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Note to the Narrator: Mara is actually a druid (a
cleric by the Basic Rules Set), but she hates other hu-
mans because of their excesses and hunts in forests
and jungles. However, Camil came to terms with her,
by which he will not bother her and try to limit the
presence of hunting parties from Robleda beyond
the Swiftpass. In return, thanks to her natural powers
and ability to communicate with animals, including
dinosaurs, she will make sure that commercial traf-
fic on the Path of the Manticore is not bothered by
these creatures. This agreement has been maintained
for until only a few weeks ago, when an enormous
tyrannosaur emerged from the jungle and attacked
some poor travelers. The Duke, neglecting or ignoring
the agreement reached by his deputy, Camil, opted to
send a known paladin and some soldiers to account
for the animal. The hunting party met with disaster,
surprised by a huge velociraptor that killed the pala-
din and most of the soldiers. Shortly after this event,
Camil received a message from Old Mara by the usual
channel (an owl carrying a message on its paw, simi-
lar to a messenger pigeon), that informed him of the
death of the paladin and his troops, whose presence
there she understood to be a flagrant breach of the
established agreement. Mara urges Camil to renew the
agreement, ensuring there will be no more hunting
parties in the future. She commits to watch the south-
ern edge of the Great Swamp with great zeal in or-
der to prevent more attacks caused by dinosaurs. As a
proof of goodwill, Mara offers to return the deceased
paladin’s magic sword. Annoyed by the outcome, but
resigned, Camil sends the adventurers with a sealed
message expressing his desire to renew the agreement
in the above terms. This is a deal that does not ful-
ly satisty Camil, not to mention the Duke who was
willing to wipe the Great Swamp with his troops, but
given the recent Ungolite raids and rumors of war,
Duke Reginbrad decides not to waste these precious
soldiers on trivial matters, ordering Camil to have the
issue solved by discreetly hiring some adventurers, as
the case is.

Camil hands them the sealed envelope and gives
them directions to find Mara’s hut, pointing out that
a grazing guard awaits them on the northern edge
of the fords in order to lead them to their destina-
tion. If the characters decide to open the sealed en-
velope before delivering it, Mara will realize what has
happened when she sees the broken seal. She will
inform Camil of the blunder using one of her owl
messengers and will refuse to surrender the sword.
If the adventurers return, and Camil knows about
the envelope being opened, he will send guards to

arrest the adventurers. They will be sent to prison
immediately, being subjected to captivity for six
months, but not before being beaten in front of the
centennial oak to public scorn and being stripped of
all their possessions. Once released, they will be sent
to the galleys, to serve in the fleet of Her Majesty
the Queen Vigdis II for two more years. Most likely
they will die there, in some ship brawl, becoming fish
food. Poor fools who dare violate the communica-
tions of her majesty officers!

As we have commented, the official message reads
as follows:

Dear Madam,

Let this short letter be a relief to onr mistakes, alhways with
the hope of reestablishing our past agreements to collaborate
with a determined will to preserve the natural order and feep
the Willowereek and its fields free of any danger. For the same
reason, in consideration to the past alliance, and before your
druid’s circle, accept this civil servant word, legally binding
to all intents, as witness and executor of this commitment,
under the anthority of the Duke and the watchful eye of Her
Magjesty, Qneen Vigdis 11. As a gesture of goodwill, send the
sword of the unfortunate Ostander back with the messengers
who bring this letter, provided its seal is intact.

Without farther delay, receive warm greetings from your ally,
in legitimate representation of the Throne of Marvalar and
uts angust Queen, and its dedicated server, the Grand Dufke
of Robleda.

Camil of Strongleaf and the Fords, Burgomeister of the old
and loyal city of Robleda of the East Mark.

Second job: After returning from the swamp, the
adventurers will be offered a second job, which is
also very simple: they will have to go to the city of
Poplar Grove guarding a caravan of supplies along
with a few soldiers. Once in Poplar Grove, if every-
thing is in order and the right conditions are met, the
soldiers will unload all goods and load new supplies
and food in the wagons in order to take them to
the palisaded fort of Stonegorge, on the east bank
of the Willowcreek and so provide support to the
troops stationed there.

