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Dragr:rn 's Crown

Dragon’s Crown is designed for four to six player
characters of levels 10 to 13. If you have been play-
ing through the DARK SUN™ f{lip book modules
(Freedom, Road to Urik, Arcane Shadows, and
Asticlian Gambit), you can use the same characters
for Dragon’s Crown. However, you will find that
this module can be played as a stand-alone adven-
ture and that it is not necessary to play the other
modules in the series first. In addition to this mod-
ule, you will need the AD&D™ Second Edition rule
books, the DARK SUN boxed set, and The Com-
plete Psionics Handbook. You may find Dragon
Kings to be useful as well. The preceding modules
in this series complement the DARK SUN novels,
beginning with The Verdant Passage. Those world-
shaking events set the stage for this adventure, and
you may want to read them to get a better idea of the
current state of affairs on the world of Athas.

Components of Dragon’s Crown

Dragon’s Crown is organized into three adventure
books and supplemented by a map book, two poster
maps, and six Player Character Cards. In order, the
adventure books are: Out of the Valley, The Road
of Fire, and Dragon’s Crown Mountain. The ad-
venture books contain a total of eight distinct parts,
each of which is a small adventure in and of itself.
Seven of the parts are sequential sub-adventures
that follow the plot line of the entire adventure. The
last of the eight parts, Desert Perils, is a collection
of random encounters and small adventures that
you can use as red herrings or short adventures for

your players.

Preparing for Play

The first thing you should do is read the DM’s
Overview of the Plot, which begins on the next
page. This sets the stage for the adventure that fol-
lows and also provides you with a good idea of the

plot of the module. Then skim through the rest of

the adventure books. Before you begin play, read
the first part of the adventure, Out of the Valley, in
detail. This is the first adventure the player charac-
ters will be involved in. You may want to read Desert
Perils for any encounters that you think appropriate
for the first part of the module. As the PCs progress
through each of the parts of the adventure, read the
next section to prepare for play.

Pregenerated Characters

Decide whether you will use the pregenerated char-
acters provided on the Player Character Cards or
have the players use their own characters. If you
have played the previous modules in the series, you
may remember some of the pregenerated charac-
ters. Make sure that each player understands all the
information on the players’ cards, particularly any
special racial or class abilities. Answer any ques-
tions the players may have concerning their charac-
ters’ abilities before you begin the adventure. Since
psionics will play a very large part in this adventure,
you may want to review The Complete Psionics
Handbook, to refresh yourself on psionics rules.

Dragon’s Crown as an Independent
Adventure

Some parts of Dragon’s Crown refer to the allies
and enemies the characters made in the previous
modules. A brief summary of the events of the pre-
vious modules is included to allow you to pick up the
story in progress. You should assume that the PCs
took part in the previous adventures and treat the
summary as background for the players.

DM™ QOverview of the Plot

The Order

Dragon Kings reveals the existence of a secret socie-
ty of powerful psionicists known as the Order. These



are beings of all races who have reached the 21st
level of experience as psionicists. When a psionicist
reaches such a high level, the Order begins to watch
his or her actions and to evaluate the character’s
suitability for membership in their organization.
The Order is faceless and nameless; within its
ranks, only one or two superiors are known to any
given member. At the highest level, the circles of the
Order consist of only six persons: the Masters of
each psionic discipline. Each Master is served by six
more psiologists, specialists within his discipline.

Pharistes and the Psionatrix

The Cerebral Master of Telepathy is the ancient
human psionicist known as Pharistes. He has re-
cently ascended to his position and is recognized as
one of the most powerful members of the Order.
Pharistes has become disillusioned with the brutality
of Athas. He believes that the principle reason that
the world is in such a sorry state lies in the wanton
abuse of psionic power for personal gain and gratifi-
cation. Unfortunately for Athas, Pharistes is able to
do something about it. Pharistes long ago discov-
ered one of Athas’ most powerful and ancient
relics, the wondrous Psionatrix. A mystical gem
with an infinite pattern of light within its facets, the
Psionatrix is a perfect blending of psionic and magi-
cal power. Pharistes was tormented for decades by
the knowledge that such power was within his grasp,
but he abstained from wielding it. Pharistes finally
found a use for the great gem that he believed would
not violate his code of neutrality. He intended to use
the Psionatrix to suppress psionic use on Athas for
a thousand years—long enough for the Order to set
things to rights, following a patient, secret agenda.
The other Cerebral Masters violently objected to
the plan, but as the Master Telepathist Pharistes
was far stronger in the arts of mental combat than
any one of them. With the power of the Psionatrix,
he managed to defeat or suppress his peers and be
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come the sole voice of authority within the Order.
His plan for the Psionatrix was put into motion.
The immense energies of the gem were harnessed.
A field of psionic suppression was created and be-
gan to radiate out over Athas. The Psionatrix and
its amplifying apparatus were hidden and guarded
within the ancient palace at Dragon’s Crown. Each
member of the Order was given a small shard of the
Psionatrix, which shielded the interference and al-

lowed normal psionic use.

The Adventure

The effects of the Psionatrix field have now reached
the Tyr region. The sorcerer-kings are panicking, as
they have lost access to their psionic enchantments
and their potent psionic powers. Students of the
Way are finding their powers to be nearly inaccessi-
ble. The player characters discover the extent of the
disaster and investigate. They are summoned by
their old ally, the avangion known as Korgunard.
Korgunard is suffering the same difficulties as the
sorcerer-kings and asks the PCs to help him.
Korgunard needs the PCs to retrieve a scroll from
the ruins of an ancient city, the camp of the Black
Sand Raiders. The scroll is in the possession of the
defiler Fevil. The PCs infiltrate the camp and cap-
ture the scroll, a scholarly work on psionics that the
avangion needs to solve the puzzle of the psionic in-
terference. Korgunard studies the scroll and decides
that the source of the interference must be the leg-
endary Psionatrix. He believes that Hamanu of
Urik, a sorcerer-king, is to blame. Korgunard asks
the PCs to spy on Hamanu, while he tries to locate
the Psionatrix. The PCs go to Urik and are cap-
tured and brought before Hamanu. It turns out
that Hamanu believes Korgunard is responsible
and the PCs manage to arrange a magical confer-
ence between the two enemies. Both Hamanu and
Korgunard realize that the only organization left

that is capable of doing such a thing must be the
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legendary Order. At the end of Part Two,
Korgunard agrees to seek out the Order. Hamanu
volunteers to send a mission to Haakar, an ancient,
undead preserver in the Sea of Silt. Haakar is one
of the builders of the Dragon’s Crown palace and
possibly one of the makers of the Psionatrix. Ha-
manu provides a party of his chosen retainers to ac-
company the PCs as they head for the distant Sea
of Silt. At the Bitter Well oasis, the PCs find a par-
ty of giants waiting for them. The giants ‘invite” the
PCs and Urikites back to Lake Island to discuss the
psionic interference and possibly arrange an alli-
ance. The giants are secretly under the control of a
member of the Order who is trying to stop the PCs.
While the PCs are imprisoned on Lake Island, the
avangion Korgunard finds a member of the Order,
a halfling elder. The halfling summons the Order
and they kill the avangion, but the murder of
Korgunard divides the ranks of the Order. On Lake
Island, the Urikites manage to escape the giants but
decline to help the PCs get out. The PCs manage
to escape with some trouble, but the Urikites are
now ahead of them. Book One, Part Three ends
with the PCs setting off for the Road of Fire to find
Haakar before the Urikites do. In Part Four, the
Urikites attempt to defeat the ancient preserver and
are rebuffed with heavy casualties. While they retire
to lick their wounds, the PCs arrive and try to enter
the fortress. After some difficulty, the PCs manage
to get Haakar to help them and defeat the ancient
spirit by laying him to rest. The PCs learn of the
magical palace at Dragon’s Crown Mountain, and
start heading back. Meanwhile, the Urikites return
to King Hamanu empty handed. Part Five begins
with the PCs reaching the valley of Desverendi, but
they find that Korgunard has not returned. They
set off to find out what has become of the avangion.
In the passes of the Ringing Mountains, the PCs
come across a halfling tribe and win their trust. The
halflings take the PCs to the elder psionicist that
Korgunard had visited. The PCs find out that the

halfling psionicist killed Korgunard, then manage
to defeat the elder. During Part Six, the PCs head
toward Dragon’s Crown. The scrub plains of the
Hinterlands are now a battleground for thri-kreen
hordes maddened by the Psionatrix field. The PCs
are captured, and find that their old rivals, the Uri-
kites, are also in the hands of the thri-kreen. The
PCs are forced to ally with the Urikites to escape the
thri-kreen frenzy. In Part Seven, the PCs finally
reach Dragon’s Crown and try to find the Psiona-
trix. They befriend several rogue members of the
Order who are trying to end Pharistes” rule. When
the PCs find the DPsionatrix, the Urikites show up
again. The PCs and their allies must take on the
Urikites and the Order in an attempt to destroy the
Psionatrix and free Athas of the psionic suppres-

sion.
The Psionatrix Field

All of Athas is covered by the psionic interference in
Part One of this book. The field quadruples the
cost of psionic activity, and halves all power scores.
Insect creatures, like thri-kreen, are not suppressed
by the field—instead it drives them insane. Every
day a thri-kreen is within the field, it must make a
saving throw vs. spells or lose 1 point of Intelligence
and 1 point of Wisdom. When their ability scores
reach a total of 10 or less, thri-kreen automatically
go berserk in combat. (Berserk thri-kreen never turn
on their clutch, but they do kill and eat all foes they
face.) When the two scores drop to a total of 7 or
less, a thri-kreen can no longer be played as a PC,
although it will still accompany its current clutch.
Players with thri-kreen characters should activate
another character from their tree to finish the ad-

venture after this occurs.
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Dragon’s Crown begins in the ancient city-state of
Tyr, recently freed of the historic rule of the evil King
Kalak. The story of Tyr’s rebellion and first few
months of freedom begins in the flip book module
Freedom and continues through Road to Urik, Ar-
cane Shadows, and Asticlian Gambit. If you have
played the previous modules, your players will be fa-
miliar with the situation of Tyr and their characters
are likely to have a widespread network of contacts
and allies. If you have not, the PCs may not be famil-
iar with the great events of the preceding months.
The Background section is included to summarize

the previous DARK SUN™ f{lip book modules.
Dragon’s Crown works best if you assume your PCs
have participated in the previous adventures. The
Overview section describes the various encounters
and challenges the PCs must face. Dragon’s Crown

starts with Beginning the Adventure.

Background

If the PCs have not played through the flip book
modules that precede Dragon’s Crown, you will
need to summarize the events that have occurred
since they arrived in the city of Tyr. All characters
beginning this module should share this common
background of events and contacts. Even if you
have played the previous modules, it might be useful
to review the characters’ accomplishments to date.
Read the following text to the players:

It has been almost a year since you first came to the
ancient city of Tyr to seek your fortunes. You were
scarcely novices then, a ragged band of wanderers
and rogues from all corners of Athas. A year ago, it
would have seemed preposterous to imagine that
King Kalak would be overthrown, or that the army
of Urik would be defeated, or that a mystical avan-
gion would arise to combat the evil defilers of this
ruined world. Yet you have seen all this come to
pass. When you arrived in Tyr, you found a city

groaning under the heel of a tyrant. The terrible
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sorcerer-king Kalak was obsessed with the building
of a mighty ziggurat, and he had stripped all of Tyr
of its slaves. The iron mines were idle and the crops
in the fields surrounding the city were ignored for
lack of slave labor. Faced with economic ruin and
starvation, the people of Tyr were desperate. Ka-
lak’s only response was to confiscate more slaves.
You discovered the extent of Kalak’s hunger for
slaves when you were taken by the king’s templars.
At first your only concern was survival under the
brutal conditions of the slave pits. Kalek’s templars
set impossible work quotas; on the most meager of
rations. Despite this, you soon made friends within
the pits. Some of you trained as gladiators with the
slave warriors Lissan and Kanla. Others secretly
aided the Veiled Alliance, befriending the pre-
servers Faldar and Etheros. You also made enemies
within the pits. In spite of their efforts, you survived
to see the completion of the ziggurat and the great
games Kalak ordered for that day. Throughout the
afternoon, gladiators fought and died in the arena,
until the final melee. While you watched, the mul
Rikus hurled the Heartwood Spear through Kalak’s
chest. Thus began the revolution. In the riots and
panic that followed, you became heroes. While the
great leaders of the rebellion — Rikus, Neeva, Agis,
Sadira, and Tithian — fought to prevent Kalak from
casting some spell of catastrophic proportions, you
managed to lead the slaves and citizens of Tyr
against the hated templars and half-giants of Ka-
lak’s guard. The end of the day saw the end of Ka-
lak’s thousand-year reign. Freedom had come to
Tyr, and Tithian was declared king. While the lead-
ers of the rebellion worked to create a new democ-
racy in the ancient city, a new danger was already
approaching. On hearing of Kalak’s death, the
sorcerer-king Hamanu, of the city of Urik, dis-
patched an army to conquer Tyr. The fragile free-
dom of Tyr now depended on the skill and
determination of her army. You aided in mustering
the army, threatening and cajoling the factions of

Tyr into providing troops and weapons. Again, you

found yourself making both friends and enemies.
Powerful noblemen like Senator Turax, Senator
Tyrthani, and Verrasi Minthur all resented efforts
to enlist their troops and support. Every ally you
found brought you a new enemy in the factionalized
city. Finally the day of the army’s muster came, and
you were appointed as officers in charge of the
troops you had recruited. As the forces of Tyr
marched, it fell to your troops to scout and patrol
ahead of the army. It was a perilous task, but a vital
one. Morale was low and you were forced to deal
with deserters and incompetent commanders. You
were given the task of luring off the Urikite van-
guard to allow Commander Rikus to surprise the
enemy army. In a long day of feints, raids, and one
desperate stand, you succeeded. With your success,
Rikus crushed the army of Urik. Returning to Tyr,
you received an unusual message. Those of you with
Veiled Alliance connections were invited to Urik to
attend a special meeting of the Alliance there.
When you arrived in Urik, you were introduced to
several members of the Urikite Alliance, including
the ancient wizard named Jaggo and the exslave
called Elentha. You were also introduced to the leg-
endary Korgunard, a preserver and psionicist of ex-
traordinary power. Korgunard began a mystic rite of
life and light, casting a mighty spell of transforma-
tion. Before he could finish, the Urikite templars
discovered the meeting place and attacked.
Korgunard was absorbed in his spell and struck
down without the chance to defend himself In a
desperate running battle underneath the streets,
you escaped with the wounded preserver.
Korgunard’s wound was mortal, but the magical
energy of the spell temporarily kept him from death.
With his last conscious action, Korgunard whis-
pered the words, “"Toward Tyr.” Escaping from
Urik, you set off across the open desert, carrying
Korgunard with you. Your steps were dogged by a
powerful party of Urikite warriors led by the templar
Malestic. The slave tribes known as the Black Sand
Raiders and Werrik’s Stalkers were also on your

B e



track. Eventually you were captured. But you were
soon rescued by the Free, and continued your jour-
ney with Korgunard. The preserver’s dream mes-
sages led you to a small, green valley outside of Tyr.
Together with the earth spirit Desverendi, you saved
Korgunard’s life while holding off the attack of Ma-
lestic and his forces. Korgunard completed his
transformation to an avangion —a being of light,
life, and goodness who represents a chance to save
dying Athas. Returning to the city of Tyr, you
found that things were much the same as when you
left. King Tithian was still consolidating his  power,
but the people of Tyr had organized themselves into
powerful factions. The nobles looked after their own
interests, ensnaring their former slaves as tenant
farmers. The people of the crafts and the merchants
remained at odds, and the poor of the city cried out
for fair treatment. No one was entirely content with
the state of the city, but at least progress was made.
You continued to work as the agents and envoys of
the leaders of the rebellion, solving new crises each
day. You had been in Tyr for several weeks when
you were approached by the noblewoman Mingon
of Asticles. She hired you to protect a caravan going
from Tyr to the forest city of Gulg, and to carry a
special package. It turned out that Mingon’s fears
were justified; the caravan was attacked by a fierce
band of raiders. You managed to drive off the at-
tackers, entering Gulg as heroes. You were sent for
by the sorcerer-monarch Lalali-Puy, the Forest
Queen. She thanked you for bringing her package
to her, which was a necklace the sorcerer-monarch
valued highly. She then invited you to stay in her
palace. Unfortunately, you ran afoul of the mon-
arch’s subordinates — Mogadisho, warlord of Gulg,
Habban-Puy, and Shala, Mistress of the Hunt —
and found yourself imprisoned. In two days, you
were freed to participate in the Red Moon Hunt—
as quarry. With your wits and your courage, you
survived the Red Moon Hunt and fled to the city of
Nibenay. You were received by the Shadow King,

the faceless sorcerer-king of that city. He revealed to
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you that the necklace you had brought to Lalali-Puy
was an artifact that would greatly increase her
power, and sent you back to destroy it. You accom-
plished the Shadow King’s task, and returned
home. Revealing Mingon as a conspirator against
Tyr, you earned the gratitude of Senator Agis. You
and your companions have been in Tyr for a couple
of months now, returning to your normal duties.
The factions of the city continue to argue, and you
are constantly going from one place to another to
negotiate deals, carry messages, and occasionally
threaten someone. King Tithian’'s rule grows
stronger every day, and you take pride in the knowl-
edge that you are in part responsible for Tyr's free-
dom and growing prosperity.

At this point, you should allow the players to pur-
chase reasonable equipment or follow up on any old
loose ends, if they desire to do so. The PCs have
had several weeks to rest and rearm themselves.
This is a good time to answer any questions the
players might have concerning their characters, the
city of Tyr, or their adventures in the world of
Athas. Characters needing time to do spell re-
search, identify magic items, learn new proficiencies
and train for levels, accumulate followers, or be-
come involved in another long-term activity should
be given a reasonable amount of attention at this
point. As noted above, they have been in Tyr for a
couple of months, and you may want to take this
opportunity to get caught up on supporting play be-
fore embarking on another adventure.

Overview of Part One

In Part One, the players learn of a grave new threat
facing Tyr—the Psionatrix field. The player charac-
ters are summoned by the City Council. The lead-
ers of Tyr have heard rumors of an approaching
catastrophe. While the players are on their way to
the Council meeting, the Psionatrix field reaches

Tyr and sweeps over the city (Mekillot Rampage).
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In The Council of Tyr, the PCs learn the extent of
the disaster and are approached by Agis of Asti-
cles. Before the adventurers get very far, they are
magically contacted by the avangion Korgunard
(The Avangion’s Call). The preserver asks them to
recover a scroll from the ruins of an ancient town
occupied by the Black Sand Raiders. After leaving
Tyr, the player characters must travel to the Black
Sands in A Desert Journey. They may stop at the
oasis of the Silver Spring Elves or go straight to the
Search for the Black Sands. The camp is well-
hidden, and the Black Sand Raiders fiercely patrol
their territory (The Raiders Attack). In Defiler’s
Shadow, the PCs must infiltrate the Black Sand
Raiders” camp and descend into the depths below
in search of the scroll. After defeating the Black
Sand Raiders and recovering the scroll, the charac-
ters must to make their way to the Valley of the
Earth Spirit. There they meet with Korgunard and
evaluate the Psionatrix Acamedicia.

The Adventure Begins

The characters are going about their routine busi-
ness when they are suddenly summoned to an emer-
gency meeting of the Council of Tyr. The PCs are
often present during Council meetings, and several
are the chief aides and assistants of their patrons—
Tithian, Rikus, Agis, and Sadira. They have been
summoned to the Council Chambers on short no-
tice before, so they should not be too concerned.

Your company of adventurers is enjoying a rare
moment of relaxation in one of the finer taverns of
the Merchant’s Quarter. The fierce sun is setting,
and your long day has come to an end. You spent
most of the day negotiating between a group of ten-
ant farmers and their particularly unscrupulous, no-
ble overlord. While the negotiations were not
completed, at least you successfully postponed
bloodshed for another day. As you drain a flagon of
cheap wine and enjoy the performance of a tavern

“"W e e e

musician, there is a commotion at the door. A tall
elf in a short tunic enters the tavern. He immedi-
ately heads toward your table. You recognize him as
Thalid, a servant of the Council. The City Council
sends you greetings and requests your presence at a
meeting tonight, begins the elf without preamble.
Please present yourselves at the Council Chambers
one hour after sunset.

Thalid is just a courier and cannot tell the party
anything about the summons. If pressed, he shrugs
and observes that, It must be important, or they
wouldn’t have convened an emergency session.
Thalid eventually grows impatient if the PCs try to
detain him for too long; he has several other mes-
sages to deliver before the meeting. If the PCs de-
cide to ignore the summons for some reason, point
out that the next summons is likely to be delivered
by armed guards. If they still refuse to go, skip Me-
killot Rampage and The Council of Tyr and pro-
ceed to The Avangion’s Call.

Mekillot Rampage

As the PCs proceed to the Council meeting, the
effects of the Psionatrix sweep across the city, creat-
ing chaos and confusion. The PCs must deal with
two berserk mekillots —then they discover that psi-
onics have been affected in some strange way. The
map for this scene is on page 3 of the Map Book.
The streets of Tyr are quiet now, as most people are
returning home for the evening meal. Here and
there a few peddlers and storekeepers linger, hoping
for a little more business before the day ends. The
shadows are long and cool in the streets, and it is a
pleasant walk to the Council Chambers.

Along the streets of Caravan Way, you pass a
small square where a number of people are working
at unloading a massive armored wagon. Hulking
half-giant and mul porters are removing great urns

of grain and casks of southern wine, while agents of



the merchant house direct the activity. At the wag-
on's front, several animal handlers are carefully
freeing a pair of colossal mekillots from the yokes, a
common sight in Tyr, and you move on. Suddenly,
the scene explodes into chaos. The mekillots surge
out of their traces with mindless roars, trampling all
in their path. Oddly enough, you are also immedi-
ately aware of a low hum or vibration just below the
threshold of detection. It feels as though a chord in
your mind has just been plucked like the string of a
lute. The sensation is distinctly unpleasant. All
around you people are clutching at their heads or
doubling over. Even as you watch, most recover,
straightening with odd looks on their faces-but
here and there people simply crumple to the
ground. It takes you a moment to realize that the
psionicists of your party are among the latter. The
vibration within your mind fades as you try to un-
derstand what has happened. An acute sense of dis-
orientation hampers your mental processes, but in a
moment you realize that whatever has just occurred
is of secondary importance-right now you are in

the path of two berserk mekillots!

The PCs have just endured the passage of the
psionic interference field of the Psionatrix, although
they do not realize this just yet. The cost of all psi-
onic activity is quadrupled within this field, and all
power scores are halved. In addition, any psionicist
or multi-classed psionicist will be incapacitated for a
number of rounds equal to 21 minus their Wisdom
score. This is a temporary disorientation that has
the same effects as an ego whip: all actions are at a
penalty of -5 or -25%. The PCs can, of course,
simply flee the scene, but the heroic thing to do is to
kill or subdue the mekillots so that no one else can
be harmed. The gigantic lizards are completely ber-
serk, as they were under the psionic control of an
animal handler when the field swept over Tyr. There
are four human animal handlers directly in front of
the mekillots, trying in vain to reestablish control
over the creatures. In addition, several people have
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been rendered unconscious by the passage of the
field and are in danger of being trampled. The bat-
tle map for this encounter shows the path of the an-
gry mekillots and lists the damage they cause each
round of their rampage.

Mekillots (2): AL N; AC 7 (9); MV 9; HD 11;
hp: 51, 48, THACO 9; #AT 1; Dmg 1-6; swallow
on a 20, crush; Size G; ML 16 (berserk); XP 6,000

The mekillots kill any person they come in contact
with (as marked on the map). They also wreck nu-
merous market stalls, panic other nearby livestock,
and generally cause mayhem. PCs take damage ac-
cording to normal combat rules. Especially re-
sourceful PCs should be able to control the
mekillots with a hasty charm monster or hold mon-
ster spell. During the course of the animals’ ram-
page, all kinds of people are fleeing the square in

panic.

The Council of Tyr

The characters arrive at the Council Chambers
without further incident. In the Council session, the
various patrons and enemies of the PCs argue
about what has just occurred. The PCs are ap-
proached by Senator Agis of Asticles, who wants to
send them to find out what has happened to the city.

You hurry on toward the Council Chambers. All
of you can feel that something is different in the city
of Tyr, and the psionicists of your party are still dis-
oriented. In the streets you come across several
scenes of destruction and carnage where mekillots,
inix, and crodlus temporarily ran berserk or turned
on their handlers. In most cases the animals were
quickly subdued or killed. You come across one dis-
turbing scene, a thri-kreen lying in a pool of its own
ichor with half a dozen templars and citizens
sprawled nearby. Witnesses tell you that the insect
man simply ran amok at the same time that the ani-
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mals began their rampage. Despite the considerable
damage to the city, it appears that things are return-
ing to normal. The Council Chambers are crowd-
ed, with the various aides and retainers to the
councilors engaged in a furious debate. Everyone large
seems tense and edgy; you suspect that the grating
vibration or hum you felt in your minds may have
some lasting effect. You briefly consult with your
various patrons, but before you get a chance to find
out what is happening a sudden shout gets your at-
tention. Make way for King Tithian of Tyr!

The meeting settles as Tithian takes control of the
proceedings. The king of Tyr is accompanied by
half a dozen half-giant bodyguards, a similar num-
ber of templars, and several other officers of the pal-
ace and the army. He looks worried. The councilors
demand to know what is happening, but Tithian
has no ready answer. Instead, he presents several
different officers and templars who have news to
pass on to the Council. The PCs hear the following
reports:
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* A merchant reports encountering a battered
tribe of elves who claim that the Dragon is coming
to Tyr.

* An officer of the Army reports the presence of
large numbers of halfling raiders in the passes of the
Ringing Mountains. He believes a halfling horde is
coming to sack Tyr.

* A bureaucrat in the king’s service relays a report
from Urik of a series of meetings between halfling
chieftains and King Hamanu.

* A half-elven wanderer tells the Council that the
great thri-kreen hordes of the Hinterlands have
united under one leader and plan to invade Tyr.

* You can make up any other stories you wish. Ob-
viously, something is wrong in Tyr. The passage of
the field is still unexplained, but most of the coun-
cilors already have opinions:

Rikus the Mul, commander of the army: “It is plain
to see! Tyr is under attack—Hamanu is seeking new
allies to defeat us!”




Senator Turax, nobleman: “If the king cannot pro-
tect us from these threats, we shall have to take steps
to protect ourselves. I hereby withdraw my troops
from the army of Tyr.”

Neeva, Rikus’ lieutenant: “We must stand togeth-
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er. Divide our army now, and Tyr will surely fall

Master Sintha, leader of the merchants: "We have
heard nothing of a war brewing. A panic would be

unwise—and expensive.”

Agis of Asticles, nobleman: “The rumors of what
occurs outside of Tyr are immaterial now. We are
faced with a far worse threat. Since the rampage of
the animals, it has been nearly impossible to make
use of the Way. We must find out what is causing
this interference with mental powers!”

The debate rages for some time, but since no one
appears to know what is happening to Tyr, no clear
plans of action are put forth. Eventually King Xthian
retires, promising not to rest until Tyr is safe again.
The various Councilors begin to leave, most of them
obviously unsatisfied with the meeting. As you turn to
go, you find yourselves facing Agis of Asticles, one of
the noted leaders of the city. He looks very tired and
winces as though in pain. “A moment, my friends, he
says quietly. I would like to have a word with you.”

Agis is a powerful psionicist who instantly recog-
nized the interference that has suppressed psionic use
in Tyr. He is an old ally and patron of the PCs, most
recently from the Asticlian Gambit adventure. If the
PCs consent to speak with him, he draws them aside
and asks them to begin a private investigation of the
alteration in psionic use. Agis is convinced that some
great threat looms over Tyr, and hopes the PCs will
learn more than the king’s men have so far been able
to discover. Agis deals with the PC he is closest to,
preferably a psionicist. If asked, he says that he thinks
the PCs will do well to head into the west, where there
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are rumors of disturbances in the Forest Ridge and
the Hinterlands. Agis believes that the rumored disas-
ters are simply exaggerated reports of the passage of
the psionic suppression field. If the PCs agree to un-
dertake the mission, Agis provides them with any sup-
plies, mounts, or equipment they think
necessary —within reason. If the PCs ask about pay-
ment for their services, Agis agrees to pay them 100
sp each if they successfully determine the cause of the
interference. He also points out that averting a threat
to Tyr is its own reward. If the PCs accept Agis’s of-
fer, he tells them to meet him at his estate the next
morning for outfitting. If they decline, he is disap-
pointed but makes other arrangements. In either case,
proceed with The Avangion’s Call.

The Avangion’s Call

The PCs may pass the evening in whatever manner
they choose. If they ignored the Council summons or
declined Agis’ offer, this event occurs as they are ris-
ing the next day. They are aware of rumors of an ani-
mal rampage and psionic distortion, but they do not
have the information made available in the encounters
they skipped. If the characters went to the Council
meeting and accepted Agis’ offer, this event occurs as
they are meeting with the noble in his villa.

The Asticles estate is one of the most prosperous
and well-tended of the noble estates of Tyr. Agis is
known as a great humanitarian, and the tenant
farmers on his land enjoy good living conditions and
reasonable rent. The noble greets you himself when
you arrive at his luxurious palace. “Thank you for
coming,” he says. “I've taken the liberty of prepar-
ing some supplies and mounts. If there is anything
else I can do, let me know.”

While the characters are conferring with Agis, or
while they are preparing to go about their business if
they are not at the Asticles estate, the avangion

Korgunard magically contacts them. Korgunard is
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trying to unravel the mystery of the psionic interfer-
ence, and he needs the PCs’ aid.

With no warning at all a doorway of shimmering
blue light appears in the middle of the room. You
leap to your feet, startled and alarmed. A tall, slen-
der figure appears in the doorway. You instantly rec-
ognize the being as Korgunard, the magical
avangion whose life you saved a few months back. A
benevolent smile plays across his features.

“Greetings, my friends,” he begins. “Do not be
alarmed. It is I, Korgunard, and I need your help.
By now you must be aware of the magical interfer-
ence of psionic abilities. If I am correct, the field
advanced through Tyr yesterday. I am trying to
learn the cause of this interference. Unless it is
stopped, thousands will eventually go insane or die.
You may have seen some of these effects already.
You must believe me that this is a thing that could
destroy Athas as we know it. Will you aid me?”

Korgunard’s task coincides with the mission on

which Agis intended to send them. The Senator

himself is fascinated; he has only heard distant ru-
mors of such a being as Korgunard. There should
be no difficulty in getting the PCs to agree to aid

Korgunard.

“I intend to investigate some sources of informa-
tion I have access to,” Korgunard explains. “I
would like you to meet me at Desverendi’s wvalley in
15 days. Until then, there is a task that I must ask
you to undertake for me. I need to see an ancient
scroll concerning the relationship of psionics and
magic, and I know of only one copy that might still
exist."

The avangion pauses, and then continues. “The
scroll is referenced by another text I have, and is
reported to lie in the library of Othand. If you could
find the scroll and bring it to me at Desverendi’s
valley, it will save much precious time.”

If the PCs are reluctant, Korgunard attempts to
talk them into helping. He points out that the dis-
tortion in psionics threatens all of Athas, and that
the PCs’ assistance may save hundreds of lives. If
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the PCs demand some kind of compensation for
their assistance, Korgunard’s opinion of them will
drop a notch, but he points out that the library of
Othand is reputed to hold a treasury of ancient texts
and artifacts. In any event, he is willing to pay them
almost anything (as much as 1,000 sp each) for an
intact copy of the scroll.

