thereôs a dangerous 

mountain in the salt flats that they 

canôt miss, and that the exiles usually 

roam the flats not far from the 

mountain . Eleni doesnôt know about 

Babweru, because the psionic 

enchantment keeps her from 

remembering it, but she knows that 

thereôs something wrong down there.  

This should give the PCs the final push 

to go investigate region P, meet the 

exiles, and learn the secr et of 

Babweru.  

The Reverse Campaign: Starting in 
the City-State of Babweru 
Instead of starting at the edge of the 

desert and heading southeast, you 

could flip this campaign and start the 

PCs as inhabitants of the hidden city -

state of Babweru. In this campa ign, 

the PCs are citizens or lurkers liv ing  in 

the city, and to escape the tight 

constraints of that cityôs rigidly-

controlled social structure and 

economy, theyôre looking for a way 

out.  

Rather than building up a village, the 

PCs use Babweru as their base  of 

operations; their first adventure is a 

meeting with exiles, who give them 

tokens to make them immune to the 

effects of the dome of anonymity 

protecting  the city. Then, the exiles 

ask that the PCs head outside of the 

city to perform some task ðkilling a 

monster, meeting with an exile camp 

and delivering a message, picking up 

contraband and bringing it back, and 

so on.  

As the PCs finish tasks and gain levels, 

the exiles offer them additional jobs 

and rewards. Each time, of course, 

they must sneak back into  the city 

(probably through the Hollow  

Tunnels ðsee Chapter Five ), avoid the 

notice of the templars, and conduct 

their business as if nothing is going 

on.  

 
Nubian ðSmithsonian Collection  
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Building Up the Resistance 
After a successful mission, the PCs 

retu rn and learn that the exiles were 

actually working with the resistance, 

who have a secret base in the caves 

and tunnels under the city! The 

resistance base builds up using 

projects just like the settlement in a 

normal campaign, as the PCs stock it 

with mat erials, train warriors, and try 

to make a self - sufficient, hidden 

community under the city with the 

eventual goal of overthrowing Queen 

Shamiso. But that will be a day long in 

coming. The exiles need the PCs to 

procure materials from outside the 

city in or der to build up the 

resistanceôs supplies, because thefts 

from the city itself would be noticed. 

Eventually, the goal is for the 

resistance to have an impregnable 

base from which they can launch 

strikes against the templars and, 

someday, Queen Shamiso hers elf.  

The Security rating in this case refers 

not only to physical security and 

secrecy, but the effectiveness of the 

resistance baseôs cover against psionic 

detection. High security is a necessity 

to shield against Queen Shamisoôs 

formidable clairsentient powers.  

The Leap 
After exploring region P, the PCs 

discover the Shield mountain offers 

them tougher challenges and better 

rewards, but they wonôt be able to 

stand up to the encounters in 

neighboring regions O and L.  

To get around this problem, the 

resistan ce employs a psionicist to use 

the wormhole power (see The Will and 

the Way ). The PCs need someone who 

can send thoughts or mindlink to let 

the resistance know when they are 

ready to come home (or the 

resistance can give them an 

empowered item to do so). W hen they 

head out for an expedition, the 

psionicist uses the wormhole power to 

send the PCs to region J (roll for a 

random destination hex). From there, 

the PCs can engage in the exploration 

phase of the campaign, taking out 

minor foes to the northwest or 

working outward to keep hunting 

more dangerous monsters for their 

useful resources and treasure.  

Alternatively, you can expand the map 

further to the southeast, east, and 

northeast, so the PCs have other 

regions to explore that fit their level of 

challenge . 

The Reversed Finale 
The finale of the reversed campaign 

comes when either the PCs confront 

the sorcerer -queen Shamiso with the 

intent of overthrowing her, or they 

decide to leave Babweru behind for 

good. Characters  who start down the 

road of metamorphosi s (as an 

avangion, dragon, elemental, or spirit 

of the land) might also try to destroy 

Shamisoôs dome of anonymity spell, 

making Babweru vulnerable to the 

outside world once more. The PCs 

may seek out allies from abroad, such 

as the Veiled Alliance in anot her city, 

or they might just want to escape 

from Babweru and make their own 

new village, trading company, or 

raider band.  
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In this formulation, once the PCs are 

18 th  level and have left the city, 

Shamiso becomes aware that 

someone powerful is out in the wor ld 

with knowledge of the location of her 

city, and she sets about to destroy 

them in order to protect the cityôs 

secrecy. Events then unfold as 

described for the endgame of the 

campaign.  

Of course, the PCs might go 

somewhere that Shamiso canôt reach, 

like Kurn or Saragar. If they do, they 

certainly have other challenges to 

handle!  

Redemption? 
Shamiso is an evil monarch, and has 

been so for centuries. Suffused with 

defiling power, she wants nothing 

more than to slowly continue her 

draconic transformation, in  hopes of 

achieving apotheosis.  

Yet all of her works and wiles have 

availed her naught. Her progress has 

stagnated. Her city is trapped in a 

cycle of paralysis.  

As one of the Champions, Shamiso 

was a contemporary of Oronis. If she 

learns that Keltis is sti ll alive, that he 

has changed himself and taken on a 

new path and a new identity, could 

she do the same?  

Such a red emption arc is highly 

unlikely. T he status quo suits Shamiso 

perfectly well at present. She is safely 

insulated from the other sorcerer -

monar chs and the Dragon. While her 

studies may be stalled out now, she is 

immortal and has all the time in the 

world to continue her work.  

The best chance to change Shamiso is 

to make the  current status quo 

untenable: destroy the psionic 

enchantment that protec ts her city, 

make Babweru ungovernable, or find a 

way to expose her once more to the 

Dragon or the other sorcerer -

monarchs. Driven by the exigencies of 

such a threat, she has no choice but 

to abandon the current situation and 

change.  

Even so, there is no g uarantee that a 

change of tactics comes with a change 

of heart. Any such attempt would 

have to start from the proposition that 

it has something of value to offer 

her ðas pragmatic as she is, she isnôt 

open to anything else ðbecause the 

inducements to change must target 

her current motivations. Only after 

sheôs pushed into finding another way 

is it remotely possible that she might 

start to consider abandoning her 

destructive, isolationist path for 

reasons that are more than 

opportunistic.  

To truly change Shami so, the PCs 

must find a way to answer the 

question:  

How do you make a sorcerer -monarch 

care about other people?  
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Chapter Four: The Southern Wastes 
The Sand March es campaign takes 

place at the edge of the Sout hern 

Wastes, in the south of the 

Tablelands. To the southwest lies the 

Dead Lands, a lifeless realm of 

volcanic glass. To the east lies the 

Valley  of Dust and Fire, the home of 

the Dragon and a realm of lava flows 

and volcanoes. The PCs will explore 

the ar ea in between, heading through 

sands and badlands while searching 

for treasures or just the next dayôs 

food and water.  

The overland map included in this 

campaign shows the southern wastes 

as a hex map. Each hex is 12 miles 

across from side to side (not fro m 

corner to corner), covering roughly 

125 square miles of terrain. For most 

PCs, this is half of one normal 10 -hour 

marching day, but the terrain  and/or 

weather  may make this take longer. 

Mounts can allow the PCs to move 

faster, and some PCs can also move at 

a higher rate of speed if they donôt 

have to wait for their slower fellows.  

Nearby Landmarks 
Youôll find this campaignôs section just 

off the south edge of the Tablelands 

map far to the east, a little southeast 

of the Estuary of the Forked Tongue 

and so uth of the Crimson Monolith. 

This means that there are some 

nearby features outside of this area 

that your players might want to visit.  

Last Drink 
The tiny settlement of Last Drink 

(population: 20) hosts an oasis with a 

small patch of fertile land. This ar ea is 

about 50 miles west of the settlement . 

While PCs familiar with the region 

might want to head there right away 

to get food and water, they likely have 

very little to trade, and the giants 

living there donôt accept coin. Motema 

knows only that theyôre dangerous 

and are as likely to kill trespassers 

and take what they want as they are 

to trade.  

A diplomatic mission to Last Drink is 

possible at a later time when the PCs 

have something worth trading.  

The Crimson Monolith 
This uncanny landmark is about 40 

m iles north of the settlement . Though 

itôs used as a waypoint for strange 

visitors from afar, nobody has ever 

figur ed out how to travel using it, s o it 

is of little use to the PCs until theyôve 

gained significant power as wizards 

and psionicists.  

Regions 
A region on the Sand Marches map 

consists of a contiguous area of 

terrain with similar characteristics. 

Regions are really conceits for 

gameplay: All the land in a given 

region uses the same encounter 

tables, has related types of climate 

and ecology, and mos t importantly, is 

of a shared level of difficulty.  
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Player characters  discover regions by 

exploration, but learn about them 

through exposure. That is, once the 

PCs set out to the south beyond the 

known map, they donôt know what to 

expect ðwhat kind of monste rs theyôll 

face, what hazards theyôll cross, or 

what treasures theyôll find. After 

exploring a region and becoming 

familiar with it, theyôll have an idea of 

how dangerous the area is, what they 

can find for survival, and whether they 

should avoid it or exp lore it.  

Each region has a name, and PCs can 

learn about those names through the 

use of nonweapon proficiencies like 

local history, or they can assign their 

own names as they map the region. 

Each region also has a letter assigned 

to it, so you can simply n ote ñregion 

Aò on your map, for ease of reference. 

Youôll note that each region has six 

hexes in it. This means that if you 

need to randomly pick a hex, you can 

just assign a number to each hex in 

the region and roll 1d6. This lets you 

randomly place lairs , locations to 

which enemies have fled, destinations 

for off - target teleport  spells , and so 

on.  

Adventure Level: This is the typical 

level of encounters in the region. Most 

random encounters will provide some 

level of challenge for a party of 

characters at  this level. Some 

encounters are outliers; a few will be 

easier, a few may be much harder.  

The PCs wonôt know an areaôs 

adventure level, but through 

experience theyôll discover the kinds of 

hazards in the region. Characters with 

proficiencies like danger s ense may 

have a strong intuition that they have 

entered dangerous territory if the 

adventure level is above their own 

level. Characters with survival or 

tracking proficiency may find trail 

signs indicating some of the monsters 

in a region before encounteri ng them, 

if they are careful in their exploration.  

Expedition Bonus: The first time the 

PCs enter a region and survive an 

encounter there, they gain the listed 

expedition bonus for each party 

member. They gain this bonus again 

after they have visited every  hex in a 

region.  

 
Rising Sun ðSmithsonian Collection  
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Predominant Terrain: The 

predominant terrain of a region aids in 

describing the landscape and indicates 

which table to use for defiling effects 

and use of the survival nonweapon 

proficiency. Remember  as well to 

check the DARK SUN  rules book for 

terrain costs for overland movement 

(in Chapter Fourteen: Time and 

Movement of the original boxed set 

Rules Book , or Chapter Eight: DM 

Material in the revised boxed set Age 

of Heroes book) . See also Chapter 

Eleven of the Dungeon Masterôs Guide 

for encounter distances.  

Weather: The weather on Athas is 

usually unrelentingly hot, but some 

areas may have regional variations, or 

even specific unusual weather. When 

PCs enter a region, roll once for the 

current weather  on the table 

presented for that region . Each day, 

roll 1d6; on a 1 ï2 shift down the table 

one step, on a 3 ï4 the weather 

remains the same, and on a 5 ï6 shift 

up the table one step. On a ñshift 

downò while at the bottom of the table 

or ñshift upò while at the top, reroll the 

weather state. This means that 

weather will tend to change gradually 

unless an encounter or magical effect 

is at work , with occasional swings.  

Remember that as noted in Earth, Air, 

Fire, and Water , even on a clear day 

thereôs at least a  50% chance that a 

cloud is visible in the sky at any given 

time.  

Encounters: Every region has a table 

of encounters. This encounter list 

scales from difficult encounters on low 

rolls to more unusual or helpful 

encounters on a high roll, with a 

possibility  of a double encounter at 

the top . The frequency of encounters 

varies depending upon the regionôs 

terrain.  

Some encounters have an encounter 

limit: each time the PCs fight a group 

of monsters, they reduce the number 

of monsters in the area. When theyôve 

defeated a number of groups equal to 

the encounter limit, that encounter no 

longer happen s randomly. Encounter 

limits increase by one (up to the 

original value) for each week the PCs 

donôt visit a particular region, as more 

monsters migrate into the region. This 

means that PCs can establish safe 

routes for traveling across the land, 

but if they leave an area and donôt 

come back to it, monsters eventually 

take up residence in that spot again.  

Some encounters are unique: These 

are a specific individual or unusu al 

monster. When a unique encounter is 

defeated, it is gone; it never 

repopulate s. 

Some encounters are unique 

locations: when the PCs find one of 

these, the encounter is always in the 

same spot. Mark the encounter on the 

map. For instance, the PCs might fi nd 

a ruin with a dungeon while exploring 

the ruddy badlands. Once theyôve 

found this place, it is always there.  No 

hex can have more than one unique 

location ðto find different places, the 

PCs must continue exploring.  
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Many encounters are places with 

special  notes. These can be dungeons, 

ruins, lairs, unusual terrain pockets in 

the middle of the landscape, any sort 

of spot that is notable and probably 

dangerous. These locations may have 

special rules that override the usual 

region, such as a higher chance of 

random encounters, their own 

encounter table, special maps, or a 

different kind of local terrain.  

If you roll a random encounter and the 

table indicates something that has 

already reached its limit, or a unique 

encounter that is already defeated, 

then ther e is no encounter  instead.  

Encounter Frequency: See the 

Frequency and Chance of Wilderness 

Encounters reference card in the Ivory 

Triangle boxed set . Each terrain lists 

the chance of an encounter (rolled on 

1d10) and when to check for 

encounters at various  times of day. 

Roll for an encounter check if the PCs 

are in a hex at the given time period, 

whether they are moving or 

encamped.  

If you roll an encounter that indicates 

a location while the PCs are not 

moving, treat it as no encounter . 

Varying Hit Points in Encounters: To 

keep monsters from feeling like 

theyôre all the same, you can quickly 

vary them a bit by increasing or 

decreasing their hit point total by an 

amount equal to their Hit Dice. This 

will give you a small range with some 

critters being slight ly weaker and 

some slightly tougher.  