The avangion smiles and thanks you for helping.
“The library of Othand is hidden within the ruins

”

of an ancient town in the Tablelands,” continues
Korgunard. "It is located near the center of a
stretch of sandy wastes that are as black as obsidian.
You must be very careful, my friends —the ruins are
used as a camp by the slave tribe known as the
Black Sand Raiders and their foul defiler. I believe
that the library has not been pillaged by the raiders,
but it may be that the defiler has removed the scroll.
You will find the library, and the camp of the Black
Sand Raiders, about two days’ walk east of the oasis
of Silver Spring. I shall meet you in Desverendi’s
valley when the two moons are full. Good luck and
safe journey, my friends.” The magical portal shim-
mers and fades. The image of the avangion waves
once, and is gone.

Setting Out

As promised, Agis of Asticles provides riding kanks
for each member of the party, plus one additional
pack kank for supplies and water. Each riding kank
carries saddlebags containing 15 days’ rations, and
two 4-gallon waterskins. In addition, the pack kank
carries 60 man-days’ worth of rations and a 30-
gallon cask of water. Other supplies include bed
rolls, blankets, kindling, tinder kits, 200 feet of
hemp rope, and torches.

Agis and his household wish you a fair journey as
you mount your kanks and turn your faces to the
wastes of Athas. Behind you, the city of Tyr is oddly
silent under the fear of what has occurred. “Good

luck, champions of Tyr!” Agis calls in farewell.
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A Desert Journey

The trip from Tyr to Silver Spring is not an easy
one at any time. It is approximately 70 miles from
Tyr to Silver Spring. The road is generally in good
condition and is clear and flat for armored caravan
wagons. Kanks have 15 MP per day for overland
movement, but this can be doubled to 30 MP or
tripled to 45 MP. (Refer to Mounted Overland
Travel, page 123, in the Dungeon Master’s Guide.)
Note that elves, thri-kreen, and half-giants do not
ride kanks. Travel along the road costs x MP per

mile under normal circumstances. Kanks moving at
normal speed should cover about 30 miles a day.
Characters who travel by night to conserve water
may not be able to rest the next day (see Movement
by Night, DARK SUN™ Rules Book, page 87).
When the characters leave the road, the terrain they
cross will be more rugged. Refer to the DARK
SUN Rules Book for appropriate movement point
costs. Keep track of how much water the PCs have;
they begin their trek with plenty, but kanks require
two gallons a day. The journey from Tyr to Silver
Spring is an excellent time to stage a diversionary
encounter from Part Eight, Desert Perils. You may
want to make normal wilderness random encounter
checks instead. Check three times per day with a
base chance of 1 in 10 for an encounter. Refer to
the random encounter charts in the DARK SUN
Rules Book or Monstrous Compendium for the re-
sult. Take a little time to describe the PCs’ travels in
the wastes of Athas. Instead of saying, “You travel

”

all day and nothing happens,” try something like,
“The sun hammers down on the barren wastes
around you without mercy. The horizon is lost in
shimmering heat mirages that leave you dizzy and
light-headed. At last, the shadows begin to grow
long and the sun sinks red and huge in the west. You
managed to coax another day’s travel out of your

aching and worn bodies.”

ll“__
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Finding the Black Sand Camp
(See Map Book pg. 4)

The Road to Silver Spring map, shows the various
oases and villages between Tyr and Silver Spring.
Food, water, and mount prices are also noted for
each village or fort. If the PCs do not visit the oasis
of Silver Spring, proceed to Search for the Black
Sands. If the PCs go to Silver Spring, continue with
The Silver Spring Elves.

The Silver Spring Elves

Silver Spring is a small oasis run by a band of swin-
dling elves. In the Arcane Shadows adventure, the
PCs may have stopped here. If you did not play that
adventure, assume that the PCs are not familiar with
Silver Spring. The elves of Silver Spring keep in touch
with the Black Sand Raiders and will warn them if
they recognize a dangerous party. The elves will avoid
direct action against the PCs, but may try to poison
their water if they think the PCs are a threat.

If the PCs are familiar with Silver Spring:

Ahead of you, a small compound emerges from the
dust and haze of the Athasian day. You recognize it
as Silver Spring, a small and foul oasis monopolized
by a band of ruthless elven rogues. On your last
visit, you were cheated, swindled, stolen from, and
sold out to the Black Sand Raiders. It is a miracle
that your effort to save Korgunard’'s life did not
come to an end within the elven camp. You halt a
bowshot from the walls and wait. An elven sentry
appears on the wall, a bow held at the ready. "A
silver piece to water here, travelers!” he cries. You
know only too well that the toll is only the beginning

of your in  Silver

expenses Spring.

If the PCs
Spring:

are not familiar with Silver

Ahead of you, a small compound emerges from the
dust and haze of the Athasian day. It is surrounded
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by a low stone wall, and you can see the brown and
muddy pool of water enclosed within. If this is Silver
Spring, it is poorly named. Approaching closer, you
see a slender figure appear on the wall, a bow at the
ready. He watches you for a moment, and then
shouts, “A silver piece to water here, travelers!”

The adventurers will be required to pay 1 sp per
person and per mount for the use of the oasis. The
gates of the compound will not be opened until they
have paid an elf who stands waiting outside. If the
PCs have been here before, they will be remem-
bered by some of the elves, but no one will speak of
any unpleasant occurrences of previous visits. If
pressed, a typical elf will shrug and mutter, “It was
only business.” The chief will be notified of the
PCs’ return. While the party waters their mounts
and drinks, they are assailed by a swarm of elven
women and children who try to sell them any num-
ber of things—elven rugs, blankets, or saddlebags,
all with a few fancy stitches to justify a price three
times normal. In the press of the crowd, an elven
child may attempt to pick the pocket of a PC. The
elves maintain a crude outdoor inn called the Trav-
eler’'s Camp. For 1 sp each, travelers receive a tent,
a rug, a place for their fire, and the unending atten-
tion of the elven peddlers and entertainers. If PCs
do not pay to stay in the camp, they cannot stay in
Silver Spring overnight. The Black Sand Raiders
keep in touch with the elves of Silver Spring. If the
PCs came to Silver Spring in Arcane Shadows, the
elves will remember them and notify the raiders.
Similarly, if the PCs ask a lot of questions about the
Black Sand Raiders, the elves will decide it is in
their interest to make sure the raiders are not sur-
prised by any visitors. They will attempt to poison
the PCs” water. Warning the Black Sand Raiders
doubles the number of raiders on patrol when the
PCs find the black sand in The Raiders Attack.
Poisoning the water causes a delayed illness to fall
over all PCs who drink from skins filled at Silver
Spring. The day after they fill their skins, each char-
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acter must make a saving throw vs. poison or suffer

-2 penalty on attacks, damage, armor class, and
Saving throws for 1d3 days. Unfortunately, the poi-
son is lethal to kanks, who must save or die. The
elves try to poison the waterskins during the night if
the PCs stay at the traveler’s camp. A 5th-level el-
ven thief attempts to poison the waterbags of the
party’s mounts, and automatically succeeds unless
the PCs are specifically posting a guard over their
animals. He then attempts to poison the personal
waterskins of the PCs while they sleep. If no PC is
on guard, he succeeds on a 60 or less on d100. A
roll of 95 or higher means that a PC catches him in
the act. If a PC is on guard, the thief will be content
to poison the water in the kanks’ saddlebags and
casks. If attacked, the thief receives the assistance of
2- 12 elven warriors.

Elven Thief: 5th-level; AL N; AC 8 (leather ar-
mor); MV 12; hp: 24; THACO 18; #AT 1; Dmg
1d8-1 (bone long sword); ML 10.

Elven Warriors: 3rd-level; AL N; AC 5 (studded
leather armor, shields, Dexterity); MV 12; hp:
3d10 each; THACO 18; #AT 1; Dmg 1d8-1
(bone long sword); ML 11; XP 175.

There are a total of about 30 elven warriors in the
village of Silver Spring. There are also several defil-
ers, clerics, and psionicists, as well as fighters of
higher levels. The chieftain is a fighter/defiler of
level 8/10. Should the PCs become involved in a
pitched battle against the elves, the women and chil-
dren will abandon the camp, while the warriors
fiercely attempt to drive the intruders away. If the
PCs are not known to the elves and don’t ask any
obvious questions, nothing will happen in this en-
counter besides a lot of annoying minor fees,
charges, and gratuities imposed by the elves.

Out of the Valley

Search for the Black Sands

The Road to Silver Spring in the Map Book shows
the area of the Black Sand Raiders’ camp. When
the PCs strike out into the Athasian wilds, you can
track their progress on this map. The search for the
black sands offers a good opportunity to insert a wil-
derness encounter from Part Eight: Desert Perils.
Alternatively, you may want to use the random en-
counter charts from the DARK SUN™ Monstrous
Compendium or Rules Book. Most of the terrain in
the region surrounding Silver Spring and the Black
Sand camp is stoney barrens. If you use this system,
make three d10 checks per day (morning, evening,
and night). An encounter occurs on a roll of 1. If
the PCs’” water was poisoned at Silver Spring, have
all the PCs and their mounts make saving throws vs.
poison at the beginning of the second day of travel
in the wilderness. All of the movement rules de-
scribed under A Desert Journey apply, but you
should remember that the MP cost of stoney bar-
rens is 2. The PCs will be slowed considerably, and
if moving at normal speed on kanks, they will only
make 7.5 miles per day. Human characters on foot
can make 12 miles per day across the barrens.
Regardless of whether or not the PCs remain
mounted or lose their water, keep careful track of
their supplies. Simple survival in the deserts of
Athas is a challenge even for experienced travelers,
and you should take every opportunity to penalize
PCs for abusing their mounts or being careless with
their water and food supplies. This section ends
when the player characters find the region of black
sand. They encounter a patrol of the Black Sand
Raiders (The Raiders Attack). If the party does not
find the black sand, you may have Korgunard ap-

pear in a vision to give them some directions.

Dealing with the Raiders

Clever players may decide to have their characters
attempt to negotiate the scroll away from the Black
Sand Raiders rather than steal it. If your players
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pick this course of action, the PCs may try to con-
tact the raiders through the Silver Spring elves or
they may set off to deal with them directly. The raid-
ers are vicious, arrogant, and extraordinarily greedy.
If the player characters show any signs of weakness,
the raiders will attack them outright. Characters
who offer a large sum of money for the scroll and
then do not follow it up with a show of strength are
begging for an ambush. Despite this, it is possible
that a deal could be brokered by the Silver Spring
elves if the PCs approach it in the right way. First,
they will have to strike a balance between catering to
the raiders” leader’s monomaniacal sense of ego
and appearing too weak to defend themselves. In-
sults or threats are a direct slap in the face to the
raiders, and they will respond appropriately. If the
PCs succeed in making the raiders realize that they
have something the adventurers want, the raiders
are going to wonder why the scroll is so important.
They will raise the price several times during the
course of negotiation. The only way the raiders will
part with the scroll peacefully is if they are offered
500 sp or more and shown that they will be unable
to take the silver away from the PCs by force. The
raiders show up 1-3 days after the PCs begin asking
for them at Silver Spring, or 1-2 days after any raid-
er is sent back to their camp with a request for a
meeting. Adventurers who force a raider to guide
them to the camp at sword’s point will be taken for
enemies and attacked when they arrive. Characters
who endanger Silver Spring by killing raider emis-
saries there will wake up one morning to find all the
elves gone. If the PCs give the Black Sand Raiders
reason to prepare an all out assault, a number of
unique characters will accompany the attack force.
Fighters and gladiators with exceptional ability
scores or weapon specialization will definitely be
among the leaders, as well as defilers and psioni-
cists. Half-giants, muls, and dwarves will be present
in small numbers as well. These characters are not
covered in this adventure, but you should make the

raiders as tough as necessary to convince the PCs
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that trying to kill all of them is a foolish course of

action.

The Raiders Attack

When the player characters first reach any part of
the black sand region, they come under attack by a
patrol of the Black Sand Raiders. Remember to
double these forces if the PCs advertised their mis-
sion in Silver Spring. When the PCs reach the ar-

ea, read the following:

A strong, searing wind has blasted you all day
long with its relentless fury. Struggling on through
the heat and dust, you suddenly find that the bar-
ren, rocky plains around you are giving way to a vast
sandy waste. You squint in disbelief, but your eyes
are not deceiving you the sand is as black as coal.
Surveying the legendary black sands of the Table-
lands, you prepare to strike out in search of the an-
cient ruins rumored to lie in the area’s dark
embrace. With the wind driving the dark sands, you
almost do mnot notice the approaching dust plumes
of a number of riders. Quickly you glance up at the
sky above you and see that your own passage is also
marked by a dark plume of dust.

The riders are a patrol of the Black Sand Raid-
ers, mounted on kanks. They spotted the PCs when
they approached the black sand region, and are rid-
ing hard to meet them. The players have 10 rounds
to take any action they want to, and then the riders
will be within bowshot. The PCs have several op-
tions: flee, hide, parley, or stand and fight. If the
party flees, the raiders spur their kanks to triple
speed (45) and pursue. As long as the PCs remain
within sight, the raiders will continue to pursue. If
the PCs hide, the raiders ride to the spot of the dust
plume and begin to search. PCs who stand their
ground will find that the raiders break into a wild
charge when they are about 200 yards from the front

characters. In a charge, the riders can close the dis-



tance and attack at the end of the round, receiving a
+2 on their attack roll. The raiders are armed with
medium lances, which inflict double damage in a
charge. Note that all the raiders suffer an AC pen-
alty of 1 during the charge, and PCs with pole
weapons (like spears) can set them against the
charge. The raider patrol consists of eight tribes-
men, a defiler, and a leader, Aricho. The tribesmen
fight until reduced to 10 hp: or less, and then seek
to disengage. The defiler lags back during the initial
charge, looking for targets for his spells, beginning
in the second round of combat. Aricho leads the
charge and melee until half of his men are down or
he is reduced to 10 hp or less.

Black Sand Raiders (8): Human F4; AL CE; AC 5
(chitin hide armor, shield); MV 12 (15 mounted);
hp: 25 each; THACO 17 (+1 to hit unmounted
opponents, -1 to hit with bone weapons); #AT 1;
Dmg 1d6 (medium lance, bone) or 1d8-1 (bone
long sword); ML 16; XP 270.

Defiler (1): Elf De6; AL CE; AC 6 (exceptional
Dexterity, robes); MV 12 (1.5 mounted); hp: 17;
THACO 13; #AT 1; Dmg 1d6 (staff); Defiler
spells: 1) color spray, magic missile (x2), wall of
fog; 2) blur, web; 3) fireball, slow; ML 16.

Aricho: Mul F8; AL CE; AC 3 (inix hide armor,
shield +2); MV 12 (15 mounted); hp: 66;
THACO 13 (+1 to hit with lance, +3 to hit with
steel long sword); #AT 1 (lance) or 2 (sword); Dmg
1d6+3 (bone lance, strength) or 1d8+6 (steel long
sword, specialized); ML 16.

If the PCs are defeated by the raider patrol, they
will be bound and dragged back to the black sand
camp. If the PCs defeat the patrol, they may be able
to coerce a tribesman into showing them where the
camp is, or they may be able to track tribesmen who
flee the fight back to the camp. If any tribesmen es-
cape and make it back to the camp, double the
number of sentries and guards in Defiler’s Shadow.
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Defiler’s Shadow

If the PCs were defeated by the Black Sand Raiders
in The Raiders Attack, they will be left in the pris-
oner tent under guard (area 9 on The Camp of the
Black Sand Raiders map in the Map Book). They
will be disarmed, bound, and gagged. The raiders
are not very kind to their prisoners: the PCs receive
only one half their daily requirements of food and
water. Their gear is stored in the treasure tent, also
under guard (area 8). If the characters were too bad-
ly damaged in the previous encounter to continue,
or if several have been killed, you may want to have
the players introduce new characters from their
character trees as fellow prisoners in the prisoner
tent.

Approaching the Camp

The black sand is about 10 miles in diameter, and
the ruins of Othand are located in the center of the
region. The adventurers will encounter no further
patrols as they approach the camp, but may run in-
to trouble once they are in sight of the ruins. The
ruins lie in a shallow depression surrounded by
high, rounded dunes of dark sand. The dune crests
are about a half mile from the walls of the ancient
town. By day, approaching characters are spotted if
they cross the crest and continue toward the town.
The Black Sand Raiders mistake any mounted par-
ty for one of their own patrols, especially if the PCs
wear the black robes favored by the slave tribe. PCs
wearing robes can enter the camp without incident,
but once inside they will be approached by warriors
who want to know why they have returned from their
patrol. Undisguised PCs are immediately recog-
nized as intruders at a range of 200 yards. If PCs
attempt to approach at night, only one moon shines
in the darkness. The PCs can move to within 200
yards of the camp without fear of detection. If they
move any closer, they may be spotted by the sentries
posted on the walls (see the map for sentry loca-

tions). The sentries can spot movement at a range of
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100 yards, but they may be inattentive or asleep. No
sentries are posted during daylight hours, but
enough raiders wander around the outside walls to

make sneaking up on the camp nearly impossible.

Camp Defenses

There are approximately 80 raiders in the camp at
any given time. There are about 70 miscellaneous
tribe members, tribe leader Zeburon’s personal
guard of eight warriors, plus the defiler Fevil, Ze-
buron himself, and Aditio, Zeburon’s mistress.
The Black Sand Raiders maintain two 10 man pa-
trols out in the Tablelands. Each patrol stays out for
several days. Within the camp, two guards are post-
ed around the clock at Zeburon’s headquarters, the
prisoner tent, and the treasure tent. By night these
six guards are supplemented by three sentries who
man the walls, and a four man patrol that polices
the immediate area of the camp. The patrol follows
a random pattern that takes it to each sentry and

guard post as it sweeps the entire camp.

The Raiders

During the day, the Black Sand Raiders pass their
time in a number of ways. Most have assigned tasks,
such as weapons maintenance or cooking duty. Eve-
ry raider can count on pulling at least one shift of
guard or sentry duty. In addition, each raider joins a
desert patrol once every three to four days. When
not standing guard or pursuing other assigned
tasks, the raiders often practice with their weapons,
torment captives, gamble, or get drunk.

Human Raider Warrior: F4; AL CE; AC 7 (stud-
ded leather, shield); MV 12; hp: 4d10;, THACO
17; #AT 1, Dmg by weapon; ML 13. Armed with
obsidian-tipped spear, bone short sword, and short
bow with 12 obsidian-tipped arrows; XP 270.
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Elite Raider Warrior: Human FS; AL CE; AC 5
(chitin hide armor, shield); MV 12; hp: 5d10;
THACO 16 (+2 to hit); #AT 1 or 3/2; Dmg by
weapon +4; SA specialized with weapon, 17
Strength; ML 16. Armed with bone long sword or
stone battle axe, light crossbow with 12 obsidian-
tipped bolts, steel dagger.

The Black Sand Camp

(See Map Book pg. 5)

The camp is shown in detail, and the following key
describes the various points of interest. Any raiders
on guard will attempt to call for assistance or raise
the alarm if suddenly confronted by a well-armed
band of intruders. Guards or sentries attempting to
raise the alarm have a 50% chance of rousing any
sleeping raiders within 50 feet. Check for each sepa-
rate tent or sleeping area within range. When a tent
is alerted, all raiders within awake and emerge, tak-
ing 1d4 rounds to arm themselves. One round after
any given group of raiders is alerted, they try to
spread the alarm, at which point a check is made for
every tent within 50 feet of that group.

The sand is fine and black beneath your feet, only
now cooling from the heat of the day. You crest a high
dune and find yourselves looking upon a large ruin of
the ancients. The ruins cover the floor of a shallow
valley. Most of the old buildings are nothing more
than piles of wind sculpted rubble, but several struc-
tures in the center of the ruins are still intact. A num-
ber of tents are set up throughout the central area of
the ruins. You can see a few cooking fires and some
people moving about. In the center of the camp, a
single ancient ruin draws your eye. It is a strong, an-
cient tower of dark stone. Its roof is largely collapsed,
but the lower floors might be habitable. Returning
your attention to the people who inhabit this ruin,
you distinctly make out a couple of guards clad in
black, hooded robes— the Black Sand Raiders?



Sentries, Guards, and Patrols

The sentries posted on the walls as marked are
normal warriors. The raiders tend to be lazy and
arrogant. There is a 50% chance that any given sen-
try is not paying attention to his duties. If a sentry is
attentive, he spots movement within 100 feet. If not,
he only spots movement within 30 feet, and suffers a
-1 penalty on surprise rolls. The sentries do not
bother to conceal their location and usually can be
found sitting on the ruined walls of the town. If a
sentry is attacked, he will call out for help. There is
a 25% chance a patrol hears and responds within 2-
4 (d3 + 1) rounds. The guards posted as marked on
the map are normal warriors. The guards in front of
Area 5, Zeburon’s headquarters, are elite warriors.
Guards are frequently checked on, and generally re-
main alert. They detect any movement within 60
feet, provided their line of sight is not obstructed.
Guards who see people moving around the camp
will not be alarmed, but if the PCs approach within
30 feet, the guards realize that they are intruders
and raise the alarm. A group of four warriors and
an elite warrior constantly patrols the interior of the
camp. They generally check on each of the guard
and sentry posts during their circuit, and also swing
through the camp at random intervals. Every turn,
there is a 1 in 6 chance that the patrol comes by.
Quick thinking PCs can pretend to be raiders, as
long as the patrol remains more than 30 feet away. If
the patrol gets close enough to recognize them as

intruders, they attack and raise the alarm.
Map Key

A number of structures on the map are ruins or
raiders’ tents. These are marked R or T. Areas of
special interest are indicated by a number. Buildings
marked R are ruins. Most are in very poor shape,
littered with wreckage. Drifts of dark sand partially
fill their interiors. Structures marked T are the tents
of the Black Sand Raiders. Small tents contain 3-6
(d4+2) and tents contain  9-16

raiders large
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(d8 + 8) raiders. The tents are furnished with bed
rolls, stools, and chests. Various weapons and ar-
mor pieces are scattered about. Personal items in-

clude 10-40 cp and 2-12 sp per raider.

1. Well Building: A large ancient building of dark
stone, this structure is about 20 feet high. Gaping
You hear the
sound of water dripping on stone. A sentry post is
located on the roof of this building.

If the sentry is inattentive, sneaky PCs can get up

archways lead into a dark interior.

to the walls or even enter without being detected.
There is a large, circular well within the building,
filled with cold water.

2. Kank Pen: A chest-high fence of thorny bram-
bles encircles an animal pen of some kind. You can
hear the rustle and clicking of a large number of
kanks. The insects are agitated by your presence.
There are 30 kanks within this enclosure.

They are docile, and can be taken if the PCs need
them. Saddles are kept in Area 3, the temple.

3. Ancient Temple: This impressive structure is par-
tially buried by a large sand dune. Round minarets
rise from its jagged corners, but time has shattered
the slender towers. A door of leather bound mekillot
ribs has been fitted across the original archway, and
a rare copper lock rests over the latch. Much of the
interior of this building has been filled with sand,
but a space near the door has been cleared for use
as storage.

A number of saddles, blankets, reins, and bridles
appropriate for kanks are kept here, about 20 sets
altogether. Several dozen waterskins, water casks,
and other miscellaneous gear are also here. Forcing
the door is likely to wake up the raiders in Area 4.

Treat this as an alarm check.

4. Guard Tent: This extravagant tent is reserved for
the use of Zeburon’s personal guards.

A total of 10 warriors live here, but two are always
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on guard in front of Zeburon’s headquarters. Of
the remaining eight, consider 6 to be elite warriors.
The other two are Hejaro and Reses, described be-
low. The interior of this tent is far more luxurious
than the tents of the other warriors, containing 335
cp, 110 sp, 18 gp, a magical shield +1, and a ruby
worth 50 sp.

Hejaro: Mul G17; AL NE; AC 3 (hide armor +1,
shield); MV 12; hp: 58; THACO 14 (+5 to hit
with steel impaler +1); #AT 2 with impaler; Dmg
1d8+10 (impaler- +1, Strength 19, specialist).
Hejaro is the leader of Zeburon’s personal guard
and is utterly loyal to the insane tribe chieftain. He
is a tall, powerful mul who was a slave gladiator in
the city of Draj before winning his freedom on the
point of his blade.

Reses: Elf F6; AL CE; AC 2 (studded leather ar-
mor, Dexterity 21); MV 12; hp: 49; THACO 15
(+2 to hit with bone long sword); #AT 3/2 with
sword, Dmg 1d8+2 Strength  17).
Reses is second in command of Zeburon’s body

(specialist,

guards. A tall elf with unbelievable grace and agili-
ty, he plans to murder Hejaro and replace the mul
as Zeburon’s chief bodyguard.

5. Zeburon’s Headquarters:

This ancient edifice is crowned by figures of winged
horrors. A few high, narrow windows are covered
with rough curtains, but you can make out dim can-
dlelight behind them. Obviously, this building is
still inhabited.

If the PCs are not cautious, they may attract the
attention of the two guards standing outside the
door. The guards are elite warriors and will instantly
attack any intruders they spot while making as
much noise as possible to raise the alarm. Zeburon
himself emerges two rounds later, while Atasha, his
mistress, peers out of a window to see what is hap-
pening. If the guards are involved in a battle, she
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will climb stairs inside the building to the roof and
begin shooting at PCs in the third round. She re-
ceives 50% cover. Zeburon happily joins the melee
when he comes out, but if he is reduced to half his
hit points, he begins to shout for his guards or Fevil
to come to help him. When reduced to 10 hp or
less, he will back out of the fight and slam the door
of his building, barring it from inside.

Zeburon’s headquarters are lavishly appointed,
but also feature a number of grotesque trophies
such as goblets made from human skulls, necklaces
of teeth and mummified ears, etc. Several chests
contain 670 sp, 1,210 cp, and a small cask of iron.
The cask holds six emeralds worth 80 sp each. A
number of ornate statues, lamps, exotic rugs, and
other luxuries fill the building.

Zeburon
Human Gladiator

7th Level
Chaotic Evil

Str 17 Int 14

Dex 16 Wis 12
Con 16 Cha 14
hp: 67

AC: 7 (Dexterity)

#AT: 2/1 with sword

THACO: 12 (+3 to hit with long sword)

Dmg: 1d8+8 (bone long sword, specialized).
Psionic Summary: PSPs 52;

Wild Talent: Danger Sense (Wis-3; IC 4; MC 3/
turn).

Equipment: Bone long sword, iron gauntlets (can be
used as cesti), iron helm.

Zeburon is the leader of the Black Sand Raiders.
He is a thoroughly insane ex-gladiator who views all
of life as a deadly arena game. His rule is capricious
and his discipline total—he simply kills with his own
hands anyone who disobeys him. Zeburon hates all



creatures that are not members of his tribe, and
works to instill a fanatic bloodlust equal to his own
in the ranks of the Black Sand Raiders. The Black
Sand Raiders are terrified of Zeburon and leap to
do his bidding. When he is fighting with them, their
morale is raised to a score of 18.

Atasha

Human Thief
8th Level
Chaotic Neutral

Str 12 Int 14
Dex 13 Wis 10
Con 15 Cha 14
hp: 37

AC: 3 (leather armor +1, Dexterity)

#AT: 1

THACO: 17 (+3 to hit with missiles)

Dmg: 1d4 (dagger) or 1d6-1 (bone-tipped arrows)
Psionic Summary: PSPs 40;

Wild Talent: Dimension Door (Con-1; IC 4; MC
2/round)

Thief Abilities: PP 65%; OL 57%; F/RT 55%;
MS 62%; HS 47%; HN 25%; CW 76%; RL 40%

Equipment: Leather armor +1, steel dagger, short

bow with 12 bone-tipped arrows, 6 steel arrows +2.

Atasha is a human rogue from the city of Nibe-
nay. She joined the Black Sand Raiders a year ago,
and quickly found a place at Zeburon’s side. She
realizes that no one is safe around the lunatic, but
she feels that she can use her skills to control him.

Atasha can backstab for triple normal damage.

6. Fevil’s Tower: The wreckage of the ancient tower
at the center of this camp rises above you. At one
time it must have soared 80 or 90 feet into the air,
but now the upper levels have collapsed. A few nar-
row windows can be seen on the second floor of the
tower, and the only entrance appears to be a stout
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door in the tower’s northern side. The stone is cold
and sweaty to the touch.

The interior of Fevil’s tower is shown as an inset
on the Black Sand Camp map. Fevil lives alone, but
he does employ a few basic traps and guardians.
Fevil can be found in room F, but if he hears in-
truders in the lower floor he will try to destroy them
with his spells. If the intruders look too tough for
him, he flees to the top of the tower and use his

wings of flying to escape.

Fevil

Male Human Defiler
10th Level

Lawful Evil

Str 15 Int 22

Dex 17 Wis 17
Con 16 Cha 8

AC: 5 (ring, Dexterity)
hp: 42

#AT: 1

THACO: 17

Dmg: 1d6+1 (quarterstaff).

Psionic Summary: PSPs 54;

Wild Talent: See Sound (Wis-3; IC 6; MC 3/
round)

Defiler Spells: 1) burning hands, charm person,
phantasmal force, magic missile; 2) flaming sphere,
invisibility, scare, wizard lock; 3) dispel magic, fire-
ball, suggestion; 4) fear, solid fog, stomeskin®; 5) cone
of cold, wall of stone.

(Each asterisk (*) raises power level by 1)

Equipment: Robes, ring of protection +2, quarter-
staff, wings of flying, fruit of extra healing

Fevil is the power behind the throne in the Black
Sand Raiders. He rules through Zeburon, allowing
the exgladiator to think that he is the master. Fevil
discovered the ruins of Othand many years ago and
has been exploring them ever since, seeking knowl-
edge and power.
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A. Hall. This chamber features a number of ruined
tapestries and banners. The remains of a large table
and many chairs litter the floor, which is covered
with a shallow layer of black sand.

Hidden behind the tapestries are six b’rohg zom-

bies, who attack anyone not accompanied by Fevil.

B’rohg Zombies (6): AL N; AC 6; MV 9; HD 6;
hp 26 each; THACO 15; #AT 1; Dmg 4-16; SD
standard undead immunities; ML 20; XP 650.

B. Cloak Rooms. These small antechambers con-
tain nothing but a few rotting rags.

C. Stairs. A 5-foot-wide stairway leads down to the
tower basement from here. The stairs descend
about 20 feet and are heavily covered with dust. The
dust has been disturbed recently.

D. Fevil’s Storeroom. This room is guarded by a
fire trap on the mekillot-rib door. The trap inflicts
1d4+10 hp of damage, or half if a saving throw vs.
spells is made by the victim. Two trained huge scor-
pions live in this room and viciously attack any in-
truders except Fevil. The storeroom contains three
locked trunks, plus several bed rolls, tents, blankets,
and other miscellaneous goods. The chests are each
protected by a fire trap, and contain 630 cp and 210
sp each. One chest also contains a bone long sword
+2, a fruit of flying, and a sack with four opals
worth 20 sp each.

Huge Scorpions (2): AL N; AC 4; MV 12; HD
4+4; hp 25, 23; THACO 15; #AT 3; Dmg 1-8/ 1-
8/ 1-3 + poison; SA seize in grip; ML 10; XP 420.

E. Upper Hall. This room is bare, with only a few
rotten tapestries along the walls and a pile of mold-
ering furniture heaped in one corner. If Fevil is pur-
sued from the lower hall, he sets the door to his
chambers ajar and then flees up the stairs leading to
the ruined upper stories of the tower.
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F. Fevil’s Chambers. Maintained in far better con-
dition than the rest of the ruined tower, the defiler’s
living quarters reveal Fevil’s taste for comfort. Sev-
eral ancient desks and chairs have been carefully re-
stored, and the choice loot of many caravan raids
has found its way here. Fine carpets and tapestries
adorn the room. Two hulking half-giant skeletons
stand at either side of the door, with orders to attack
anyone except Fevil. The skeletons stand behind
large tapestries beside the door and never move.
They gain a -2 bonus on their chance to surprise
opponents entering the door. Fevil’s quarters con-
tain a number of plush and expensive furnishings.
Underneath the bed is a small trunk with an iron
lock. It contains 180 sp, a fruit of extra healing, and
a scroll of protection from undead. A shelf along
one wall holds a number of scrolls in an ancient
tongue, generally in tatters. They are accounts of
the city of Othand in ancient days. Fevil’s spellbook
is hidden among the scrolls and is protected by an
illusion that makes it appear identical to the others.
It is trapped with secret pages and sepia snake sigils.
Another scroll is trapped with an explosive runes
spell (it has no value).

Monster Skeletons (2): AL N; AC 6; MV 12; HD
6; hp 40 each; THACO 15 (-2 to hit with stone
weapons); #AT 1, Dmg 2-16-1 (stone battle axe of
double size); SD type P or S weapons do 1/2 dam-
age, undead immunities; ML 20; XP 650.

G. Library. This room contains a number of scroll
racks stuffed with various works salvaged from the
ruins below. Most are of no interest, but it will take
one reader six turns to thoroughly search the scrolls
to determine this. One shelf holds a scroll with the
spells enervation, charm monster, and dig, and an-
other, a scroll of protection from fire. The treatise on
psionics is not here, but a tattered journal in one
corner documents the explorations Fevil has made
beneath the tower. One of its entries is a partial list-
ing of the contents of Er'Thork’s hoard, and the
Psionatrix Acamedicia appears on this list.
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7. Cooking Tent. Approaching this tent, you detect
a barrage of aromas and odors. You can see several
game animals quartered and drying on racks out-
side of the tent. This appears to be a kitchen.

This area is used for the preparation of daily
meals, as well as the preservation and packing of
rations for raids into the desert. A number of small
kettles, knives, and other culinary tools can be
found surrounding a pair of large tables. Several
fire pits are just outside the tent. Six warriors sleep
here, with a total of 165 cp and 30 sp between them.

8. Treasure Tent.. Two guards vigilantly watch this
tent’s only door. The flap is kept closed and secured
by a series of complex knots. You also notice that the
tent appears to be floored with a platform of wood,
and the sides are sewn to the flooring for extra secu-
rity.

The guards are especially attentive, since it is Ze-
buron’s habit to have other raiders try to slip past
and remove loot from the tent. Most of the booty
consists of trade goods such as bolts of silk, bales of
cotton, sacks full of grain, amber, mekillot bone,
hides, dyes, etc. One chest of wood contains 12 ob-
sidian long swords, and another holds 10 heavy
crossbows. A detailed search also uncovers a set of
six steel daggers, 40 iron arrowheads, and an excel-
lent, human-sized suit of rasclinn hide armor (base
AC 4 instead of AC 6).

9. Prisoner Tent. Narrowly spaced slats made from
mekiliot ribs are securely sewn with sturdy, leather
thongs to the sides of this heavy canvas tent. The
door flap is tightly knotted down, and two alert
guards lounge in front.

Decide whether or not you want to place any pris-
oners in need of rescue inside the tent. If there are
no prisoners, the tent will be open and unguarded.
The prisoner tent is a fine place to introduce new or
replacement PCs, or even a potential NPC ally for
parties that are having a difficult time. If the PCs
were defeated and captured by the Black Sand
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Raiders, they are imprisoned here. They are kept
under constant guard for 2-5 days, and then
brought out, one at a time, to be tortured or hunted
for sport by the raiders. Prisoners only receive half
of their required food and water per day. The sturdy
construction of the tent walls makes it impossible to
escape by simply cutting a slit in the material or try-
ing to wriggle out. Any number of other methods
will prove effective, however.

Below and Black Sand Camp

The crypts and chambers below Fevil’s tower form
the domain of Er'Thork, a raaig. The scroll that the
PCs are searching for rests within his treasure
hoard, in Area 16.

1. Tower Basement. This is a large, low-ceilinged
chamber of dark stone. Black sand scuffs beneath
your feet, and small pieces of rubbish can be seen
here and there on the floor. There are exits to the
north, south, east, and west. You can hear scurrying
and high pitched squeaking to the east. The door
that leads from the stairwell is new, made from stout
mekillot bone and bound with iron. It features a
strong iron lock. The western and eastern doors are
of ancient, rotted wood and are in bad shape. The
door to the south is of wood sheathed in green
15 bronze an is quite strong for its age. The scurrying
comes from a nest of normal rats in the northeast

corner of the room.

2. Crypt Chamber. The stonework here is rough and
crude, and the floor is uneven and pocked. A num-
ber of small crypts fill the room, their doors largely
rotted away to expose the foul contents. The air is
stale and unclean. As you enter, you hear the rus-
tling of movement— the mindless dead of this place
are rising to attack you!

The crypts are made of dressed stone and fitted
with doors of rotten old oak, bound with bronze.

Each one contains 1d8 burial niches, most of which

ll“__
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are full. Each round, the skeletons of one crypt rise,
leave their crypt, and move to attack the party. The
crypts skeletal,
zombies. They appear as normal skeletons at first

x  marked each contain six juju
but move more swiftly, with a burning light in their
eyeless sockets. A search of the various crypts un-
covers a number of artifacts—bronze plates and
goblets, small statuettes of bone or amber, and small
pieces of clothing and jewelry on the skeletons. Most
have decayed beyond any value, but there is a hid-
den compartment in southernmost of the juju zom-
bies” crypts that contains a steel long sword +1, a
wand of frost with 13 charges, and a pouch of six

rubies valued at 120 sp, 50 sp, and 4 x 30 sp.

Skeletons: AL N; AC 7; MV 12; HD 1; hp 4
each; THACO 19; #AT 1; Dmg 1-6; SD % dam-
age from S/P weapons, undead immunities; ML
20; XP 65.

Juju Zombies (12): AL N; AC 6; MV 9; HD
3+12; hp 28 each; THACO 15, #AT 1;
12; SD special; ML 20; XP 975.

Dmg 3-

3. Looted Crypts. This chamber resembles the other
crypt chambers, but the vaults have been sacked
long ago. Oddly enough, not a single ancient corpse
can be found within this room.

The door to Area 4 is made of stout iron bound,
ancient wood. It is covered with ancient writing, now
undecipherable. There is nothing of interest here.

4. Passage Cavern. The stonework in this chamber
is the crudest you have seen so far. It appears to have
been excavated as an afterthought to the construc-
tion of the original complex. Three winding pas-
sageways exit this chamber, leading off into the
gloom. To the west, a single door of iron bound
wood stands ajar. It is covered with ancient glyphs.

There is little debris in the room, and nothing of
any interest. The northernmost passage leads to a
cave-in that blocks all passage.
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5. Cellar. This passage seems to have been burrowed
rather than cut through the mixed sand and stone.
An awful stench fouls the tunnel. Suddenly, the
tunnel opens on a cluttered room of dressed stone,
filled with a litter of tattered, ancient corpses and
their burial vestments. Squatting among the dusty
mummies are several dog-like humanoid creatures.
With howls of hunger, they attack!

This room was a cellar to one of the ruins above.
It now serves as the lair for a pack of ghasts that feed
on the crypts. There is a trapdoor in the ceiling that
leads to a rubble-choked ruin east of the treasure
tent. The ghasts often hunt in the ruins above. They
can hear the PCs approaching and will try to sur-
prise them as they emerge from the tunnel. The cel-
lar contains a number of rotting casks of vinegar, a
few empty crates of rotten foodstuffs, and the debris
of the ghasts. A careful search reveals one corpse
that is only a few weeks old-the remains of a slave
who failed Fevil’s test of initiation. A suit of
scratched up, leather armor rests beside the body.

Ghast (5): AL CE; AC 4; MV 15; HD 4; hp 22
each; THACO 1.7; #AT 3; Dmg 1-4/1-4/1-8; SA
special; SD undead immunities; ML 14; XP 650.

6. Stronghold Basement. A large, well-built cham-
ber of the ancients that appears to be a basement.
A set of stairs airs lead up to the surface from one cor-
ner of the room. A few rotten and splintered racks
along the walls may have once held arms and armor,
but only dust remains. The stairway leads up to an
ancient door of riveted, iron plate.

The door’s frame is very old and rotten, and any
attempt to wrench the door open will pull it off its
hinges. The PC who tries to force the door must make
a saving throw vs. death or stumble back down the
stairs with a heavy iron door on top of him, taking 3d6
damage. The way to the surface is blocked by rubble
and sand. The western door is sturdy, made of rusty
iron plate, riveted to a frame. It is stuck hard; treat it

as locked for purposes of forcing it open.
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7. Crypt Chamber. This crudely-cut chamber con-
tains even rows of stone crypts. The air is foul and
stale with the smell of moldering bones. The
scratching and chattering of rats is obscenely audi-
ble in this room. Suddenly, you hear the creaking of
an opening door and a low moaning from the
tombs

Eight of the nine crypts in this room contains 1d8
burial niches. Each niche is occupied by a zombie.
Each melee round, one crypt empties as its occu-
pants shamble out to attack the intruders. The X
marked crypt contains eight juju zombies. The zom-
bies will not leave this room. Various odd urns,
plates, burial vestments, and ornaments can be
found in the crypts, but nothing of any value re-

mains here.

Zombies: AL N; AC 8; MV 6; HD 2; hp 9 each;
THACO 19; #AT 1; Dmg 1-8; SD undead immu-
nities; ML 20; XP 65.

Juju Zombies (8): AL N; AC 6; MV 9; HD
3+12; hp 28 each; THACO 15; #AT 1;
12; SD special; ML 20; XP 975.

Dmg 3-

8. Armory. The two rusty iron plate doors to this
room are both locked and stuck in place as though
magically held. A sun burst symbol is em blazoned
on each door, along with ancient glyphs.

Each of the doors has a glyph of warding on its
face that shocks the first person to touch the door
for 24 points of damage. A save vs. spells reduces
the damage by half. The air in this room is exceed-
ingly stale, but does not seem poisonous. Thick dust
covers the floor. As you enter, you see several faded
banners along the wall slowly dissolving with expo-
sure to the fresh air. Several racks along the walls
hold weapons of various sorts; it seems that this
room was an armory. A thorough search of the
room reveals a bundle of 40 steel-headed arrows
whose shafts are no good, six bronze-headed spears
with rotten shafts, a metal reinforced target shield,

two steel open faced helms, more than one dozen
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ruined crossbows, two steel-headed halberds with
decayed shafts, and six rusty iron short swords. A
steel bastard sword +1, flame tongue, and a shield

+1 are here as well.

9. Well Chamber. This small chamber features a
dark well shaft about 10 feet in diameter. A few an-
cient murals linger on the walls, the paint peeling
and undecipherable. You can barely see the reflec-
tion of your torches in the water 20 or 30 feet below.
There is a large underground lake beneath this
chamber. In Othand’s prime, the water level was
high enough to dip water from this room.

The lake is about 150 feet in diameter, and its
surface is 20 feet below the rim of the well. It is the
home of a very old and hungry cistern fiend. The
worm waits for characters to descend into the well,
but will hurl itself up the shaft to attack if they delay.
The fiend can only attack characters within 10 feet
of the well mouth. It will not leave the well to pursue
intruders. If reduced to 10 hp or less, the cistern
fiend drops back into the well and hides in the lake.

Cistern Fiend: AL N; AC 0; MV 12; HD
10 + 10; hp 66; THACO 9; #AT 12 tentacles plus
bite; Dmg paralyze or drain fluids; SA special; SD
regeneration; psionics; ML 15; XP 10,000.

10. Bone Chamber. This rough hewn, rock cham-
ber littered with bones of all descriptions. A number
of them have been broken and gnawed on. The
bones vary in age from ancient dust to new, shiny
remains. Despite the alarming nature of the room,
there is little of interest here.

11. Ancient Shrine. A large bronze-sheathed door
of ancient oak guards this chamber. Dire runes are
emblazoned on the doorway. Within the room a
number of stone benches face an evil altar, dedi-
cated to some forgotten god. The walls are deco-
rated with carvings of old, nightmarish creatures.

Thick dust covers everything. The altar is a slab of
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dark stone with a pair of ruined bronze braziers to
either side. A close search of the altar reveals a se-
cret compartment underneath that is trapped with a
spring-loaded dagger. The dagger attacks with a
THACO of 15 and inflicts 1-4 points of damage if it
hits. It is smeared with a black oily substance, but
the poison is so old that it is harmless. The compart-
ment is empty.

12. Fountain Room. An ancient wooden door
hangs in ruins on its bronze hinges. Within the
room, you can hear water splashing quietly. The wa-
ter comes from a fountain against the western wall.
The room is well made with stone dressing in good
condition. The fountain is a stone basin 4 feet in
diameter and about waist-high. A hideous statue
stands above the basin, and dark water trickles from
its mouth to the pool. The dust on the floor is
marked with dragging tracks.

The water of the fountain is poison; treat as type
J. One round after drinking, a victim must make a
saving throw vs. poison or die. Even if the save is
made, the victim still suffers 20 points of damage.
There is nothing else of interest in this room.

13. Rubble-Strewn Room. All kinds of debris litters
this room. Wrecked masonry, tattered banners and
tapestries, and a few ancient corpses can all be
found here. The room is of well-dressed stone, and
the faded images of old murals can still be traced
along the walls.

An exhaustive search of the room turns up little of
interest. One of the old bodies lies above a bone
dagger +2, and another one clutches an iron short
sword in its hand.

14. Rubble-Strewn Room. A room of rough cut
and undressed stone, this chamber is littered with
debris, including heaps of dirt, a few old corpses,
wrecked furniture, and broken weapons. A crude
wall painting wraps around the room, showing an

ancient procession of unknown purpose.
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Any character who scrutinizes the wall painting
finds that it displays an ancient religious procession.
A temple shown in the painting lies over the secret
door to Area 16. The rubbish contains nothing of
interest.

15. Throne Room. A double row of pillars marches
down this mighty hall, supporting a ceiling that is
fully 20 feet overhead. The walls stretch far to each
side. You immediately see an impressive throne
across the chamber, flanked by dimly burning torch-
es. A horrible spectral figure rises from the throne
and points at you. “Destroy them!” it hisses. From
the shadows of the pillars, eight gaunt figures in an-
cient bronze armor emerge. Their eyes burn with a
cold flame as they advance on you.

The spectral figure is the raaig Er'Thork. He was
once the high priest of the evil temple, and his belief
in his dark gods has sustained him in unlife.
Er'Thork is the master of these chambers and pas-
sages. If defeated, he will flee through the secret pas-
sage to Area 16. The armored figures are juju
zombies who will fight to the death. Er'Thork can
only be harmed by iron or steel weapons, regardless
of enchantment. He can use a death gaze at will; the
victim must make a saving throw vs. death or die.
His touch permanently drains 1d4 points of Intelli-
gence. A heal, wish, or restoration spell is the only
way to restore lost Intelligence. Beings reduced to
zero Intelligence are slain and rise as raaig-
controlled zombies. The throne room is decorated
with a number of rotten old banners and faded tap-
estries. The throne itself is made of ancient carved
oak, and is in poor condition. The zombies” armor
is in very bad shape, but three of the eight sets are
salvageable. In their present condition they are
worth 30 sp each.

Juju Zombies (8): AL N; AC 4 (bronze plate mail);
MV 9; HD 3 + 12; hp 28 each; THACO 15; #AT
1; Dmg 3-12; SD special;, ML 20; XP 975.



Raaig: AL LE; AC 0; MV 6; HD 11; hp 64;
THACO 10; #AT 1; Dmg 1-10 plus drain 1-4 Int
points; SA death gaze; SD special; ML 17; XP
9,000.

16. Treasure Cavern. This rough chamber carved
from the living rock is mostly unfinished. It is full of
ancient artifacts —banners, coats of arms, weapons,
furniture, and chests and coffers. A set of branch-
ing tunnels exit the room.

If Er'Thork was not killed in Area 15, he will
make his last stand here. If the PCs discover this
room before they go to 15, Er'Thork will be here
with four of his juju zombie guards. The southeast
passage winds its way under the ruins for about 200
yards before exiting in a sand-choked cellar. The
raiders do not know of this unguarded exit.

Er'Thork’s hoard is large, but a lot of it is com-
posed of worthless debris. The ancient furnishings
and banners are without value. The following items
of interest can be unearthed here: one chest, locked,
containing 400 sp and a pouch with five emeralds
worth 40 sp each; one chest, locked, containing 800
cp and a steel short sword +3; one coffer, locked,
containing 20 gp, a fruit of healing, a wand of magic
missiles with 22 charges, a ring of feather falling;
one weapon case containing a light crossbow of dis-
tance and 12 steel quarrels +2 a scroll of protec-
tion from petrification; a scroll with wall of force,
teleport, and cloudkill, and a bookshelf containing
several academic scrolls. One of these is the Psiona-
trix Acamedicia. The scroll is in an ancient tongue.
A comprehend languages allows it to be read. If a
PC does read the scroll, show him Excerpts from the
Scroll in the Map Book.

17. Hidden Cave. This is a small chamber of natu-
ral rock, fitted with a door of mekillot ribs bound
with giant hair. The floor is covered with black sand.

If any PCs check the floor, they discover a few
faint tracks in the sand that lead to the secret door
in the west wall of this chamber. There is nothing
else of note in this room.
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18. The Priest’s Crypt. The secret door conceals a
chamber of beautifully finished stone. It is bare,
with four alcoves containing dark idols of the an-
cient world. A fifth alcove holds the body of an an-
cient priest upon a bier of dark stone. The air is still
and dank in here. The body is all that is left of
Er'Thork’s shell.

Especially observant PCs may note that the body

mortal

bears a resemblance to the spectral raaig. Anything
that happens to the body happens to the raaig as
well. Er'Thork cannot bear the sight of his own
body and cannot stay within this room for more
than one round before fleeing. The body wears a
golden pectoral worth 130 sp, and two jeweled
bracelets that are actually bracers of defense AC 4.

Escaping the Catacombs

Once the characters have found the Psionatrix
Acamedicia, they must escape with the scroll. If they
have slain Fevil, they can safely exit through his tow-
er. If they have not slain Fevil, the defiler commands
his b’rohg zombies to attack anyone who emerges
from the tower stairs, and will have Zeburon set a
watch of eight normal warriors at the exit from Area
5 of the catacombs. If the Black Sand Raiders have
reason to believe that the PCs are in the vicinity,
they will muster a raiding party consisting of 20
kank-mounted raiders. This party will set out to
track down and kill the PCs if at all possible. You
should use your best judgment in deciding whether
or not the raiders know an enemy crept into their

camp, or where that enemy might have gone to.

Pursuit and Evasion

It is likely that the PCs will be leaving a very angry
slave tribe behind them when they leave Othand. If
the raiders can organize pursuit, they try to track
the PCs. The raiders push their mounts to double
speed (but not triple speed) for three days as they try
to chase down the PCs; after three days, enough
kanks are exhausted or lamed that the raiders will



slow to normal speed. If they do not catch the PCs

within five days, they give up and return to their
camp. There is a 75% percent chance per day that
they will be able to follow the PCs’ tracks, unless the
PCs attempt to cover their trail (then the chance
drops to 50%). If the PCs did not survive their ad-
ventures within the camp of the Black Sand Raid-
ers, you can have them activate new characters from
their trees. Assume that Korgunard has obtained
the scroll and has summoned the PCs to Desveren-
di's valley, where he will tell them what needs to be
done next.

The Homeward Journey

After recovering the scroll, the adventurers must re-
trace their steps almost all the way to Tyr; refer to A
Desert Journey. You should apply the same rules
and considerations in refereeing the PCs’ trek to
their meeting with Korgunard. Remember to keep
track of time. It should take the characters three or
four days to get to the Black Sand camp, one or two
days to infiltrate the camp and explore the cata-
combs, and three or four days to return to Des-
verendi’s valley. Also, continue to monitor their
water and rations. If the characters wander about in
the Athasian wilderness unprepared, they should
have to pay the price. It is highly recommended that
you introduce a few random encounters during the
homeward journey to keep the PCs on their toes.
Use one of the scenarios from Part Eight: Desert
Perils, or roll up a couple of random encounters
from the DARK SUN™. Monstrous Compendium.
If you feel that the trip is not exciting enough, you
can organize a tenacious pursuit party of the Black
Sand Raiders to harry the characters.

The Valley of the Earth Spirit

When the characters reach Desverendi’s valley,
they will recognize some of the signs of the powerful
spirit. The small animals of the desert seem more

friendly and often caper about the characters as
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they approach the valley. Hidden springs can be
found here and there, and the dangerous fauna and
flora of the Athasian desert do not seem to be
present.

At last you have reached the wvalley of the earth spir-
it. The cool shadows of the trees and the sound of
running water soothe your souls after your arduous
trek across the deserts. The peace and harmony of
the vale have grown since you were last here, and in
the protection of the earth spirit you can almost for-
get the dire need that brought you here.

You follow the small stream up to its origin in a cool
tarn beneath a mighty bluff of stone. Beside the
pool a slender, golden figure sits in meditation. As
you approach, he rises and turns to greet you.
“Welcome, friends. It is good to see you here,” calls
Korgunard with a smile.

Korgunard asks the PCs about their mission and
asks after any missing characters. If the PCs are se-
verely injured, Korgunard will offer them 2-5 fruits
of extra healing, 1-2 fruits of health, and 1-2 fruits
of vitality. He explains the properties of each and
does anything else he can to help the PCs. When
the avangion feels that the PCs have been ade-
quately tended to after their long journey, he ad-
dresses the issue of the scroll. If the PCs were
unable to retrieve it, Korgunard will be disappoint-
ed, but he will still ask them to go to Urik.
Korgunard will be unable to confirm the nature of
the interference or its origin, but he still knows it is a
psionic enchantment, and that it originates in the
Hinterlands. He suspects Hamanu of Urik, and will
ask the PCs to go to Urik to spy on Hamanu. If
the PCs bring the scroll, read the following to the
players:

“My thanks, friends,” says Korgunard as he grave-
ly accepts the scroll. “You may have saved countless
lives with your bravery and faithfulness. 1 must deci-

pher the ancient text and see if the answer to our



dilemma lies within its pages. I suggest you rest from
your journeys; it will take me several hours to get

”

through this.” Korgunard sits beside the pool, care-
fully spreading the scroll across a flat shelf of stone.
The avangion is immediately engrossed in the con-

tents, and begins to read silently.

If the PCs were expecting some kind of material
reward, Korgunard has arranged for a suitable
compensation to be brought here. Any large sum of
money will be replaced with a pouch full of gems.

After several hours, Korgunard finishes reading
and stands. His noble face is dark with concern.
Calling you together, he relates what he has found.
“The psionic interference that lies over us is the
product of an ancient artifact,” he begins. “Only
one device was capable of creating a field like this—
a mystical gem known as the Psionatrix. It was the
perfect blending of psionic and magical power. The
Psionatrix was forged by a vanished order of pre-
servers known as the Wind Mages. I do not know
what became of them, but I do know that one of
their last strongholds was a magical palace in the
forests of Dragon’s Crown Mountain. Given the
fact that the interference swept eastward from the
Hinterlands, it stands to reason that the Psionatrix
may still be in the palace of Dragon’s Crown. The
only question is, who is causing this, and why?”

The avangion frowns in thought.

Show the PCs the Map Book page entitled Ex-
cerpts from the Scroll. Allow the players to role-play
this council of war with Korgunard. The avangion is
a very wise creature who values the opinions of oth-
ers. He is willing to consider almost any theory.
Korgunard brings out the following points:

* The psionic interference not only suppresses psi-
onics, but also blocks access to the powerful realm of
psionic enchantments.

* The sorcerer-kings are hunting for him and have
already made several attempts to destroy him.
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* Korgunard is at a severe disadvantage while the
field is in effect, especially against the sorcerer-kings.

After some discussion, Korgunard comes to the
conclusion that the field is the handiwork of King
Hamanu of Urik. Of the seven cities, Urik is closest
to Dragon’s Crown and Hamanu is known to have
interests in the Forest Ridge and the lands beyond.
Hamanu also bears a special personal grudge
against Korgunard, since the avangion escaped
from Hamanu’s clutches with the aid of the PCs.
Korgunard decides to go to Dragon’s Crown to in-
vestigate the palace. He asks the PCs to go to Urik
and see if Hamanu is there, and to find out if the
sorcerer-king is planning war or is in league with the
other sorcerer-kings

Korgunard sighs and rises, looking out over the
desert. “Again, I need your help. I must go to
Dragon’s Crown to see if I can put an end to this
field. But I know in my heart that Hamanu of Urik
is involved’ in this somehow, and I fear that Tyr may
be in grave danger. Will you go to Urik to see what
you can learn about Hamanu's plots? The fate of
Athas may hang in the balance.”

When the player characters accept the mission,
Korgunard tells them to rest a day in Desverendi’s
valley. He also gives any one single or multi-classed
psionicist PC a rock crystal that will partially negate
the psionic interference for that character only. The
psionicist will only suffer a -4 to his power scores,
and psionic costs will be inflated 150%. Korgunard
only has one crystal to spare, and explains that he
discovered that some rare crystals counteract the
psionic suppression. After giving the PCs the crys-
tal, Korgunard disappears in a sparkle of golden
light.
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Concluding Part One

This concludes Part One of this adventure. The
next section, Urik by Nightfall, covers the PCs’
journey to the city of Urik and their espionage ef-
forts in Hamanu’s realm. At the end of this adven-
ture, the PCs should be rested, recovered, and
reprovisioned by the bounty of Desverendi’s valley.
If the PCs absolutely refuse to accept Korgunard’s
mission to Urik, he will not force them. However,
you will need to get them back on track. You can
arrange for an overpowering Urikite force to am-
bush and capture the PCs. King Hamanu might
want to interrogate the characters concerning their
involvement with Korgunard and the avangion’s
role in the disruption of psionics. Since the charac-
ters are so close to Tyr, they may want to go check in
with Agis of Asticles and let him know what they
have learned. If they want to take the extra day to
make the stop, let them. It is a good idea to check in,
and the short visit to Tyr by the PCs will serve to
remind the players of what they are fighting for.
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Part Twﬂ:
Urik by Nightfall

Urik, the realm of Hamanu, the city of black stone,
waits to the northeast of Tyr, coiled like some terri-
ble beast ready to pounce on the rest of the region
with sudden swiftness. This beast is a beast of war,
digging its many sharp obsidian claws through the
flowing, endless sand. Few dare to challenge this
great beast of a city or its sorcerer-king master, the
mighty Hamanu. Fewer still willingly enter Ha-
manu’s massive fortress palace, Destiny’s King-
dom. In this portion of the adventure, the player
characters must do both.

Urik by Nightfall requires extreme bravery, ex-
treme patience, and extreme nerve on the parts of
the PCs. In a very real sense, they will literally be
walking into a dragon’s lair-a very powerful, very
dangerous dragon who calls himself Hamanu, King
of the World. What they find in this lair, and what
finds them, will determine the course of the rest of
Dragon’s Crown.

Previous Events

In Part One, the PCs discovered a terrible threat to
all of Athas—the Psionatrix field. At the urging of
Agis of Asticles and the avangion Korgunard, the
PCs agreed to help investigate the cause of the psi-
onic dampening field. In particular, Korgunard
asked them to recover a scroll from the Black Sand
ruins.

This was not as easy as it sounded, for the PCs
had to find this infamous patch of desert and then
get past the slave tribe living there-the equally infa-
mous Black Sand Raiders. Finally, the PCs had to
descend into the ruins below the defiler Fevil's tower,
get past a deadly assortment of undead creatures,
and find the Psionatrix Acamedicia scroll among
the items in Er'Thork the raaig’s hoard.

Upon recovering the scroll, the PCs made their
way to the valley of the earth spirit Desverendi to
rendezvous with Korgunard. While the avangion
studied the scroll, the PCs used the gifts of the
peaceful valley to heal their wounds and recuperate.
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After a time, Korgunard explained his findings, tell
ing the PCs all about the ancient artifact capable of
producing such psionic interference—the mystic
gem known as the Psionatrix. They learned that the
gem was created by a vanished order of preservers
called the Wind Mages, and that one of their last
strongholds was a magical palace in the forests of
Dragon’s Crown Mountain.

Korgunard passed on his conclusions to the PCs.
It was the avangion’s opinion that King Hamanu of
Urik was responsible for the gem’s awakening.
While

Crown, he asks the PCs to find out what Hamanu

Korgunard seeks answers in Dragon’s
is plotting. This, of course, requires that they return
to the city of Urik in order to accomplish their espio-
nage mission. Before he departed for his own task,
Korgunard gave one PC psionicist a rock crystal to
partially negate the effects of the psionic interfer-
ence (for that character only). See the end of Part

One for details on the rock crystal.

Overview

In Part Two, the player characters must travel to
Urik to discover the extent of King Hamanu’'s in-
volvement in the current threat to Athas. The Jour-
ney to Urik takes the PCs through a number of
obstacles, including a crystal spider driven insane by
the psionic interference, spider cacti hoping for a
meal, a terrible scene of battle that leaves the PCs
disturbed, and an unrelenting sand storm that buf-
fets them with stinging sand and hot wind. Even the
refuge they discover is dangerous, for instead of
peaceful sleep, the PCs are treated to foul night-
mares courtesy of the psionicist Arvego.

When the player characters finally reach The
City of Urik, they must do their best not to become
entangled with the templars or other city hazards as
they search for a way into Hamanu’s palace. They
must deal with a shadowy figure who follows them
through the crowded streets, sift through the rumors
currently making the rounds, and they must find
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help—or wait for it to find them-in the form of the
Veiled Alliance. As the Alliance helps them plan an
excursion into the palace, the PCs learn that a terri-
ble killer is stalking Urik’s streets—and so far, the
city templars and guards have been unable to stop
it. Unfortunately, the Alliance’s secret way into the
palace takes the PCs through the disused sewer the
killer is using as a lair, To get into the palace, they
must defeat a dark tanar’ri that was accidentally
brought to Athas by an overeager (and now dead)
defiler.

Destiny’s Kingdom, the vast fortress-palace of
King Hamanu, waits at the end of the disused sewer.
The PCs, following the Alliance’s directions, must
make their way through an abandoned cellar, up a
secret staircase to an abandoned wing, and down
another secret staircase to Hamanu’'s guest area
and favorite council chamber. Of course, they must
get past all of the hazards that fill these areas and
then find a way to snoop on Hamanu’s meeting. No
matter how well they do, at some point the PCs are
discovered, captured, and brought before Hamanu.

Hamanu, who fancies himself a king of action
and a powerful warlord, has little regard for com-
mon spies. He will turn a deaf ear to anything the
PCs have to say—even about the psionic interfer-
ence and Korgunard. The only way he will grant
them an audience to air their claims is if they prove
themselves worthy of such an audience. The Arena
and Death Ball are Hamanu's tests. If the PCs sur-
vive these encounters, then Hamanu will provide
them with a chance to tell their story. If this goes
well, the PCs get to participate in a magical confer-
ence of power between Hamanu and Korgunard in
which all sides discuss what they know, and future
plans are drawn up.
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The Adventure Begins

The player characters begin Urik by Nightfall after
spending some time resting and recuperating in
Desverendi’s hidden valley. The PCs have gathered
supplies and prepared themselves for the journey
ahead. The earth spirit has even called riding kanks
to the valley in order to replace any mounts the PCs
lost in their previous adventures. Now all they have
to do is decide which route to take. If they want to go
to Tyr first, to inform Agis of Asticles what has oc-
curred, then they may want to take the road (provid-
ed, of course, they have no qualms about once more
passing by Silver Spring). The road trip, including
a stop at Tyr, should take about five days. If they
want to strike out across the wastes, the trip should
take about 10 days. Whichever path they decide to
take, the encounters listed below can be used with a
minimum of alteration. Note that they are currently
written as if the PCs are traveling cross-country and
not by the roads.

When everyone is ready and a course to Urik has
been chosen, begin the adventure by reading the fol-
lowing text.

You pause at the entrance to Desverendi’s hidden
valley, taking a moment for one last look at the
beautiful, peaceful setting. You remember
Korgunard’s parting words to you, uttered with
The
avangion believed that the psionic interference was

conviction and more than a little weariness.

coming from a magical palace in the forests of
Dragon’s Crown Mountain. Further, because of
past dealings with the sorcerer-king and the proxim-
ity of Urik to Dragon’s Crown, Korgunard came to
the conclusion that King Hamanu was responsible
for the interference currently in place across the
land.