Tracks, Signs, and Spoor: The first 

time that you roll a hostile monster 

encounter in a region beyond the 

starting region (the Dusky Sands), the 

PCs instead discover tracks, remains, 

an abandoned campsite, a derelict 

la ir, or some other clues related to the 

monster rolled, rather than the 

monster itself. This can give the PCs 

some idea of what kinds of monsters 

reside in the region, if they have the 

right skills (such as the t racking 

nonweapon proficiency  or the 

sensitiv ity to psychic impressions 

power ). That, in turn, might tell them 

if the monsters in the region are too 

dangerous for them!  Alternatively, the 

PCs might track the creature to hunt it 

down , if they have tracking 

proficiency . A ssume that it's 4d6 

hours ahead  of the party. There's a 

25% chance the tracks lead back to 

the creatureôs lair. If the creature is 

faster than the PCs and not in its lair, 

then they will not catch it; otherwise, 

they encounter it in the wild.  

Treasures: Some monsters may have 

extraordin ary random treasures. Large 

scorpions, for instance, have treasure 

type D, which can result in thousands 

of coins and some random magic 

items. To keep such treasures scaled 

appropriately to the partyôs level, you 

may choose to use the random 

dungeon parcel  treasure listings in 

Chapter Six, based on the adventure 

level of the region. For instance, the 

aforementioned large scorpions might 

have a corpse of their latest prey, with 

a small quantity  of supplies, a 

nonmetal weapon, and a piece of 

nonmetal armor.  
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The Shield Mountain 
In the far southeast of the map is the 

Shield mountain, which rises some 

15,000 feet above the salt flats. Itôs 

visible to a distance of four hexes on a 

clear day (anytime the PCs arenôt in a 

sandstorm, a salt storm, or traveling 

at nigh t).  

Keep note of this so that the PCs spot 

it when they reach the appropriate 

part of the map ðbut itôs also in very 

dangerous territory. Groups head ing  

directly for it may bite off more than 

they can chew.  

Trail Marking 
The sandy wastes at the start of the  

campaign have a high chance to result 

in parties getting lost, even with 

navigation and direction sense 

proficiencies. PCs can use the trail 

marking proficiency to leave markers 

that they can use to find their way 

back. In addition, they can raise a flag 

at the starting settlement to give 

them a navigational aid that is visible 

from the two closest hexes (the hex 

marked óAô on the southern wastes 

map, and the hex southeast of it).  
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The Southern Wastes Map 

 

 

Regions 
A: Dusky Sands (sandy wastes)  I:  Black-Glass Ruins (sandy wastes)  

B: Bloody Sands (sandy wastes)  J:  Violet Wastes (sandy wastes)  

C: Stumbling Stones (stony barrens)  K:  Shifting Lands ( sandy wastes/ salt 

flats)  

D: Hot Salts (salt flats)  L:  Scouring Salts (salt flats)  

E: Dotted Desert (sandy  wastes)  M:  Dead Lands (obsidian flats)  

F: Three Neighbors (stony barrens)  N:  Ebony Furnace (obsidian flats)  

G: Slabs (stony barrens)  O:  Mindburn Flats (salt flats)  

H: Corroded Lands (salt flats)  P: The Shield and the City  (salt flats)  
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Region A: The Dusky Sands 
Adventure Level 3 ²&K~vkjozout&Hut{y@&966&^V 

Predominant Terrain: Sandy Wastes 

(ӎ overland movement speed). 

Encounter distance 5d10 × 10 feet, 

limited by visibility.  Rolling ground 

(20% chance of getting lost). Areas 

without a unique locatio n are also 

featureless (+50%), except for the 

hex next to the settlement.  

Weather:  

1.  Warm and cloudy  

2.  Warm and clear  

3.  Hot and clear  

4.  Hot and clear  

5.  Very hot and clear  

6.  Very hot and dusty (dust 

storms limit visibility  to 100ô)  

The settlement lies just to the north  of 

the northwesternmost hex of the 

Dusky Sands.  

The dusky sands are the first region 

that PCs explore, immediately to the 

south of the settlement . This region is 

rolling, tawny dunes, seemingly 

endless. Itôs easy to assume that 

nothing else lies beyond wh ile 

traveling over these constant hills of 

sand. This area is close to the relative 

safety of the settlement  itself, so few 

of the creatures in this region are truly 

dangerous to a team prepared for 

combat; this is a chance for the PCs to 

learn their team dynamics and to 

develop their sense of when to fight 

and when to run.  

Story Beats: The Dusky Sands 

provide the PCs ô first crack at 

exploration. They wonôt necessarily 

meet anyone here, but theyôll learn to 

organize their travels and possibly 

discover some useful materials.  

Perhaps more importantly, the PCs 

need to acquire food and water here. 

A lucky encounter with cacti or a 

muddy pool can provide useful 

edibles, and there are some local 

materials . Most  encounters are with 

hungry wandering creatures, forci ng 

the PCs to fight for their meals.  

The half -buried road encounter 

location provides the first glimpse at 

some of the ruins in the region.  A lone 

key in the deeps of that small ruin 

yields dividends later as the PCs 

explore further abroad, and gives 

them a reason to keep searching for 

the lock to which it fits.  

Encounters : A rand om encounter 

happens on a roll of 1 on 1d10. Check 

at 7 ï10 A.M., 7 ï10 P.M., and 3 ï6 

A.M.  
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Die 

Roll 

(2d6)  

Encounter  Encounter 

Limit  

2 Lost corpse  Unique  

3 Desiccated  

woods  

2 

4 Sinkhole  Unique 

location  

5 Cactus 

stand, 2d6  

4 

6 Gorak herd, 

5d6  

2 

7 Large 

scorpions, 

1d4  

ð 

8 Zhackal 

pack, 2d6  

4 

9 Spider cacti, 

2d4  

4 

10  Jhakar pack, 

2d4  

2 

11  Half -buried 

road  

Unique 

location  

12  Muddy pool 

and roll 

again  

1 

 

2. Lost corpse: The PCs stumble 

across a body seated in the sand; 

from a distance this appears to be 

someone meditating. The body has 

ragged ears, broken fingernails, and 

skin worn away by windblown sand. It 

appears to have died of exposure. The 

corpse is garbed in a very ragg ed robe 

and sandals, carrying two waterskins 

(one with a half -gallon of water in it, 

the other empty), a small pouch with 

one pound of dried erdlu jerky and 

tree nuts  (one dried ration) , and a 

small pouch with 3d4 ceramic pieces. 

The corpse additionally ha s one spear, 

one club, one obsidian hand axe, and 

a full suit of leather armor.  

Tracking proficiency indicates the 

individual came from the northwest, 

several days ago. Healing or diagnosis 

proficiency finds that the individual 

died from heat exhaustion.  

The body can be of any gender, and 

human or otherwise, at your 

discretion.  For random determination, 

roll 1d6: 1, dwarf; 2, elf; 3, half -elf; 

4ï5, human; 6, mul.  

3. Desiccated  w oods: Dead trees 

and brittle, dry brush cover a flat spot 

between dunes. The gro und is dry and 

cracked. Once it may have had water, 

but now everything at the site has 

died.  

If the PCs chop down the wood and 

carry it back to their settlement, it 

provide s one unit of materials. The 

wood weighs a total of 250 lbs.  Unless 

the PCs use magi cal or psionic powers, 

chopping down all of the wood takes 

enough time to roll for one additional 

encounter.



 THE SAND MARCHES  

 

58  
 

 
The Desiccated Woods ðIllus. by F ederico  Sohns  

 

4. Sinkhole: The sand starts to move 

and shift beneath the feet of the party 

and then suddenly a great sinkhole 

opens like a maw in the desert! Have 

each PC make a saving throw vs. 

paralyzation. PCs with the tumbling 

proficiency may ma ke a proficiency 

check instead.  Those who succeed 

manage to race to the edge of the 

sinkhole before falling in; thos e who 

fail fall and land inside of the sinkhole, 

a 10ô drop that causes 1d6 falling 

damage.  

There is a chance that one creature is 

already trapped in the sinkhole; roll 

on the table below. Any creature 

already caught in the sinkhole is 

hostile and hungry.  

 

Roll 

(1d6)  

Creature in Sinkhole  

1ï3 None  

4 1 gorak (see #6)  

5 1 large scorpion (see 

#7)  

6 1 zhackal (see #10)  
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5. Cactus stand: The PCs discover a 

small depression in the dunes with a 

clump of 2d6 closely -growing barrel 

cactus plants. The cacti are 6 ï7 feet 

tall and have flowers and fruits. PCs 

can pick the fruits for food and cut 

open the cacti and press the pulp for 

water. Each cactus harvested provides 

1 pound of food and 1 gallon of water, 

but the character doing the harvesting 

suffers 1 point of damage from the 

long, sharp cactus barbs unless 

extraordinary precautions are taken 

(wearing metal gauntlets, using 

telekinesis to harvest the cacti at a 

distance, and so on). Note that from a 

distance they might be mistaken for 

spider cacti (see encounter  #9).  

6. Gorak herd, 5d6: Goraks forage 

across the dunes, digging in the sand 

for insects. The goraks are small and 

skittish, likely to either group up on an 

attacker or flee as a herd.  

Gorak: AL N; AC 5; MV 15ò; HD 1+1; 

HP 6; THAC0 19; # AT 3; Dmg 

1d3/1d3 /2d4; SA hypnotism; SZ S; 

ML 9; XP Value 120. See Dark Sun 

Monstrous Compendium  Appendix II: 

Terrors Beyond Tyr . 

7. Large scorpions, 1d4: Large 

scorpions prowl the dunes. With their 

tan or brown coloration, they are easy 

to miss from a distance or in the d ark. 

They rush to hunt the PCs.  

Scorpion, Large: AL N; AC 5; MV 9ò; 

HD 2+2; HP 1 1; THAC0 19; # AT 3; 

Dmg 1d4/1d4/1; SA Poison sting  (type 

A, +2 on save) ; SZ S; ML 8; XP Value 

120. See MC 1 .  

8. Zhackal pack, 2d6: Zhackals lope 

across the sand in search of w ater and 

prey. When they catch sight of the 

PCs, they trail along and attack . They 

are cunning enough to follow the party 

and wait for an opportune moment to 

strike, such as when the party camps 

or after the partyôs injured by another 

encounter. With their  high speed, they 

can easily back away and evade the 

party for a while, then sweep in to 

attack at a critical moment. 

Remember that zhackals will wait until 

someone is badly injured or dying to 

attack, as they feed on the emotions 

of the dying. Zhackals us e their 

psionic invisibility  to sneak up on a 

target and use mindlink  as needed to 

position themselves in an ambush 

formation, then unleash their psionic 

powers to kill the target.  

A typical zhackal is a fairly tiny 

animal, weighing only 20 lbs. A single 

unmarred zhackal hide is worth 10 cp. 

A PC may collect this with a successful 

leatherworking or animal rending 

nonweapon proficiency check.  

Zhackal: AL NE; AC 7; MV 18ò; HD 1; 

HP 5; THAC0 19; # AT 1; Dmg 1d3; 

SA psionics; SD psionics; SZ T; ML 

12; XP Value 120. The typical zhackal 

has 24 PSPs.  

Zhackal pack leader: AL NE; AC 7; 

MV 18ò; HD 1; HP 5; THAC0 19; # AT 

1; Dmg 1d3; SA psionics; SD psionics; 

SZ T;  ML 12;  XP Value 175. The pack 

leader has 34 PSPs.  

Zhackals have the powers contact, 

ego whip,  invisibilit y, mind bar, and 

mindlink, and a power score of 12. 

See MC 12: Terrors of the Desert .  
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9. Spider cacti, 2d4: Spider cacti 

grow in a patch. From a distance 

these appear to be large bright green 

barrel cact i with green and purple 

needles,  but , when anything m oves 

within 15ô of them, they fire their sets 

of needles to paralyze and reel in the 

prey. Use a sandy wastes battle map, 

place one cactus in the center, then 

place the next one two squares away 

from the central cactus in a random 

direction, the next one t hree squares 

away in a random direction, and so on 

until all are placed.  

If a spider cactus is defeated it can be 

tapped for a gallon of honey - like liquid 

that can serve as either food or water. 

Clever players will rely on missile 

attacks to defeat the cac ti, then cut 

them open for liquid. Note that from a 

distance they might be mistaken for 

mundane barrel cacti (see #5, above).  

Spider Cactus: AL N; AC 7; MV 0; HD 

3; HP 14 ; THAC0 17; Dmg 1+; SA 

Needles cause paralysis; SZ M; ML 9; 

XP Value 270. See MC 12: T errors of 

the Desert .  

10. Jhakar pack, 2d4:  Jhakar cross 

the dunes in search of prey, following 

the scent of anything they  can eat. 

Once they catch the scent of the PCs, 

they do not stop. They fight in a pack, 

all ganging up against whatever target 

they ca n reach first, and using their 

seizing bite to try to overbear the 

target and devour them . 

Jhakar: AL N; AC 4; MV 15ò; HD 

2+3; HP 1 2; THAC0 17; #AT 1; Dmg 

2d4; SA seizing bite; SZ S; ML 11; XP 

Value 175. See Dark Sun Monstrous 

Compendium  Appendix II: Terro rs 

Beyond Tyr . 

11. Half - buried road: The PCs 

stumble across a pair of broken stone 

pillars marking the sides of a half -

buried road. Following the road for an 

hour leads them to a windswept ruin, 

where the sand has shifted to reveal a 

partially -covered ston e building.  

See the Half -Buried Road at the end of 

this section.  

12. Muddy p ool and r oll again : The 

PCs stumble across a small muddy 

pool with 4d4 gallons of drinkable, if 

dirty, water in it. Roll again; if a 

creature is indicated, the creatures are 

encoun tered here at the watering 

hole. Otherwise, treat the result as no 

encounter  (just the muddy pool with 

no creatures ).  

Player characters  can fill their 

waterskins here for later, but the pool 

does not refill.  (Experienced survivors 

may sop up the water in a  cloth, then 

squeeze it into a waterskin to reduce 

the dirt.)  

If the PCs return to this site later, they 

find that the shifting dunes have 

buried the hole, so they can not use it 

again.  
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The Half-Buried Road 

 

The party comes across a broken, 

partially -buried road revealed by the 

shifting sands. The road passes 

between two modest sand dunes, 

each about five feet high, from which 

protrude the shattered tops of stone 

columns, badly eroded and cracked. 

The movement of the dunes has 

revealed the remnants of s everal 

small stone structures, long hidden 

beneath the sand.  

Walls here are made of pitted stone 

and vary from 6ô to 10ô high; ceilings 

are mostly destroyed, with only small 

amounts of material remaining over 

corners.  

A1: Watchtower 

The broken remnants of rough -hewn 

stone pillars poke through the tops 

of a pair of sand dunes. A badly -

eroded paved road winds through 

them.  

A short distance beyond the broken 

pillars stands a lonely watch tower 

with a small attached room. Both 

are made of rough stone blocks, 

wi th sand blown into cracks and 

pieces falling apart as the weather 

takes its inexorable toll. No door or 

curtain remains; the tower and its 

adjoining room are both open to the 

elements .  
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The watchtowerôs attached guard 

room occasionally serves as shelter f or 

wild animals from the dunes. There is 

a chance that one animal is resting in 

the shade of the guardhouse room; 

roll on the random encounter table for 

this region. If the result is a creature, 

then one creature of that type is in the 

room. Otherwise, the re is no 

encounter .  

A2: Barracks 

This large chamber is separated by 

a stone wall in the middle. Ruined 

bedframes with no mattresses attest 

to this once being some kind of 

barracks. Each bed has a small 

footlocker, most of them staved in, 

rotted, or fallen to pieces.  

 

Two scorpions nest under one of the 

rotted bedframes and launch angrily 

at the party if their bed or the 

footlocker next to it are disturbed.  

Otherwise, the room is devoid of 

anything but ruins and dust.  

Scorpion, Large: AL N; AC 5; MV 9ò; 

HD 2+2; HP 11 ; THAC0 19; # AT 3; 

Dmg 1d4/1d4/1; SA Poison sting; SZ 

S; ML 8; XP Value 120. See MC 1 .  

A3: Derelict Kitchen 

The pock -marked and eroded stone 

walls of this building give way to a 

dark interior in which sand piles a 

foot high in the doorway and ar cs 

into the room beyond.  

An ancient wooden table still stands 

in the center of the room, and a 

stone countertop is built into the far 

wall. To one side is a door into 

another, smaller  room, which holds 

a variety of ceramic pots.  

 

Obviously, no food surviv es in this 

former kitchen, and the wooden table 

is so rickety it collapses almost 

immediately if any weight is placed 

upon it. The stone countertop is 

scored with scratches from butchering 

and stained with faded blood.  

The adjacent storeroom holds a dozen 

large ceramic jars, each a foot tall and 

with two handles, otherwise plain 

brown and unadorned. Half the jars 

are cracked and empty except for a 

few tiny bits of mold and rot, but half 

still have wax seals. Of those, three 

are filled with foul -smelling mol d, 

while  three have edible flour. Each 

intact jar holds four pounds of flour, 

which can be used to make flatbread 

or crackers by any PC with the 

cooking proficiency . 

A swarm of rats lives in the 

storeroom . O nce the room is disturbed 

the swarm comes racing out of holes 

in the walls and the broken jars. Treat 

the swarm as one creature that covers 

a 10ô×1 0ô area as follows: 
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Rat swarm: AL N; AC n/a; MV 15ò; 

HD 4; HP 18 ; THAC0 n/a; # AT 1; 

Dmg 4; SA disease; SD swarm 

immunities; SZ L; ML 4; XP Value 

175. See MC 1. The swarm 

automatically inflicts its damage to 

any character or creature within its 

bounds  by crawling, biting, and 

scratching. Anyone taking  damage 

from the swarm must make a saving 

throw vs. poison or contract a serious 

disease (bubonic plague). The s warm 

is immune to weapon damage and 

spells target ing  individuals, but takes 

full damage from area attacks like 

flaming oil and spells that target an 

area such as burning hands . For each 

ı of its hit points lost, the swarmôs 

damage decreases by 1 point. Whe n 

all hit points are lost, the few 

remaining rats disperse back into 

cracks or flee into the desert. Note 

that area attacks launched in the 

storeroom may break the remaining 

sealed jars and spill out the flour, 

ruining it.  

Once the rat swarm is dispersed a nd 

the party can search the storeroom, 

they find a narrow staircase behind 

the jars. This 5ô wide staircase 

descends 15ô into the basement (A4). 

 

A4: Basement 

The stairs descend into a cool 

basement. The walls are mostly 

intact, made of plaster over aging 

wood. In a few places dirt leaks 

through cracks in the walls. The 

smooth floor is flagged with thin 

pieces of stone, some of them 

cracked and partially shattered. A 

half -dozen 3ô tall ceramic jugs are 

all that remains here.   

 

The ceramic jugs, like the ja rs in the 

kitchen  above, are plain and 

unadorned. Each jug has one large 

handle, has a capacity of four gallons, 

and weighs eight  pounds. Three are 

unsealed; of these, two are empty, 

while one is a quarter full of rancid 

vinegar (one gallon). Three are sea led 

with wax. Of these, two are filled with 

water (full weight of jar and water 

being 40 pounds); one is filled with a 

modest wine that has become slightly 

sour (also four gallons, total weight 32 

pounds as alcohol is somewhat lighter 

than water).  

Of note,  vinegar is useful as a food 

preservative for pickling.  

Behind the jugs  is a secret door . This 

is noticeable with the usual searching, 

but the chances to find it are 1 in 6 

better because the damage to the 

plaster has made it easier to note (so 

2 in 6 for most PCs).  
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A5: Secret Bolt Hole 

Aside from your own illumination, 

this room is completely dark. This 

room has cracked plastered walls 

but itôs less finished than the other 

rooms, apparently serving as a 

hidden chamber for emergencies. 

The rough floor scra pes with small 

amounts of sand and occasional tiny 

bits of debris. An oily, nauseating 

stench fills the room.  

 

Once a secret hiding place for 

emergency supplies and an escape 

route, this room is now the lair of a 

fordorran. With its low intelligence, 

the creature hides in here to sleep, 

then slinks out via the secret door to 

find prey. It often feeds on rats in the 

storage chamber, but sometimes 

wanders outside to look for more 

substantial food.  

As usual for such creatures, the 

fordorran is irritable and 

unpredictable. Make a reaction check 

when the PCs first enter, to determine 

how it reacts. If hostile, it charges PCs 

and gores random targets; if the PCs 

retreat to use ranged attacks, it relies 

on its psionic powers to strike at them 

from a distance. If f riendly, it may 

snuffle at the PCs and nuzzle them like 

an overlarge pet. Because of its 

unpredictability, make a new reaction 

check every time the PCs return to the 

room; it might be friendly to people 

that it fought before, or vice -versa.  

Fordorran: AL CN; AC 4/0; MV 6ò; 

HD 5; HP 2 3; THAC0 15; # AT 3; Dmg 

1d6/1d6/2d4; SA Stench; SZ L; ML 6; 

XP Value 1,400. See Dark Sun 

Monstrous Compendium  Appendix II: 

Terrors Beyond Tyr . 

While the fordorran is a large, heavy 

creature, its meat is saturated with 

the punge nt oil that gives it its 

signature stench, mak ing  it nearly 

inedible . The PCs need to use some 

kind of supernatural power or 

preparation technique to make it 

edible.  If properly butchered, its 

armored plates can be used as 

materials to make a shield or a s uit of 

scale or two suits of studded leather 

armor (assuming the appropriate 

proficiencies, of course).  

The fordorranôs treasure (1d6 gems) is 

embedded in its hide.  In addition, the 

fordorran has a brass key (worth 500 

cp for the metal alone!) embedded in 

its hide; this key opens a secret door 

in the Haunted Menhir (region G, 

room G4). PCs may question its utility 

since it doesnôt open anything in the 

complex here, but wise PCs will hang 

onto it for future use, and powers like 

object reading might give some  hints 

to its future utility.  
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At the far end of the bolt hole  is an 

archway that enters a narrow escape 

tunnel. After a distance of 30ô, the 

tunnel comes to a blockage of fallen 

sand and rock. The PCs can clear this 

blockage with 6 person -hours of work; 

ha lve this duration if they have tools 

(such as picks and shovels), and count 

half -giants and muls as two people for 

purposes of work. Once cleared , the 

tunnel goes another 370ô under the 

sands before it ends at a plastered -

over wall that is cracked and hole y. 

This plaster wall can be easily broken 

down to escape back into the desert 

outside.  
 

KeyðSmithsonian Collection  
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Region B: The Bloody Sands 
Adventure Level 4³6 ²&K~vkjozout&Hut{y@&<66&^V 

Predominant Terrain: Sandy Wastes 

(ӎ overland movement speed). 

Encounter distance 5d10 × 10 feet , 

limited by visibility.  Rolling ground 

(20% chance of getting lost). Areas 

without a unique location are also 

featureless (+50%).  

Weather:  

1.  Warm and cloudy  

2.  Warm and clear  

3.  Hot and clear  

4.  Hot and clea r 

5.  Very hot and clear  

6.  Very hot and dusty (dust 

storms limit visibility to 100ô) 

The Bloody Sands take their name 

from the dunes of red and orange 

sand covering rocky outcroppings long 

eroded by the wind. The ground here 

becomes rougher as the terrain heads 

east, eventually turning into stony 

barrens. To the south the sand 

darkens into odd violet patterns as it 

heads toward the Dead Lands.  

Story Beats: The principal story 

element in this region is the camp of 

the Spike Birds elf tribe. Meeting this 

tribe can give the PCs an ally, a 

chance to trade, and a little extra 

knowledge of the surrounding area.  

The poisoned oasis also provides the 

first likely opportunity for an outpost.  

Encounters : A rand om encounter 

happens on a roll of 1 on 1d10. Check 

at 7 ï10 A.M., 7ï10 P.M., and 3 ï6 

A.M.

 

Die 

Roll 

( 2d6 )  

Encounter  Encounter 

Limit  

2 Tylor lair  Unique 

location  

3 Hatori, lesser, 

1d4+1  

2 

4 Rhaumbusun, 

2 

2 

5 Poisoned oasis  Unique 

location  

6 Bloodstone 

crag  

Unique 

location  

7 Elf camp  Unique  

8 Tembo, 1  1 

9 Random 

du ngeon  

2 

10  Wezer hive  Unique 

location  

11  Sand cactus, 1  2 

12  Roll twice and 

combine  

ð 
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2. Tylor lair: Mark this location on 

the map. An adult tylor makes its lair 

in a sandy, rocky cave. The cave 

consists of three chambers, each 20ô 

in diameter and roug hly excavated by 

the tylor, with 20ô long by 10ô wide 

tunnels connecting each of them.  

Tylors are very intelligent and, if the 

PCs score a good reaction roll, this 

one may prove talkative. It is evil, 

however, and will always try to get 

something out of th e PCs in any 

exchange, either with threats or deals. 

This particular tylor calls him self 

Flenser. Flenser is probably the most 

dangerous creature in the Bloody 

Sands region, and he knows it. 

Conversely, he can tell the PCs about 

some of the other creatures  of the 

region, since he does use this as his 

hunting grounds.  

Remember that the tylor is an 

intelligent fighter, and that he has 

both defiling and elemental magic 

available. In addition, he has a 40 -

yard fear radius with a -3 penalty on 

saves, and he is i mmune to fire.  

If the tylor takes a liking to the PCs ð

and they pay him with food and 

treasure ðhe may let them rest in his 

caves. If attacked, he defends his 

caves with fanatical morale, and he 

may chase PCs (with his high 

movement rate, they may not be abl e 

to escape).  

Tylor: AL NE; AC -1; MV 15ò; HD 

5d10; HP 2 8; THAC0 15; # At 2; Dmg 

1d10/1d20 (tail/bite); SD fire 

immunity; MR 5%; SZ L; ML 16; XP 

Value 10,000. This tylor knows the 

defiling spells sleep, spider climb, and 

glitterdust , and the elemental spe lls 

hold person and pass without trace . 

See MC 4: Dragonlance Appendix . 

3. Hatori, lesser, 1d4+1: The first 

sign of trouble is a moving ridge 

coming through the sand as 

something burrows just below the 

surface. Upon coming close, the hatori 

surface to lung e at  PCs with their 

toothy maws. Hatori are constantly 

hungry and omnivorous, and with Low 

intelligence they are smart enough to 

rush prey, take some bites, and flee if 

resistance proves tough. Lesser hatori 

can swallow halfling -sized opponents 

whole on a natural 20, which inflicts 

1d12 damage per round and prevents 

escape unless the hatori dies or the 

victim has some means of 

teleportation. Hatori have undigested 

treasure (type U) in their stomachs: 

90% chance of 3d8 gems and a 70% 

chance of one durable ma gic item.  

Hatori, lesser: AL N; AC 2; MV 15ò; 

HD 4; HP 18; THAC0 17; # At 2; Dmg 

3d6/1d12; SA swallow whole; SZ L; 

ML 9; XP Value 420. See MC 4: 

Dragonlance Appendix . 



 THE SAND MARCHES  

 

68  
 

4. Rhaumbusun, 2: The PCs 

encounter a mated pair of 

rhaumbusun lizards. These small 

repti les are very weak but have a 

paralyzing gaze and rudimentary 

animal intelligence, about the level of 

a dog, and a very basic sort of clicking 

and hissing language. Since they are 

herbivores, they only attack if 

cornered, attacked themselves, or 

sickened. T he rhaumbusun uses its 

paralyzing gaze (save vs. paralysis or 

be paralyzed for 3d4 turns) as its 

principal defense.  

There is a 50% chance that the PCs 

encounter the rhaumbusuns at their 

lair, a small cave outcropping in a 

sandswept red rock cleft. There is  a 

60% chance of one egg (two pounds 

of food and water). Treasure is highly 

variable; roll on the table below.  

1d4 Roll  Rhaumbusun 

Treasure  

1ï2 None  

3 Type Q (1d6 gems)  

4 Type R (2d8 silver, 

1d4 ×1 0 gold, 3d6 

gems)  

 

Rhaumbusun: AL N; AC 6; M V 9ò; 

HD 1+2 ; HP 7; THAC0 19; # At 1; 

Dmg 1d3; SA gaze; SZ S;  ML 12;  XP 

Value 120. See MC 3: Forgotten 

Realms Appendix I . 

5. Poisoned oasis: Mark this location 

on the map. The PCs discover a small 

oasis in the blood - red sands, with a 

pool of slightly brownish water so me 

15ô in diameter and a small stand of 

rugged reeds and trees around it. 

Hidden in the bushes are 1 -2 heway 

snakes. Using their poisonous slime, 

the heway have polluted the oasisô 

water, which they use to collect prey. 

Note that druid PCs who can identify  

fresh water recognize s that the water 

is not safe to drink or wash in.  