After you agreed to go to Urik to discover the ex-
tent of Hamanu’s plots against Tyr and the rest of
the region, Korgunard gave one of you a rock crystal

to stave off the effects of the psionic interference.
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Then, after explaining that he was going to Drag-
on’s Crown to try to turn off the inhibiting field, he
wished you well on your mission and disappeared in
a sparkle of light.

Now the desert wastes beyond Desverendi’s valley
beckon to you. The wastes, the badlands, and the
stoney plains are the first obstacles to your mission,
a mission that does not really begin until you reach
the gates of Urik. With a last deep breath of the
cool living smells of the wvalley, you urge your mounts
forward toward the heat and the sand. A final
breeze follows you out of the valley, bringing Des-
verendi’s whispered farewell and good luck to your

ears.

The journey to Urik is never easy, even if the
roads are employed. Moving across the uninhabit-
ed, unforgiving dunes of the Great Alluvial Sand
Wastes is far more difficult. If all goes well, the sup-
plies the PCs gathered in the hidden valley should
last their entire trip. If they are delayed or another
disaster befalls them, they may find it necessary to
resupply somewhere along the line.

The roads have their own dangers, besides those
encounters that follow. Among these is the very real
threat that the Black Sand Raiders could try to get
revenge for all the trouble the PCs have caused
them.

If the PCs decide to forego the roads, they must
head northeast across labyrinths of rocky canyons,
stretches of rocky plains, and finally over the endless
desert itself to reach Urik.

On the way to Urik, the PCs pick up a shadow.
Arvego, a psionicist loyal to the Order, has been as-
signed to keep an eye on them and hamper their
efforts. During this portion of the adventure, Arve-
go encounters the PCs twice, in addition to any evi-
dence they see of him tailing them. At this stage of
Dragon’s Crown, Arvego is meant only to cause
trouble, so the DM should take great care that he is
not killed or captured. The final encounter with Ar-
vego takes place in a later part of Dragon’s Crown.
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The Journey to Urik

This portion of the adventure is divided into three
sets of encounters: The Rocky Badlands; The Stony
Plains, and The Desert. If the PCs are moving
along the road, descriptions will have to be altered
slightly, but all encounters can be used. Addition-
ally, this is a good place to drop an encounter or two
from the Desert Perils section (in Book Three). You
can also make normal wilderness random encounter
checks. Check three times per day with a base
chance of 10% of or an encounter. Refer to the ran-
dom encounter charts in the DARK SUN™ Rules

Book or Monstrous Compendium for results.

The Rocky Badlands

Heading northeast from Desverendi’s valley takes
you into a vast network of canyons, gorges, and
chasms carved out of the hard, sun-baked sand rock
of Athas. You can find some respite from the harsh
glare or the fiery sun in the shade of these canyons.
An occasional rockfall echoes through the gorges
from time to time, as do strange and fearsome roars
of unknown creatures.

The rocky badlands make up the first part of the
PCs’ trek to Urik. They can follow the constantly
twisting canyons in a generally northeastern direc-
tion, though they will sometimes be forced to go out
of their way in order to find a better path. Water is
reasonably plentiful in this area, as small oases can
be found with little difficulty. Food is a little harder
to come by, but small lizards and harmless albino
snakes can be found among the crags and recesses
of the tall, crumbling cliffs. A few clusters of dem
bushes are scattered about. While these plants do
not taste particularly good, they do provide nourish-
ment. Sharp leaf bushes grow more plentiful, but
provide as much hazard as nourishment. The ser-
rated leaves are not easily digested, and they slice up
the insides of whatever eats them. The PCs must

take great care to keep their riding beasts from graz-
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ing upon these hazardous bushes.

If the party sticks to the roads, it can still hear the
calls of unseen beasts, but the other hazards and
benefits of the badlands do not follow them. They
must still deal with the crystal spider, however.

The Purple Gorge

After traveling through the badlands for a time, the
PCs enter a strange gorge. All the plant life in this
gorge, from clusters of grass and brush to short,
stunted trees, is colored the deepest purple. If the
PCs actively search the gorge, they discover a few
small animals half buried beneath new growth.
These dead animals have purple stains on their
mouths. If any of the plants are ingested by the PCs
or riding animals, they taste like a delicious dry wine.
However, the color and taste hide a deadly secret.

Anyone who eats the purple plants must make a
saving throw vs. poison at -2. A successfull save
results in the character or animal taking 1d4 points
of damage; its lips and teeth are dyed purple. The
strange coloration wears off in 1d8 days. A failed
save causes 4d10 points of damage. If an animal or
character survives a failed saving throw and the re-
sulting damage, the victim becomes intoxicated for
1d4 days unless a neutralize poison spell is cast or a
PC with the herbalism proficiency can make them
sober.

Intoxicated characters become reckless and silly
and should be role-played accordingly. Intoxicated
mounts behave irrationally, attempting to throw
their riders and run away. If an intoxicated mount
gets loose, it charges into the maze of canyons and is

never seen again.

The Crystal Spider

When the player characters enter a narrow canyon
of steep cliffs and deep shadows, they spot some-
thing glinting in the sun. Whatever it is, sunlight
dances upon it with wild abandon, alerting the PCs

to its presence even from a distance. It appears to be
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something shiny, perhaps a rare bit of metal or a
priceless gem. As the party moves closer, the area
falls into shadow and the object ceases to shine.

In truth, the sunlight was reflecting off a piece of
the glass web of a crystal spider. Unless they are tak-
ing extreme precautions, the PCs should not discov-
er this until they walk into it. As they approach the
location of the web, the PCs must make surprise
rolls to spot the glass web. Any characters who fail
the roll walk into the sharp edges of the web, taking
4d6 points of cutting damage. Those cut by the web
are considered caught in its sharp embrace. Each
character must make a Dexterity roll to pull out
safely. Failure means an additional 3d6 points of
cutting damage pulling free.

If the PCs are on the road, the web is spun be-
tween boulders in the stoney barrens alongside the
road. The glint disappears as the angle of the sun
changes and the PCs get closer to the location.

The crystal spider, like other insect creatures, is
not hindered by the psionic field. It is, however, go-
ing insane. It attacks when the characters stumble
into the web, rushing out of hiding to strike at some-
one caught in the strands of sharp glass. The build-
ing insanity gives this berserk crystal spider a few
advantages over others of its kind. The insanity
manifests as savage attacks, giving this creature a
+2 bonus to hit while giving its armor class a -I
penalty (these have already been worked into the
statistics provided below).

The crystal spider fights to the death, for the in-
sanity that builds within its semi-intelligent mind
makes it fearless and very angry. It seeks to vent its
abnormal rage on the first creatures to wander into
its web—in this case, the PCs. It starts by directing
a light attack at one of the PCs in the web. An at-
tack roll is necessary, but the spider gets a +4 bo-
nus to this roll (THACO 13). A character hit by
this beam of light takes 3d6 points of heat damage
and must save vs. wands or be blinded. When en-
gaging in melee, the spider employs a poisonous bite
(1d4 damage). Bitten characters must save vs. poi-
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son at a -2 penalty or suffer the effects of type E
poison (save vs. poison or die, save equals 20 points
of damage). For additional information on crystal
spiders, see the DARK SUN™ Monstrous Com-

pendium.

Crystal Spider: AL N; AC 3; MV 24; HD 4; hp
22; THACO 15; #AT 3; Dmg 2-8/2-8/ 1-4; SA
poison, grab, light beam; SD psionics; SZ L (8’
body); ML 14; XP 1,400.

Psionic Summary: PSPs 33; score 16; psychokinesis-

devotions: control light, inertial barrier.

The Stony Barrens

After several days of travel, the rocky badlands give
way to an arid, barren plain of broken stones. The
yellow plains are littered with sun-baked boulders
and cracked rocks, making travel difficult and un-
steady. There is no hiding from the sun during this
stretch of the journey, no bit of shade in which to
take refuge.

The PCs must travel across this inhospitable ter-
rain to reach the open desert. Whether on the roads
or trekking across the wastes, they must pass
through at least one region of stony barrens. Water
is scarce and what few oases exist in these areas are
nearly dry. There is a 5% chance each day that a
riding animal will go lame while traveling across the
littered, cracked, and pothole-covered ground. On-
ly mekillots are immune to this hazard.

Vegetation is scarce in this type of terrain, made
up mostly of thorny cacti. While all cacti retain cer-
tain amounts of water, a few are poisonous. Each
time a cactus is sampled, there is a base 20% chance
that the plant is tainted with Type A poison.
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During the day, very little animal life is in evi-
dence. The one major exception to this are the ants.
Ants abound in the stony barrens. These mostly
harmless yet annoying insects thrive in the barrens.
Food supplies targeted by these industrious crea-
tures are in grave danger. Unless detected and dealt
with, ants that find their way into food stores can

consume a day’s rations in 15 minutes.

Spider Cactus Trap

At some point in their travels through the stony
barrens, the PCs encounter a great cluster of grow-
ing cacti. These cacti are large, growing as tall as a
tall man. They cluster around a tiny oasis, forming
an idyllic scene in this otherwise barren setting.

Looks can be deceiving, however, for these harm-
less looking cacti are spider cacti, and the whole
scene is nothing more than a deadly trap. When a
party member or riding animal moves to the edge of
the small pool, the spider cacti attack. They shoot
barbed needles, attempting to hook their prey.

Of the cacti growing around the oasis pool, five
are spider cacti. Each spider cactus bears 5-8
(1d4+4) sets of barbed, purple projectile needles,
and 3-18 (3d6) larger green feeding needles. Each
set of barbed needles consists of eight purple nee-
dles. These are targeted at one victim at a time. The
projectile needles are attached to the spider cactus
with powerful strands. It takes three rounds to pull
back strands that miss their targets, and a full day is

needed before the projectile can fire again.
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The spider cacti each fire a single volley of purple
projectile needles at their intended targets at the
start of this encounter. A normal attack roll is re-
quired for each needle. Every needle that hits causes
one point of damage. The target must make a save
vs. poison at +2 or become paralyzed. The paraly-
sis sets in in 2d4 rounds.

Those hit by the barbed needles are pulled to-
ward the cactus at a rate of five feet per round. The
cactus attempts to drag its victims onto its green
feeding needles in order to make a meal. A charac-
ter impaled on a green needle takes 2d4 plus his AC
in damage until he is drained of liquid (dies) or
breaks free.

Characters hit by barbs can attempt to break free
only if they have Strength scores greater than 17.
Even then, success is not guaranteed. One round
must be spent doing nothing but making the break
attempt. A successful open doors roll pulls a needle
out, and a successful bend bars roll breaks a strand.
Strands can also be cut. They are AC 5 and it takes
5 points of damage to cut each strand. The barbs
cause an additional 1d4 points of damage when
they are pulled free.

The spider cacti of this oasis are very competitive.
Those that target the same victim pull their prey in
different directions until one of the cacti wins the
contest. The cactus with the most needles in the vie-
tim will eventually win, but not until a tug of war has
been fought. The losing cacti have their barbed nee-
dles ripped out of the victim as the winner draws the
prey closer—each rip inflicting another 1d4 points
of damage in the victim.

For additional information on the spider cactus,
see the DARK SUN™ Monstrous Compendium.

Spider Cactus (5): AL N; AC 7; MV 0; HD 3; hp
7,8, 15, 16, 18; THACO 17; #AT 8; Dmg 1— (see
above); SA needles cause paralysis; SZ M (6-7’
tall); ML 7; XP 270.
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The Shadow

While traveling across the stony barrens, the PCs

get a chance to notice the figure following a good
them. Have all PCs make a Wis-

-2 penalty. Read the following text

distance behind
dom check at a

to those who succeed.

For the last several hours you have been feeling
uncomfortable. Now, as you travel over the cracked
yellow ground, the nameless dread evolves into the
distinct impression that you are being watched. You
scan the horizon in all directions, trying to find the
cause of your discomfort in the shimmering haze.
Then, when you are about to dismiss the feeling as a
result of the heat and your own imagination, you see
a figure standing at the edge of your vision. It waits,
standing quite still under the sun, as though study-
ing you. Then, without warning, it disappears be-
hind the horizon, back in the direction toward Tyr.

The figure trailing behind the PCs is Arvego, the
psionicist the Order has sent to watch the PCs and
hamper their efforts. This brief glimpse of Arvego,
who appears as no more than a shadow on the hori-
zon, is meant as a warning that the PCs are not
operating in a vacuum, and as a simple tactic to put
them on their guard and make them a bit fearful.
No matter how long they wait or what kind of am-
bush they set up, Arvego remains at a distance. In
fact, until the nightmare incident occurs, he will not
make another appearance.

The Lone Figure

After the PCs have had a chance to notice the

psionicist following them, they spot another figure
on the horizon. This one, however, is ahead of them,
silhouetted against the darkening sky. Unlike the
previous figure, this one does not disappear from
view as they get closer. In fact, the figure stands
stock still, as though it waits patiently for the party
to reach it. No matter what the PCs do, they cannot
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get any response from the figure. It simply waits in
place, obviously watching them as they draw closer
and closer. If they continue to approach, they even-
tually get close enough to see the following.

The lone figure who has been waiting for you ap-
pears to have been waiting for a very long time. The
skeletal form stands propped upon a long spear
shaft, its feet buried in the shifting sands and its
tattered clothing billow as the hot wind washes over

its bleached bones. As you get closer, you see that
the skeleton is not alone. Another skeletal form
clutches at its half-buried legs, itself partially cov-
ered by sand and broken rock. An arrow juts from
this skeleton’s side, and other evidence of battle
mars this somber setting. You spot broken weapons
jutting from the sand, and other skeletal bodies-
some only seen as limbs—are captured in the drift-
ing sand like some horrible piece of art.

This scene of savage battle stands as a stark re-

minder of the danger of Athas’s deserts, even

though the conflict took place long ago. On closer
inspection, the skeletal figure propped on its spear is
the mortal remains of a male elf. The figure at his
feet is also an elf, though the shape of the skeleton
identifies it as a female. Both elves wear matching
elven wedding rings. The dozens of skeletal remains
around them are bandits of various races, identified
by their manner of dress and the way they encircle
the elves.

Whatever occurred here happened a long time ago.
The PCs may either pass by this sad historic scene or
investigate further. What they can discern is that the
elven couple was attacked by bandits as they were trav-
eling the barrens. Wounded and near death, the elves
nevertheless gave as good as they received, taking a
number of the bandits with them. Before the battle
could reach its natural conclusion, a sudden disaster
befell the area—a sudden sand storm that buried both
victims and assailants, though the exact circumstances
will probably never be known. Only the recent winds
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that have been blowing through the area swept away
enough sand to reveal this brief and violent look into
Athas’s past.

The bandits’ weapons and decaying armor are
useless. However, one of the elves possesses an item
the PCs may want to recover. The male holds a
magical spear from Athas’s ancient days. The
weapon is in need of a good cleaning, but is in
otherwise perfect shape.

The long spear is an ancient, two-handed long
spear +2. The spear can inflict 2d8+2 damage on
medium-sized opponents, and 3d6+2 damage on
large creatures.

The rings the elves wear are weathered, but a
quick polish will reveal the beautiful gold of their
manufacture. These ancient elven wedding rings are
considered priceless to the families of the pair. Upon
the conclusion of the wedding ceremony, the rings
establish a constant telepathic link between hus-
band and wife, similar to the Telepathic science,
mindlink, as described in The Complete Psionics
Handbook. In a bazaar, the rings can be sold for as
much as 300 sp each.

The Nightmare Man

At the end of another day of arduous travel, the
PCs make camp in the shade of a small sand dune.
Everyone is weary, hungry, and thirsty after the long
day of travel, and all seek some respite from the
heat. Even as the horizon engulfs the blazing sun,
the waves of heat continue to batter the tired PCs.
All hope to find comfort in the darkness, and per-
haps the peace of a good night’s sleep. On a night
when the sky is clear and the stars shine overhead,
travelers want nothing better than a filling meal, a
thirst quenching drink, and a good dream to sleep
by. For one character, however, sleep provides no
refuge from the dangers of Athas. In fact, sleep re-
veals its own dangers to the chosen character. Select
one of the PCs and read the following text to him
after he has settled in for the night.
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You awaken from your restless slumber with a
start. The night has not yet ended, and silence cov-
ers the land. Your companions are in their bedrolls,
still deep in their own fitful rests. Even the current
watch has succumbed to sleep, still sitting in his
place with weapon in hand and eyes firmly shut.
The desert beyond your camp is also still-no night
sounds disturb the silence. Tonight, it appears the
land has become a quiet, desolate place, devoid of
life and noise. Only one person remains awake to
witness this unnatural silence—only you.

After a few moments, something in the distance
demands your attention. Perhaps this is what woke
you, and you force your sleep heavy mind to focus
on the night. On the horizon, perhaps the only oth-
er wakeful person in this sleeping world, stands a
solitary figure. He stands beyond the dying fires of
your camp, his dark frame silhouetted against the
midnight hues of the starry sky. He looks at you
across the hundred feet of sand that separate your
camp and his dune. Atop that pile of sand, he looks
like a hunter preparing to make a kill.

Glowing darkness surrounds the figure, sending
waves of malevolence in your direction. You can
make out no details or features, but you can see the
figure’s  eyes. Like roaring pits of crimson  flame,
they burn across the distance to glare at you with
evil intent. He is watching you, leering down upon
you like an evil spirit.

Then, before you can push away the sleep and the
fear enough to react, the figure is moving. It moves
like no living thing should move, screaming like
some tormented banshee across the desert sands.
He moves, cutting through the night air toward
your camp. He howls in evil delight as he charges
toward you!

This encounter is a nightmare twisted by Arve-
go’s powers, but it should appear very real to the
character experiencing it. Arvego uses this dream to
give the PCs a sample of what he has in store for

them if they continue in their quest to destroy the



Psionatrix field. The psionicist intends to kill his
chosen target’s dream form. The PC may “wake”
his companions if he chooses, bringing them into
the dream. Arvego has no objections to such an
action—he enjoys spreading fear!

To heighten the terror in the dream of his chosen
victim, rvego uses his aging and ego whip psionic
powers to traumatize the PC. Remember that this is
a dream (actually, a nightmare), and all physical ef-
fects will disappear when the victim awakens. Psi-
onic effects remain in force even when the dream
ends unless the victim makes a successful Wisdom
check at -2.

The nightmare battle continues until either the
dreaming character or Arvego’s dream form is
slain. During the battle, Arvego uses his ranged
psionic abilities to discomfort and annoy the charac-
ters. His aim is not to kill the companions, but to
waste their energy and lower their morale. He in-
tends to cause them grief and hardship as he carries
out his mission for the Order. He will use disinte-
grate as much as possible on the group’s equip-
ment, especially any waterskins that are visible.

DM’s Note: Even the thri-kreen will be rendered
dormant by Arvego’s dream.

No matter how the nightmare battle ends, the
PC awakens in a cold sweat, though any physical
wounds his dream form may have suffered do not
follow him out of sleep. All other members of the
party remain asleep, and the night appears as clear
and peaceful as when the character drifted to sleep.
As he recovers from the experience, the PC sees a
startling sight— Arvego the psionicist stands on a
dune about one hundred feet from the camp, watch-
ing patiently and with undisguised malice. Then
Arvego disappears in the blink of an eye, fading
away like the last vestiges of a dark dream. But the
night air carries a malicious laugh down to the

camp, reawakening the fear of the nightmare battle.
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Arvego

Male Human Psionicist
25th Level

Neutral Evil

Str 11 Int 18
Dex 15 Wis 19
Con 17 Cha 15
hp: 83

AC: 3 (equipment —Dexterity)
MV: 12

#AT: 1

THACO: 11 (8)

Damage/Attack: 1d6+3/1d8+3 (steel short
sword +3) or 1d4+2/1d4+2 (steel quarrels +2)
or 1d4/1d4  (steel  quarrels) or  1d4-1/1d3-1
(bone dagger).

Psionic Summary: PSPs 369

Primary Disciplines: See below

Clairsentience—  Sciences:  clairvoyance,  precogni-
tion;

Devotions: danger sense, know direction, poison
sense, see sound

Metapsionics— Sciences: empower, psychic surgery,
ultrablast;

Devotions: enhancement, gird, magnify, martial
trance, prolong, splice

Psychokinesis — Sciences: disintegrate, telekinesis;
Devotions: control body, create sound, levitation,
molecular agitation, soften

Psychometabolism— Sciences: complete healing, ec-
toplasmic form, energy containment, shadow-form;
Devotions: aging, body control, catfall, cause decay,
cell adjustment, displacement

Psychoportation— Sciences: teleport;

Devotions: dimension door, dimension walk, tele-
port trigger

Telepathy — Sciences: domination, ejection,
mindlink, mindwipe, probe, psychic crush, superior
invisibility;

Devotions: attraction, contact, ego whip, ESP, id in-

sinuation, identity penetration, invisibility, mind
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thrust, post-hypnotic suggestion, psionic blast, sight
link, sound link.

Defense Modes: intellect fortress, mental barrier,
mind blank, thought shield, tower of iron will.

Equipment: Studded leather armor +2, ring of
protection +3, cloak of displacement, steel short
sword +3, light crossbow, 12 steel quarrels +2, 12
steel quarrels, bone dagger, fruit of flying, fruit of
extra healing, boots of speed

Arvego is a tall, lanky man in his mid 50s. He is
in superior physical condition. A quiet man who
likes to keep to himself, Arvego was selfish and un-
caring. He used his great mental powers for his own
gain and gratification. Then the Order contacted
him. He grudgingly agreed to follow their agenda,
and has since become a faithful member of the Or-
der. Still, he watches for any opportunity to circum-
vent the Order’s restrictions that govern his
behavior.

In combat, Arvego usually attempts to dominate
or ego whip his opponents from a safe distance. He
detests physical combat. If the opportunity presents
itself, he attempts to find or control allies to keep
enemy warriors engaged. If Arvego finds himself in
direct melee, he will do his best to retreat to a ranged
distance before resuming his own attacks.

Arvego is one of the chief lieutenants of
Pharistes, who is a Cerebral Master of Telepathy in
the Order. Pharistes knows that Arvego is hungry
for more power and for more freedom to pursue his
own goals. The Cerebral Master uses Arvego’s nat-
ural tendencies to disagree with the Order to further
his own extensive plans. Arvego, on the other hand,
hopes to one day rise to the rank of Cerebral Master
himself, though he is intelligent and patient enough
to realize he must become stronger before making

such a play for power.
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The Sandy Wastes

After many days of travel, you finally enter the last
stretch of the Great Alluvial Sand Wastes that leads
to Urik’s massive gates. The arid barrens give way
to a sea of sand —shifting dunes spread across the
horizon in irregular patterns. The wind and the sun
combine forces to slow your progress, but you know
the end of your journey is just over horizon.

The last leg of the journey could be the most dan-
gerous, depending on how well the PCs” supplies
have held out. Vegetation in the sandy wastes is al-
most nonexistent except around the rare oases. Wa-
ter is in equally short supply. Even if the PCs find
an oasis, chances are that it is already occupied by
other travelers, bandits, tribes, or assorted crea-
tures.

The hot, harsh winds blast sand across exposed
skin. Every character suffers I point of damage each
day he or she is exposed to these conditions. When
night falls, deep darkness covers the land, tempera-
tures drop, and strange sounds echo out of the
dark.

Sandstorm!

While traveling across the dunes, characters with
the Weather Sense nonweapon proficiency should
make four checks as the day progresses. Characters
who succeed at least three times realize that a sand-
storm is coming in time for the PCs to find shelter.

Characters who succeed only two of the checks
know that a sandstorm is imminent, but must en-
dure the storm as best they can with minimum prep-
arations. In this case, they can simply stay where
they are or try to keep moving. Moving through a
sand storm, even when prepared, is a tricky proposi-
tion. The lead character must reduce the party’s
movement to one-quarter speed or risk getting lost.
A Wisdom check must be made with a -5 penalty.
Success means the party stays on course. Failure in-
dicates they get lost. How badly the check fails de-
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termines the number of days that must be added to
the PCs’ trek. For example, if Vaerhirmana leads
the way through the sandstorm with her Wisdom of
12 and rolls an 8, the party adds one day to its trek
8+5-12 = 1).

Sence proficiency or know direction psionic talent

Characters with the Direction

suffer no penalties to their checks.

Characters who succeed at only one check or less
are caught by surprise when the sandstorm hits. In
addition to possibly getting lost, the party also suf-
fers the effects listed on the table below (DM rolls
1d100).

14100

Roll Effect

01-40 Party manages to ride out the storm.
Apart from exhaustion and possibly
getting lost, no other effects.

41-65 Party loses two pieces of equipment.

66-80 Party loses two pieces of equipment
plus 80% of its water.

81-95 Every character and riding animal takes
2d6 damage and items are lost on a roll of
1-3 on 1dé6.

96-00 Every character and riding animal takes

4d6 damage and items are lost on a roll of
1-3 on 1d4. Every creature has a 4%

chance of being buried alive.

The Desert Refuge

After surviving the rigors of the desert, you crest a
dune and see a welcome sight—a small oasis settle-
ment. Tents and sandstone huts huddle together
around a tiny pond, and vague snatches of conver-
sation drift toward you. After the sandstorm and
the other hazards you have endured since leaving
Desverendi’s valley, this settlement can only be a
miracle.

As you approach the settlement through herds of
kanks and crodlu, you see faces peeking out of tents.
None of the settlers make any hostile actions, but
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you can feel their eyes watching your progress. No
one emerges to greet you, though a few mumble to
each other and point at you. Just when you are
about to lose patience with these people, an old man
approaches you. He wears a cloth eye patch over his
left eye and walks with a pronounced limp.
“Welcome,” he says gruffly and with. a hint of
frustration.  “You may wuse that small tent for the
night. We have little food to offer, but you may draw
water from the oasis. Watch out for desert preda-
tors. They become active at night.” With that, he
limps back to his own tent and leaves you alone.

This settlement is home to a community of 78
herders. They use the area surrounding the oasis to
raise kanks and crodlu. They have few personal be-
longings and are very poor. They grudgingly allow
the PCs to use a small tent near the water’s edge,
but they will not part with any food. The herders do
not like strangers, because strangers bring trouble.

As the PCs settle down, the herders prepare their
evening meal and gather at the meeting place to talk
(see the map in the Map Book). After a while, a
herder approaches the PCs. He introduces himself
as Rakimra, sits down with a bottle of cheap, bitter
wine, and starts a conversation.

Rakimra asks the party where they are headed
and listens patiently for their answers. He knows lit-
tle except for the usual tales of the desert, but he will
gladly make up answers to any questions the PCs
may have. He knows nothing of the PCs or their
quest. He is simply being friendly and taking an op-
portunity to talk to someone new. After Rakimra
departs and the settlement retires for the night, read

the following to one of the PCs.

A strange sound startles you, bringing you out of a
deep sleep. You force yourself to wake up as sounds
of movement greet you from outside the tent. As
you listen, a cry breaks the stillness of the night. Be-
fore you can untangle yourself from your bedroll,
Rakimra stumbles through the tent flap and falls to
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the ground. His throat has been torn open and
death has claimed him. Outside, a terrible howl ris-
es into the air, sending a chill up your spine. Some-

thing evil waits outside.

As the PC wakes his companions or prepares to
take another action, six herders tear through the
tent walls and attack. All of the herders are dressed
for sleep and carry cruel looking barbed daggers
carved from bone. They scream continuously, their
features twisted in grimaces of pain. They attack
with little regard for their own lives, slashing at those
who fight back, those who try to calm them, and
even those still sleeping.

Herders: AL N; AC 10; MV 12; HD 2; hp 10
each; THACO 20; #AT 1; Dmg 1d4 -1; SZ M;
ML 9; XP 35 each.

If the PCs decide to exit their tent, they see more
herders emerging from their homes with pained ex-
pressions. Across the oasis stands the nightmare
man the PCs fought in their dreams— Arvego. He
has dominated the minds of the herders and is using
them to harass the party. Any PCs who emerge
from their tent will also be subjected to Arvego’s
other powers. He spends as many rounds as he feels
confident attacking the PCs with ranged attacks,
then teleports away. The herders will continue to
fight and chase the PCs until the domination
breaks.

When Arvego gets the chance to engage a PC in
long range combat, he uses id insinuation to force
him out of his mind. Then he employs ego whip to
batter down the self-confidence of any warriors
rushing toward him. Another favorite tactic is to use
attraction to make one of the PCs become obsessed
with the oasis. If successful, the PC wanders into the
pond and begins to drown.

Arvego has instructions from the Order not to kill
any of the PCs at this time. He is using the herders
to cause them another restless night. In this way, he
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hopes to reduce their chances of being an effective
threat to him or the Order. Once he teleports away,
the PCs will not see him again until after Part Two
has ended.

The PCs should quickly come to the conclusion
that fighting all of the herders is futile. Not only are
they obviously not in their right minds, but their vast
numbers could inflict significant damage upon the
party. The herders will not relent until the PCs have
fled. When the sun rises, they awaken from their
mental slavery, oblivious to the night’s events.

The City of Urik

The party finally arrives in Urik, where they must
devise a way to spy on the sorcerer-king Hamanu.
When they reach the gate, read the following.

Once again, you approach the dark walls of Urik.
Behind the walls, reaching high into the sky, is the
huge fortress-palace of King Hamanu, Destiny’s
Kingdom. You recall other times in this city as you
join the throng of people waiting to pass through the
city gates.

All of the races of Athas can be found among the
milling crowds. You find a place in line, nestled be-
tween a human family and a rich merchant caravan.
As you wait, the hot sun beats down upon you, and
the stench of the crowd threatens to overpower your
senses. “"Welcome to Urik,” someone mutters from
the crowd, “wait in line for your chance to break
one of Hamanu's million laws.”

The PCs may try to find the source of the angry
comment, but the mutterer is swallowed up by the
mass of people. What they do see are all kinds of
people—rich and poor, free and slave-waiting for a
chance to enter Urik’s massive gates. While the
PCs stand in line, a party of halfling warriors brush-
es past and walks straight for the gate. These small
fighters are obviously from a distant Forest Ridge

tribe, for they wear crude hides, carry cruel weap-
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ons, and are tattooed from head to foot. As they
pass by, one of the halflings sniffs at one of the PCs
and makes a rude sound. Then he and his fellows
are allowed to pass through the gate—ahead of ev-
eryone who has been patiently waiting.

If the PCs start to complain or otherwise make a
fuss, the merchant leans forward and warns,
“Those are members of King Hamanu’s halfling
company. They can go where they please, and com-
plaining about it will only get you noticed by the
templars.” To emphasize his point, the merchant di-
rects the party’s attention to the templars standing
on the walls.

When the PCs finally reach the gate, it is close to
dusk. The family ahead of them, which consists of a
husband and wife and four young children, is
stopped by a bored guard. “Five pieces of ceramic
each to enter the wonderful city of Hamanu, King of
the World,” the guard informs them, repeating the
oft used phrase for the hundredth time that day.
“So much,” the weary husband responds. “We do
not have enough.” The uncaring guard turns them
away with a violent shove.

If the PCs decide to help out the family by paying
the entry tax, the husband and wife smile gratefully
and dart into the city with their young children in tow.
Then it is the PCs’ turn. Not only does the guard
demand 5 cp per character and 1 cp per mount, he
also asks why they have come to splendid Urik. If they
pay and offer any plausible reason for visiting Urik,
the guard lets them enter. If they start trouble, more
than enough guards and templars arrive to drive them
off or capture them for the slave pits.

Inside the City

You pass through the gates into the city. Life teems
in the streets —peddlers sell their wares, merchants
haggle with passersby, beggars hold out nearly emp-
ty bowls, and people of all descriptions walk back
and forth. Smells assault you with wonderful aro-
mas and terrible scents—rich spices, sweet per-

45

fumes, the sweat of different races, mouth watering
fruits, and rotting vegetables. Besides the normal
crush of people, guards and templars are every-
where. Templars can easily be spotted, for they are
the only people wearing pure, white cloaks. Indeed,
they are the only people wearing any kind of cloaks,
for that is the law in Urik.