Heway have Low intelligence and poor 

morale, so they typically wait and 

hide, then strike if prey drinks the 

water and becomes paralyzed. A 

creature drinking water poisoned by a 

heway must make a successful saving 

throw vs. poison at +2 or suffer 30 

points damage within 3d6 minutes and 

be paralyzed for 1d6 hours. Creatures 

mak ing  their saving throws suffer 15 

points of damage.  The heway also rely 

on their hypnotic stare for defense 

(sav e vs. paralyzation or be 

hypnotized for 1d6 turns; hypnotized 

creatures can be enticed to follow the 

heway back into the bushes for 

devouring, or simply left behind as the 

heway flees).  

Once the heway are defeated, the 

water at the oasis takes a week to 

clear and become palatable again. The 

oasis holds several hundred gallons of 

water, so itôs not practical to purify 

food & drink  on the entire oasis at 

once, though the PCs can refill their 

waterskins and then purify food & 

drink  if they have the means.  
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Outp ost: If the PCs defeat the heway, 

this oasis location can serve as the 

site of an outpost. Note that if the PCs 

defeat the heway but donôt establish 

an outpost, the oasis attract s other 

monsters that use it as a feeding 

ground.  

Heway: AL N; AC 7; MV 12ò (swim 

6ò); HD 1+3; HP 8; THAC0 19; # At 

1; Dmg 1d3; SA poison and hypnotic 

stare; SZ M;  ML 6;  XP Value 175. See 

MC 13: Al -Qadim Appendix . 

6. Bloodstone Crag: Mark this 

location on the map. The PCs see a 

jutting peak of rock from a distance of 

five miles. The  rock peak is deep red 

and easily visible as a landmark for 

miles around the dunes.  

See Bloodstone Crag at the end of this 

section.  

7. Elf camp: The PCs encounter a 

temporary elf encampment. The Spike 

Bird tribe counts this as part of their  

regular territo rial route. The elves 

know this terrain well, and they move 

nomadically through the area, 

collecting food from the small animals 

and plants surviving  in tiny nooks in 

the desert. Occasionally the elves 

head west or north to trade with other 

settlements, ra nging as far afield as 

Balic in an annual migratory route. 

When the PCs find them, their camp is 

a small affair of lean - tos around a 

patch of muddy, cracked ground with 

a stand of barrel cacti (which the elves 

cut open and press to extract water) 

and a pai r of palm trees (from which 

the elves harvest palm  fronds and 

coco nuts).  

The elves remain encamped in this 

location for only three days, after 

which they move on; the PCs only 

meet them again later if a random 

encounter roll indicates it, or if they 

establ ish ties and arrange a later 

meeting.  

How the elves respond to the PCs 

depends, of course, upon the PCsô 

approach and the relevant reaction 

roll. If the PCs attack immediately, the 

elves respond in kind, running away if 

they are clearly overmatched; if the  

PCs are friendly and the elves have a 

positive reaction roll, they invite the 

PCs to trade ðfrom a safe distance, 

naturally.  

If the PCs befriend the Spike Birds and 

earn their trust, award experience  as 

if for defeating the tribe in combat: 

2,345 xp.  

The S pike Birds take their name from 

their tendency to set up camps in or 

near cactus stands; many of them are 

skilled in extracting water from cactus 

(since eating the pulp of raw cactus 

can cause severe digestive distress). 

They gladly trade with the PCs, tho ugh 

at first they ask exorbitant prices 

(starting at triple list price) for 

anything. They typically are willing to 

part with up to 5 gallons of water and 

5 pounds of food, and they have a 

25% chance of having available for 

trade any item with a value of 2 0 cp 

or less that the PCs request.  
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In addition to their trade goods, the 

elves have some knowledge of the 

terrain. They can tell  the PCs of the 

dangers of the Dead Lands far to the 

south (regions M and N), warning that 

the obsidian -covered expanse is home 

only to undead and that there is no 

food or water to be found there. They 

also mention they occasionally find old 

ruins in this region and the areas 

south and southeast (regions I  and J), 

but warn that the sands shift and 

cover or reveal places often, so i t is 

difficult to pin down any specific 

places. They do not go so far as to 

enter the rocky badlands to the east 

(regions C, F, and G), because the 

terrain is not conducive to running, 

and they avoid the salt flats because 

there is no water to be had and t he 

monsters out there are more 

dangerous.  

The Spike Birds number 20 adult 

elves. Their leader is Nen, a skilled 

nomad with a strong knowledge of 

desert survival and a cunning mind for 

taking advantage of unusual 

situations. She is counseled by Kalu, 

an air  cleric who advises the group on 

weather and uses magic to heal 

injuries.  

The rest of the tribe consists of:  

¶ One 5th level psionicist  

¶ One 3rd level fighter  

¶ 16 non -adventuring elves  

Elf, Athasian: AL CN; AC 6 (10 

unarmored); MV 12ò; HD 1+1; HP 6; 

THAC0 19; # At 1; Dmg 1d2 or by 

weapon; SD surprise; SZ M; ML 12; 

XP Value 35.  

Elf Psionicist 5: AL N; AC 6 (10 

unarmored); MV 12ò; HD 5; HP 18; 

THAC0 18; # At 1; Dmg 1d2 or by 

weapon; SA psionics; SD surprise; SZ 

M; ML 12; XP Value 650. The 

psionicist has 65 PSPs, a power score 

of 16, and the powers ballistic attack, 

body control, body equilibrium, cell 

adjustment, concentrate water, 

control sound, control wind, deflect, 

heightened senses, molecular 

manipulation, molecular 

rearrangement, project force, and 

telekines is. 

Elf Fighter 3: AL CN; AC 4 (10 

unarmored); MV 12ò; HD 3; HP 17; 

THAC0 18; # At 1; Dmg 1d2 or by 

weapon; SD surprise; SZ M;  ML 12;  

XP Value 65. The fighter wears 

studded leather armor and bears a 

bone tribal longsword (+1 bonus to 

attack rolls, offset b y the -1 penalty 

for bone weapons) and a medium 

shield made of bone with hide 

stretched over it.  

Nen, elf fighter (wilderness 

warrior) 5: AL N; AC 2 (6 

unarmored); HD fighter 5 ; HP 26; 

THAC0 16; # At 1; Dmg by weapon  

+1 ; SD surprise; SZ M; ML 12; XP 

Value 420.  

Nen has a Strength score of 16 , a 

Dexterity score of 19 , and a Charisma 

score of 16 . 
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NenðIllus. by Kendal Gates  

 

Nen is a charismatic adult elf woman 

in her 30s. She takes leadership of her 

tribe seriously and is skilled both at 

desert survival an d at evaluating 

hazards. When she fights, she wears 

studded leather armor, bears a tribal 

bone longsword, and carries a medium 

shield made of bone with hide 

stretched over it; her Dexterity score 

of 18 also makes her hard to pin down 

in a fight. She also c arries a bundle of 

six javelins for ranged combat.  

Nenôs primary short-term concerns 

involve finding food and water for her 

tribe while avoiding other raiders or 

monsters; her long - term concern is 

that she and her wife have no children 

(and are unlikely to ), so she cannot 

follow elven tradition and pass on 

leadership of the tribe to an heir. She 

is considering simply declaring an 

heir, but doing so would cause a great 

deal of grumbling about ñtradition.ò 

She wants to avoid fracturing the tribe 

over leade rsh ip, which isnôt going to 

be a real issue for decades anyway, 

unless she meets a sudden and 

unexpected end (always a possibility 

on Athas).  

Nen uses the wilderness warrior kit 

described in The Complete Fighterôs 

Handbook ; primarily this serves to 

indicate h er survival skills, even 

though sheôs not a ranger. 

Kalu, elf cleric (air shaman) 5: AL 

CN; AC 6 (8 unarmored); MV 12ò; HD 

cleric 5 ; HP 23; THAC0 18; # At 1; 

Dmg by weapon; SA spells; SD 

surprise; SZ M; ML 12; XP Value 650.  

Priest spells:  

1.  call upon fait h, cure light wounds 

×2 , dispel fatigue * , locate animals or 

plants  

2. dust devil,  hold person , idea ** , 

steal breath À 

3. wind servantÀ 

* See Spells & Magic.  

** See the Tome of Magic . 

À See Earth, Air, Fire, and Water.  

Kalu has a Wisdom score of 16.  
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Kalu is an androgynous, agender elf 

who listens to the wind for spiritual 

advice and guidance. Kalu typically 

prepares spells for utility, healing, and 

escape. In combat, Kalu wears leather 

armor and fights with a sling or spear. 

Kalu works closely with Nen to gui de 

the tribe, offering sound advice but 

often focusing on spiritual matters 

over pragmatic ones. Kalu will heal 

the PCs in exchange for money, 

services, or trade goods (or, if the PCs 

become trusted friends of the tribe, 

even for free).  

Kalu uses the triba l shaman kit 

presented in Earth, Air, Fire, and 

Water . 

 
KaluðIllus. by Kendal Gates  

 

Traveling with the Spike Birds. The 

PCs might ask to travel with the Spike 

Birds as they make their nomadic 

journey. The Spike Birds are highly 

suspicious of outsiders,  and it take s 

many successful meetings and tests of 

trust for them to accept someone 

traveling along with their tribe.  Even a 

friendly  reaction doesnôt guarantee 

that theyôll let outsiders run along with 

them . T hey may find someone good 

company, even want to be friends, but 

still explain with all serious ness  that 

the elfôs life is not for those who 

werenôt born to the tribe. Even elves 

of other tribes receive a solemn 

reminder that separate tribes do not 

mingle while running the deserts.  

If the PCs do event ually win the trust 

of the Spike Birds, they still find they 

must keep up with the punishing 

running of the elves. Non -elves simply 

canôt keep up without using a mount 

(about which the elves will give the 

character constant ribbing). 

Characters who fall b ehind are left in 

the dust, as the tribe canôt wait up for 

those who canôt keep the pace, even 

friends and family.  

The Spike Birds make a broad circuit 

through the northwestern regions (A, 

B, and E), stopping occasionally at 

muddy ponds and cactus stands to  

hunt and resupply. Player characters  

who accompany them (or trail them) 

can learn the locations of these 

natural features and resources.  This is 

another reason that the Spike Birds 

donôt invite others to travel with 

them ðthey donôt want their delicate 

res ource sites disrupted and used up.  
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8. Tembo, 1: The PCs stumble across 

an always -angry tembo, searching for 

meaty prey. If itôs daytime, the tembo 

is asleep under a thin layer of sand 

and might be missed if the PCs arenôt 

exploring carefully . I f the PCs ar e 

noisy, the tembo wakes up and uses 

chameleon power  to wait for the PCs 

to pass so it can ambush them. At 

night, the tembo is hunting.  

Remember that tembo have high 

intelligence and fanatical morale, so 

itôs likely to try to ambush the PCs and 

then wonôt give up in its attempts to 

devour them. It use s its life -draining 

powers and level -draining bite to try 

to kill one target, then drag s that 

target off in ectoplasmic form  to 

devour elsewhere. The tembo wonôt 

flee and pursue s PCs, and with its high 

movement  rate, it is likely to 

outdistance them.  

Player characters  who slay the tembo 

and track back  to  its lair find a rocky 

outcropping with a small hollow made 

by the temboôs claws, with its treasure 

(type I: 30% chance of 1d6 ×1 00 

silver, 10% chance of 1d10 ×1 0 gold, 

65% chance of 2d6 gems, 15% 

chance of one magic item).  

Tembo: AL CE; AC 4; MV 15ò; HD 4; 

HP 18; THAC0 17; # At 5; Dmg 1d4 

(×2 )/1d6 ( ×2 )/1d8; SA level drain; 

SD dodge missiles; SZ M; ML 20; XP 

Value 975. Tembo have 80 PSPs, a 

power score of 10, and th e powers 

death field, life draining, shadow form, 

chameleon power, displacement, 

ectoplasmic form, heightened senses, 

and immovability.  See the DARK SUN  

boxed set Wandererôs Journal. 

9. Random dungeon: The shifting 

sands reveal a small buried ruin. Mark 

it s location on the map. If the PCs 

return in the future thereôs a 75% 

chance that itôs buried under the sand, 

so they wonôt be able to find it unless 

they use abilities like the spells 

clairvoyance or  locate object, or 

psionic powers such as know course or 

radial navigation . 

Use the random dungeon generator 

chapter to make the dungeon. Suit is 

 Spades  (ruins). Dungeon depth is 

1d4+ 5 cards. Encounters should be 

from the level 4 ï6 table.  

10. Wezer hive: Mark this location on 

the map.  The PCs encounter an area  

of rocks sticking out of the sand, with 

holes in the red rock face. Domes of 

sand held in place by resin dot the 

surface, each about five feet across 

and anywhere from three to eight feet 

in height, with only one dome 

containing a door connecting  to their  

tunnels.  

Grab a handful of dice, one of them a 

d8 and the others d6s. The d8 

represents the dome with an entrance, 

and the d6s represent other domes. 

Toss them on the map and connect 

them starting with the lowest roll to 

the next highest in order until al l of 

them are connected by tunnels.  

Tunnels in the wezer hive are about 4ô 

high, so anyone taller than  a dwarf or 

halfling takes a -2 penalty to attack 

and damage rolls in the tunnels, and 

half -giants take a -6 penalty.  
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The domes are festooned inside with 

wax balls hold ing  water (light colored) 

and honey (dark colored) ð35 one -

gallon water balls and 20 honey balls. 

Water balls are scattered throughout 

the hive, but the honey balls are 

found only attached to the ceiling of 

the brood chamber, which is the room  

with the highest d6 die roll when you 

generate the map.  

The hive has 1d20 ×1 0 workers and 

1d20 soldiers as well as one brood 

queen. The wezers function much like 

winged ants ðworkers dig tunnels, 

fetch water, and repair the colony, 

while soldiers find prey to bring back 

as food or for incubation of eggs. The 

brood mother remains in the brood 

chamber, where she implants eggs 

into prey brought to her by the 

soldiers.  

If the PCs donôt destroy the wezer 

colony at a strike, it hatch es and 

replace s 1d10 workers an d 1 soldier 

per week, and replace 1d10 balls of 

water and honey each week. If the 

brood queen is slain, the hive 

disperse s once the PCs leave.  

Worker wezer: AL N; AC 7; MV 6ò; 

HD 2; HP 9; THAC0 19; # At 1; Dmg 

1d4; SZ M; ML 11; XP Value 65.  

Soldier wezer: AL N; AC 7; MV 6ò; 

HD 2; HP 9; THAC0 19; # At 2; Dmg 

1d4/1d4; SZ M; ML 11; XP Value 120.  

Brood queen wezer: AL N; AC 4; MV 

6ò; HD 5; HP 22; THAC0 15; # At 2; 

Dmg 1d6/1d6; SA egg implant; SZ M; 

ML 11; XP Value 270.  