Once inside the city, the characters will probably
want to eat and drink, replenish their supplies, and
perhaps even rest and bathe before seeking a way to
carry out their mission. As they walk through the
narrow corridors of stalls, they overhear the current
news and rumors circulating through the market.
DMs should feel free to add more rumors to tailor
the scene to their current campaign. Additionally,
different people will relate the same bit of news in
different ways—often twisting, adding, and omitting
important facts as it makes the rounds. These ru-
mors are as follows.

e A Kkiller stalks the streets of Urik, and it struck
again last night. A woman was found dead this
morning, half eaten, her face etched with an expres-
sion of pure terror. There have been six reported
deaths so far that have been attributed to the night-
time Kkiller.

* King Hamanu’s most trusted generals all arrived
in the city yesterday. War must be imminent.
Rankir,
in his tower days ago (about the time the interfer-

¢ Hamanu's arch defiler, was found dead
ence field swept across the land), and the streets are
still alive with speculation about what killed him.
Some believe it was the killer now stalking the night-
time streets, for Rankir's death seems to have start-
ed the rash of murders that have occurred since.
Others believe Hamanu himself killed the widely-
feared defiler for some minor trespass.

* Even the templars are powerless to stop the night-
time killer. News of a special team of templars as-
signed to track down the murderer was met with
cheers, but the team has mysteriously disappeared.
* No plans have been made to cancel the upcom-
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ing holiday, Hamanu’s Day of Battle. A special
slate of arena games will be held, including a death
ball match for the still undefeated Bloody Claw
gladiators. Entry into the arena during the holiday
is free.

City Encounters

Though time is essential to their mission for
Korgunard, the PCs may still find some time to do a
bit of wandering. For these occasions, the following
city encounters may be used. DMs are free to use
any or all of these encounters as the adventure in
Urik continues, and can even add special encount-
ers to the mix.

The Persistent Templar

Laws are very important in Urik, and Hamanu's
rules and regulations are vast and complex. This
provides his templars with many opportunities for
increasing the ranks of the city’s slaves. When new
slaves are needed, the templars simply keep watch
for anyone breaking a law. If the PCs spend a lot of
time in the streets, they gain the attention of the
templar Fresiva. She decides to target the PCs ei-
ther because they have truly broken an ordinance or
because she needs slaves for a new project that has
been assigned to her.

Possible laws that the PCs may break include:

* Wearing cloaks. Only templars may wear cloaks,
and only Hamanu may wear a cloak with a fringe.
* Walking around after dark. This new law pro-
hibits citizens and visitors from walking the streets
during the night until the nighttime killer has been
apprehended.

* Giving alms to a beggar who is standing in a beg-
gar free zone.

Whichever transgression catches Fresiva’s eye,
she brings six city guards with her to detain the
PCs. This encounter is meant to show how danger-
ous Urik can be. The PCs should be given every
opportunity to evade Fresiva’s clutches.
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Fresiva: Tp8; AL LE; AC 5 (carru leather — Dex-
terity); MV 12; HD 8; hp 34, THACO 16; #AT 1;
Dmg 1d8 -2 (obsidian long sword); ML 13; Str
14; Dex 16; Con 15; Int 13; Wis 14; Cha 11.

City Guards: F4; AL NE; AC 6 (mekillot hide);
MV 12; HD 4; hp 26; THACO 17; #AT 1; Dmg
1d6 (bone spear — Strength); ML 10; Str 17; Dex
10; Con 11; Int 9; Wis 9; Cha 8.

The Shadow Returns

This encounter can take place at any time (indeed,
at various times) while the party is still in the city,
but before they enter the disused sewer. Each time
this encounter is run, a different member of the par-
ty briefly catches a glimpse of Arvego—or someone
who looks very much like him. The PC spots him,
meets his evil, hateful gaze, then watches as the
psionicist vanishes into the crowd. No matter what
actions the PCs take, no matter how hard they
search, they will find no trace of the mysterious man
who trails them.

The Killer Strikes

This encounter takes place at night. The PCs (or
any who are on the streets after dark) hear a scream
of horror, followed by a scream of pain. By the time
they rush through the narrow, mostly deserted
streets to the source of the screams, they are too late
to be of any help. They find the body of a dead
dwarven slave, the remains half eaten, a terrified
death scream etched on his face. The murdered
dwarf is obviously another victim of the nighttime
killer. The killer has left no trail by which it-can be
followed, and if the PCs linger at the murder site,
they will be arrested by the fast approaching tem-
plars.
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Meeting Old Friends

Once the party has rested from its long journey to
Urik, they must find a way to penetrate the defenses
of Hamanu’s palace. Smart characters will try to
contact their friends and associates in Urik’s Veiled
Alliance. Of course, since the PCs’ last adventure
in Urik (see the Arcane Shadows flip book module),
the Veiled Alliance has had to retreat into the most
secure hiding places. No matter how hard the PCs
search, they can find none of their old contacts.
However, when the time is right, the Alliance will
find the PCs.

As you finish a meal at one of the local food stalls,
you notice two men watching you from across the
square. They are dressed as street peddlers, but the
food before them seems richer than their garb would
suggest they can afford. The two whisper to them-
selves, never taking their eyes off you. A moment
later, they leave their unfinished food behind and
stride across the square to your stall.

Before you can object, one of the men pours him-
self a drink from the jug in front of you. “Welcome
to Urik, friends,”” he says calmly while his compan-
ion scans the nearby crowd. “Is the Great One
well?”’

If the PCs fail to realize that these men are mem-
bers of Urik’s Veiled Alliance, they may attempt
some sort of violent action. The men wave off any
displays of violence and urge the PCs to sit and re-
lax. They repeat the phrase, “Is the Great One
well?” hoping to rekindle the PCs’ memory of the
Alliance’s name for Korgunard. However, the men
will not admit to knowing anyone named
Korgunard, or to being members of the Alliance.
They will pay for the PCs’ meal, then offer this bit
of parting advice as they exit the stall.

“Reliable information is hard to come by in

Urik,”” the apparent peddler confesses. “What
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shops have the best bargains, which taverns the best
drinks, that sort of thing. Should you require assist-
ance in your sightseeing, come to the Dustdevil Inn
this evening. Some old friends want to say hello.”

The Dustdevil Inn

The Dustdevil Inn is situated in Urik’s beggar’s
quarter. Like the neighborhood around it, the inn is
a rough, unsavory place, but the ale is good and the
food is tasty and cheap. Cutthroats, mercenaries,
gamblers, and beggars frequent the establishment,
and city official rarely venture into its seedy interior.

The characters are expected after dark, and even
the toughest adventurers will feel nervous here.
Harsh stares and muttered insults greet them, but
none of the patrons attempt anything of a more seri-
ous nature. The following scene unfolds when the
PCs enter the dim interior.

For a moment after you enter the Dustdevil Inn’s
dark interior, everything seems to stop. No one in
the crowded common room so much as breathes for
the count of five heartbeats. You feel them all look-
ing at you, trying to determine if you are some sort
of threat. Then you catch a barely audible
comment —something to do with how much your
mothers must have resembled dune freaks to have
produced offspring such as you. With that, the
noise you heard as you approached the inn resumes
as the patrons pick up paused conversations and
call for refills for their mugs.

All around the common room -sitting at tables,
leaning against the bar, and huddled in shadowy al-
coves that line the far walls —a wide variety of patrons
mingle, drink, and talk. Over there, cowled figures
haggle with a thri’kreen. In the corner, merchants
drop momney into a beggar’s outstretched palms. Eve-
rywhere, deals are being made and games of chance
are being played. If Urik has a darker side than what
you have already seen, then it must come to this place
to wash away the dust of the day.



A serving woman carrying a precariously bal-
anced tray of ceramic mugs points out an open table
as the PCs push their way into the inn. A few mo-
ments later, she returns to take their orders. For the
better part of an hour, the PCs can eat and drink
and listen to the crowd. No one approaches them
during this time, and only the serving woman even
bothers to talk to them. As the hour draws to a
close, she returns to collect their mugs and whispers,
“You're expected upstairs.” With that, she nods
toward a set of stairs at the far end of the common
room and winks. Then she wanders back into the
crowd to fill orders.

If they accept her invitation, the PCs notice many
sets of eyes following them up the stairs. At the top
of the stairs, a tough dwarf leans against the wall,
cradling an unusual crossbow in his powerful arms.
Without a word, the dwarf nods toward an open
door. He gestures for them to enter, then closes the
door behind them.
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The Alliance Responds

The interior of the room is a stark contrast to what
you saw downstairs. This room is richly furnished,
filled with soft hides and long couches. Lounging on
one couch is a tall woman with long hair and dark
eyes. You recognize her serious face from your last
visit to Urik and from your previous adventures with
Korgunard in the wilderness. She is Elentha, the
preserver who splits her time between Urik’s Veiled
Alliance and the slave tribe called the Free. Sitting
near her on other couches are two men who look
exactly the same—the same height, the same long
red hair, the same lopsided grins.

Elentha nods a greeting and gestures for you to sit
down. “"We have much to discuss, my friends,” she
says. “Do you remember the ceremony we partici-
pated in? The Great One has asked me to help you
again.

Elentha met the PCs when they were in Urik for

the ceremony that transformed Korgunard into an
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avangion (see the Background section of Part One
and the flip book module, Arcane Shadows). She
respects what they have accomplished regarding
Korgunard, but she remains distant and overly seri-
ous. That is her nature. Still, she has agreed to pro-
vide them with whatever aid she can, and as the
Veiled Alliance’s representative to them, that aid
can be great indeed.

The twins are Rondal and Randol, preservers in
service of Urik’s Veiled Alliance. They have been
assigned to help Elentha in her efforts regarding the
Great One’s (Korgunard’s) agents. The twins are
identical in every way, even as far as finishing each
other’s sentences. It is nearly impossible to tell them
apart.

Elenth a received a magical message from
Korgunard, telling her to expect the PCs and giving
her a few clues about their mission. She calls for
food and drink, then asks the PCs to tell her what
they need. Once she is certain that their story
matches what Korgunard told her, she gets down to
business.

“There is a secret way into Hamanu’s palace,”
Elentha informs the PCs. “It was used by an old
slave when he needed to sneak into or out of Desti-
ny’s Kingdom. It hasn’t been used in decades, but
the way should still be clear. The path is marked by
a dotted square—a symbol with great meaning to
members of the Veiled Alliance. The path begins in
the disused sewers outside the palace’s walls. You
must seek the dead end wall in the sewer’s northern
reaches. The wall is unadorned save for the dotted
square at its center. This marks the first secret
door.

She continues by telling them that a narrow tun-
nel leads to a second secret door. This door leads to
an abandoned cellar in the lowest level of the
fortress-palace. Across the cellar room, hidden in a
small alcove, is a spiral stair that leads upward.
“Climb these stairs past four landings,” Elentha
the
marked with the dotted square. This will put you in

advises, “until you reach concealed door
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an abandoned wing of the palace that has been
sealed for more than a generation. Follow the wide
hallway past a great set of double doors and a de-
serted chapel. In the room beyond the chapel, look
for the dotted square and you will find another se-
cret door.

“This spiral staircase leads down. One level be-
low the abandoned wing, you will discover another
secret door. This will take you to a kitchen in Ha-
manu’s guest area. Our informants in the palace
tell us that the council hall in this area has been
selected as the site of Hamanu’'s upcoming meeting
with his generals. You will learn all you need to know
from that meeting.”

She explains that her sources tell her the meeting
will start at the sounding of the evening bells tomor-
row night—two hours past dusk. Hamanu is waiting
for a few more important guests to arrive before he
calls his council to order.

“When you have learned what you need to know,
you can return through the disused sewer,” Elentha
concludes, waiting for the party’s inevitable ques-
tions. Elentha knows that Hamanu has called his
most trusted advisors, wizards, templars, and gen-
erals to the palace for a special council meeting. Ru-
mors concerning the reason for the meeting are
nearly endless, though she believes it has something
to do with the psionic interference blanketing the re-
gion. She offers whatever help the Alliance can pro-
vide as far as supplies are concerned, including
enough fruits of invisibility to adequately hide the
party once they reach Hamanu’s guest area. Under
no circumstances will Elentha or any other Alliance
members accompany the PCs into the sewer or the
palace beyond.

With that, Elenth a wishes the party good luck.
She has made arrangements for them to stay at the
inn, and the twins will be available in the morning to
help them gather supplies. Fruits of healing, weap-
ons, armor, spell components, and other basic
equipment is available, but no other magical items.
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Beneath the Streets of Urik

At dusk the following night, the twins lead the PCs
to an abandoned building in the tradesmen’s dis-
trict. Five impressive-looking guards wait within the
building’s quiet interior. They indirectly serve the
Alliance and have volunteered to assist with this
mission by keeping the escape route safe and open
for the PCs.

One of the twins produces a sack of fruit and
hands one piece to each party member. These are
fruits of invisibility that the Alliance has donated at
Korgunard’s request. The twins explain that the
fruits can be consumed all at once, providing 24
hours of invisibility (as per the 2nd-level wizard
spell), or they can be nibbled. Each nibble, equal to
1/8 of each fruit, provides 3-6 turns (30-60 minutes)
of invisibility. The twins caution that if any invisible
character attacks something, the spell effect is bro-
ken. “Save the fruit until you are ready to enter the
palace,” Rondal cautions. “Perhaps a bite before
entering the abandoned wing would be prudent,”
Randol suggests.

“You have three hours to find your way to the coun-
cil chamber,” the twins say in unison. “Follow the
dotted squares and stay out of sight.” They lead
you to where the guards stand, and you notice a
heavy stone door in the floor. Two of the guards
strain, lifting the huge door to reveal a rope ladder
dropping down into darkness. “Rap on the stone
five times when you return and the guards will open
the door,” Rondal says. “Good luck and may the
Great One be with you,” Randol adds. You start
down the ladder, and the huge stone is lowered over

you with a heavy thud.

The Disused Sewer

The disused sewer is dry and dark. It leads to the
secret door, just as Elentha promised. However,
there is one major obstacle that stands between the

secret entrance into the palace and the player char-
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acters. This disused sewer has become the lair of the
dread nighttime killer that stalks the streets of Urik.

The arch defiler Rankir, at King Hamanu’s urg-
ings, had been experimenting in opening portals to
other planes of reality. One day he opened the
wrong portal and something full of dark, vile hatred
stepped through. The creature is a tanar’ri, a mem-
ber of a chaotic evil race that lives in the Abyss.
This particular one is a greater tanar’ri, called a na-
bassu. When it stepped through the portal, it used
the moment of surprise to slay Rankir and increase
its own power. The nabassu grow and gain power by
slaying and devouring humans on the Prime Mate-
rial plane. Only humans that have been completely
devoured increase the nabassu’s strength, so al-
though it has committed many murders, it has only
fully devoured four humans thus far.

The locations described below are marked on the
map of the disused sewer in the Map Book.

1. Ceiling Door. The darkness and silence hang op-
presisively in the cool, stale air of this disused sewer.
Your torches barely penetrate the heavy darkness,
yet in your circle of light, you see no evidence of ver-
min and hear no distant scuttling sounds. It seems
even the expected pests have deserted this place.
You walk across the hard-baked mud that covers the
floor, the only evidence that this place was once used

as a sewer.

The heavy stone door in the ceiling leads to an
abandoned building in the tradesmen’s district of
Urik, just outside the walls of Destiny’s Kingdom.
The main tunnel is 15 feet wide and 10 feet high. The
walls and floor are made of hard-packed sandstone.
No pools of stagnant water or standing waste mar this
disused sewer. The tunnels are completely dark.

The heavy stone door in the ceiling will be opened
only if the guards above hear the special knock the
twins described. Any attempt to open the door from
below requires a successful lift gates roll by two char-

acters working in unison.
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2. Dead Templar. As you near a side tunnel, you
notice a still shape huddled against the wall. On a
closer look, the shape is seen to be the corpse of a
templar. The templar’s white cloak is stained dark
with his own blood. Something with very sharp
claws killed the templar, and a look of total fear re-
mains on his lifeless face.

This templar was a member of the team Hamanu
sent out to locate the nighttime killer. The team
tracked the killer into the disused sewer tunnel
where it waited until they reached the main tunnel
before it turned and attacked. This templar lies
where he fell, though the nabassu may return to
claim the body at a later time.

3. The Pantry. As the light of your torches pene-
trates the darkness around the tunmnel’s bend, you
come upon a grisly sight. Bodies, some half con-
sumed, are piled high in the middle of the tunnel.
Among the dead forms are two more white-cloaked
templars and three city guards. All wear expressions
of terror on their mutilated faces. As you stare at
the scene, you hear an awful sound from up ahead.
Something is dragging sharp blades across a sand-
stone wall, and the screech sends shivers up your
spine.

The rest of the templar’s special team has been
stored here by the nabassu. By this time, the crea-
ture knows the PCs are in its lair. As it enjoys the
terror of its victims, the nabassu has decided to play
a game with the party. It gives them the first indica-
tion that they are not alone in the darkness by
scratching its talons over the stone walls farther up
the tunnel. If the PCs bother to search among the
bodies, they can find a useful weapon left by one of
the dead guards. The weapon is an obsidian long
sword +1, and it is the only weapon that has not
been damaged. It shows evidence of hurting what-
ever attacked the templars (dried blood coats part of
its sharp surface).
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4. The Nabassu’s Lair. The area ahead, where two
side tunnels meet the main tunnel you are walking
in, has been converted into a den of nightmares.
The bones of humans, dwarves, half-giants, and
even animals have been piled like pillows in the
stone crossroad. The stale air smells of death, rot-
ting flesh, and some alien, evil thing. You feel as if
something is watching you, then terrifying images
flood into your mind. As you struggle to contain the
fear these images inspire, a nightmare creature
rushes at you out of the darkness.

The PCs meet the dreaded nighttime Kkiller, a na-
bassu from the Abyss. It uses its ability to communi-
cate telepathically to flood the PCs’ minds with
images of horror, then it rushes to attack. It feels
very confident, so it starts by attacking with its bare
hands for the sheer pleasure of it. Once it realizes
the PCs pose some small measure of danger to it, it
will begin using its other powers.

Tanar'ri, Greater—Nabassu: AL CE; AC 2; MV
12, F1 15; HD 7+6; hp 38; THACO 13; #AT 3;
Dmg 2-8+7/2-8+7/3-2+7; SA death gaze,
backstab; SD +1 or better weapons to hit; SZ M
(77 tall); ML 16; XP 22,000.

The nabassu is a fledgling of its kind, though it
still stands seven feet tall. Its gaunt body is covered
with tightly corded muscles, and its skin is leathery.
Wings rise from its back, and great claws sprout
from its hands and feet. Its potent physical attack
combines two vicious claw swipes and a powerful
bite, all of which is augmented by its massive
strength. It loves to stalk, terrify, and kill, and it
grows in power with each victim it kills and devours.

It has the following spell-like abilities: darkness,
15-foot radius, and death gaze. The gaze causes
characters who do not save vs. spell to become
ghasts (or ghouls if the victims are demi-humans).
This change is permanent and irrevocable. It can
use the gaze 6 times per day.
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Only attacks from magic or cold-wrought iron
weapons hurt the nabassu. It has the following thief
abilities: move silently 40%, hide in shadows 50%,
detect noise 55%, and backstab x2.

The nabassu loves to kill its prey by using only its
claws and teeth. It gains nothing from turning the
living into the undead, so only uses its death gaze if
it is losing the battle (reduced to 10 hit points or
less). It generously employs its magical darkness and
backstab abilities, however. If the nabassu is re-

duced to zero hit points, it returns to the Abyss.

5. Stone Door. This door leads to a natural cavern

that runs below a portion of Destiny’s Kingdom.

6. Natural Cavern. This cavern consists of a single,
immense room, and the only exit is also the en-
trance. While something of interest may lie in this
ad-
the

na-

vast, rocky room, it is beyond the scope of this
venture. The PCs should realize that this is not
path Elentha described, and the battle with the
bassu has used up much of their time. If they are
going to reach the council chamber by the time the

meeting starts, they will have to hurry.

dis-
the
middle of the wall, eventually finding the carved sym-

7. The First Secret Door. The northern wall of the
used sewer is finally in sight. You search around

bol of a dotted square. A little more searching reveals
a secret door that opens into a narrow corridor.

This secret door leads to the abandoned cellar of

Hamanu's palace, just as Elentha said it would.

8. Side Tunnels. This small side tunnel, set at a
slight incline, must have once brought waste down
into the main tunnel. Now it is dry and covered with

a fine layer of dust and sand.
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Most of these tunnels lead to a series of small,
five-foot-wide drainage tunnels, and many have col-
lapsed over the years. The tunnel that begins at lo-
cation 2 maintains its 10 foot wide size all the way to
the surface. It is the path the nabassu uses to exit its
lair when it goes out to feed. If any PC makes a
successful Intelligence check, he or she notices that
the tunnel’s layer of dust and sand has been dis-
turbed by something large.

Destiny’s Kingdom

Destiny’s Kingdom is Hamanu’s huge fortress-
palace. It measures more than a mile long on each
side, and its obsidian towers climb high into Athas’s
sky. The palace serves as Hamanu’s personal mon-
ument, his home, and the seat of his government.
The huge palace contains miles of corridors and
hundreds of rooms, including templar offices, troop
barracks, training grounds, and more. For the pur-
poses of this adventure, only three small portions of
Destiny’s Kingdom are depicted on the map in the
Map Book. These are an abandoned cellar, part of
an abandoned wing, and part of the occupied por-
tion of the palace. If the PCs decide to wander be-
yond the scope of these areas, they will not be able to
complete their mission and they will quickly become
lost. Capture will be inevitable as they try to find
their way around the massive palace.

Once the PCs enter any level of Destiny’s King-
dom, the DM must keep track of when and how
they decide to use their fruits of invisibility. Most of
the descriptions below assume that they are invisible
at the time they enter a specific location. If they are
not, the DM must alter the situation accordingly.

Palace Guards

Throughout this section of the adventure, the PCs
will encounter a number of palace guards. Hamanu
insists on the finest warriors to patrol his palace. All
belong to an elite detachment of half-giants. They
are completely loyal to the sorcerer-king.
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Each half-giant guard wears braxat hide armor
and carries an obsidian halberd. They patrol the
palace in pairs and may be encountered at any time
while the PCs are in Hamanu's guest area. Roll
1d10 every other round. On a roll of 1, a patrol
wanders down the corridor. There are also two half-
giant guards stationed in front of the council room
(as marked on the map), and more guards in the
two guard rooms responsible for the area.

Half-Giant Guards: F6; AL NE; AC 6; MV 15;
HD 12; hp 76 each; THACO 13; #AT 1; Dmg
1d10+8; SA nil; SD nil; SZ L (11" tall); ML 13;
Str 21; Dex 10; Con 14; Int 11; Wis 7; Cha 10;
XP 420 each.

Alarm bells can be found in a number of places
throughout the palace. Once the alarm has been
raised, patrols are increased to four guards and the
chance of encounter is 2 in 10. If the alarm has been
raised, no one will be allowed into or out of the palace
until a signal has been given that the crisis is over.

If the alarm is raised, but no trespassers are
found, the palace returns to normal after one hour.
If dead guards or servants are discovered, or if spe-
cific items are noticed as missing, the alert remains
in effect until the trespassers are found.

In addition to half-giant guards, the palace can
call forth human guards, templars, and even Ha-
manu’s personal defilers as needed. The supply is
virtually endless.

Human Guards: F4; AL NE; AC 6 (mekillot
hide); MV 12; HD 4; hp 25; THACO0 17; #AT 1;
Dmg 1d6 (bone spear); ML 12; Str 17; Dex 13;
Con 13; Int 12; Wis 10; Cha 11.

Palace Templars: Tp6; AL NE; AC 8 (Dex); MV
12; HD 6; hp 21; THACO0 18; #AT 1; Dmg
1d4+1 (metal dagger); ML 11; Str 16; Dex 16;
Con 9; Int 13; Wis 14; Cha 13; Spells: 3 1st level,
2 2nd level, 1 3rd level as necessary.
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Palace Defilers: D10; AL NE; AC 8; MV 12;
HD 10; hp 23; THACO 17; #AT 1; Dmg 1d4-
1 (bone dagger); ML 12; Str 8; Dex 16; Con 8; Int
15; Wis 11; Cha 9; Spells: 1) hold portal, sleep,
grease, alarm; 2) detect psionics, web, wizard lock,
bind; 3) dispel magic, hold person, slow; 4) psionic
dampener, fumble; 5) domination, wall of force.

Abandoned Cellar Level

1. Wine Cellar. The secret door from the disused
sewer opens into what was once the sorcerer-king’s
wine cellar. This large storage area must have once
held an enormous number of bottles, casks, and
barrels, but the area has clearly fallen out of use. In
fact, the racks that once fined the walls have been
broken up and thrown atop piles of other fine items
now reduced to so much trash.

The PCs enter this area at spot A on the map.
They notice the piles of trash and may realize (on a
successful Wisdom check) that these have been
formed into high walls. Due to the height of these
trash walls (7 high), it is difficult to see across the
room. The ceiling of the cellar is 11 feet high.

This cellar has become the home of a clan of hej-
kin. These vile-looking, subterranean humanoids
found the abandoned area a few months back and
have been decorating it to suit their unusual tastes and
needs. They have access to much of the abandoned
cellar area, and the trash used to make the walls
comes from other deserted storage rooms. The door
marked B on the map leads to these other areas. Eight
hej-kin inhabit the area, but only four are in the wine
cellar when the PCs arrive. The others return within
1d4 rounds of hearing the sounds of battle.

Location C is a secret room that the hej-kin have
not yet discovered. It is filled with six kegs of fine ale
and a sack of 100 cp. While the hej-kin are only



interested in defending their home, they also fear
that the PCs have come to heap further abuse on
their portion of earth and stone. They are also ex-
tremely agitated by the effects of the Psionatrix field.
If the PCs find the kegs of ale, they can use them to
make peace with the hej-kin and receive safe pas-
sage through the area. Location D is the hej-kin’s
infant nest, where three children are currently being
cared for. Location E is the spiral staircase the PCs
need to climb.

Hej-kin (8): AL NE; AC 10; MV 6; HD 2; hp 12
each; THACO 19; #AT 2; Dmg 1-4/ 1-4; SA psi-
onics; SD psionics; ML 9; XP 65 each.

Psionic Summary: PSPs 80; score 14;
psychometabolism —sciences: life draining; devo-
tions: body equilibrium, heightened senses, biofeed-
back. Telepathy —sciences: tower of iron will;
devotions:

intellect fortress, psychic crush, send

thoughts, post-hypnotic suggestion, contact.
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Abandoned Wing Level

2. The Second Secret Door. The PCs follow Elen-
tha’s directions and soon find another dotted
square on the staircase’s fourth landing. Stepping
through this door puts the PCs in an abandoned

wing of the palace.

3. Collapsed Room. Some long ago accident caused
this room to collapse. Rubble and fallen stone fill
the room, and the broken ceiling is open to Athas’s

night sky.
4. Empty Room. This room is empty.

5. Grand Hall. This high, wide hallway was once a
magnificent affair, and even through the dust and
neglect you can still see signs of grand splendor.
Marble floors and walls reflect the light of your
torches, and wonderful tapestries still hang in plac-
es. At the grand intersection, the hall stretches into

the darkness to your right and left. Straight ahead,
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however, are the massive double doors, Elentha told
you to look for.

Once the PCs pass through the intersection, they
gather the attention of a group of halflings who are
hunting farther down the hallway. These halflings
are the same ones the PCs encountered at the city
gates, and their leader remembers the smell of the
PCs he passed.

The halflings are members of Hamanu’s army,
part of the company provided through an agree-
ment with Chief Urga-Zoltapl. The halflings often
explore the vast palace at night, and these four have
come to this abandoned wing to hunt for vermin.
Once they catch the scent of the PCs, they will hunt
them down.

Halfling Warriors (4): F5; AL CN; AC 5 (carru
leather — Dex); MV 9; HD 5; hp 34, 28, 27, 21,
13; THACO 15; #AT 1; Dmg 1d6-1 (bone short
sword); SA nil; SD nil; ML 10; SZ S (3’ tall); XP
270.

6. Templar Office. This room once served as an of-
fice for Hamanu’s templars. Desks and chairs still
fill the room, and everything has a thick layer of
dust. A secret door in the far wall leads to the aban-

doned chapel. Otherwise, this room is empty.

7. Templar Chambers. Four templars once occu-
pied this living chamber, and the evidence of their
presence remains. Lush pillows and thick rugs fill
the chamber, and tapestries depicting the glory of
Hamanu’s military might cover the walls. Dust
coats everything, and nothing seems to have been
disturbed in many years. Three hurrums live in the
pillows. These brightly-colored beetles are harmless,
and they do make a pleasant humming sound. A
secret door leads to the abandoned chapel

8. Abandoned Chapel.
The double doors open upon a deserted chapel
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dedicated to King Hamanu. The walls are inlaid
with a mosaic showing the sorcerer-king in action,
leading his armies to war. Altars on opposite sides of
the chapel are made of solid blocks of obsidian, and
obsidian busts of Hamanu rest atop these black
slabs.

Though this chapel is interesting, there is nothing
of value here. If the PCs paused to explore either
room 6 or 7, the halfling hunters catch up with them
here. Remember, they are tracking the PCs by
scent, so it does not matter if they are invisible at this
time or not (though invisibility will still give them
certain advantages).

9. Chamber of the High Templar. The templar who
once ran this chapel used this room as his office and
living quarters. All important items have been re-
moved, but a couch and small table remain. If the
PCs did not stop to explore rooms 6 or 7, the half-
lings meet them here. A dotted square on the wall
shows the location of the next secret door.

10. The Third Secret Door. This secret door opens
upon a spiral staircase that descends down toward
the occupied areas of the palace.

Hamanu’s Guest Area

11. The Fourth Secret Door. Following Elentha’s
instructions, the PCs reach the door that leads to
Hamanu’'s guest area. Wonderful smells waft from
the other side of the door. If the PCs do not eat
some of the magic fruit before entering, they will be
spotted by the cooks and their assistants.

12. Kitchen. As you open the secret door, the aro-
ma of cooking food fills your nostrils. This busy
kitchen is occupied by six cooks and their assistants,
all frantically preparing a huge feast.
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The cooks shout at nervous slaves as serving girls
and boys carry food in and out of the doors across
the room. If the PCs are invisible, they must still
make Dexterity checks to cross the busy kitchen
without walking into someone (or having someone
walk into them). Even if a slave bumps into an invisi-
ble PC, it is unlikely anyone will notice. Instead, the
cooks will scream at the slave for dropping whatever
he or she was carrying.

13. Feast Hall. Many servants travel between this
room and the kitchen as they prepare for the feast
that is scheduled to follow Hamanu’s council meet-
ing. Great decanters of wine and water cover the
huge table, and baskets of more fruit than the PCs
have ever seen in one place are already being placed
on the table.

14. Guard Room. The half-giant guards not cur-
rently on patrol use this room to rest and wait their
turn. Eight half-giants occupy each room, and one
contains the captain of the palace guards, a templar
named Severin. If an alarm bell sounds, Severin
takes six of the half-giants and rushes to Hamanu's
side.

Severin, Captain of the Palace Guards: Tp 15; AL
LE; AC -2; MV 12; HD 15; hp 61; THACO 12
(7); #AT 1, Dmg 1d8+4; ML 15; Str 18; Dex 17;
Con 14; Int 16; Wis 17; Cha 13.

Spells: 1) detect magic, cause light wounds x.2,
command, cure light wounds x 2; 2) charm person
x 2,

blade; 3) dispel magic, conjure lesser elemental x 2,

hold  person x 2, spiritual hammer,  flame
spike growth, cause blindness; 4) cause serious
wounds, spell immunity, free action, cure serious
wounds; 5) flame strike, cause critical wounds, con-

jure fire elemental; 6) blade barrier, heal.