See the DARK SUN  boxed set 

adventure A Lit tle Knowledge for the 

wezer.  

11. Sand cactus, 1: As the PCs make 

their way across the sand, they find 

themselves stumbling over tiny 

needles sticking out of the fine surface 

of the dunes. Since thereôs only a 10% 

chance of spotting the needles while 

travel ing (20% if the partyôs actively 

searching for them), thereôs a good 

chance that someone will step into the 

sand cactusô needles and become 

stung.  

While the sand cactus canôt chase PCs, 

itôs still very dangerous, simply 

because any needle injury carries th e 

risk of infection or blood drain. 

Cautious PCs retreat immediately; 

clever ones may think of a way to dig 

up the central body. Once the plant is 

destroyed, the PCs can harvest pulp 

from it. The cactus has about 250 lbs. 

of usable pulp, which needs to be 

filtered and cooked before it can be 

safely eaten; once prepared it has the 

consistency of slimy snot and a 

slightly bitter melon - like flavor.  

This particular sand cactus is a small 

one, only 5 Hit Dice.  

Sand cactus: AL N; AC 8 (body) or 3 

(needles); MV sp ecial; HD 5; HP 22; 

THAC0 15; # At 1 per appendage; 

Dmg 1d3; SA blood drain; SD 

camouflage; SZ M; ML N/A; XP Value 

975. See MC 12: Terrors of the 

Desert .  

12. Roll twice and combine: Roll 

twice on the table and combine both 

results. For instance, the PCs mi ght 

stumble across the elf tribe in a war 

party fighting the tembo.   
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Bloodstone Crag 
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Bloodstone Crag is roughly dome -

shaped , made from deep red stone 

appearing like wet blood at sunset. 

The top is 40ô above the rest of the 

dunes, and has a small amount  of 

scrub grass and weedy brush on it ð

just enough to feed an erdlu or two. 

On the southeast side of the dome is 

an oval passage leading  into a series 

of excavated caves inside the crag.  

The excavations of Bloodstone Crag 

are home to a large colony of 19 hej -

kin.  Culturally, this group is insular 

and antagonistic; they are riven with 

internal disputes, but quickly unite to 

fight off outsiders. Player character s 

inside the hej -kin home find 

themselves quickly confronted 

(barring invisibility or stealth). By 

predilection, the hej -kin are inclined to 

hostile confrontation, though they 

might (on a positive reaction roll) 

simply tell trespassers to leave with all 

haste. They are not especially 

interested in trade, since they are 

self - sufficient ;  though they might try 

to bribe PCs to leave them alone, or 

purchase spells from a friendly 

preserver . 

Hej -kin tunnels are rough -hewn , but 

not by the hej -kinðthe  creatures  

found the excavation a few years  ago 

and moved into the area due to its 

abundant resources and useful s paces . 

The stone is hard enough to remain 

structurally sound even with 6ô high 

ceilings.  

The hej -kin tunnels are roughly split 

into two areas, with the split between 

them at the entrance (B1); to the 

right, rooms B2 ïB4, and to the left, a 

gradually ascendi ng path leading to 

B6ïB8.  The steps leading up along the 

winding left path are all rough -hewn 

and rise about 15ô over a fairly short 

distance, making for a steep climb . 

Note that characters over 6ô tall must 

duck to fit in the caves . This certainly 

provoke s claustrophobia for 

aarakocra, and half -giants must  kneel 

and crawl.  In addition, light is limited. 

The hej -kin rely on their heightened 

senses powers when in the dark, and 

they know their tunnels very well 

indeed. Using their stone phasing 

powers, they c an easily pop out from 

one tunnel to another to ambush 

invading PCs or flee from one -sided 

fights.  

Hej -kin tactics: If hostilities erupt at 

the entrance, one of the hej -kin at B1 

phases through the rock to the north 

alert the others at B2 and then keep 

goi ng through the rock to B8 to tell 

the leaders, who then organize a 

defense. The hej -kin make choke 

points at narrow hallways, using their 

stone phasing abilities to ambush the 

PCs. Their goal is to inflict losses that 

cause the PCs to retreat. Hej -kin 

comi ng as reinforcements activate 

their biofeedback power before 

entering combat.  
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If the PCs manage to penetrate the 

warrens beyond B1, the hej -kin know 

they are in significant danger, and do 

their best to group up and harry the 

PCs until the party retreats. I f morale 

fails, the hej -kin flee through the rock 

to head up and congregate at B8 ð

unless the leaders are already dead, in 

which case they flee deeper into the 

earth and do not return.  

Typical hej -kin share these statistics:  

Hej - kin: AL NE; AC 10; MV 6ò; HD 2; 

HP 9; THAC0 19; # At 2; Dmg 

1d4/1d4; SA psionics; SD psionics , 

rock phasing ; SZ S; ML 9; XP Value 

65. See MC 12: Terrors of the Desert .  

Hej -kin have 80 PSPs with a power 

score of 14 and the psionic powers 

biofeedback, body equilibrium, 

contact, heighte ned senses, intellect 

fortress, life draining, mindlink, post -

hypnotic suggestion, psychic crush, 

send thoughts, and thought shield.  

Individual hej -kin carry their personal 

treasure (type O) on their persons: 

1d3 ×1 0 bits and 1d2 ×1 0 ceramic 

pieces. (Vary th e exact values slightly 

so that not every hej -kin carries 

multiples of 10, while you donôt have 

to roll ten dice for each batch of 

coins.)  

Leaders have their statistics listed in 

their encounter area  (B8) . 

Mining the crag: The crag presents a 

large quantit y of useful stone ðtons of 

it. Expending one unit of security 

allows the PCs to gain two units of 

materials from the constant supply of 

stone, but only after the area is 

cleared. Treat this as a special 

settlement project requiring oversight 

by a PC with mi ning or stonemasonry 

proficiency.  

Outpost: While Bloodstone Crag does 

have a small source of food and water, 

the cramped caves arenôt very 

navigable to most surface -dwelling 

humanoids. Turning Bloodstone Crag 

into an outpost is possible by building 

extra s tructures, fences, and support 

buildings outside of the caves, which 

takes one extra unit of Materials.  

B1: Guarded Entry 
A short distance down the rocky 
tunnel, a small amount of smoky 

light illuminates a rough 

intersection. Spurs head to the left 

and to the right. Small, shadowy 
figures lurk in the dim torchlight.  

 

The hej -kin keep a lit torch on the wall 

spur just north of the B1 key on the 

map. At all times, three hej -kin keep 

watch at this location. They switch off 

every few hours, one hej -kin coming 

from elsewhere and replacing one of 

the guards, and bringing more 

torches. A pile of a dozen torches lies 

haphazardly on the ground beneath 

the lit torch.  

Hej - kin, 3 , as des cribed previously.  
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B2:  Communal Space 
The presence of small matted furs 

and scatte red pieces of dried dung 
for cooking fires indicates this is 

some kind of communal space for 

sleeping and eating. Of course, that 
means itôs almost always inhabited. 

 

The communal space is a place for 

cooking and sleeping. Privacy is 

limited ðhej -kin who w ish to engage in 

private business usually phase into 

small pockets of rock that arenôt 

connected to the other tunnels.  

Hej - kin, 8 , as described previously.  

 
Stage Design, Caves ðSmithsonian Collection  
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B3: Swampy Stones 
A small corner in a tunnel bend h ere 

has layers of muddy ground and 

small stones scattered about thick, 
reddish dirt. Mushrooms and odd 

subterranean mosses grow in large 

quantities over the wet ground, up 
the walls, and along the terraces 

formed by the stones and mud. 

Chunky bits of rotte n flesh provide 

compost for this subterranean 
agriculture.  

 

The hej -kin engage in limited 

agriculture, using subterranean fungi 

and plants to supplement their diets. 

Animals wander ing  near the crag are 

also caught and added to meals, with 

the offal used a s compost. Player 

characters find the stench distasteful ,  

and the mushrooms and mosses 

inedible to non -hej -kin palates.  With 

their natural claws, the hej -kin have 

little need for tools for agriculture.  

If the hej -kin are not in combat, there 

is usually one  from room B2 here 

tending to the gardens.  

B4: Muddy Pool 
A muddy pool fills the furthest 

corner of this hallway, and the floor 

descends slightly to meet it. A pair 

of empty waterskins lie next to it.  

 

This is the hej -kinôs water source, and 

the empty wat erskins are used either 

to carry water to other locations in the 

lair or for watering the crops at B3. 

The hej -kin know that their water 

source is cruc ial to their continued 

survival. I f they have reason to 

suspect the  PCs might try to poison it 

or make it  inaccessible , they move to 

cut off access en masse . If the pool is 

covered over, dried up magically, or 

otherwise destroyed, the surviving 

hej -kin migrate out of the crag and 

head east, looking for some new place 

to live among the stones (and likely 

dying  along the way).  

B5: Family Spaces 
Leather curtains stretched across 

opposite sides of this room make 
private space for small families. The 

old scents of cooking, refuse, and 

dirt combine in an earthy undertone.  

 

Two hej -kin families use this cavern as 

th eir home, with one family on the left 

side and the other family on the right.  

Hej - kin, 5 , as described previously.  

B6: Sharp Stairs 
A crudely -cut staircase rises very 

sharply here, practically like a set of 
handholds carved into the rock.  
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Any PC who can fit into the tunnels 

can climb the sharp stairs, though it 

takes a bit of effort ðno roll is 

required. At the very top of the stairs 

is an invisible glyph of warding that, 

when triggered, explodes in a shower 

of stones inflict ing  5d4 concussive 

damage to ev eryone on the stairs, and 

knocks the PCs off the stairs for a fall 

inflicting  another 1d6 damage. A 

successful saving throw halves the 

blast damage and lets the PC continue 

hang ing  on to the steps; a successful 

tumbling proficiency check negates 

the fallin g damage. Thieves who 

succeed in a find traps  check 

recognize this by the telltale scent of 

the incense used to cast the glyph . 

The glyph is keyed to trigger only for 

non -hej -kin.  

B7: The Runestone 
At the far end of this tunnel is a 

squat cylindrical stone , 4ô high and 

6ô wide. The stone is covered in 

strange and haphazard carved 
runes.  

 

This runestone serves as the spell 

book  for the hej -kin preserver (see 

B8). Player characters  might not 

immediately recognize this as magical 

script unless they use the 

spellweaving proficiency ( Defilers & 

Preservers: The Wizards of Athas ).  

PCs who cast  read magic decipher the 

following wizard spells:  

1: detect magic,  fist of stone * ,  light, 

read magic, spook  

2: Maximillianôs earthen grasp*, 

strength  

*  See the Tome of Magic . If you donôt 

have that resource, substitute a 

different spell of your choice.  

H>@&Znk&Rkgjkxy¯&Ingshkxy 
The large room at the top of the 
crag interior holds three distinct 

spaces within ðdelineated by piled 

rocks and leather curtains. In the 
middle of the  chamber is a low table 

with a ceramic lamp , burning some 

kind of oil.  

 

The three hej -kin leaders reside here. 

The central table serves as their place 

of meeting, to discuss important 

matters of defense and resource use.  

If the hej -kin caves are seriously  

threatened, the survivors retreat here 

to make a final defense with their 

leaders.  

The leadersô treasure consists of 261 

ceramic pieces, scattered between 

containers in their personal quarters , 

and a set of elegant pottery bowls and 

mugs worth 100 cp alon g with a 

medium preservation jug (see Chapter 

Seven: New Magic, Monsters, and 

Psionics )  currently holding  6 rations 

worth of grain . 

Hej - kin warrior , 1 : AL NE; AC 10; 

HD 4; HP 18; THAC0 17; # At 2; Dmg 

1d4/1d4; SA psionics; SD psionics , 

rock phasing ; SZ S; ML 9; XP Value 

175. The hej -kin warrior has the same 

psionic abilities as its compatriots.  
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Hej - kin earth cleric, 1: AL NE; AC 

10; HD 4; HP 18; THAC0 17; # At 2; 

Dmg 1d4/1d4; SA psionics, spells; SD 

psionics, rock phasing; SZ S; ML 9; XP 

Value 420.  The hej -kin cleric has the 

same psionic abilities as its 

compatriots.  

Priest spells:  

1. cure light wounds, magic stone, 

strength of stone *  

2. barkskin, dust devil  

* See Spells & Magic .  If you donôt 

have that book , substitute a different 

spell of your choice.  

The cleric has Major access to the 

Earth sphere and Minor access to the 

sphere of Cosmos, and changes spells 

as needed as the situation develop . 

Hej - kin preserver, 1: AL NE; AC 10; 

HD 4; HP 18; THAC0 17; # At 2; Dmg 

1d4/1d4; SA psionics, spells; SD 

psionics, r ock phasing; SZ S; ML 9; XP 

Value 420. The hej -kin preserver has 

the same psionic abilities as its 

compatriots.  

Wizard spells:  

1. fist of stone * , light, spook   

2. Maximillianôs earthen grasp*, 

strength  

* See the Tome of Magic . If you donôt 

have that book , substitute a different 

spell of your choice.  

The preserver has access to the 

wizard spells scribed on the runestone 

(B7), and change s them as needed, 

time permitting.
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Region C: The Stumbling Stones 
Adventure Level 4³6 ²&K~vkjozout&Hut{y@&<66&^V 

Predomi nant Terrain: Stony Barrens 

(½ overland movement speed). 

Encounter distance 5d10 × 10 feet , 

limited by visibility. Open, flat ground 

(10% chance of getting lost).  

Weather:  

1.  Warm and cloudy  

2.  Warm and clear  

3.  Hot and clear  

4.  Hot and clear  

5.  Very hot and clear  

6.  Very hot  and dusty (dust 

storms limit visibility to 100ô) 

The western sands give way to hard, 

flat ground covered in small gray and 

brown stones. Scrubby ground cover 

sometimes appears, along with the 

occasional lone tree. Wildlife is more 

common here ðonce the PCs  reach 

this area, regular hunting becomes 

possible for small game such as 

ground voles and lizards. Occasional 

large rocks sometimes hold pockets of 

rare rainwater, and creatures evade 

the daytime heat in shadowed crags.  

The stones present small tripping 

hazards, but are easier to navigate 

than the deep dunes of the sandy 

regions. Itôs rare to find stones larger 

than the size of a human head . Cacti 

and weeds, however, are plentiful.  

In the far eastern part of the region, 

the air becomes acrid and the ground  

turns cracked.  

Story Beats: The Stumbling Stones 

region is home to a variety of 

creatures, many of them predatory. 