Equipment: Metal long sword +2, metal shield +2,

splint mail of blending (appears as normal templar
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cloak), wand of enemy detection (6 charges), ring of
human influence, 3 fruits of extra healing, 2 fruits of
proof against detection and location.

15. Concubine Chamber. This

smoky, heavily-perfumed chamber. Soft furnishings

door opens into a
and silk drapes fill the room, and bowls of fruit rest
beside every plush cushion.

The 20 concubines who inhabit this room are
more than mere entertainment, though most of Ha-
manu’s guests do not realize it. These women are
extremely loyal to the sorcerer-king and form an im-
portant part of his palace Intelligence network.
While treating guests with their charms, they are al-
so collecting useful facts, rumors, and other infor-
mation for Hamanu. At this time, the women are
preparing for the feast. They will call for the guards
if anything out of the ordinary occurs.

16. Guest Chambers. These luxuriously furnished
guest rooms sport exquisite beds and fine decor. The
rooms are being used by Hamanu ‘s council guests,
and are currently empty.

17. Hamanu’s Office. The door to this room,
which bears the seal of Hamanu but not the ornate
carvings of the council chamber doors, is locked.
Only Hamanu has a key, but industrious PCs could
open it with a knock spell or by a successful open
locks attempt (made with a -25% modifier).

Hamanu uses this office when his council is in ses-
sion, instead of going to his master office in another
part of the palace. A writing desk, shelves, and long
couches fill the room. All of the items are worth vast
fortunes, including gold candle holders and a ruby
paperweight. These objects bear the royal seal of
Hamanu and could fetch as much as 100 gp on the
black market—if someone were to steal them and
risk the wrath of Urik’s sorcerer-king.

Among the letters on the desk are several that are

still in progress. One is addressed to the Shadow
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King of Nibenay, requesting any information on the
psionic interference that he may have. Others warn
Hamanu’s foreign agents of the problem and set
forth orders concerning what to watch for so that
they can help unravel the mystery. If the letters are
to be believed, it seems clear that Hamanu is as
much a victim as the rest of the Tyr region.

18. Hamanu’s Private Chamber. This door is also
locked. Inside are splendid pillows of the most plush
fabrics, thick rugs, and other comforts for when Ha-
manu wishes to nap. A mosaic of a huge dragon
leading a vast army across the desert sands fills one
wall, and a huge, ornate mirror the other. If the PCs
look into the mirror and say Hamanu’s name, the
surface becomes clear and they can see into the
council chamber. This is the best location to watch
the meeting, and the magical properties of the mir-
ror even allow them to hear what is being said.
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19. The Council Chamber.

The large double doors to this chamber are or-
nateiy carved with arcane symbols. In the very cen-
ter, spread across the two doors, is Hamanu's
clenched fist motif. Inside, the huge chamber is
dominated by Hamanu's raised throne of silver and
gold. Statues of the sorcerer-king flank the doors
and the throne, and trophies of battle decorate the
walls. Currently, a grand table has been set up for
the council meeting, and Hamanu’s generals and
advisors are gathered around it.

The PCs can watch the meeting through the mir-
ror in Hamanu’s private chamber, or they can sneak
into the council room when the doors are opened to
admit a legitimate guest. From the meeting, they
learn the following information:
gathered his

plars, generals, and other advisors to discuss the ef-

¢ Hamanu has arch defilers, tem-
fects of the psionic interference field currently in
place across the region. Hamanu is clearly as mysti-
fied by the field as were the leaders of Tyr.

* Hamanu listens as his advisors list possible sus-
pects, including the Veiled Alliance, the various
sorcerer-kings (even dead Kalak receives blame!), a
slave tribe (Hamanu scoffs at the idea), and even
Korgunard (Hamanu names him, himself).

e The arch defilers that the effect
nothing to do with the Dragon.

propose has
* The generals clearly want to go to war, and they
vow to crush whoever is responsible in the name of
Hamanu. The sorcerer-king quiets them, for
though it pains him he is not sure that open conflict
is the answer to this problem.

* The templars admit that the palace libraries have
been of no help in locating a cause or solution.

* The that their
show the effect to be getting steadily worse. They

arch defilers state calculations
believe the threat could eventually eliminate all psi-
onic abilities.

¢ Hamanu vows to end this threat to his rule, no

matter what the cost.



After the PCs hear the meeting, or if they try to
attack Hamanu, go to Captured!

20. Templar Office. Templars assigned to this part
of the palace operate out of this location. The desks
are covered with writing utensils, scrolls, clay tab-
lets, and even a few ancient books. All relate to
problems that have once threatened Athas, but
none are of a magical nature. There is only one tem-
plar in the room.

21. Storage Room. The door to this room is locked.
Paintings of many battles line the walls, showing
Hamanu’s troops in action. These paintings, al-
though faded with age, clearly show the sorcerer-
king and his mighty war machine mercilessly
crushing enemies of Urik. Though this room must
have once served another purpose, it is currently be-
ing used as a storage room for part of Hamanu's
vast collection of treasures and artifacts. There is
little of real use to the PCs unless the DM needs

them to find something to aid them.

22. Library. Three sparkling crystal candle chande-
liers hang from the painted ceiling in this vast room.
Ancient bookcases stand everywhere, each filled
with tomes and scrolls on all imaginable subjects.
Long writing desks are piled high with scrolls and
books as templars are busy searching for references
to the Psionatrix field. Characters who investigate
the piles of books notice that all of them deal with
the subjects of psionics, legends, prophecies, and
curses, many written in unknown languages.

23. Fountain Room. This chamber should both sur-
prise and delight the PCs—and perhaps frighten
them a bit as well. Lush, growing plants burst from
the dirt floor, filling the room with smells reminiscent
of Desverendi’s valley. Two great fountains bubble
with clear water, and it is obvious that Hamanu has
used much magic to preserve this idyllic setting.
There is a 50% chance that 1d6 halflings will be
here at any given time.
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Other Locations. Location F is a grand staircase

that descends to another occupied area of the pal-
ace. Location G is a staircase leading up. Those lo-
cations marked with an H refer to corridors that

lead to other parts of Destiny’s Kingdom.

Captured!

Any violent action taken by the PCs in the council
chamber will be met with vicious stares as Hamanu
and his defilers rise to defend themselves. They will
not be alerted to the PCs if they enter quietly and
take no hostile actions, but the moment the party so
much as draws a weapon, protective spells warn Ha-
manu of the danger. When this occurs, the generals
and templars draw their own weapons and form a
protective circle around Hamanu. If the party de-
cides to fight Hamanu, the PCs are likely to be
killed. Such an action is deliberately in contrast to
their mission from Korgunard, and DMs should
treat them harshly. However, Hamanu and his
guards will try to capture as many of the PCs as
possible so that they can be questioned. The group
of people in this room are of such high levels that the
PCs should not be able to win a fight or escape,
should a fight begin.

If the PCs remain hidden throughout the meeting
and also avoid encountering any palace guards, the
DM must help them get captured, as that is the
course this adventure is designed to take. As they
watch the meeting, they see a human templar enter
the chamber, bow, and approach Hamanu. He
speaks quietly into the sorcerer-king’s ear, then
turns and leaves. This is Severin, who has just in-
formed Hamanu that he has detected the presence
of intruders in the palace. He knows their general
location and has gone to seal the area.

Hamanu gazes at his advisors and declares, “We
have been spied upon.” He turns in your direction
and says harshly, “Surrender, fools! Did you think
to hide from the King of the World for long?’’
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The PCs have no chance to win this fight or es-

cape. DMs are advised to capture the party as

quickly as possible, using maximum force where
necessary. As a 2lst-level Dragon, Hamanu can
unleash wishes, meteor swarms, and time stops all

day long. Hamanu’s orders are to capture the party
alive, but it is possible for a PC to take an “escape
or die” attitude. Such a character should be killed
as quickly and spectacularly as possible to show the
others how hopeless this fight is. This section of the
adventure ends with the capture of all surviving
PCs.

An Audience with Hamanu

Once they have been captured, the PCs are brought
before Hamanu’s throne in the council chamber.
The sorcerer-king stares at them with cold, terrifying
eyes, seeming to look right into their very souls. If
they try to explain themselves, make a deal, or even
inform the king about the psionic interference, he or-
ders them to be silent. “You are either overly brave
or extremely foolish, I care not which,” Hamanu de-
clares. “If you wish to speak to the King of the
World, you must prove yourselves worthy. Only the
worthy can survive the rigors of the arena.”

In order to plead their case before King Hamanu,
the PCs must demonstrate their worth by compet-
ing in the upcoming Day of Battle holiday tourna-
ment. If they can survive the game of death ball,

then Hamanu will grant them leave to express them-

-

selves.

TN L=

The Day of Battle

After being captured, the PCs are stripped of their

[

weapons, equipment, and the precious shard of
crystal. The PCs are then roughly escorted to a
spartan cell deep in the bowels of the arena. Each
PC gets a bunk and a meal of bread and water. The
cells are cold with stone bunks and no comforts.

From the other cells they can hear shouts, jeers and
laughter throughout the night.
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Bread and water are always on hand for those
about to participate in the holiday games. Guards will
supply more when called upon to do so. Fruit and
meat are delivered to the cell each morning. The hu-
man guards perform their jobs without malice, al-
though they will not converse with the PCs.

After finishing your morning meal, a jolly over-
seer named Yorik appears at your cell door with a
suit of carru leather armor for each of you. “To-
day’s the day,” he laughs, “the grand games of the
Battle Day. After a few regular gladiator matches,
you'll get to show your stuff at the death ball match.
I'n
Before he goes, he calls for templars to heal any

be back in a while to give you your weapons.”
wounds you may still be suffering from.

Hamanu wants a good contest, so the templars
will completely heal the party if they allow them to
come near. While this is going on, the sounds of
hundreds of people can be heard in the arena
above. As each match begins, an accompanying
shout of excitement rises out of the crowd. After a
few hours, Yorik returns. “Good luck out there,”
he laughs, “you’ll need it against the Bloody
Claw.” Then he asks what weapons each PC pre-
fers. Each is allowed to carry up to two of the follow-
ing weapons, until the supply is exhausted.

Six stone clubs (1d6/1d3, -1 damage, -2 to
hit), four heavy crossbows with six iron-tipped heavy
quarrels each  1d4+1/1d6+1), four bone dag-
gers (1d4/1d3, -1 damage, -1 to hit), four bat-
tle axes with obsidian blades (1d8/1d8, -1
damage, -2 to hit).

DMs Note: Provide the characters with at east
two weapons with which they are proficient.

Death Ball

You step into the arena to the cheers of a filled
stadium. The crowd seems very excited. Across the
arena, you see Hamanu seated in his royal box. He
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seems to be paying you some attention. The arena
itself is an oval of sand. Two raised platforms can be
seen on either side. Steps lead up to a hole in the
wall above each platform. Oddly shaped pits stand
open in the center of the field. You are directed to a
line about a third of the way from the platform. A
short, five-foot wall, topped with spikes surrounds
the entire oval.

When a vicious looking group of gladiators
strides toward the line on the opposite side of the
pits, the crowd goes wild, cheering and chanting,
“Bloody Claw! Bloody Claw!”.

more popular than you.

It seems they are

Use the map of the death ball arena located in the
Map Book when running this encounter.

The crowd favorites are the renowned Bloody
Claw team from the stable of the merchant, Hargen
Stel III. They have fought 11 contests and won
them all, making them incredibly popular among
the common people. Hamanu, however, hates
them —they have beaten his best and he has almost
given up any hope of beating them. He expects the
PCs to die, just like all the rest. At least this way he
has given them the opportunity to die like warriors.

The Bloody Claw emerge into the arena and
spread out across the far side, bowing and playing
to the crowd. After a short while a fanfare is sound-
ed and they turn menacingly toward the PCs. The
crowd resumes chanting, repeating the words
“death ball” over and over again.

Yorik emerges from a side passage and approach-
es the PCs. He tells them to stand side-by-side on
the starting line, just as the Bloody Claw team is
doing on the other side of the field. “The object is
simple,” Yorik explains. “All you have to do is
dunk the five death balls into goals on the far side of
the arena.”

In the center of the field, resting on the ground
between the two pits, are five leather balls. Each ball
is slightly larger than a man’s palm, with sharp ob-
sidian spikes protruding from the leather covering.
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The object of the game is to score as many goals as
possible by pushing the death balls into the plat-
form holes on the opposing team’s side of the field.
The winning team is the team that scores the most
goals by the end of the match. The match ends
when all five death balls have been placed in the
goals.

There are only three rules: the opposing teams
must begin on their starting lines, the balls must
start in the center of the field, and all hostilities must
end when the fifth ball a is placed in one of the scoring
holes. Otherwise, anything goes. The teams com-
pete against each other for the death balls in order
to score them. Members of each team may attack
each other at any time, using melee weapons, spells,
psionics, and even the crossbows provided by Yorik.

Scoring a Goal

The platforms on each end of the field rise six feet
off the ground. Long, narrow steps lead up to the
goal. To score, a death ball must be pushed all the
way into the hole. This activates a spring-loaded
arm trap that snaps shut to indicate a successful
goal. Of course, the character who scores a goal
must make a Dexterity check at +3 to pull his arm
free before the trap slams down. Failure causes 3D6
damage to the unlucky character.

Hazards of the Game

The spikes set along the perimeter wall are sharp
and deadly. If a character is thrown onto the spikes,
he will suffer 3d6 points of damage.

Characters with heavy crossbows must spend a
full They

can do nothing else during that round.

round reloading, after firing a quarrel.

Attacks on opponents atop the scoring platforms
are made at a -1 penalty to hit (if the attacker is
striking from below). Attacks made by characters
on the platforms against opponents below receive a
+1 bonus to hit.

The spiked death balls can be thrown, either to
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pass them to another team member or as an attack
against an opponent. A successful Dexterity check
must be made at +2 when either attempting to
throw or catch a death ball. Failure causes 1d3+2
points of damage to the thrower and 1d6+2 points
of damage to the catcher. A death ball is thrown
successfully on an unadjusted THACO roll. Death
balls cannot be thrown into the goals.

Each pit contains one huge scorpion. These crea-
tures cannot climb out of the pits, but they present a
danger to anyone who falls into the pits. Anyone
next to a pit will fall in if they are hit with any suc-
cessful attack, and fail a dexterity check. A rope
hangs down the side of each pit so that characters
who fall in can climb out. Climbing the rope takes
two rounds. Falling into a pit causes 2d6 points of
damage and leaves characters open to attacks by the
huge scorpions.

Huge Scorpions (2): AL Nil; AC 4; MV 12; HD
4+4; hp 18, 20; THACO 15; #AT 3; Dmg 1-8/ 1-
8/ 1-3; SA poison sting; SD nil; SZ M (4’ long);
ML 10; XP 420 each.

The Bloody Claw Team

The current gladiatorial champions are the re-
nowned Bloody Claw team from the stables of
House Stel. The team has fought side-by-side
through many matches—they fight to win, and the
DM should play them as tough opponents. The
team consists of the following members:

Rend the Half Giant, Team Scorer: G9; AL CE;
AC 5 (leather — Dex); MV 15; HD 18; hp 117;
THACO 8; #AT 3/2; Dmg 1d4+9/1d3+9 (fight-
ing claws); SZ L (11’ tall); ML 13; Str 21; Dex 16;
Con 17; Int 9; Wis 7; Cha 9.

Human Defiler Receivers (2): De5; AL LE; AC 9
(Dex); MV 12; HD 5; hp 14, 10; THACO 19;
#AT 1, Dmg 1d4-1/1d3-1 (bone dagger); SZ M



(5" tall); ML 8; Str 12; Dex 15; Con 11; Int 16;
Wis 9; Cha 8. Remaining Spells: Defiler #1: 1)
feather fall, jump, color spray, burning hands.
Defiler #2: 1) shield; 2) invisibility, levitate, mirror

image.

Human Fighter Blockers (2): F6; AL NE; AC 6
(leather); MV 12; HD 6; hp 30, 26; THACO 15;
#AT 1, Dmg 1d8 (obsidian battle axe); SZ M (6’
tall); ML 10; Str 17; Dex 13; Con 12; Int 13; Wis
8; Cha 12.

Halfling Defender (1): F8; AL CN; AC 4; MV 9;
HD 8; hp 43; THACO 13; #AT 3/2; Dmg 1d6-1/
1d3-1 (stone club), 1d4+1/1d6 +1 (six heavy
crossbow quarrels); SZ S (3" tall); ML 11; Str 14;
Dex 16; Con 15; Int 15; Wis 11; Cha 13.

Rend is captain of the Bloody Claw and its high-
est goal scorer. Both of his arms bear many scars
from getting caught in the goal traps. He uses his
fighting claws to tear opponents apart. He also likes
to pick up smaller foes and toss them onto the
spiked wall.

The blockers stay near Rend, using their battle
axes to clear a path to the goal. The defender re-
mains at the platform, shooting at anyone who
comes near until he runs out of arrows. The receiv-
ers try to avoid opponents and maneuver around to
catch and score with the ball.

The Claws attempt to rush the goal all at once
with as many balls as possible. They rarely pass the
ball or throw it to cause damage. If forced to defend,
they will attempt to knock opponents into the pits.

Time In

Once everyone is in position, a fanfare sounds to
signal the start of the match. The crowd works itself
into a frenzy as the match gets underway.

The match is played in combat rounds, using
movement ratings and number of attacks to deter-
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mine how many actions a character can take each
round. A character who gets three attacks every two
rounds can take three actions every two rounds. In
death ball, actions include moving, climbing, at-
tacking, picking up a ball, throwing a ball, and scor-
ing a goal.

Death ball is not, necessarily, a fight to the death.
The first team to score three or more goals wins and
the match ends.

Ending the Match

No matter how the match ends, as long as the PCs
made a good showing of themselves (scored at least
one goal) and have at least one living character left,
then Hamanu allows them to present their case be-
fore his throne. If they actually manage to win the
death ball match, then Hamanu will grant them a
sumptuous feast before calling for them.

The Magical Conference

When the PCs come before Hamanu, they must be
very careful. Their best course of action is to tell the
truth. Around the throne are six templars, Severin,
12 half-giant guards, and two defilers. Hamanu
does not appear to be in a good mood. He sits
brooding for some time before finally speaking.
“Who are you?”” he demands, glaring at the PCs
while the defilers begin casting know alignment
spells and a few templars cast detect lie.

Hamanu wants to know why they dared sneak in-
to Destiny’s Kingdom. His initial questions include:
“What were you seeking to steal? Which city hired
you? How much did you hear?” Then he will get
into more direct lines of questioning, based on the
latest information his advisors have turned up:
“Did the Order send you? What do you know
about the Order? Tell me about this rock crystal
found with your belongings.”

If the PCs mention Korgunard, Hamanu leans
back in his throne, smiles, and strokes his beard.
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“Ah, the ‘Great One.” I see. What is ‘my friend’
up to now?” The best course of action for the PCs
is to tell Hamanu as much as they know and ask
him to contact Korgunard directly. After all they
have found in the palace, it should become clear to
the PCs that Hamanu is not responsible for the psi-
onic interference. If they do not suggest a team-up
between the sorcerer-king and the avangion, then
Hamanu will come to that conclusion himself. The
PCs may believe that Korgunard can help release
them, so they should be willing to go along with this
suggestion.

I can contact the avangion,” Hamanu declares,
“but I will need the help of minds that know him
well. Will you submit to my magic for purposes of
this meeting?” If the PCs agree, then the arrange-
ments continue as described below. If they refuse,
Hamanu uses them anyway, for he knows he needs
Korgunard’s help at this time. Hamanu and his
aids use whatever magic they must to hold the PCs

in place until the contact is established.

Calling Korgunard

A great marble edged sheet of obsidian is brought
before the sorcerer-king. The PCs are told to look
into the black surface and to picture Korgunard.
Hamanu touches each of them in turn, then he
touches the stone. It glows brightly and an image
begins to form in its black depths.

Korgunard’s image appears in the stone. He
seems quite surprised to see Hamanu, and a little
concerned by the general physical state of the party.
He asks about their health and the events that have
led to this unique meeting.

Throughout the conference that follows, both
Korgunard and Hamanu will be polite to each other.
It is obvious to the PCs, however, that a deep hatred
exists between the two. It will be up to the PCs to con-
vince Korgunard that Hamanu is as much a victim of
the interference as everyone else, and that the best
course of action will be for the two to work together
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toward a solution. This should be done through role-
playing, with the DM taking on the roles of both pow-
erful beings. Once that is settled, the conversation will
include the following elements:

* Hamanu declares that the sorcerer-kings are not
to blame for the current crisis.

* Korgunard gives assurances that neither the pre-
servers nor the pyreen are responsible.

* An ancient preserver fortress is believed to exist
within the Road of Fire, the chain of islands in the
Sea of Silt. Both agree that if the place exists, then it
should contain information to help put a stop to the
Psionatrix field. Hamanu lets slip that he has con-
cerns regarding the site, though he refuses to elabo-
rate.

* Korgunard mentions a halfling psionicist he has
dealt with who may be of help in the current crisis.
The halfling should be consulted, he advises.

* Finally, when all of the possible suspects are elimi-
nated, Hamanu and Korgunard agree that the Or-
der must be responsible.

The PCs should participate in this conversation,
giving their opinions, asking questions, and provid-
ing options. In the end, all should agree that there
are two major courses open to them: to find the Or-
der and to seek ancient knowledge from the pre-
servers. Korgunard, who is already in the
Hinterlands, agrees to seek out the Order. His mis-
sion, he informs them, will start with the halfling
psionicist. Meanwhile, someone must locate the pre-
server fortress in the Sea of Silt. If the PCs do not
volunteer, Korgunard asks them to take up this
quest. Once they agree, Hamanu decides to send his
own chosen retainers to help them. He will not hear
of any changes after he has made up his mind on the
matter.

With the conference at an end, Korgunard’s im-
age disappears and Hamanu calls for his aids. The
PCs are given time to memorize spells and are pro-
vided with healing and supplies for the trip. All of
their equipment is also returned at this time.
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Previous Events

Upon the orders of Korgunard, the Avangion, the
PCs travelled to the City of Urik, the realm of Ha-
manu, self-proclaimed King of the World. Their or-
ders were to infiltrate the Sorcerer-King’s
fortress-palace and determine his level of awareness
about the current psionic crisis and his involvement,
if any, in the situation.

The PCs successfully infiltrated the palace after
battling their way past the “killer” that was terror-
izing the city from the ancient sewers. However, their
presence within the complex was detected and they
were sent to the gladiator pits.

Eventually victorious in the savage conflicts of
Urik’s arena, they received an audience with Ha-
manu that gave them an opportunity to save their
lives and enlist Hamanu as an ally for their cause.

The sorcerer-king and the Avangion Korgunard
argued and eventually agreed that they must work
together to fight the mysterious menace that threat-
ens them both.

Korgunard told them that he would travel to the
Forest Ridge with a halfling psionicist whom he
knew, while the sorcerer-king offered to mount an
expedition to the Road of Fire, the site of an ancient
preserver fortress in the Sea of Silt, which might
shed some light upon the current crisis.

Overview

The Sorcerer-King and Korgunard agreed to work to-
gether to defeat this threat, and all will turn to the
PCs to aid in the removal of the null-field that is de-
stroying all psionic effects across the realm. The PCs
will be sent by Hamanu and their patron with a con-
tingent of the sorcerer-king’s finest operatives to
search for the preserver fortress. The Urikites who
travel with the PCs will hold them in the greatest con-
tempt, causing friction throughout the journey and
adding to the problems they will encounter on the way.

The expedition will first travel through the Table-
lands, north of the Dragon’s Bowl, to the oasis at
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Bitter Well. During this journey through the deso-
late wilderness, the group will come under attack
from a band of marauding gith, but will be aided by
the Free, an old ally, before they can come to too
much harm at the hands of the raiders.

The desert will provide several threats to the
group, causing the loss of several Urikites along the
way and possibly leading to the deaths of one or two
of the PCs if they are not vigilant. The expedition
arrives at the tiny oasis settlement of Bitter Well,
where they will hire the giants to carry them into the
Sea of Silt.

However, the evil-psionicist Arvego will already
have visited the giants and dominated their leader,
who, after coercing the PCs across to their island
home on Lake Island, will have them imprisoned to
deal with as he sees fit.

The Urikites at this point will betray the PCs and
bargain their way to freedom, leaving the PCs to
escape on their own. Still imprisoned by the giants,
the PCs will receive a cryptic message from
Korgunard. They will escape and follow the Urikites
to the preserver fortress on the Road of Fire.

The Adventure Begins

After their victory in the arenas of Hamanu's pal-
ace and their audience with the “King of the
World,” the PCs have been given time to recover
from wounds inflicted on them by the Bloody Claw
and from the terrors of Death Ball. They are pro-
vided with accommodations and sustenance, until
the sorcerer-king has finished talking with
Korgunard through the mind-link. The PCs, while
provided with some luxuries, are well aware of their
status as ‘“‘guests” of Hamanu. Two half-giant
guards, from Severin’s personal company, are sta-
tioned outside the doors. As an additional security
measure, the PCs’ weapons, armor, spell compo-
nents, and thieves’ picks have been removed.
Once all of the PCs have recovered from their

wounds, read the following to the players:
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The din of the arena still echoes in your ears, as
you wait in the quarters so graciously provided by
Hamanu, while he and your patron Korgunard
make decisions. The quarters are plushly furnished
and a spread of exotic fruits and salted meats have
been laid out for your pleasure. Hamanu's personal
physician, a wiry and sickly-looking half-elf, has
wrapped your wounds and for the first time in a long
while, you aill feel quite well, physically and mentally.
With the events of the past few weeks finally bring-
ing positive results, you are eager to continue your
quest, if only to escape the watchful eye of Hamanu.

After several hours, Severin enters the chamber
accompanied by eight of his half-giant guards. He
commands you to follow him to Hamanu’s audience
chamber where the Sorcerer-King has some impor-
tant news regarding the current situation.

The PCs should follow Severin and his retinue —
they have virtually no other options. As they are led
through the maze of chambers and corridors in the
fortress, one of the PCs receives a psionic mindlink
message from Korgunard:

Agree to whatever Hamanu demands of you, for
we must be united in this undertaking. When you
have finished the task he will give you, meet me at
Desverendi’s wvalley.

After the receiving player relays the message to
the others, the party continues past the huge bar-
racks and parade grounds, to the imposing mass of
Hamanu’s inner palace. The half-giant guards re-
main at the doors of the audience chamber, while
Severin leads the party inside.

The Sorcerer-King sits upon his ornate throne
deep in concentration, staring into the marble-
edged mirror and occasionally making comments,
as if in conversation. As he registers the presence of
the PCs, he looks into the mirror and says, in a
mocking tone of voice, “Your pets are here, my

friend.”
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With that, he rises and, beckoning the group for-
ward, begins to speak:

I have discussed the current crisis with
Korgunard. Although we disagree regarding several
aspects of the situation, we do agree that we need
each other to defeat this threat. Whatever the cause
of the dampening of psionic powers, it has affected
the entire region. Korgunard intends to travel with a
halfling colleague to the Forest Ridge. There, he
hopes to discover some truths regarding the effect.
He will contact you once he has explored this area.
Meanwhile, 1 have graciously offered to release you
from bondage and commission an expedition to the
Road of Fire. Your master believes that the pre-
server fortress that is within the chain of islands
could provide an explanation as to the cause of this
problem, and he wants you to find it.

I would accompany you personally on this hazard-
ous journey, yet affairs of state prevent me. I must
apologize if I disappoint you. However, I have decid-
ed to send a group of my most trusted subjects with
you to represent my interests in these matters. Send
them in, Severin!

At this point, the main doors of the audience
chamber swing open on heavy iron hinges and a
band of Urikite guards, dressed and ready for the
harsh desert beyond, march into the chamber. The
Urikite group consists of a number of NPCs equal
to that of the PC party.

Your comrades stand in the doorway. All appear
to be veteran soldiers, and apart from the half-giant
member whose eyes show only the meager in telli-
gence of his race, all eye you with little more than
contempt. Upon a gesture from Hamanu, the Uri-
kite leader motions his men forward, and they stride
into the chamber, bow once to Hamanu, and stand
to attention, motionless.
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Hamanu steps down from his throne and speaks:
Chtek Ch’re: 10th-Level Thri-Kreen Fighter

The mission that you are undertaking is one of
utmost importance to the city of Urik, and to the
entire region of Tyr. If you do not complete this du-
ty, many will perish in the bloody conflict that erupts
as the situation deteriorates further. Therefore, you
must not fail. You will succeed in this mission to ex-
plore the preserver fortress, or you will die in the
attempt. Fail, and none of you will be welcome in
the city of Urik, if it still stands. prepare yourselves
for your journey. My quartermasters will supply you
with provisions and mounts. All of your weaponry
will be returned to you, along with any other person-
al belongings that where confiscated ted. That is all!

Severin motions for both the PCs and the Urikites
to follow, and leads the party to the Quartermas-
ter's store. Each is equipped with two weeks of ra-
tions and water-based on their race and special
requirements. While the kanks are being prepared,

the PCs and the Urikites are left to get acquainted.

The Urikites

Full statistics for the following NPCs are provided
at the end of this chapter. The following character
descriptions should be summarized to your players,
when they wish to examine their new allies.

Thovadarak: 11th-Level Male Human Templar

Thovadarak is the leader of the Urikite party and
considers himself the leader of the expedition to the
Road of Fire.

Ulreg the Strong: 8th-Level Female Half-Giant
Gladiator

The most imposing of the Urikite team, Ulreg will
do little but stare at the party, a menacing glint in
her eye. Although a beauty by half-giant standards,
she still looks capable of reducing any of the party to

a crumpled mess in a matter of moments.
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The Thri-Kreen member of the Urikite group be-
trays little emotion. It merely stands in one corner of
the room, watching with insectoid-eyes. Apart from
an occasional rasping click from its mandibles, it of-
fers no communication of any kind. The party
should sense the general contempt it holds for all of

them.

Dokala: 7th/7-th-Level Female Halfling Fighter/

Psionicist

Probably the most active antagonist the party
must deal with on the long journey to the Road of
Fire is Dokala, the Urikite halfling. She is constant-
ly at the side of Thovadarak, her leader, and leans
up to whisper in his ear, watching the party in the
process. Her comments probably center on them.
She will add her own derogatory comments to any

discussion or argument that occurs.

Jherrid the Dark: 10th-Level Male Human Defiler

Thoroughly evil and untrustworthy, Jherrid is the
team’s primary source of magic. His long years of
secret study into the dark arts have left a permanent
imprint upon his psyche and a dark streak through
his heart. He is a cold, emotionless man who con-
siders himself superior to all others, although he
does respect Thovadarak as a commander.

Any other defilers within the party will be singled
out as potential adversaries, and he will do his best
to make them as uncomfortable as possible.

Aramao the Quick: 13th-Level Male Elven Thief

This thief likes to spend his time indulging in his
favorite pastime—the glorification of self. Any situa-
tion and any discussion will soon be graced by Ara-
mao’s arrogance, and he will proclaim his own
superior abilities on every topic. He has spent years
perfecting his skills as a thief, and thinks himself the
best that the region Tyr has to offer.
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Any thief characters within the party will be sub-

jected to an almost constant barrage of snubs and
insults regarding their abilities. Aramao is confi-
dent that he can deal with the PCs, especially if he
believes the rest of the team is behind him.

Tirian: 10th-Level Female Human Templar

Tirian will automatically raise the suspicions of
the PCs and the Urikite templar. The child of
slaves, Tirian vowed never to be a slave again, a goal
she prefers to accomplish by ensuring that others
are sent to the slave pits in her place.

She is ruthless and calculating, making her a
good friend of Jherrid, the Urikite defiler.