The principal story element is at the 

Broken Cairns, where the PCs find 

clues point ing  them toward region F , 

the Three Neighbors.  

Encounters : A rand om encounter 

happens on a roll of 1 ï3 on 1d10. 

Check at 7 ï10 P.M.  
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Die 

Roll 

(2d6)  

Encounter  Encounter 

Limit  

2 Dune runner s, 

1d4  

1 

3 Crystal spider, 

1 

1 

4 Hunting 

cactus, 1d2  

2 

5 Kesôtrekel, 

3d10  

1 

6 Bôrohg, 1d12 4 

7 Brambleweed s, 

d% ×1 0 

ð 

8 The Tall Purple 

Grass  

Unique 

location  

9 Rock cactus, 

1d10  

2 

10  The Broken 

Cairns  

Unique 

location  

11  Heavy crodlu, 

1d6  

2 

12  Roll twice and 

combine  

ð 

 

2. Dune runners , 1d4 : The elves of 

the Spike Birds ðand occasionally, 

other tribes ðhave their share of 

losses while crossing the desert. The 

Spike Birds rarely come to this region 

now, and the dune runners, undead 

remnants of their tribe, are one of the 

reasons why.  

These dune runners were once typical 

elven tribal members, but their 

humble roots make them no less 

dangerous, thanks to the dominating 

aura of their compulsion to run. 

Remember , elf PCs gain a Wisdom 

check to realize what these are at first 

sight.  

The dune runners have no treasure, 

but wear the stretched and dried 

remnants of leather armor.  

Dune  runner : AL NE; AC 8; MV 18ò; 

HD 1; HP 5; THAC0 20 ; # At 1; Dmg 

1; SA psionics; SZ M; ML 16; XP Value 

65. Dune runners have 100 PSPs and 

the powers attraction, contact, mass 

domination, life detection, mind blank, 

mindlin k, and tower of iron will,  with a 

power score of 12 .  See MC 12: Terrors 

of the Desert.  

3. Crystal spider, 1: In a rough 

patch of rocks, a crystal spider spins a 

web to catch prey. It will gladly take 

humanoid blood instead of animal. At 

night, the web is a cutting hazard; 

during the day, th e light reflecting 

from it may draw curious 

investigation, and the spider attack s 

when it notices someone approaching.  
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The crystal spiderôs treasure is 

incidental (type Q ×2 ): 2d6 random 

gems ðcast -off deposits of its crystal 

biology. Due to its high speed, the 

crystal spider may simply flee if its 

morale fails, rather than fighting to 

the death.  

Crystal spider: AL N; AC 2; MV 24ò; 

HD 4; HP 18; THAC0 17; # At 3; Dmg 

2d4/2d4/1d4; SA poison, grab, light 

beam; SZ L;  ML 14;  XP Value 1,400.  

Crystal spiders have 33  PSPs and the 

powers control light and inertial 

barrier with a power score of 16. See 

MC 12: Terrors of the Desert.  

4. Hunting cactus, 1d2: These 

highly - intelligent pale green cacti look 

like a potential source of food and 

water, until someone gets close 

enough to realize that the cacti are 

hunting them. At night, the cactus is 

generally asleep; during the day, it 

senses nearby prey with its psionic 

abilities and attacks. Unless it is 

continually threatened, the cactus 

stops fighting after it kills one crea ture 

(so that it has a food source). A 

hunting cactus suffering  significant 

damage use s its aversion power to try 

to force its attackers to leave it alone.  

Note that the hunting cactus is not 

edible. Its flesh is woody and pliable 

but also stiff and leathe ry, and unlike 

other cacti it does not have accessible 

reserves of water.  

Hunting cactus, 1d2: AL N; AC 6; 

MV 9ò; HD 5+5; HP 29; THAC0 15; # 

At 10 or 1; Dmg 1d3 or 1d6; SA 

poison; SZ S; ML 13; XP Value 1,400. 

The hunting cactus has 25 PSPs and 

the powers a version, contact, inflict 

pain, life detection, mind blank, mind 

thrust, psionic sense, see sound, and 

ultrablast, and a power score of 8. See 

Dark Sun Monstrous Compendium  

Appendix II: Terrors Beyond Tyr . 

5. Kesôtrekel, 3d10: A flock of small 

carrion -eati ng avians circles over a 

likely spot of prey. The kesôtrekel have 

only animal intelligence, so they may 

follow PCs for a while hoping for a 

chance treat (50%), they might be 

wheeling and playing around their 

nests  (25%) , or they might already be 

feasting u pon the picked -over 

remnants of an animal carcass ( 25%, 

with nothing usable left for the PCs). 

The kesôtrekel may fight to keep their 

food, or even attack to finish off a 

wounded PC, but their weak morale 

means the flock is easy to disperse if a 

few are in jured or killed.  

The main threat the kesôtrekel present 

is in a flock attack, if the number of 

birds encountered is large enough 

(five or more).  

If encountered at their nests, there 

are 1d4 eggs for every two birds in 

the flock, and every bird gains a +4 

bonus to morale. One egg counts as ½ 

pound of food (a half ration for a 

Medium -sized person) and keeps for 

two weeks.  
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Kesôtrekel: AL N; AC 6; MV 1ò, Fl 24ò 

(C); HD 1+2; HP 7; THAC0 19; # At 

1; Dmg 1d41+; SA flock attack; SZ S; 

ML 6 (+1 per two kesôtrekel over 

five); XP Value 35. A flock of 20 or 

more gains the aversion psionic power 

with a power score of 10, but they 

only use this to make creatures leave 

their nests alone. See MC 12: Terrors 

of the Desert .  

6. Bôrohg, 1d12: A lone bôrohg may 

just be a wandere r or hunter; a group 

of them usually indicate either a 

hunting party or a  temporary  camp. 

These four -armed 15ô tall orange 

giants are always on the lookout for 

food, moving as nomadic groups with 

very simple stone and leather tools 

and clothes. Though they  can 

communicate with signs and grunts, 

they lack speech and their limited 

intellect means trading or complicated 

bargains are largely impossible 

ventures. How the bôrohg react to the 

PCs depends upon a reaction roll.  

If only one bôrohg is encountered, 

the re is a 20% chance it is a renegade 

bôrohg that escaped from gladiatorial 

captivity. In such a case , the creature 

wears armor made of bone and chitin 

(AC 1d3+2) and wields a hand axe 

made of metal (25%) or obsidian 

(75%). The renegade is otherwise 

equivale nt to other bôrohg except for 

having an XP Value of 975.  

If six or more bôrohg are encountered, 

one is a leader. Bôrohg leaders use 

limited tactics.  

Bôrohg carry their treasure (types J 

and K) with them, along with 

rudimentary hide clothes and the ir 

huge s pears and clubs (too large even 

for a half -giant to use). Their treasure 

thus amounts to a mere 2d6 bits and 

2d6 ceramic pieces each, but much of 

this value is instead in simple tools or 

food.  

Bôrohg: AL N; AC 7; MV 15ò; HD 5+3; 

HP 26; THAC0 15; # At 4; Dm g 

1d8+10; SA throw rock; SZ H; ML 10; 

XP Value 650.  

Bôrohg leader: AL N; AC 7; MV 15ò; 

HD 6+3; HP 30; THAC0 13; # At 4; 

Dmg 1d8+10; SZ H; ML 10; XP Value 

975.  

See MC 12: Terrors of the Desert.  

7. Brambleweeds, d% ×1 00: A 

thick, tangled mass of thorny vines 

occludes a wide area of the barrens. 

The PCs must go around it to proceed. 

While they might be tempted to try to 

cut down the brambles to use the 

wood, they quickly learn theyôre 

extremely hard and covered in sharp 

thorns ða hundred 2ò long thorns per 

10ô square section. If the PCs have 

some means of protecting themselves, 

they can harvest a considerable 

amount of wood, but old bramblewood 

doesnôt burn and isnôt pliable enough 

to be shaped, so itôs of limited utility 

unless further treated with other spells 

or powers.  Inventive characters might 

consider transplanting brambleweed 

to the settlement as an extra 

defensive measure, but itôs too 

dangerous to have around the non -

adventuring survivors.  
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The principal threat of brambleweeds 

is if the PCs run into an en counter 

nearby. A creature shoved into 

brambleweed takes 1d100 damage 

from thorny impalement!  

Since brambleweed is a plant, the 

easiest way to destroy it is with 

defiling magic.  

Brambleweed: AL Nil; AC 8; MV 1ô 

per day; HD 1 per 10ô square; THAC0 

20; # At passive; Dmg 1 hit 

point/thorn; SZ G; ML Nil; XP Value 

15 per 10ô square. See MC 12: Terrors 

of the Desert .  

8. The Tall Purple Grass: Mark this 

location on the map. This unique 

location becomes visible from a 

distance of about a mile. Read or 

paraphrase th e following information 

to the PCs when they first spot it.  

In the distance, you see what looks 

like a waving purple curtain, rising 
up from the rocky plains, but 

without any accompanying walls or 

supports. As it comes into focus, 
you realize it is a thick  stand of 

extremely tall grasses, 30ô high, 

blowing softly in the wind.  

 

The tall grass is a light purple  plant 

that is a filter feeder. It catches 

insects and wind -blown particles in its 

wheat - like fronds along the upper half 

of its length, while the low er stalk is 

flexible and light so that creatures 

canôt climb it or reach its grain stalks. 

The plant ôs seeds rest at the frond  

top s, sheathed in thin, razor -sharp 

leaves.  It collects moisture both from 

deep roots stretch ing  into ground 

reservoirs and from the atmosphere at 

its height.  At ground level, the hard 

dirt is still festooned with small rocks, 

but scrubby yellow weeds also create 

a cover of undergrowth.  

Strands of tall grass grow about one 

to three feet apart, so itôs possible to 

work through the fi eld, but itôs slow 

going (half speed). More importantly, 

the tall grass limits visibility to about 

20ô. Even creatures levitating or flying 

above it canôt see whatôs in the grass 

below unless the object below  is large 

enough to crest the field (30ô high). 
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The Tall Purple Grass ðIllus. by 

Adrianne Grady  

 

The tall grass can be cut down and 

used for fibers, able to make bulky 

rope or twine. It also burns readily. 

The grains at the top are edible, if 

ground into flour and cooked into 

flatbread or used as bat ter on another 

dish  fried in oil .  

Harvesting the tall grass is trivial with 

an edged metal tool; using a stone or 

obsidian tool takes much longer. 

Player characters  can harvest enough 

grass to generate 10 lbs. of food and 

100 lbs. of fiber materials, but i f they 

cut down the stand, it takes a full year 

for it to regrow.  

This tall grass isnôt well-suited to 

agriculture, as any PC with the 

agriculture, gardening, or herbalism 

proficiency can attest :  it takes years 

to establish its roots in the deep soil, 

and during that time its shoots remain 

stubby and donôt produce any grains. 

The first time that the PCs enter the 

tall grass, roll 1d6+4 and consult the 

random encounter table from region 

A: the Dusky Sands . The PCs 

encounter the indicated creature 

among the t all grass. Creatures in the 

tall grass are either foraging for food, 

waiting in ambush, or resting in the 

shade.  

9. Rock cactus, 1d10: The stony 

barrens appear to have several large, 

one - foot -diameter brown rocks strewn 

among the smaller stones here, but 

these are actually rock cacti. These 

present no real danger to the PCs 

unless the PCs mistakenly try to take 

them for materials, thinking that they 

are large chunks of stone.  

Rock cactus: AL N; AC 7; MV special; 

HD 2; HP 9; THAC0 19; # At 1d4+1; 

Dmg 1d3; SA  impale; SZ T; ML N/A; 

XP Value 65.  See Dark Sun Monstrous 

Compendium  Appendix II: Terrors 

Beyond Tyr . 

10. The Broken Cairns: Mark this 

location on the map. See The Broken 

Cairns at the end of this section.  
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11. Heavy crodlu, 1d6: Wild heavy 

crodlu can be d angerous, and theyôre 

too old to be readily domesticated, 

though a psionicist with the right 

powers could make them docile 

(possibly even making such a state 

permanent with psychic surgery). 

These are descendants of heavy 

crodlu that escaped from captivity  or 

from a destroyed caravan , and now 

wander the barrens. Heavy crodlu 

generally ignore PCs unless the party 

seems threatening, in which case they 

either attack or flee based on their 

morale check.  

Heavy crodlu: AL N; AC 4; MV 18ò; 

HD 6+6; HP 33; THAC0 13;  # At 5; 

Dmg 1d6/1d6/1d10/1d8/1d8; SA ram; 

SZ L; ML 11; XP Value 2,000.  See 

Dark Sun Monstrous Compendium  

Appendix II: Terrors Beyond Tyr . 

12. Roll twice and combine: Roll 

twice on the table and combine both 

results. For instance, the PCs might 

encounter a  heavy crodlu impaled on 

a rock cactus, or kesôtrekel circling 

over the remains of a creature killed 

by a crystal spider.  

The Broken Cairns 
Read or paraphrase the following text 

to the PCs when they enter this 

location.  

You spot several piles of rocks, 

som e of the m  little more than heaps 

of rubble, others deliberately 
stacked into oblong shapes perhaps 

2ô in height. At one end of the 

scattered piles is a thin wooden post 
with a pointing stick attached to it.  

 

The broken cairns are a set of rock -

covered sha llow graves, where various 

companions of the mul warrior Renshy 

were buried after meeting a bad end. 

Renshy and a few of her fellows 

survived their travels and eventually 

reached Toraxôs Pit, a tiny village in 

region F, where they settled down, but 

they le ft many of their friends and 

family behind in these mounds.  

Throw five dice onto an open map. 

Each die represents one cairn. Cairns 

consist of piles of a hundred stones, 

loosely stacked over a shallow pit that 

has skeletal remains in it. Each 

skeleton is s till garbed in the tattered 

remnants of its clothes and a pair of 

rotten leather sandals or boots. The 

cairn with the lowest die value also 

has an obsidian dagger , a jade anklet 

worth 300 cp,  and a pouch with 1d10 

bits and 1d10 ceramic pieces  (on a t ie, 

pick the one closest to you ) . 

The die with the highest value on its 

face contains one undead creature: a 

unique undead that formed from 

Chrion, one of Renshyôs fallen 

companions. Chrion seethes with 

resentment over his death and burial, 

and if he senses the presence of the 

living, he crawls from his grave to try 

to slay them.  He is a horrid sight, with 

rotting flesh hanging off of exposed 

bones and a permanent rictus grin on 

his damaged face, a shock of partially -

intact black hair scattered over his 

head and ragged wounds across his 

torso, now rotten and peeling.  
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Chrion, unique undead: AL NE; AC 

6; MV 9ò; HD 4+6; HP 42; THAC0 14; 

# At 1; Dmg 3d4; SA hammerblow; 

SD only harmed by magic weapons, ½ 

damage from blunt and piercing 

weapons, immune to mind effects; X P 

Value 975.  