She will pay little obvious attention to the group,
because she prefers to observe and assess the abili-
ties of the party before deciding her own actions.
This method has kept her alive for many years, and
she does not intend to change her policy. Of all of
the Urikites, it is Tirian who spends the most time in

conference with their leader Thovadarak, regarding
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the actions of the Urikite team.
Note: Full NPC stats will be found on pages 73-76.

The Road to Bitter Well

You leave the relative safety of the City of Urik at
first light, as the burning orb of the sun begins its
fiery ascent into the parched skies of Athas. The
Urikites follow you from the city after conversing
with the guards at the gate and the Captain of the
Guards, Severin. They soon join you and fall into
place behind your group on the road into the bleak
and desolate deserts. The journey ahead is going to
be a tough and hazardous affair, with threats com-
ing from both the land itself and the nightmarish
inhabitants of Athas that call the desert home. You
will see little of civilization for sometime now, not
until you reach the oasis at Bitter Well. Apart from
the occasional dust-settlement, Bitter Well will be

the only town in a desolate landscape.
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The group must travel to Bitter Well to locate and
hire the giants necessary to carry them across to the
Road of Fire. To reach the oasis town, the expedi-
tion must cross approximately 150 miles of burning
deserts, devoid of life—save for the various dwellers
who hunt within that sun-blasted hell. Urik and Bit-
ter Well are connected by a road that runs arrow
straight, but the road offers little safety or shelter
from the scorching heat.

Throughout the journey, the Urikites will show little
interest in the PCs, except to pass an occasional de-
rogatory remark regarding the general abilities of spe-
cific party members. Every mistake or misjudgment
will be met with fierce rebukes and insults from the
Urikite team, who will soon begin to invent crude and
insulting jokes at the expense of the characters.

The DM should play the Urikites as arrogant
and malicious cutthroats who firmly believe that
they are quite capable of completing this mission
without the interference of the PCs. Any injury that
befalls one of their team will result in accusations of
incompetence against the PCs, as will any other
actions the party attempts to take.

Several encounters can occur during the trek to
Bitter Well, which, given good conditions, should
take five to six days. Remember that the party is
traveling overland, on kanks. The character MP
cost is Y2 MP, the kanks, 15 MP. With the Urikites
pushing them, the PCs should be able to make 30
miles per day. In addition to the encounters detailed
in this section, any of those suggested in the Desert
Perils section can be used here, although they may
have to be altered to increase the level of threat due
to the addition of the Urikite team within the party.

Worm Sign

For several days now you have been journeying
through the harsh wastelands of the northern Table-
lands, passing the great Dragon’s Bowl to the
south. Your mounts are already tiring from the in-
tense heat and all of you feel the need to rest, yet
there is no respite from the elements to be found.
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The land around you is an endless plain of hard-
baked sand and blistered rocks.

Eventually, as the sun begins its descent, plunging
the world into darkness, you locate a place to rest. It
the

sides by a structure of sandstome that provides lim-

is a small depression in sand, sheltered on two
ited protection from the winds of the desert; winds
that will soon drop to freezing temperatures with the
final disappearance of the sun.

Tired and in need of sustenance, you tie your
mounts and settle down into the depression, trying
your best to find a comfortable spot to sleep in the
sandy bowl. Soon you begin to slip into the land of
dreams, but as you do you become aware of a deep
rumbling emanating from the ground around you. As
you wake, the rumbling becomes more intense, until
the ground itself is actually vibrating beneath you. As

you begin to move, all hell break loose in the camp.

The party has unfortunately made camp beneath
one of the favorite haunts of a sink worm, one of the
gigantic subterranean predators of the desert. Sens-
ing vibrations of the party as they prepared to bed
down, the sink worm investigates the disturbance.
The sink worm’s sudden appearance results in a
-4 penalty to the party’s surprise role, as it bursts
up into the midst of the camp.

Sink Worm: Int Animal; AL N; AC 6; MV 12, Be
18; HD 14; hp 68; THACO 7; #AT 1, Dmg 2-24;
SA Swallow Whole; SD Phasing; SZ G (50' long);
ML Steady; XP 7,000.

Should the sink worm exceed its required attack
roll by 4 or more, it can swallow its victim whole,
causing an automatic 2d12 damage per round.

* If wounded badly, the sink worm can use its phas-
ing ability to shift through up to 30 feet of solid rock
to escape.

DM’s Note: the sink worm will not differentiate
the NPCs,
mounts-the DM should make random rolls for the

between parties’”  members-PCs, or

creature’s target each round.
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Black Waters

It has been two long days since you left the sanctuary
of Urik, and the long journey through the desert is
already beginning to take its toll upon both you and
your mounts. Your kanks are becoming more difficult,
and every so often one of them refuses to accept your
commands, and begins to wander off in a direction of
its own choosing. As the afternoon moves on, you spy
the glint of water on the horizon, reflecting the light of
the sun in a brilliant cascade of color.

Soon you can see the source of this water, and
your hearts rise to the thought of a refreshing stop
upon the banks of this oasis. However, as you ap-
proach, you see the oily-black sheen that covers the
surface of the waters. You have arrived at the fabled
Black Waters, poisoned many years ago by the foul
magic of Hamanu in his efforts to destroy the city of
Yaramuke. This is not a place to drink, yet you need
rest and even this dark place will provide some pro-
tection from the night. Thus, you settle down for the
night, and watch the sun disappear behind the hori-
zon, plunging the world into night once again.

The Black Waters are well known throughout the
Tyr region for their poisonous nature. Anyone fool
enough to drink from their oily depths feels an in-
stant chill ripple through his body, as the poisons
work their way slowly to his heart.

Upon drinking, a saving throw vs. poison should
be made. Success indicates that, while the poison
has been resisted by the character’s body, he will
gain no sustenance from the waters. Failure on the
other hand has a more dramatic effect.

Each hour after drinking from the waters, the
character must make a Constitution check at -3, or
immediately lose 1 Constitution point and 10% of
his hit points (round up). His suffering is curable
only by a heal or wish spell. A cure disease spell will
not return lost health, only prevent further deterio-
ration. During the night one of the denizens of the
dark waters will rise to investigate the disturbance of

his resting place.
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The DM should choose one of the PCs to be the
first to meet their new companions for the night,
and read him the following passage:

You awaken from your dreams to the sound of
shuffling feet. It is still night, and the stars hang in
the shadowed sky, casting their dim light across the
oasis. As you slowly lift your head, you see forms
moving between the sleeping bodies of your com-
rades. These forms seem wvague, shifting from time
to time as they move, sniffing at the sleeping shapes
around them. Then one looks up at you, its glowing
red eyes burning malevolently into your soul. Then
it screams.

At this, the ghast and its company of seven faithful
ghouls attack. The ghast will direct its hostility against
the PC who saw it, while the ghouls will attack the
sleeping characters. Besides those already in the
camp, a further 1d8+2 ghouls will rise from the water
every round until the ghast has been destroyed.

These unliving spirits are the fallen souls of those
who drank from the Black Waters and died of its
effects. In life the ghast was a powerful defiler, yet he
was slain by the waters and transformed into his
present form. He is more powerful than the usual
ghast and still possesses the magic he held in life.

Ghast: Int Very; AL CE; AC 4; MV 15; HD 7; hp
37, THACO 14; #AT 3; Dmg 1-4/1-4/1-8 SA
See Below; SD See below; SZ M; ML Elite; XP
1,400.

The ghast emits a stench so bad that all within
10" of it must make a saving throw vs. poison or
suffer a -2 to initiative for the duration of the com-
bat. Additionally it possesses the same paralysis at-
tack that ghouls bear, affecting even elves, and
1d6+4

Due to its magical power, this ghast can only be

lasting for rounds.

turned as if it were a vampire.
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Spells:

1) chill touch, shocking grasp, sleep, magic missile;
2) blindness, darkness 15" r, shatter; 3) lightning
bolt, vampiric touch; 4) improved invisibility.

Ghouls: INT LOW; AL CE; AC 6; MV 9; HD 2;
hp 9 each; THACO 19; #AT 3; Dmg 1-3/1-3/1-6;
SA Paralyzation; SD See Below; SZ M; ML
Steady; XP 175.

Ghouls are subject to all forms of attack except sleep
and charm spells. They are fully affected by protec-
tion from evil spells.

Until the ghast has been slain, the ghouls will
continue to rise from the murky depths of the black
waters to plague the party. If at any time the party
decides to flee the area, a course of action the Uriki-
tes will gladly go along with, the ghouls will at first
attempt to follow, but after three turns will tire of the
chase and return to their aquatic graves.

Ambush

The blazing sun burns down on the arid wasteland
around you as you continue on the long road to the
oasis town of Bitter Well. The scenery is little more
than occasional desert shrubs and small rock forma-
tions dotting the otherwise unremarkable sands of
the harsh desert. Meanwhile, you continue, sweat
dripping from your skin and boiling away as it drops
and touches the surface of the road.

The desert is silent, the creatures that call this
their home safe from the rays of the sun inside their
burrows and lairs. No sound penetrates the haze,
save for your own laboring breathing and the com-
plaints of your cantankerous mounts.

As you travel farther, you spy something on the
horizon. As your party moves closer, you can see the
banners of an independent trader flying in the air.
Your hearts rise as you think of the supplies these
merchants are sure to hold within their caravans,

supplies you sorely need. You spur your kanks to a

faster  pace.
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Your hopes are shattered as you arrive to find the
caravans burned out and gutted of all materials.
The bodies of the caravans’ guards lie half-buried
by the desert sands. All have suffered hideous
wounds from a variety of weapons, including teeth
and claws. You are having increasing difficulty in
controlling your mounts as you survey the scene.
They are pulling at their harnesses, as if afraid the
carnage has not yet stopped. A young human wom-
an bursts into the ruined camp, her club still drip-
ping with the blood of the gith.

Her name is Selanu and she is a member of the
infamous slave tribe known as the Free. She is tattered
and in shock. Her tribe was surprised by the gith they
were tracking and overrun. She and two companions
escaped into the desert, but the gith caught them and
only Selanu escaped. When the PCs question her she
will tell her story impatiently, anxious to learn what
happened to her people. She will explain that they had
followed the gith who had been raiding Free caravans.
The gith spotted them and led the Free into a trap.
Selanu has no idea how many of her people are left, if
any. Selanu knows where Bartras, the leader of the
Free, thought the gith lair was hidden. She will make
an impassioned plea for assistance.

Thovadarak is not impressed, and grumbles that
if the PCs want to go charging off to play heroes,
that is fine with him, they don’t need their help any-
way. The PCs should remind Thovadarak of their
common need for supplies. The PCs, remembering
their old debt to the Free, are ready to leave. Be-
sides, they still need supplies, and perhaps the Free.

. And so, loosely united by a common need, the
party can move forward in anger and resolve. For
their part, the Urikites could care less. Thovadarak,
however, realizes that the intentions of the gith, after
a protracted battle with the Free has raised their
blood-lust, may be eventually turned on the party.
They cannot remain where they are. In addition, he
agrees that the Free may be able to give them some

desperately needed supplies.
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Selanu leads, your entire party follows. After a
few miles the ground begins to rise, sloping gently
into low hills. On the way, you learn that Free
fought the gith to a standstill, as one by one the rem-
nants of the Free join your rescue party. Belana, an
old woman who was left for dead at the scene of the
battle, watched Bartras and another warrior led
away. She speaks, haltingly:

“The gith needed food. . .
ners for weeks. They trapped us. They had a defiler

us, we were to be din-

with some kind of magical pipes, tried to control us.
They hurt. Bartras got him, but the gith got
Bartras, and another. They both tried to struggle. . .
naked

weapons. . .

it was no use. Then the gith stripped them. . .
they were. Took all equipment. . .
stolen. They were gagged, bound hand and foot.
Naked. . . they were. Then two gith threw them over
their backs and made off , through the desert, to
their stinking lair.”

You follow Selanu up one of the hills to the top of
a rise. She watches carefully, and points, below you
is the gith Lair.

The gith, secure in their once-secret lair, have not
even bothered to posts guards. Why should they?
Who would dare attack them where they live in
numbers? Thovadarak suggests that, since it was
their idea, the PCs and the Free survivors should
enter the cavern lair first. He and the Urikites will
fight a ‘rear-guard’ action, and act as reinforce-
ments if they are needed.

You find yourselves underground, in a roughly-
hewn tunnel. The walls of this burrow are lit by
crude torches, and in the distance the inhuman
cackles of more gith can be heard. You move for-
ward cautiously, keeping behind the outcroppings of
boulders, ducking in to wall depressions, feeling
your way in the dim torch light. The sounds of gith
approaching cuts through the cavern’s still air.
Soon, several torches can be seen coming up the
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tunnel to a side cavern, carried by a group of gith
warriors. They enter the cavern, and two of you fol-
low to see what is happening. Hanging on the wall
of the cavern, in chains, are Bartras and his loyal
tribesman. The gith roughly unshackle the two Free
warriors from the walls, connect their manacles to
each other, and lead them to the main chamber of
their lair where their leader awaits. As they pass Se-
lanu’s wvoice whispers:

“We are here to rescue you, be patient and you
shall be free.

There is no reply, but Bartras, head nods
slightly —he has heard. They are dragged into the
dimly-lit court of the gith chieftain. He sits upon a
crude throne of bones and skulls, his mouth still
caked with dried blood from his last feast. The
chamber is filled with gith cackling and taunting
the two Free as they are pushed down to their knees
in front of the chieftain. As they are forced to kneel,
you see the rotting meat and bones that litter the
floor beneath their legs. The stench in the chamber
is almost unbearable.

The chieftain leers at them from his throne and,
after muttering words, unrecognizable speech, to his
people, motions for the ceremony to begin. Two gith
step forward, each bearing a huge, two-handed
scimitar of corroded metal, with rough, deadly

edges.

Gith (80): INT Average; AL CE; AC 8, MV 10;
HD 3; hp 16 each; THACO 17; #AT 1; Dmg
1d6 -1 (Bone Spear); SA Springing; SD Nil; SZ
M; ML Steady; XP 175

Chieftain: INT Average AL CE; AC 4 (+2 Hide
Armor); MV 10; HD 7, hp 42; THACO 13; # AT
1; Dmg 1d10+1 (+1 Metal Two-handed sword);
SA Springing; SD NJ; SZ M; ML Steady; XP
650.



All gith may use their Springing ability to close the
distance between themselves and their targets.
When employing this ability the gith gain a +2 bo-
nus to their THACO for the first round of combat
only.

DMs Note: The gith morale is high within their
own lair. The PCs should take up a position on the
left flank, and must defeat 30 gith. The gith will at-
tack the PCs in 3 waves of 10. The final wave will be
lead by the gith chieftain. When the gith chieftain is
slain, the gith must make Morale check. Once the
gith have lost two-thirds of their numbers, they have
lost and will flee into the maze of tunnels that is their
home, where it will be impossible to locate them ef-
fectively.

Selanu gives the signal and the combined force of
PCs and Free charge into the assembly. Fury and
rage from both sides breaks loose within the cham-
ber as the battle, fueled by additional gith arriving
from other chambers, is joined. Breaking the chains
of the two warriors requires two successful bend bars
rolls. When the leader of the Free and his warrior
are released, they grab weapons from slain gith and
join the fray. Overall, there are 80 gith warriors,
along with the gith chieftain and his two defiler advi-
sors. Although bloody and protracted, the battle
will eventually be won by the party, after suffering
heavy casualties. The Urikites and the Free immedi-
ately begin to antagonize each other, especially those
ex-slaves who recognize the uniforms of the Urikites.
It will be the responsibility of the PCs to ensure that
a second battle does not occur, especially when the
party recovers their lost possessions.

Bartras, the leader of the Free, approaches the
party after the battle is over. His clothing is soaked
with the blood of his enemies, and the battle lust is
obviously still in him as he looks to the Urikites who
stand beside the group. After a few moments he
takes a deep breath and smiles at the group,
“Thank you, my friends,” he says simply, greeting
each of them warmly, “I fear I would have been a
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tough morsel for them, without your aid.” He ex-
plains that his tribe had been tracking the gith to
this lair for weeks, after they raided several Free car-
avans. He continues by asking them about their ex-
ploits since their last meeting.

After hearing what is said, he considers the implica-
tions of the situation for a moment, occasionally cast-
ing a glance in the direction of the Urikites. Bartras
then goes to talk with Selanu, the human who first
discovered the caves. They talk for some 10 minutes
before both return to the party. Bartras says that the
desert ahead is considerably more active than usual,
possibly because of the psionic effect, and that Selanu
will go with them as far as Bitter Well to ensure they
arrive in safety. She is an excellent scout and knows
the deserts between here and the oasis well. Bartras
will answer any questions that the PCs ask of him,
though his answers will be phrased to avoid revealing
any sensitive information to the Urikites who will be
standing close by, listening with interest.

Final Approach

For several days now you have been traveling under
the direction of Selanu, the rogue. She has successful-
ly managed to take your group through the perils of
the desert with only a few minor injuries to yourselves
and your mounts. Even though the journey was a
great deal less hazardous than it would have normally
been, all of you are feeling the effects of the long trip
and your bodies ache continuously from the constant
motion of your kanks. As the sun rise over the desert
you continue your journey for what Selanu promises
will be the final day of travelling. With good speed she
believes that you will arrive at Bitter Well by sunset.

Most of this final day of travel is quite uneventful
apart from the usual discomfort caused by the blis-
tering heat. The approach to Bitter Well appears as
if it will be quite easy. However, Arvego the psioni-
cist who has been tracking the movements of the
group has prepared a few surprises for the party.
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It is approaching sunset as you catch your first
sight of Bitter Well. In the distance lies the great
wall of silt that blows up from the dusty ocean be-
yond, rising up hundreds of feet into the air, like a
monstrous plateau. Down below it, only just visible
in the haze of the silt-storm, a clutch of stone-huts
can be seen, huddled around in a semi-circle. Sev-
era 1 small caravans can be seen within the perimeter
of the settlement, and even at this distance, the oc-
casional sound of voices and music can be heard
emanating from the huts.

With Bitter Well in sight, Selanu turns and bids
you farewell, begging you to take care in your quest.
She wishes all good luck, even the Urikites, before
spurring her kank around and riding back into the
desert that you have just departed.

As she disappears from wview, you all turn again to
appraise the view over Bitter Well. However, as you
do, the air around you is split by a terrible cry com-
ing from beyond the dunes to your south. You spin
round and scramble up the dune to behold the plain
beyond.

Charging across the desert come four beasthead
giants, coming in a direct line toward you, scream-
ing for joy. Each swings a cruel-looking blade over
his head in delight.

These four beastheads are a welcoming commit-
tee laid on by Arvego the psionicist who has been
tracking the group’s progress since they began their
quest. Using mind domination powers, he has di-
rected these giants to act as part of a plot to ensnare
and eliminate the entire party. They are under or-
ders to cause as much damage as they can while
driving the group to the oasis, where the next stage
of the plan can commence.

Beasthead Giants (4): INT LOW; AL NE; AC 3;
MV 15; HD 15; hp 75 each; THACO 5; # AT 2;
Dmg  2d8+14/2d10+14; SA  Psionics, Bite; SD
Nil; SZ H (20" Tall); ML Champion; XP 7,000.
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Psionic Summary: PSPs 75; Level 5; Dis 2/ Sci 3/
Dev 10; Attack/Defense PB, EW, II/M-, IF, TW;
Score 13.

Clairsentience: Sciences; aura sight, clairvoyance; De-
votions: combat mind, danger sense, know direction.
Telepathy: Sciences; tower of iron will; Devotions:
mind blank, ego whip, id insinuation, intellect fortress,
psionic blast, conceal thoughts, life detection.

The giants will attempt to steer the party toward
Bitter Well, though not so the group realizes it is
being guided. Once they have harassed them
enough, they simply pull back and disappear from
the area. They will throw rocks at the group to scare
them toward the settlement, hoping to spook the
kanks enough to bolt.

Once within 50 feet of the settlement, the giants
will withdraw from the scene, leaving the group
tired, scared, bruised, and just a little confused.

Bitter Well

(See Map Book pg. II)

With the event of the giants still heavy in their
minds, the group will no doubt be extremely relieved
to find safety within the settlement of Bitter Well.
Under the relative shelter of the canopies that pro-
tect the settlement from the elements, the party can
at last relax and refresh themselves before continu-
ing their journey. The Urikites immediately head off
for one of the two taverns within the settlement and
tell the party they will meet them at dawn to locate a
ride across the Road of Fire, leaving the group to

arrange their own evening’s activities.

A Brief Guide to Bitter Well

The oasis known as Bitter Well has only been in ex-
istence for the last few centuries. Before its existence,
the only sign that water existed in the area was the
constant echoes that bounced across the plains,
bringing the sound of running water to the ears of



the exhausted merchants who have for centuries
plied their trade across the region. After many years
of rumors and tales talking of a great underground
lake, a group of industrious dwarves set out to tap
the water and create a profitable enterprise that
could feed their families. The dwarves spent many
years digging under the burning heat, only to dis-
cover that the huge lake they expected to find was
little more than a stream, amplified by the rock
mantle that it cascaded over. Disheartened and bit-
ter, they left the well to those who had use for it.

Since then, a small but quite prosperous settle-
ment has built up around the meager waters of the
well, acting as a trading post for the merchants as
they journey across the deserts.

Bitter Well supports a population of approxi-
mately 80 people on a permanent basis, and an-
other 60 on an irregular temporary basis. Due to the
constant traffic from the surrounding desert, there
will always be at least 100 people within the settle-
ment. It is controlled by the Sadrak family who have
maintained the supply of water since the original
dwarven architects abandoned the site. They charge
nothing for the water, except the privilege of receiv-
ing the first draw from the well every sunrise.

The entire settlement is constructed from sand-
stone huts packed closely together to create shelter.
Hanging between the huts are canvass drapes that
help to shield the streets from the sun’s heat. While
this does have the desired effect, it also increases the
general odor of humanity that hangs around the vil-
lage even more than is usual for a settlement of this
size.

All standard supplies can be purchased within
Bitter Well, although the consumer can expect to
pay at least 20% more for an item here than he
would in one of the larger cities. Besides the mun-
dane items that can be found here, there is also a
large illicit trade in the distribution of information
and illegal goods such as spell components.

There are two meager taverns within the settle-
ment, both relying upon the merchant caravans to
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bring them their wares, and to keep them in busi-
ness. The Orb is the most lavish of these establish-
ments, catering mostly to the merchants who stop at
the settlement to replenish their water supplies. The
food and refreshments at this tavern are of a good
standard, and the few rooms it has to offer are gen-
erally clean.

At the other end of the scale is The Dragon, a
seedy and generally disreputable establishment fre-
quented by more dubious characters who find them-
selves in need of a watering hole. It is a cheap and
inferior tavern, complete with foul-tasting wines and
inedible food, yet it is the most popular, mainly due
to its support of the black market that for years has
helped to keep the town solvent.

The position of each of these taverns reflects the
general class of the areas of Bitter Well. The north
side of the well is primarily dominated by the more
prosperous merchant classes who use the settlement
as a base for their operations. The lower classes of
Athasian culture congregate around the Dragon on
the southern end of the settlement. People from the
two sections seldom venture into each other’s neigh-
borhoods, as the poor are well aware of the fate that
awaits any who are caught stealing from the mer-
chants. The merchants in turn are fearful of the
ever-present threat of mugging and murder that ex-
ists within the slums of the south.

The well itself is a rather grand affair, considering
the nature of the minor stream that supplies its wa-
ter. The original dwarven architects created a mag-
nificent stone bowl measuring 50 feet across to hold
what they thought would be a-deluge of water. Down
the inner wall of this bowl runs a curved walkway
that slowly circles down to the actual well, some 30
feet down. At any given time, the walkway will be
packed with people coming to fill their waterskins.
Anyone joining the procession can expect at least a
two hour wait before being able to fill their skin. Ad-
ditionally, due to the minor nature of the water
source, there is a 50% chance each day that the wa-
ter supply will be depleted to such an extent that the
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Sadrak family, and their personal guards, will or-
dain and enforce a rationing order, reducing the
settlement to temporary chaos until the water has
been replenished. Because of this, a number of se-
vere droughts in the past have almost wiped out this
town, as the water supply, so vital to its existence,
threatened to disappear.

Night in Bitter Well

The Urikites, upon arrival, disappear to the Orb
tavern in the merchant quarter of the settlement and
make it quite clear that they do not wish to see the
PCs until morning. Even if the PCs decide to follow
them to The Orb, they will discover the Urikites
have rented all of the remaining rooms within the
tavern, forcing the party to travel back across the
settlement to The Dragon in the slums.

Once the party has settled in at The Dragon, the
second stage of Arvego the Psionicist’s plan goes
into effect. Before the party’s arrival, the psionicist
passed though the settlement and, using his domi-
nation powers, subverted a number of undesirable
characters to his control. These individuals are hid-
den within the settlement, waiting for the chance to
move against both the party and the Urikites. Dur-
ing the evening, any of the following encounters may
be played upon the party, preferably when one or
two PCs go off somewhere on their own.

Crossfire

As the PCs weave their way through the narrow
streets of Bitter Well on their way to another part of
town, several of Arvego’s minions begin to trail
them obviously. Each character should make an
INT test at +3 to notice their pursuers as they
move. These minions, however, are only a diversion
designed to draw the characters’ attentions away
from the three archers hidden in one of the back
streets, waiting for the characters to move into their
field of fire. As the characters move past, each will
fire his short bow at a single character.
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Archers (3): INT Average; AL CN; AC 8§; MV
12; HD 2; hp 10 each; THACO 18; #AT 2; Dmg
1d6-1/1d6-1; SA Nil; SD Nil; SZ M; ML
Steady; XP 35 each.

On the first round of combat the archers will have
surprise on their side. The characters must make a
surprise roll at a -4 penalty.

As the players move to engage the archers, they
will withdraw as quickly as possible, while the three
minions previously following them draw their bows
and complete the ambush from the opposite side,
forcing the players into a crossfire. These three will
then also withdraw.

Scapegoat

When the characters decide to eat, another of Ar-
vego’s subjugated minions, this time a young serv-
ing woman, will poison one character’s food as she
prepares it. Upon ingesting it, the character will suf-
fer a series of agonizing pains in his chest. This will
cause 1d6 damage, unless the character makes a
successful save vs poison roll at a -2 penalty. An
unsuccessful roll will cause intense hallucinations
quickly followed by unconsciousness for 1d6 hours.
Once this is done, the serving woman will be com-
pletely unaware that it was she who poisoned the
food, due to the post-hypnotic suggestion placed by
Arvego. Even a detect lie spell will not register her
guilt, because she genuinely believes that she is in-
nocent. If pushed far enough it is likely that she will
become hysterical and cause difficulties for the play-
ers in the midst of such a seedy and hazardous tav-
ern. The Dragon is usually filled with plenty of
customers who will take an intense dislike to anyone
who bothers the serving women. Persistent interro-
gation of the woman is likely to incite several local
inhabitants to challenge the party, encouraged by

jeers and threats from the rest of the clientele.
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Tavern Drinkers (8): INT Average; AL CN; AC
8; MV 12; HD 3; hp 14 each; THACO 18; #AT
1; Dmg 1d6-1 (13 one Short swords); SA Nil; SD
Nil; SZ M; ML AVERAGE: XP 65 each.

Sleeping Partner

During the evening a beautiful young woman will
enter the tavern in which the party is currently relax-
ing, and after touring the main bar will sit opposite
them. She will eventually wait until one of the male
PCs walks to the bar and will join him, offering to
buy him a drink and share her company. If the char-
acter refuses, she will continue to watch the group
until another leaves for the bar and then attempt to
seduce him also.

Any character who is lured by this woman’s
charms to return with her to her modest home in the
slums will initially find himself in the company of a
charming and highly attractive young courtesan.
However, after the character has consumed several
goblets of fine wine (-2 to all actions), he will discov-
er the true nature of this houri.

Her name is Salina and she is another of Arve-
go’s subverted minions, ordered to lure one of the
characters away and then murder him, leaving his
body in the street as a warning to his friends.

Salina: Half-Elf 8th/8th-level Defiler/Thief; INT
Exceptional; AL CN; AC 6 (+2 Leather); MV
12; Hp 32; THACO 17; #AT 1; Dmg 1d6+1
(+2 Bone Short sword); SA Magic, Backstab; SD
Nil; SZ M; ML Steady; XP 1,400.

Spells: 1) shocking grasp, charm person, hold por-
tal, magic missile; 2) ray of enfeeblement, invisibili-
ty, blindness; 3) hold person, slow, blink; 4) fear,
emotion.

First Light

After the night’s events, the party wakes to find that
the normally huge cloud of silt that hangs over the
settlement of Bitter Well has retreated during the
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night, revealing the coast of the Sea of Silt. After a
quick breakfast, the party hurries out into the
streets almost immediately meeting the Urikites,
and several of them look slightly worse for wear.

Thovadarak will be fuming when the characters
arrive. Several of them where attacked in unrelated
skirmishes during the night, nearly costing the lives
of two of his people. It appears that it was not just
the player characters who were the targets of at-
tacks. Several times during the night The Orb be-
came the scene of bloody, raucous fights.
Thovadarak informs the group that Jherrid, the
Urikite defiler, has gone to find a local who can
summon the giants to the settlement. They will then
be able to bargain for passage across the Road of
Fire. He also suggests that if the group requires any
supplies, they should purchase them now, as
Jherrid will soon return.

After an hour Jherrid reappears, accompanied
by a grimy and extremely ancient dwarf, dressed in
simple robes. He is carrying a long staff, from which
hangs a bone horn. He is Freeman, a long-time in-
habitant of Bitter Well and a friend of the giants
who inhabit the islands nearby.

The dwarf leads the group out of the settlement
and, after several hours of travel through the desert,
to a rocky outcrop above the murky Sea of Silt.
Here the group is told to wait. Freeman climbs to
the peak of the outcrop and, after murmuring a
brief prayer, the dwarf places the horn to his lips
and blows. A single, clear note echoes out across the
endless wastes and tracts of silt before him.

This ritual continues over the course of several
hours —with the dwarf repeatedly blowing the horn
out over the apparently empty silt. As the heat of
the day begins to build, Thovadarak’s people be-
come agitated, complaining that the dwarf is of no
use, they are tired of his noise, and that they should
make their own way across the Sea of Silt. However,
their leader tells them to remain patient, his manner
keeping them in check.

Eventually, as the sun reaches its zenith, Jherrid
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leaps up and races to the outcrop where the dwarf
stands in meditation. Grabbing the dwarf by his
robes, Jherrid begins to threaten and insult the an-

cient Freeman, who appears to take little notice of
the irate defiler. As Jherrid continues to scream and
rant at the dwarf, all of the characters notice several
figures moving toward them through the Sea of Silt.

The figures move closer, growing in size, while
Jherrid continues to shout at Freeman. He is oblivi-
ous to the approach of what can only be the giants.
As the huge creatures reach the banks of the Sea of
Silt, they rise from the dust to their full height, their
shoulders level with the platform on which the dwarf
and Jherrid are standing. At this the defiler notices
their presence and finally falls silent.

Unfortunately for the characters, the giants are
under the influence of Arvego the psionicist who
has dominated the mind of their leader. These gi-
ants have been told to capture the party at all costs,
using whatever methods they consider will work the
most effectively.

The largest giant climbs up onto the outcrop and
kneels down beside the dwarf, greeting him in their
own guttural tongue. After the two have conversed
for several minutes, the giant turns to you all and
greets of you turn, introducing himself as
Mulak, the son of the leader of the giants of Lake
Island. Once he learns of the identities of the group,

each in

he explains that his father sent him and his hunting
party out to meet the group several days ago, but
they were held up by movements within the silt and
were unable to meet them at Bitter Well.

His father has need of them on Lake Island, and
he and his hunters are to take all of you across the
Sea of Silt to their home.

Each of the seven giants carries a basket-worked
saddle bag arrangement over his shoulders. Each
basket is capable of easily carrying three humans,
two thi-kreen, or one half-giant, along with any sup-

plies that they have with them. The mounts cannot,
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however, be taken across to the island. However, the
Freeman offers to buy the kanks from the group for
6 silver pieces each. He will not bargain with the
group, stating that his price is fair and fixed. With
this transaction dealt with, Freeman wishes all a
good journey and promptly rides back for Bitter
Well on his newly acquired kanks.