Chrion strikes with his rock -hard fists. 

If he scores an 18 or more on the die 

for his attack  and hits , the target must 

also make a save vs. paralyzation or 

be knocked prone. Chrion is a very 

dangerous opponent for a low - level 

party without ma gic weapons, and 

they may do best to run from him ; if 

the PCs outdistance him, he returns to 

his grave . Chrion still wears an intact 

suit of leather armor +1 . 

In addition, there is a thin wooden 

post on the far south side of the site. 

It has a stick lashed  to it, barely 

hanging on after years of exposure, 

but still affixed such that it points to 

the south. This points in the direction 

of region F, the Three Neighbors, 

indicating that Renshy and her group 

were headed that way after burying 

their dead here ðthough it doesnôt 

point precisely toward Toraxôs Pit, 

because they hadnôt yet discovered 

that village. Based on whatever hex 

the Broken Cairns are in, indicate that 

the stick points toward region F. 

 
Sentinel Rock, Echo Canyon, Utah ð

Smithsonian Collection  
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Region D: The Hot Salts 
Adventure Level 7³9 ²&K~vkjozout&Hut{y@&72866&^V

Predominant Terrain: Salt Flats 

(normal overland movement speed). 

Encounter distance 5d10 × 10 feet , 

limited by visibility. Open, flat ground 

(10% chance of getting lost).  

Weather :  

1.  Warm and clear  

2.  Hot and clear  

3.  Hot and clear  

4.  Very hot  and clear  

5.  Very hot with salt storms (see 

below)  

6.  Scorching and clear  

The hot salts are punishing terrain of 

white, sun -beaten dirt with an inch -

thick layer of salt covering many 

places. Water is extremel y scarce and 

the salts sucks moisture out of the 

bodies of travelers. Worst of all, on 

bad days, dust storms filled with salt 

whip through the air, scraping flesh 

and drying out the body ðduring a salt 

storm, water consumption is doubled.  

Remember that scor ching weather 

slows overland travel.  

Story Beats: The hot salts are far 

from both the settlement  and the 

southern ruins, so they have limited 

useful resources. The important 

feature from the PCsô perspective is 

the sulfur spring and its attendant 

druid , wh o can provide a safe resting 

spot and a small amount of 

information about the surrounding 

regions ; and the Blasted Spar, which 

offers an opportunity for a military 

skirmish and significant treasure.  

Encounters : A rand om encounter 

happens on a roll of 1 on 1d10. Check 

at 3 ï6 A.M. and 3 ï6 P.M.  

Die 

Roll 

(2d6)  

Encounter  Encounter 

Limit  

2 Bulette , 1  1 

3 The Blasted 

Spar  

Unique  

location  

4 Lesser fire 

elementals, 

1d3  

2 

5 Dwarf banshee  Unique  

6 Huge 

scorpions, 1d4  

4 

7 Erdlu, 

5d10 ×1 0 

4 

8 Sulfur spring  Unique 

location  

9 Lirr, 2d6  2 

10  Salt mine  Unique 

location  

11  Salt  golem, 1  Unique  

12  Roll twice and 

combine  

ð 
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2. Bulette, 1: The land shark is a 

fierce predator, attracted to the 

vibrations of people walking on the 

flats above. It seems almost comical 

at f irst, a stony gray fin breaking 

through the white salt layer, until it 

breaks through the surface to devour. 

As always, the principal benefit of the 

bulette is the use of its back plate to 

make a strong shield, though hungry 

PCs will probably cook and eat it if 

they can kill it! (Tastes like shark.)  

Bulette: AL N; AC -2/4/6; MV 14ò, br 

3ò; HD 9; HP 41; THAC0 11; # At 3; 

Dmg 3d12/3d6/3d6; SA 8ô jump; SZ 

L; ML 11; XP Value 4,000.  See MC 1 .  

3. The Blasted Spar: Mark this 

location on the map. From a distance 

of  several miles, the PCs spot a lonely 

tower rising above a damaged curtain 

wall. There are signs of activity around 

the structure. See the description at 

the end of this section.  

4. Lesser fire elementals, 1d3: The 

hot sands are so waterless and 

parched th at tenuous connections to 

the elemental plane of Fire form here, 

leaving behind small but dangerous 

elementals eagerly seek ing  out things 

that they can burn. These elementals 

are especially dangerous to parties 

that havenôt yet acquired any magical 

weapons . 

Lesser fire elemental: AL N; AC 4; 

MV Fl 15ò (A); HD 6; HP 27; # At 1; 

Dmg 2d10; SA flame tongue ; SD +1 

or better weapon to hit; SZ M; ML 14; 

XP Value 975. See MC 12: Terrors of 

the Desert .  

5. Dwarf banshee: This unfortunate 

soul died with an unfinished focus of 

finding a trail  through the salt flats to 

some place with water beyond. Now 

undead, the banshee has only hatred 

for the living, who still have a chance 

to complete their business. It 

ruthlessly attacks anyone, especially 

dwarves.  Because of this f ocus, the 

banshee can only be permanently 

destroyed by taking its remains (even 

just a piece, or a bit of ash if its body 

is cremated) across the salt flats to 

the south and depositing them in a 

body of water there, such as the lake 

at the base of the Shie ld mountain in 

region P. PCs can learn this through 

use of spells like legend lore  or psionic 

abilities such as object reading (used 

on the body after the banshee is 

defeated). Otherwise, the banshee 

rises again at the next sunset 

(forming a new body somew here in 

the salt flats if necessary).  

The banshee has been dead for so 

long that its clothes and gear are 

mostly fragments, and it has only an 

obsidian dagger left.  

Dwarf banshee: AL LE; AC 0; MV 

12ò; HD 7; HP 32; THAC0 14; # At 

3/2; Dmg punch 1d2+10 or ob sidian 

dagger 1d4+8; SA gaze, malediction, 

psionics; SD steel or magical weapon 

to hit , ½ damage from fire, water, or 

air magic, immune to psionic contact ; 

MR special; SZ M; ML 17; XP Value 

2,000. The banshee has 110 PSPs and 

a power score of 15 with the p owers 

body weaponry, cause decay, 

chemical simulation, death field, 

double pain, intellect fortress, mental 

barrier, and shadow form. See MC 12: 

Terrors of the Desert . 
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6 . Huge scorpions, 1d4 : Scorpions 

are not especially dangerous predators 

compared to som e creatures of the 

salt flats; their most dangerous 

feature is the poison tail sting. They 

are usually aggressive.  

Huge scorpion: AL N; AC 4; MV 12ò; 

HD 4+4; HP 22; THAC0 15; # At 3; 

Dmg 1d8/1d8/1d3; SA poison sting  

(type F) ; SZ M; ML 10; XP Value 420. 

See MC 1 .  

7. Erdlu, 5d10 ×1 0: A large flock of 

erdlu roam the salt flats, pecking for 

small insects or bits of scrub grass. 

The erdlu pick areas clean of tiny bits 

of vegetation (from which they garner 

their moisture), then move on. These 

wild packs are fairly  common and 

usually skittish , but not actively 

hostile unless defending themselves. 

PCs who decide to hunt the erdlu must 

be careful to avoid antagonizing the 

whole pack, as the erdlu will likely 

maul them through sheer numbers. 

Individuals on the outskirt s can be 

picked off by canny hunters or the use 

of magic and psionics. Capturing at 

least ten and returning them to the 

settlement allows for construction of 

an erdlu pen under the supervision of 

a PC with the animal handling 

proficiency (see Chapter Two: The 

Settlement); award xp for captured 

erdlu as if they were defeated in 

combat.  

Erdlu: AL N; AC 7; MV 12ò; HD 3; 

THAC0 17; # At 2; Dmg 1d6/1d4; SD 

speed; SZ M; ML 10; XP Value 65.  See 

the DARK SUN  revised boxed set 

Wandererôs Chronicle. 

8. Sulfur spring: Mark this location 

on the map. The PCs smell a horrid 

rotting stench, like rotten eggs, before 

they realize the ground is turning 

muddy in places. Soon they come 

across several bubbling mud -pits. 

Water from deep beneath the surface 

absorbs volcanic heat an d bubbles up 

here, creating pools of stagnant, 

sulfurous water and mud. Throw four 

dice onto a blank map to indicate the 

locations of the mud pits or pools, 

which are 20ô in diameter. The pools 

also give off poisonous vapors for 

another 10ô in each direction; treat 

this as type K poison: Anyone who 

drinks the water or breathes the air 

feels dizzy and unwell and after 2d4 

minutes must save vs. poison or take 

5 points of damage. This continues 

repeatedly as long as the character 

remains in the area of the gas ses and 

each time the character ingests a half 

gallon of water.  Of course, spells like 

zone of sweet air , filter ,  and purify 

food & drink  can ameliorate these 

effects . 

The mud pits are extremely hot, and 

stepping in them subjects the 

character to 2d6 fire damage per 

round.  

Yellow -green reedy plants grow 

around the sulfur springs, but there 

are no insects, which is a clue to their 

toxicity. PCs with survival (salt flats) 

proficiency may notice the poisons 

beforehand with a successful check, 

and this certainl y triggers abilities like 

danger sense.  
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Mammoth hot springs, Yellowstone ð

Smithsonian Collection  

 

A druid named Galorah oversees the 

sulfur springs ðthese are her guarded 

lands. Galorah has few visitors, since 

she lives far from settled lands in 

dangerou s territory, but as a skilled 

druid she is quite safe in her home. 

She sustains herself through her 

connection to the land, though she 

has a small amount of sorrow over the 

fact that there will be nobody to 

protect t he land when she is gone 

someday . 

When t he PCs first arrive in the 

springs, Galorah watches them while 

remaining hidden, standing completely 

still in a spot between the pools but 

not quite in the poison gases. She 

judges the party based on how they 

approach the lands . If they are 

destructive, re ckless, and hostile, she 

simply waits for them to leave without 

ever revealing herself. If they are 

cautious and respectful of the dangers 

of the springs, make a reaction roll as 

normal; if she is friendly, she reveals 

herself and engages in conversation.  

Galorahôs principal motivation is living 

in harmony with her guarded lands 

and maintaining the ecosystem on 

behalf of the spirit of the lands. 

Despite being a hermit, she is very 

amiable, and has a charming 

personality.  

If Galorah is friendly, she offer s to use 

her spells to help the PCs while they 

visit, and she let s them stay safely in 

her domain. If she is unfriendly, she 

tells the PCs to leave the area . Instead 

of confronting them directly if they 

refuse, she summons monsters and 

directs local wildlife to the area (force 

a roll on the random encounter table 

every three hours the PCs spend  in 

the hex in such a case).  
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Galorah can also share information 

about the region. She knows little of 

what goes on along the trade routes 

to the north, but she does know  about 

the Blasted Spar (#3) and the raiders 

living  there. She avoids confrontation 

with them, as she could probably slay 

several ,  but their massed might is too 

much for her, and she has no desire to 

leave her lands unguarded by 

becoming a martyr. She does  know 

that they support their water supplies 

with magic, which can clue the PCs in 

to the fact that the raiders there have 

powerful clerical assistance.  

Notably, Galorah is powerful enough 

to raise the dead if the need should 

arise. Since she has passed he r Time 

of Wandering, though, she will not 

leave her guarded lands to accompany 

the party. Indeed, she is eager to 

have an apprentice, either a party 

member or a promising acolyte from 

among the people the PCs meet.  

Galorah, human druid 12: AL N; AC 

8; MV 1 2ò; HD druid 12 ; HP 47; 

THAC0 14; # At 1; Dmg bronze 

khopesh S ïM 2d4/L 1d6 ; SA spells , 

shape change 3/day ; SD +2 to saves 

vs. fire and electricity, hide in guarded 

lands, survive without nourishment in 

guarded lands; SZ M; ML 15; XP Value 

2,000.  Galorah ha s 101 PSPs and a 

power score of 14 with the wild talents 

of contact, mindlink, and sound link.  

Priest spells:  

1. animal friendship,  command,  cure 

light wounds  ×2 , detect poison, purify 

food & drink , sanctuary, sunscorch  

2. augury,  barkskin , charm person or  

mammal, clear water, cure moderate 

wounds, mind read, produce flame  

3. control animal, create food and 

water, dispel magic, heat exhaustion, 

protection from fire, zone of sweet air  

4. cure serious wounds, lungs of 

water, neutralize poison, repel insects  

5. commune with nature, good 

weather, raise dead  

6. heartseeker, heal  

Galorah has a Wisdom score of 18 and 

a Charisma score of 16. She has 

major access to the Spheres of 

Cosmos and Water, and minor access 

to the Sphere of Fire. She wears no 

armor, but has a  spiral ring  of 

protection +2 made of rugged stone , 

and a fine bronze khopesh.  

Though Galorah welcomes mindful 

company, she has no interest in 

turning her guarded lands into a 

barracks for traveling adventurers . 

PCs can camp here, but she does not 

want the m turn ing  the local landscape 

into an outpost, and resist s such 

suggestions.  She also has little use for 

trade, as she survives through her 

connection to the land and has no use 

for tools or coins.  

9.  Lirr, 2d6: The bright, fringed 

reptile lirr move in pa cks during the 

day, seeking out water and small prey 

animals. Though they have animal 

intelligence, use a reaction roll to 

determine whether they ignore the 

PCs (friendly result) or decide to hunt 

them (hostile result).  
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Lirr: AL N; AC 5; MV 15ò; HD 5+2; HP 

25; THAC0 15; # At 3; Dmg 

1d4+1/1d4+1/1d10; SA roar, rear 

claws (1d6+1/1d6+1); SZ M; ML 13; 

XP Value 420.  See Dark Sun 

Monstrous Compendium  Appendix II: 

Terrors Beyond Tyr.  

10. Salt mine: Mark this location on 

the map. The PCs find a shaft going  

straight down 20ô into a room below. 

Use the random dungeon generator, 

with a dungeon depth of 6 rooms. Suit 

is  Diamonds (mine).  Adventure 

level is 7 ï9.  

In the past, entry to the mine was 

through a rope and wooden plank, but 

time has long since destroyed such 

con trivances. Now the PCs can only 

enter by climbing down  the hole,  or by 

rigging their own rope.  

11. Salt golem, 1: Created long ago 

by a master who  no longer exists, this 

golem stands as a silent witness to a 

bygone time. Its orders are erratic 

and unclear,  so it is 50% likely to be 

hostile, 50% likely to remain 

completely immobile unless attacked.  

Salt golem: AL N; AC 4; MV 6ò; HD 

9; HP 41; THAC0 11; # At 1; Dmg 

2d8; SA pain, dehydrate; SD immune 

to electricity and cold, healed by fire; 

SZ L; ML 20; XP Valu e 4,000. See 

Dark Sun Monstrous Compendium 

Appendix II: Terrors Beyond Tyr . 

12. Roll twice and combine: Roll 

twice on the table and combine both 

results. For instance, the PCs might 

find the herd of erdlu gathering at the 

outskirts of the sulfur springs, o r 

discover the salt  golem standing silent 

guard over the salt mine.  
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The Blasted Spar 

 

As the PCs approach, read or 

paraphrase the following text.  

From a distance, you see a tottering 

tower, the top of which is ruined and 
blasted off. Around the tower is a 

partially -crumbled wall, but there 

are signs of habitation, including 
areas that are shored up andé 

perhapsé people on the walls? 
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The blasted spar is, like many of the 

ruins in this part of the wastes, a 

remnant from an earlier age, made 

from stone hauled here long after the 

waters that left the salt flats behind 

had receded. Located somewhat close 

to the Silt Estuary and the southern 

trade routes, it is home to a ruthless 

raider band that sallies forth to attack 

travelers  further to the north and 

east, then returns home to revel in 

their spoils.  

The blasted spar is in a normally 

inhospitable space, with no water 

supply ðthe well is dry and filled with 

stones  (though it could be dug out if 

sufficient motivation existed) . To 

survive, the raiders steal w ater from 

caravans, and rely on the powers of 

their resident trio of water clerics.  

The brutal leader of the raiders is 

Kurst, a mul fighter/water cleric. Kurst 

is a thoroughly wicked man, 

committed to the belief that strength 

is the only thing of value in  the broken 

world. He rules the other raiders 

through terror and force of will, and 

through the threat of withholding 

water from those who refuse to obey. 

Kurst has two disciples who also 

support the water needs of the 

raiders , and a half -giant follower wh o 

acts as his personal enforcer.  

For PCs, the major problem of dealing 

with the raiders of the blasted spar is 

that they are a small army ðas a high -

level fighter, Kurst has attracted 

followers who are as rough -and -

tumble as he is. Cunning PCs might 

use hit -and - run tactics or subtle magic 

and psionics to pick off raiders here 

and there, but the raiders post guards 

and use magic of their own in return.  

This does present an interesting 

opportunity: Once the PCs reach a 

high enough level, they can come 

back her e with an army of their own! 

A PC fighter or gladiator with a small 

army can turn this into a field battle, 

either using Battlesystem  or as a 

narrative backdrop for a race through 

the ruins to find and confront Kurst 

and his lieutenants.  

Exterior Defenses:  Due to his fighter 

skills, Kurst has developed some level 

of defenses. The perimeter, which 

once had a stone wall, now sports a 

ditch filled with spikes (delineated by 

the circle around the map). The ditch 

is 10ô wide by 10ô deep and the spikes 

inflict an  extra 1d6 damage to anyone 

falling in. The ditch also holds waste 

and serves as a septic pit , which 

means that anyone falling in must 

make a saving throw vs. poison or 

contract a disease (likely 

campylobacteriosis or typhoid fever) . 

The raiders typically come and go by 

moving the old drawbridge into place 

at the gatehouse (D5). If besieged, 

they simply withdraw the drawbridge 

and retreat behind cover while using 

missile weapons against attackers.  
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Siege Weapons: Kurst has one 

functional light ballista mount ed atop 

his barracks (D3) , accessed by a 

ladder on the eastern wall . Three 

warriors trained in its use guard it at 

all times. See Combat & Tactics 

Chapter Eight for information about 

siege weapons; while crewed by at 

least one trained warrior, this weapon 

can fire once per eight rounds, and 

inflicts damage of S ïM 2d6/L 3d6 on a 

hit. The ballista has twenty bolts. The 

guards replace used bolts at a rate of 

one per day.  

Guard Patrols: Kurst may be arbitrary 

and cruel, but he is a cunning 

strategist. His troop s are instructed to 

always  move in groups of three . 

Rarely is anyone alone ðdoing so is a 

violation of orders.  At any given time, 

two - third s of the troops are awake 

and on alert.  

Excursions: When Kurst takes his 

troops raiding, they leave one - third of 

his f orces to garrison the keep. If 

Kurst returns and his forces have been 

overrun, he appraises the enemy to 

the best of his ability, uses an augury 

spell, and then either attacks, lays in 

for a siege, or takes his troops and 

heads out to find easier territory  to 

conquer (and out of the Sand Marches 

map).  

The Stealth Approach: A band of 

rogues or invisible PCs may be able to 

slip in unnoticed. The spar  (# D2)  has 

no roof; the other buildings do, but 

they are haphazard assemblies of 

straw and mud. The biggest cha llenge 

will be crossing the outer ditch (easily 

accomplished with levitate , fly , or just 

the rogue ability  to  climb walls) and 

deciding where to make a surprise 

entrance ðor assassination.  

Negotiation: Kurst does  not negotiate. 

He is underhanded and cruel, and 

always looks for ways to turn 

opportunities to his advantage. He 

might temporarily surrender or cease 

combat, but he always look s for a 

chance to betray the PCs if he does. 

He may feign friendliness if necessary, 

but as soon as he believes he has the 

upper hand, he becomes domineering 

and arrogant. Kurst cannot be 

befriended; his only interest is in 

crushing those who oppose him and 

living with the luxuries that he steals.  

Kurstôs lieutenants, on the other hand, 

are somewhat more malleable. If 

Kurst is killed, his followers fight until 

their morale breaks, then scatter into 

the salt flats, never to return. His 

clerical acolytes act according to their 

individual motivations, as described 

separately.  
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Arena Challenge: Kurst loves pitting 

his foes against ea ch other, and 

relishes sight s of war and blood. PCs 

who issue a bold challenge receive an 

offer to compete in his settlementôs 

arena (D5). Kurst first throws one of 

his regular warriors against the PCsô 

champion, then Mogrumor the half -

giant, then offers t o fight personally. 

If the PCs offer group combat or 

change champions, he might or might 

not take them up, depending upon 

how much he thinks his troops have 

the advantage.  

Because Kurst is vindictive, he informs 

his troops quietly in advance that if he 

is defeated in the arena, his men are 

to kill the individual who does so, 

using missile weapons and the ballista 

at D3. If Kurst manages to defeat his 

enemy but the PC makes an 

impressive showing, Kurst might make 

an offer for the PC to join his band. Of 

cour se, this is a ñjoin or dieò offer. 

PCs who join Kurstôs band find 

themselves tasked as the lowest 

recruits on the hierarchy , and must 

deal with abuse from the other troops 

until proving  they canôt be bullied. 

Anyone who proves to be too 

competent ðand, thus , a potential 

threat to Kurstôs positionðis quietly 

killed while sleeping (or, for thri -

kreen, sent on a hunting expedition 

and then ambushed while fighting 

monsters).  

On a friendly reaction roll, Kurst 

allows PCs to bet on their arena 

challenges against h is troops.  

Expanding the Spar: If you want to 

add some extra challenge s, place a 

stairway going down in the spar (# D2) 

and generate a random dungeon. Suit 

is  Spades (ruins). Depth is 1d6+6 

rooms, encounter level 7 ï9.  Kurst and 

his followers never went do wn there, 

as they were spooked by the presence 

of the spell book  on the stone table 

next to the stairs.  

Outpost: If the PCs defeat Kurst and 

scatter his band, they can turn this 

location into an outpost. Because of its 

location at the edge of the wastes so  

close to the trade routes, it acts as if it 

automatically has a Trading Post . 

Unlike other outposts, which are too 

deep in the dangerous wastes, 

merchants will come here if the PCs 

clear out the raiders and make the 

area safe. This is one way for PCs to 

gain access to a trading post if they 

havenôt built  the project back at the 

main settlement, or if the party 

doesnôt have a trader PC. 

If the PCs turn this into an outpost, 

you might consider having it attacked 

by another raider band at some point . 

Give the  PCs a chance to be the 

defenders, a reason to build up the 

walls and defenses, and an 

opportunity to use the ballista!  

Kurst, mul fighter 10/water cleric 

10: AL CE; AC 2; HD fighter 10/cleric 

10; HP 92; MV 12ò (9ò in armor); 

THAC0 11; # At 3/2; Dmg  bone 

battleaxe +1 1d8+9 ; SA spells; SZ M; 

ML 14; XP Value 2,000.  
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Kurst has Strength 19  (+3 to attack 

and +7 to damage) , Dexterity 15, 

Constitution 19 , and Wisdom 16 . He 

has land -based r iding proficiency with 

both crodlu and chariots at 16.  

Kurst fights with a bone battleaxe + 1, 

with  which he is an expert, gaining 

two attacks per round. He wears 

nonmetal brigandine armor and bears 

a nonmetal  medium shield +1 . In 

ranged combat he uses a light 

crossbow with a dozen bone bolts +1  

(damage 1d4) , and carries  in his 

pouc h the key to the chest in his 

quarters (area #D3).  

Kurst is also a powerful cleric of water, 

but he tends to reserve his spells for 

creating water, healing his own 

wounds, or punishing people who 

displease him.  

Tarazad, human water cleric 7: AL 

NE; AC 6; H D cleric 7; HP 33; MV 12ò 

(9ò in armor); THAC0 16; # At 1; 

Dmg by weapon; SA spells; SZ M; ML 

12; XP Value 650.  

Tarazad has a Wisdom of 17.  In 

combat, he tends to throw other 

raiders in front of himself .  I f forced to 

fight ,  he wears nonmetal scale mail 

arm or and wields a longspear and 

does his best to fight from a distance. 

For ranged combat he uses a 

shortbow with two dozen bone arrows.  

Tarazad is an opportunist, who sees 

working for Kurst as a great chance to 

be a number - two man. He claims 

second choice o f treasures, threaten s 

to withhold water from raiders who 

displease him, and in turn attempts to 

curry favor from Kurst at every turn. 

He is thoroughly craven.  

Ethvim, half - elf water cleric 6: AL 

CN; AC 5; HD cleric 6; HP 27; MV 12ò; 

THAC0 18; # At 1; Dmg  by weapon, 

SA spells; SZ M; ML 14; XP Value 420.  

Ethvim has a Dexterity of 16 and a 

Wisdom of 16, and the religion 

proficiency with a score of 15. She 

wears leather armor and a cloak of 

protection +1 and carries a bone 

scimitar.  

Ethvim, unlike her peers, isnôt totally 

without scruples ðbut she is 

changeable, like the water, shifting 

allegiances as whims and 

opportunities permit. She canôt be 

relied upon or trusted, and about the 

only good thing going for her is that 

compared to the other clerics she isnôt 

deliberately malicious. Ethvim might 

engage in diplomacy if Kurst is slain, 

but thereôs no guarantee she will keep 

her word . Sheôs likely to simply leave 

if she is given the opportunity. If one 

of the PCs is a water cleric, though, 

she could be persuaded to  stay and 

help if given the opportunity to 

continue to learn from that PC 

(assuming the PC is higher level than 

she).  

Mogrumor , half - giant gladiator 5: 

AL C?; AC 6; HD gladiator 5; HP 80; 

MV 12ò (9ò in armor); THAC0 16; # At 

1; Dmg obsidian lotulis S ïM 

1d1 0+1 1/L 1d12+1 1; SZ L; ML 14; XP 

Value 270.  
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Mogrumor  has a Strength of 22 (+4 to 

attack, +10 to damage) and a 

Constitution of 17. Mogrumor is an 

extremely dim half -giant who follows 

Kurst almost obsessively. He sees 

Kurst as a great example of successful 

leadership and he tries to emulate 

Kurst, which largely involves yelling at 

other raiders and occasionally slapping 

someone so hard they are severely 

injured.  

In combat , Mogrumor  wields a large 

obsidian lotulis (dmg S ïM 1d10, L 

1d12 , -2 to attack, -1 to dama ge) with 

which he is a specialist (+1 to attack, 

+2 to damage, 3/2 attack rate). He 

wears a large suit of light leather scale 

with a large pauldron and braces of 

bronze plate  on the left arm  ( total AC 

7) . Mogrumor  is typically left to guard 

the fort while Kurst is out raiding ; he 

has his own large lean - to with a cloth 

canopy.  

Kurstôs raiders, 90: AL CE; AC 5; HD 

fighter 3; HP 14; MV 12ò (9ò in 

armor); THAC0 18; # At 1; Dmg by 

weapon; SZ M; ML 12  (18) ; XP Value 

65.  

Kurstôs raiders are a motley 

assortment of  various  humanoids. 

They are all largely crude, cruel, 

unimaginative, aggressive ;  and 

hungry for action, alcohol, and 

entertainment. Kurstôs raiders wear 

nonmetal scale armor, and fight with 

stone battleaxes and medium shields. 

In ranged combat they use lig ht 

crossbows with bone bolts, but only 

one - third of them are so armed; 

others take cover if missile fire breaks 

out.  

While Kurst is alive and on the field, 

the raiders have a morale of 18.  

D1: Ramshackle Cabins 
A collection of leaning cabins rest 

here, mad e from scavenged wood 

and stone. Dull pieces of decorative 

cloth flap in the breeze from the 
rooftops, and the entrances simply 

have curtains over them.  

 

These ramshackle cabins are some of 

the best shelter available to the 

regular troops ðhaving a spot in  a 

cabin instead of a tent is a significant 

reward for performance.  

The cabins are smelly and dirty, 

strewn with refuse. Each cabin holds a 

scattered array of personal effects and 

coinage including 2d6 random items of 

clothing or mundane gear such as 

pouch es, belts, packs, and quivers; 

3d6 ceramic pieces; 2d6 silver pieces; 

1d4 waterskins (with ½ gallon of 

water each); and 1d4 rations of food.  

If demolished, which takes 8 person -

hours of work, the cabins yield a total 

of 1 d6 ×1 0 pounds of construction 

materi als. 

D2: The Spar 
The ruined remnant of a central 

tower rises in the middle of the 
derelict keepôs yard. The left side of 

the tower is broken apart, with the 

right half forming a barely - intact 
upthrust of burned rock, as if 

reaching toward some skyward 

lig htning bolt that sundered it long 

ago.  

 






















































































































































































































































































































































































































































































