The giants meanwhile prepare to make the jour-
ney back to their home with the party. Each charac-
ter will ride in one of the baskets harnessed over the
shoulders of a giant, as they wade through the silt to
their island home. The journey is a difficult one,
crossing some of the most dangerous areas of the
silt, but with good speed should only take around
four or five hours to complete.

After making the necessary preparations for the
trip across the silt, the giants inform the group that
they are to be ready to leave in an hour. The sun is
already beginning to heat the air, and the fine spray
of silt that blows up from the sea is already begin-
ning to find its way into the clothing and possessions
of the party. The entire party is beginning to itch as
they climb into the giants’ carrier baskets. The gi-
ants, for unknown reasons, do not seem bothered by
the constant irritation caused by the silt. With all
preparations complete, the giants wade down into
the silt and begin the long journey to Lake Island.
The giants know of a single, safe island in the silt
where the party can bed down for the night. The
little island is about halfway to Lake Island. The
plan is to make that island by tonight and finish the
journey on the morrow.

The Sea of Silt

The Sea of Silt is without a doubt one of the most
arduous and hazardous places for travelers in all of
Athas. The silt is thought to run to depths of hun-
dreds of feet in some places, while in others it is
dense enough for even giants to walk as if the silt
were any other solid terrain.

The silt is home to a variety of creatures and
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many of these are predatory creatures who live by
attacking travellers as they move across the silt. On-
ly the sheer size of the giants prevents them from
becoming prey for such creatures. Most creatures
that live within the silt prey upon surface dwellers,
especially those humans foolish enough to venture
out into the dust.

Another constant threat while in the dust is the
danger of suffocation in the silt. While the giants
use the ancient paths trodden down by their ances-
tors, humans are far too short to attempt such a
crossing alone, and would soon drown in the dust
should such an attempt be made. The silt is not
dense enough to bear any weight until a depth of
about 15 feet is reached, on the average, prohibit-
ing any attempt to wade through the silt by anyone
except the giants. The additional hazards of unseen
sink-holes and chasms on the bed of the sea also
discourage inexperienced travellers from wading.

Visibility is another problem that discourages ex-
tensive travel within the sea. The dust that blows up
from the surface creates a thick fog that reduces vi-
sion to 10 yards and sometimes even less. The parti-
cle fog coats everything, from clothing to skin, and
even the lungs unless precautions are taken to pre-
vent it. It is possible to choke to death on the fog if it
is allowed to enter the lungs.

Another major problem of travel here is the lack of
available sustenance to be found within the silt. Most
silt-dwellers are carnivores, relying upon other crea-
tures for their food and water. For such races as hu-
mans, there are no ready sources of either food or
water in the silt. This fact has resulted in the deaths of
many previous expeditions—those who failed to carry
enough supplies to see them through the miles of dust.

Finally, humans require rest, a difficult need to
fulfill when wandering in the Sea of Silt. There are
few places capable of withstanding the weight of hu-
mans, and those that do exist are likely to be the
lairs of creatures that will not take kindly to their
territories being invaded by outsiders, and who are
probably hungry.
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Silt Encounters

The following encounters are designed to be used
during the journey, although they may be changed
for others if so desired. Alternatively, the DARK
SUN™ Encounter Tables found in the Monstrous
Compendium supplement may be employed. The
Sea of Silt Encounter Table should be used for these
purposes.

Running Scared

After leaving the relative safety of the deserts, you
entered the Sea of Silt in the baskets of your giant
guides three hours ago. The going is slow, and all
around you the fog seems to press in upon your
body, the dust cloaking you in a film of gray grime.
The giants pay little attention to your discomfort,
for they themselves are oblivious to the irritation
caused by the dust. They simply continue to wade
across the silt, following the old, worn paths trod by
their kind over thousands of years.

As you travel, you become aware of occasional
movements in the silt all around you. The mowve-
ments are characterized by churning paths cutting
through the silt, as if something were moving at
great speed beneath the surface. However, the
movement stops almost as quickly as it began, leav-
ing you uneasy but unharmed.

Eventually you feel yourselves rising up, and you
realize that the giants are climbing up onto a low
island in the silt, covered by twisted shrubs and a
few stunted trees. The giants let you down and lay
themselves down to rest, telling you they will con-
tinue at first light. So you also bed down as the fog
darkens with the last dying rays of sunlight disap-
pearing from the horizon.

Just as you lay down to sleep though, you again
catch sight of the dust churning, out in the silt. This
time however, it is constant and you can make out
multiple paths being cut through the dust, all head-
ing directly for the island.

Then as the paths reach the shores of the island,
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they explode upward and outward, as silt runners
burst onto the island to claim their next victims.

The silt runners have been hunting the expedition
for several hours and now that it is dark, they have
decided to make their attack. There are 30 silt run-
ners, plus an additional five guards who shield the
leader of the band.

Their tactics are simple. They attack and try to
carry off one or two characters before retreating. At
all cost, they will avoid the giants, who are too slow
to swat the runners, but can still cause damage,
even accidentally. Instead they will concentrate on
the smaller-sized characters like humans, but espe-
cially they try for elves, which are a delicacy.

Every round, there is a 25% chance that the gi-
ants will be able to swat 1d4 of the runners.

Silt Runners (30): INT Low; AL CE; AC 7; MV
48; HD 2; hp 12 each; THACO 19; #AT 3; Dmg
1-3/1-3/1-6; SA Nil; SD Nil; SZ S (3-4" tall); ML
Average; XP 35

Psionics Summary: PSPs 24; Level 1; Dis 1 /Sci 1/
Dev 3; Attack/defense -/TS; Score 10.

Clairsentience - Science: Clairaudience; Devotions:
Combat mind, radial navigation, see sound.

Silt Runner Guards (5): INT Low; AL CE; AC 6
(Shields); MV 48; HD 3; hp 18 each; THACO 18;
#AT 1, DMG 1d8-1 (Bone Long sword); SA Nil;
SD Nil; SZ S; ML Average; XP 65 each.

Psionics Summary: PSPs 24; Level 1; Dis 1/Sci 1/
Dev 3 /Attack/defence -/TS; Score 10.

Clairsentience - Science: Clairaudience; Devotions:

Combat mind, Radial navigation, see sound.

Silt Runner Leader: INT Average; AL CE; AC 5;
MV 48; HD 4; hp 28; THACO 17; #AT 1; Dmg
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1d8 + 1 (+1 metal battle axe); SA Nil; SD Nil;
SZ M (5 tall); ML Steady; XP 120

Psionics Summary: PSPs 24; Level 1; Dis 1/Sci 1/
Dev 1; Score 10.

Clairsentience - Science: Clairaudience; Devotions:
Combat mind, radial navigation, see sound.

If more than 20 silt runners have been slain, the
leader, if still alive, will order a retreat. He, and the
remainder of his people, will disappear again back
into the silt, to recover from their losses.

During the fight, one of the giants will lose his
footing and be swarmed by the runners who will
drag him screaming into the silt, never to be seen
again.

Dawn of the Dead

As you wade through the silt, you spot another
small island in the distance, covered with what ap-
pear to be slabs of stone, toppled upon one another
in a random fashion. Each of the stones is approxi-
mately two feet wide and three feet long. Most of the
stones are cracked and chipped, and all appear to
have been carved and weathered by the winds and
dust that have passed over them, probably for ae-
ons. The giants stop at the island to allow you to get
off, while they continue onwards to scout the sur-
rounding area and locate the next path outbound,
toward Lake Island.

The giants have unwittingly left the characters on
top of a mass grave. This small island was once part of
a cemetery, back in the days when the Sea of Silt still
contained water and solid islands. It is now the home
to a small horde of skeletons under the power of the
spirit of an ancient lord, one Raphlin, to whom the
island grave was dedicated. As the characters watch
the giants disappear into the silt, the ground behind
them will begin to stir as the undead spirits of those

buried here rise to destroy the intruders.
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Skeletons (25): INT Non; AL N; AC 7; MV 12;
HD 1; hp 6 each; THACO 17; #AT 1; Dmg 1-6
(spear); SA Nil; SD Immune to sleep, charm, hold
and fear; SZ M; ML Special; XP 65 each.

Animal Skeletons (hunting dogs) (6): INT Non;
AL N; AC 8§ MV 9 HD 11, hp 5 each
THACO 20; #AT 1; Dmg 1-8; SA Nil; SD Im-
mune to sleep, charm, hold and fear; SZ M; ML
Special; XP 65

Raphlin (1): INT Average; AL LE; AC 5; MV
12; HD 8+8; hp 27; THACO 15; #AT 1; Dmg
1-4; SA Constitution Drain; SD Require +1 or
silver weapon to harm; SZ M; ML Elite; XP 975.

Raphlin is similar to a wight, but drains Con. In
addition, his direct gaze is a weapon that causes pa-

ralysis in a victim for 1d6 rounds.

The giants will return from their scouting trip af-
ter 10 rounds. They were unaware of the battle that
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was raging. Once they arrive they will help destroy
the remaining undead that still plague the group.

Hidden within the gravestones that litter the is-
land are the following items:

85 silver pieces

1 pearl (75 sp)

A set of splint mail +2

A long sword of life stealing.

Ghost Ship

You are once again being carried through the silt upon
the shoulders of your giant guides. You are becoming
weary of the endless straits of changeless silt and, with
no apparent end to them, you are beginning to sink
into a deep depression. However, today something ap-
peared on the surface of the silt, most likely pushed up
and into the air by the eddies and tides of the dust,
deep beneath the surface. At first you can only make
out the vague outline of a structure upon the surface
of the silt, but as you approach you see the wooden

hull of some ancient and great vessel, weathered with
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age and cracked and splintered along its length. Even
the giants are a little nervous of going any closer. They
have never seen anything like this vessel, either. With

great apprehension, you carefully climb on board.

What the expedition has discovered is a relic from
an age long past. The vessel that lies upon the sur-
face of the silt is the wreck of a merchant ship that
sank beneath the Sea of Silt when the sea was water
and the silt was honest sea bottom. It has been
pushed to the surface by the deeper movements of
the silt and now sits upon the surface for the first
time in centuries. Forced up and into the sunlight by
a large chunk of solid rock, it is quite safe to stand
within 15 feet of the ship in any direction.

Main Deck (See Map Book pg. II)

The main deck of this bizarre vessel measures approxi-
mately 50 feet in length and 30 feet in width, although
one end of the vessel has been torn off, leaving the
cabins beneath exposed to the air. In the center of the
deck stand two stumps, remains of what were once the
masts of this ship. The vessel stands useless and rotten
now. In the bow of the vessel, mounted upon the hull,
is a worn figure of a knight bearing what must once
have been a two-handed sword. It is now little more
than a corroded piece of rusty metal. There are two
hatches in the deck disappearing into the twin holds of
the ship.

There is little of interest on the deck of the ship,
although close examination will reveal the name of
the vessel carved into the prow. It was once called
the Dominion.

1. Access way. Both hatches lead down into this
dark corridor via rotten ladders. One end of the ac-
cess way is open to the elements, while the walls and
opposite end have several doors leading presumably
to cabins in the vessel. In the foot of silt that covers
the floor lies a decaying human skeleton, clutching a
glistening short sword in its hand.

The Giants of Lake Island

Both ladders are badly rotted and any weight
placed upon them in excess of 50 pounds will cause
them to collapse, inflicting 1d6 damage upon the
character climbing down them.

The skeleton is quite dead, and although tar-
nished, the short sword in its hand is perfectly usa-
ble. (metal short sword +1.)

2. Wreckage. What the original purpose of this area
may have been is impossible to tell now. Most of this
chamber is missing, along with the remainder of the
stern of the ship. Now only a tiny portion of the floor
remains, and the walls are little more than rotted
planks, clinging to the hull for their very existence.

This cabin is utterly unsound and any attempts to
enter it will result in the floor collapsing, plummet-
ing the character into the silt below.

3. Store. Although the north wall of this chamber is
no longer intact, and this side is open to the ele-
ments, the contents of the ship’s store are still here.
However, the rope and food that were once kept
here have long since turned to dust. The only items
that remain intact are three fine-chain nets hanging
on the south wall.

The three nets were used to fish for the sharks
and other predatory sea creatures that swam in
these waters. None of the nets are magical, but they
could fetch around 25 silver pieces each on the open
market.

4. Crew Cabin. This large chamber evidently served as
the crew’s quarters, judging from the rotting bunks
that line the north and south walls. In the center of the
cabin, lying on its side, is a rotten table, its former
contents spread across the floor. Besides decayed
clothing, the only item of any value is a copper flagon
lying on the floor beside one bunk. Lying next to the
flagon is a dusty bottle of wine, its cork intact.

The copper flagon is worth around 20 silver piec-
es. The bottle of ancient wine, if uncorked, will

prove to contain liquid, although tasting it will show
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that it has not aged well and has turned to vinegar.
Any character drinking from the bottle must make
a CON test or begin to vomit the vinegar up for
1d6 minutes, and additionally take 1d6 damage.

5. Captain’s Cabin. This cabin is as decayed as the
rest of the ship. Apparently this was once the cap-
tain’s cabin, given the rotted furnishings and the
tattered art hanging on the walls. In one corner of
the room sits a collapsed bunk, while the remains of
a wooden desk rest in pieces against the opposite
wall. Above the desk sits a rack containing what
were once maps. One collection of scrolls still sur-
vives, sealed in a dirty, bone scroll case.

The Captain’s cabin contains a number of inter-
esting items. The old bone case contains three
scrolls that yield the following spells:

Scroll #1: create food & water, dispel magic.
Scroll #2: cure serious wounds, protection from evil
10’

Scroll #3: slow poison, hold person.

radius.

Under the debris of what was once the bed is a
small wooden chest. Due to its extreme age, it will
crumble into dust if touched. Inside the chest are
the following items:

5 silver pieces

Two arrowheads of undead slaying.

A sextant (worth 15 sp)

A ring of sustenance.

However, anyone who attempts to touch the chest
must deal with the family of scorpions that have tak-
en residence under the rubble before claiming it.
Any attempt to take the chest will result in the crea-
tures attacking.

Scorpions (3): INT Non; AL Ni; AC 5 MV 9
HD 2+2; hp 15 each; THACO 19; #AT 3; Dmg
1-4/1-4/1; SA Poison Sting; SD Nil; SZ S (2’

long); ML Average; XP 120 each.
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Poison: Type A; saving throw at +2 or 15 damage,
no damage if successful. If reduced to 1 or 2 hit
points the scorpions will enter a stinging frenzy gain-
ing two attempts to sting each round.

6. Galley. The ship’s galley was holed by whatever
sank the ship; much of the floor is missing. You can
make out the vague form of a skeleton, caught upon
a plank, and the silt beneath can be seen through a
hole in the floor. The walls and ceiling show evi-
dence off a fire and much of the wood is blackened
and scorched.

The skeleton at the bottom of the hole does not
actually belong in this ship, and that will become
apparent if the hole is investigated. The skeleton’s
weapons and armor are of current manufacture,
made of bone and kank-hide. He is, in fact, a victim
of a silt horror that lives beneath the hole in the
ship. Anyone investigating will alert the white hor-
ror to their presence, and it will react by launching
its tentacles up into the cabin.

White Horror (1): INT Animal; AL N; AC §;
MV 3; HD 14; hp 70; THACO 7; #AT 10; Dmg
1-8 (x 10); SA Constriction, SD Air Jet; SZ G
(50" long); ML Average; XP 7,000.

When a tentacle attack hits by 4 or more, the vic-
tim is grasped by the tentacle and takes an addition-
al 1d8 damage each round until released. The
horror will attempt to drag the victim into the silt,
which may be resisted by an Open Doors roll, if the
victim is anchored to something.

Each tentacle can withstand 10 hits of damage be-
fore being severed, causing the victim to be released.
Alternatively, very strong characters with Strength ex-
ceeding 21 can make a Bend Bars roll to pull free.
Blunt weapons cause half-damage to the tentacles.

If badly wounded, the horror will use its air jet to
push itself back into the silt at a rate of 50 yards per

round, creating a huge cloud of silt to cover its retreat.
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7. Main Hold. Once containing some animals be-
ing shipped from one city to another, the hold of the
ship now contains hundreds, perhaps thousands of
bones. All around the floor they lie, creating a thick
ivory carpet.

Apart from the hundreds of animal bones within
the hold there is nothing else of interest.

8. Secret Store. You are amazed when you open the
door and discover a small armory and store, almost
entirely untouched by the ravages of age. You
opened the door, and a sudden rush of air proved
that the chamber had not been open to the air for
centuries. Much of the equipment in this room is
still in perfect condition.

This was the Captain’s emergency store. It con-
tains several items, all in excellent condition, and
some magical items. It also contains a guardian to
prevent thieves from emptying it of its contents.

When anyone enters this storeroom, a lesser air
elemental will form in the center and attack the first
character.

Lesser Air Elemental (1): INT Low; AL N; AC 4;
MV 18; HD 6; hp 37; THACO 15; #AT 1; Dmg
1-12; SA Vortex SD +1 wpn to damage; SZ M;
ML Elite; XP 1,400

The elemental can whip itself into a vortex that
doubles the damage it can inflict. However, this ef-
fect halves the number of rounds it may stay on this
plane from 12 to 6.

Inside the cabin are the following items:

3

2

1 metal battle axe

4

40 steel-tipped arrows

metal long swords

metal maces
metal daggers

3 sets of leather armor
2 sets of chainmail armor
A longbow +1
3 potions:
1. Extra Healing
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2. Flying
3. Fire Resistance

Whether the party decides to stop at the vessel or
not, they may continue onward through the silt. By
sundown they will clearly see the peak of Lake Island
rising up ahead of them in the haze of the dust cloud.

Lake

Lake Island is all that is left of a dormant volcano

Island

that first exploded into the world some 500 years
ago. Since then it has slowly increased in height and
circumference as magma slowly trickles from the
sides of the main cone and raises the peak a little
higher each year. All around the mount, the rich
volcanic ash has created a lush grassland plain. The
ash is not the only reason for the rich profusion of
vegetation here. The lake itself sits within the crater
of the volcano and is constantly heated by the mag-
ma deep inside. Giants graze their herds of kank
and erdlu over the green fields and the lake provides
all the water they and their flocks need. Lake Island
is one of the most prosperous sites in the entire Tyr
region; indeed, it is one of the most prosperous on
Athas itself.

The Road to Lake lIsland

At dusk, on your second day of travel, the giants
finally wade out of the Sea of Silt as the dying rays
of sunlight disappear beneath the horizon. You are
lowered from their shoulders and now you can feel
the lush green grass beneath your feet for the first
time. In the distance, you can make out the forms of
other giants herding kanks and erdlus up the side of
the volcano to home, their crude torches piercing
the ever-deepening darkness like the stars in the sky.

You move on and are soon climbing the steep
path to the giants’ stockade. As you walk, the giants
offer explanations of the sights and sounds of their
unique land —rivulets of magma trickle out of the
rock above you, great plumes of super-heated steam
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issue from the summit of the volcano, where the
molten rock steams into contact with the waters of
the lake held in its cone.

Finally, you arrive at the gates of the giant stock-
ade, a pair of heavy wooden doors guarded by six
huge giants, all of whom eye you warily as you ap-
proach. At the command of Maluk, they swing the
gates open and your party enters the stockade.
Then, as the last one enters, the vast doors swing
shut, momentarily deafening you as they slam back

into position with a resounding crack.

The Giant Stockade

The giants of Lake Island have lived in the cone of the
volcano for hundreds of years, making their living by
raising kank and erdlu, and by harvesting the grain
that grows in the tundra, below the slopes of the peak.
There are a total of 66 giants living here, 15 of whom
are women, and nine that are children. The party is
treated with curiosity as they are led toward the chief-
tain’s hut. One or two of the children occasionally ap-
proach to get a better view of these strange “little
people” who have entered their fortress.

Unfortunately for the party, the psionicist Arvego
has already visited the giants and, using his psionic
powers, has subverted the chieftain and shaman of
the tribe to obey his will. They now believe that the
party is a direct threat to the security and continued
existence of the settlement and intend to deal with
them as necessary.

Maluk leads the group toward the largest hut
within the stockade and, after ordering the guards
at the door to allow them entry, he takes them into
the court of the chieftain.

Maluk leads you through the ornately carved
doors of the chieftain’s hut and into a smokey room.
This chamber is vast, its ceiling towering over your
heads for at least 60 feet. The walls bear exquisite
tapestries, and the floor is carpeted with animal
furs. Down each wall stand 10 giant guards, their
faces and eyes set, looking straight ahead at all
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times. At the end of the chamber, atop an elaborate
wooden throne, sits the chieftain. A truly massive
being, even by giant standards, he sits, frowning,
and watches your approach. Standing at his side,
occasionally whispering into his ear, is the tribe’s
venerable and respected shaman.

The giant chieftain remains silent as the party
steps forward to introduce themselves. He says
nothing, but has the party explain to his shaman
their reasons for coming to the island. Only after
they have finished speaking does he speak. His
words are not expected, neither by the party nor by
Maluk who stands at their side.

“I believe lies you speak, you think? Stupid think
you of giant? Stupid me? Why you come here?
Why? I know this thing. Trusted little one knows
much. Him knows you. He me told why you here.
Giant treasure you want steal. Know I, told me he
before you come. He say you come here steal trea-
sure. Smart me. Never here leave, you. Know I, told
I. Treasure mine! Guards, grab!”

At this command, the 10 giant guards who were
standing against the walls of the chamber leap for-
ward with huge clubs, ready to attack. The shaman
will employ a hold person spell on anyone who at-
tempts to escape. The giants lumber forward and
disarm the party. They also remove all of the party’s
possessions except those specifically concealed by in-
dividual characters. Once this is done, the chieftain
orders the entire group taken to the cells-in prepa-
ration for the sacrifice.

You are tied and gagged by the giants and marched
unceremoniously across the stockade to one of the
many caves that ring the walls of the settlement. Inside
the cave, you discover a series of cells with heavy iron
bars on the doors. You are thrown into a cell, the door
slams, and you are locked in. The Urikites in their
turn are pushed into an adjoining cell. Two of the gi-
ants remain in the cave as guards, making themselves
comfortable at a huge table across from your cell.
They are talking and you hear them discussing the
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pending sacrifice in the boiling lake. As they talk, they
keep looking at your cells!

Five minutes later you receive another surprise.
Arvego, the giant chieftain tagging behind him, en-
ters the cell block.

Staring into your cell, Arvego smiles. “Chief, if
you want to keep them here, you had better have
someone remove the crystal shard from that one and

put it with the rest of the booty you took off this lot.”

Arvego will point to the PC who was given the
shard by Korgunard. Arvego will also recommend
that their hands be tied so they can use neither mag-
ic nor lock picks. The PCs are going to stay here
until Maluk comes to aid them.

After a few hours, Thovadarak of the Urikite
party calls to the guards and asks for an audience
with the chieftain. At first the guards ignore him,
but then he removes something from his tunic and
throws it across the hall to them. One of the guards
picks it up, looks at it, and hurries out of the cave.
The other picks up his club and eyes the Urikite
warily. Five minutes later, the guard returns with an-
other two giants and Thovadarak is led away.

For several hours, all is quiet. Then six giants ap-
pear, along with a smiling Thovadarak. He watches
the party with an evil glint in his eye. When he
reaches the PCs’ cell block, he speaks:

“My friends. I have some excellent news for you.
After a long discussion with the chieftain, I have
managed to guarantee us safe passage from this
place and onward to the Road of Fire. It seems even
the chieftain recognizes the true power of Hamanu
and does not wish to invoke his wrath. Therefore we
are to be set free.

“However, there is one condition that we must meet
if we are to escape. The giants still wish to make their
sacrifice to the lake in two days’ time, and to do this
they need some prisoners. Therefore, my comrades
and I will leave to complete our quest, while you shall
remain here to entertain the giants, if you see what I
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mean. 1'm sorry to have to do this to you, but to be
honest, you were our prisoners anyway. Whatever the
outcome of this quest you would have been put to
death eventually. So farewell, my friends. I don’t think
we’ll be meeting again. Not in this world anyway.”

With that, the other Urikites are released from
their cell block and their possessions returned.
Without even a farewell they leave, giving the party
an opportunity to consider their situation.

A Cryptic Clue

Sitting within the darkness of your cramped cells,
you wait. Several times you have examined the doors
and walls for signs of an escape route, and so far
you have found nothing. Your hearts are heavy and
your morale low. It appears that you will soon be
sacrificed to the great lake, and all because of the
treachery of the Urikites. You curse their very souls
for what they have done to you and vow that, should
you live, they will pay for their betrayal.

As you sit on the straw-covered floor of your cells,
you hear a voice. At first, you look at each other
through bars, but none of you have spoken. Then you
hear it again. Distant and somewhat distorted, you
recognize the wvoice. It is Korgunard, your patron.

His wvoice is becoming clearer, yet almost immedi-
ately you can sense that he is in pain and that this
long-distance communication is extremely difficult
for him. You strain your ears to make out his words,
but realize the voice is all inside your head. Al-
though his wvoice is weak and his words are often gar-
bled, Korgunard tells you:

"

. The Order. .
. must escape . .

. was a trap . . . They must not

succeed . . . you must escape . . .

follow the Road . . . I am lost . . . you must follow
the Road. . . only hope . . . escape . . . escape . . .
the Road . . . no . . . no . . . please.”

And then Korgunard screams and a heavy wave

of reflected, psychic force washes over the charac-
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ters, momentarily stunning them with pain. Then,
just as quickly as it came, the voice and the pain
vanishes. The characters are again alone.

It should be obvious to the party that it is now up
to them to continue the quest and find the preserver
fortress. However, they are currently locked inside a
cell with no weapons and very little hope of rescue.

Unexpected Ally

You look out of a window in the cell door and note
that your giant guards have fallen asleep, heads
peacefully laid on the table. And then, to your as-
tonishment, you see Maluk, the giant who guided
you to the island, enter the room. He ignores the
sleeping guards and walks over to your cell. He
stops, laughing softly at you, locked in his father’s
jail. Anger begins to well up inside your heart, but it
quickly subsides as Maluk stealthily unlocks the cell
door. Winking at you, he holds a finger to his lips.
“Shhhhh! Being quiet,”” he whispers,” I come you
to get out. Father take all treasure for self. Take all
Maluk pieces too. Me and friends get you out. Back
to Bitter Well. You pay Maluk and friends, yes?”
You look to the guards who are beginning to snore
loudly. Nodding, you accept your good fortune and
follow Maluk into the night.

Maluk —upset with his father, the chieftain, for
confiscating the silver pieces Maluk accumulated-
has decided to aid the PCs and recover some of his
treasure the only way he can. He will also tell them
that Arvego was the one who told his father that the
PCs had come here to steal, and that Arvego seems
to be controlling his father somehow. Maluk no
longer knows his father. He will lead the party to the
store (see below) and aid them in regaining their
supplies. Then he will give the party 2d6 X 10 min-
utes to explore the stockade and gather whatever
they wish to take with them. They must meet him at
a small side gate that was built to allow the children
to come and go without the need to open the great,
heavy doors.
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Maluk will fight his fellow giants if he must, but
he does not want to if it can be avoided. The party
should not consider this to be a simple case of fight-
ing their way out of the stockade, even with Maluk’s
help. Outnumbered, they would almost definitely
be slaughtered by the giants. Therefore they should
formulate a plan for stealthy search and escape.

The Giant Stockade

(See Map Book pg. 12)

It is likely that the party will have to move through a
great deal of the stockade to find their belongings.
Therefore the following section provides details of
each area, including the number of giants who re-

main stationed at each.

1. Cells. This rough-hewn cavern is some 30 feet
long and around 20 feet wide. Much of the western
part of the chamber is dominated by the cells. Fast
asleep at the opposite end of the chamber, sitting at
a huge table, are the two giants who have been as-
signed to guard them until the sacrifice. There is a
25% chance that they will awaken as Maluk and the
PCs make their escape from the cells.

Giants (2): INT Low; AL NE; AC 4; MV 15; HD
14; hp 76 each; THACO 7; #AT 1; Dmg
2d8 + 14; SA Hurl Rocks; SD Resistant to Psi-
onics (save vs spells to negate effects); SZ H; ML
Champion; XP 6,000 each.

Apart from the bones that they used to pass the
time and the handful of copper pieces that they use
to bet, the two giants have little of any practical use
on their persons.

2. Main Stockade. The stockade is actually the re-
mains of a cave in the wall of the volcano crater that
collapsed many years ago. It formed a natural alcove
open to the skies and surrounded on three sides by
rock walls. The walls of the stockade rise 100 feet and
are pitted and scarred from years of subjection to the
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elements. On the western edge of the stockade, the
ground drops away 50 feet to the boiling lake below.
There are a total of seven buildings within the stock-
ade, as well as five cave entrances in the walls.

When the PCs enter the stockade, there are six
giants visible, each of whom will spot the party on a
roll of 1 or 2 on 1d6. If they do, they will call to the
four guards on the gates. They will arrive to attack
the group in three rounds.

Giant: (6): INT Low; AL NE; AC 4; MV 15; HD
14; hp 76 each; THACO0 7; #AT 1; Dmg
2d8 + 14; SA Hurl Rocks; SD Resistant to Psi-
onics (save vs spells to negate effects); SZ H; ML
Champion; XP 6,000 each.

3. Fire Pit. Measuring 12 feet across and some 25
deep, this fire pit provides heat and light for the en-
tire stockade. It is kept burning at all times and illu-
minates an 80-foot circular area. It is upon this fire
that the party is to be burned alive, their ashes then
scattered on the surface of the lake as a sacrifice.

4. Well House. Built at the edge of the lake and
overhanging it by 20 feet, this wooden building pro-
vides the water required by the giants. Inside the
building is a system of pulleys and winches that
lower a huge stone bucket down into the boiling wa-
ters and fills it with about 20 gallons of water. Sev-
eral vats are kept in the chamber to hold the water
while it cools.

At all times two giants operate the winch to en-
sure there is enough water for the tribe.

Giants (2): INT Low; AL NE; AC 4; MV 15; HD
14; hp 76 each; THACO0 7; #AT 1; Dmg
2d8 + 14; SA Hurl Rocks; SD Resistant to Psi-
onics (save vs spells to negate effects); SZ H; ML
Champion; XP 6,000 each.

5. The Lake. In the crater of the dormant volcano is
the lake for which the entire island was named.
Hundreds of feet deep and hundreds wide, the lake
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provides the island with the water necessary for life
to exist. The waters, constantly in contact with the
super heated rock beneath, are kept at the boiling
point. Contact will cause 4d6 points of damage to
anyone unfortunate enough to fall into the water;
saving throws to be made at a -2 penalty. Much of
the lake is obscured by the clouds of steam rising

from its surface.

6. Living Areas. There are three huts that are used
as general living areas within the stockade. Each is a
wooden building measuring 60 feet by 80 feet down
each wall, and 50 feet high. They are well lit and
warm and are used as living areas at various times
by all of the giants of the tribe. At any time, should
the characters enter one of these huts, they will be
confronted by four male, four female, and two in-
fant giants. The women and children will move be-
hind the males, who will draw their weapons and
defend their families with ferocity.

Giants (4): INT Low; AL NE; AC 4; MV 15; HD
14; hp 76 each; THACO0 7; #AT 1; Dmg
2d8 + 14; SA Hurl Rocks; SD Resistant to Psi-
onics (save vs spells to negate effects); SZ H; ML
Champion; XP 6,000 each.

Within the huts, a variety of implements may be
discovered that could be of use, including giant dag-
gers that make excellent swords for those in need of
weapons. Most of the giants’ possessions are of too
great a mass to be of any practical use to the party.

7. The Shaman’s Hut. When not at his chieftain’s
side, the tribal shaman spends his time locked in his
hut. Here he experiments with new spells and per-
forms the rituals that are an essential element of his
religion. The shaman worsh