The caravan consists of four wagons, driven by sol-
diers (one per wagon). Two soldiers on horseback
lead it. They are armed with longswords, spears and
shields, plus they are protected by chainmail. These
soldiers are 2nd level Warriors. Camil has decided to



reinforce this caravan with mercenaries, i.e., adven-
turers, as there have been bandit attacks on the road
in addition to the sightings of Ungolite patrols in
the moor. The shipment of the carriages consists of
weapons (longswords, shields, spears and javelins),
ammunition for bows and crossbows, bales of flour,
casks of wine, oil and honey, cheeses, salt-cured sat-
dines, boots, and dried meat and fish.

Camil will offer 500 gold pieces to the party as a
payment for these services. It is not much, but the
adventurers should not refuse, for declining an offer by
the Burgomeister and the Duke could be considered as
an affront. It is always convenient to be on good terms
with the authorities of the city and it can also help rise
the adventurers’ reputation.

Once the jobs are explained, and with all the prepa-
rations finished and the pertinent purchases com-
pleted, the Narrator should read the following para-
graph to the players as they decide to leave (if the
adventurers leave later, the narrator should modify
the text to meet the time of the day):

Early nexct morning, you begin your journey to the north to-
wards the Ravines of the Marshland. Since yesterday, the
weather has been very bleak, intermittently raining, and it is
to0 cold for the newly begun harvest season in the East Mark.

The moon is reluctant to abandon the sky as the sun rises
between the distant hills of the Moors of the Pasture to the
east. The wind and rain begin to intensify, turning the path
into a quagmire that complicates the passage of the caravan.
In the surrounding fields, cattle finds shelter under the great
oaks and trees. Farmers awaken, and roosters crow in their
coops. From some chimneys in farms rises a trickle of smofke
that matkes you long for the warmth of a good fire at howme,
even more on such a long day as today. Candles and lights
shimmer bebind windows in the houses that are close to the
northern ravine. A little to your left, bebind a row of ashes
and willow trees, the road runs parallel to the fords of the
Willowereek. You can distinguish, in the distance, the flat and
tubby silhouette of the ravines. In the evening youn will arrive
1o the vicinity of the Great Swamp.

At the end of the afternoon, when the sun hurries to its rest,
you arrive to the wetlands and meadows that are next to the
marshes. The road you bave been following disappears west-
ward, into a wooded valley that can be seen from the distance,
very far away. Although it has rained throughont the day, as
the hours pass the temperature has softened, and rainfall has
lessened in intensity until becoming a light sparkling. Just in
Sront of you the land sinks into a depression that is filled
with stagnant waters where the mangrove and riverside reeds

grow. The Willowereek, whose channel still runs alongside
you, falls into the depression forming a pool that extends some
acres around. The thicket begins one or two fathoms below, the
atmosphere is bumid and there are numerous insects fluttering
everywhere. Right in the middle of the swampy jungle some-
where in the marsh, are the small and flat ravines. One of the
elevations that form them is called The Hill of the Dead, and
the dwelling of Old Mara should be nearby.

Just while you are all looking down to the swampy forest, at your
back, out of the bushes and tall grass of the road a voice calls
you: “Eb, travelers, who goes beyond the swamp?” A small
bumanoid silhouette stands against the evening orange sky. It
raises its hands in a friendly manner, walking towards yon.

Riselna is an Explorer (a 5th level Explorer) with a some-
what wild and unkempt appearance. She wears a thick dark,
old and worn green cloak. Her skirt is tattered and stained
with dirt and mud. She wears low boots, made ont of flexible
leather waterproofed with 0il and wax. A pair of thick wool
tights cover ber legs, encased in a pair of thick fine leather
shorts that are reinforced with patches. As a coat of armor,
she uses studded leather that looks very light and comfortable.
On ber waist she carries a clean and shiny red sash. The
explorer is armed to the teeth, a sheathed longsword hanging
Sfrom ber back, a composite longbow, a small shield and a
quiver full of arrows with blackish tuft. On ber right hand
she holds a short hunter spear that serves as a walking stick.
Hanging from her left arm hangs a small bundle with a rolled
up rug. Riselna collects her dark hair with a handkerchief
of an intense black color. Her chestnut hair, like forged em-
ber, vies in beanty with huge eyes, of a bright emerald green.
Riselna presents herself as a grazing guard responsible for the
Northern Border of the Ford. She offers to guide you to the
Hill of the Dead. Riselna knows very little about Mara.

The journey continues with Riselna. The Narrator
should read the following description of the trip:

At daybreak, you enter the swampy thicket. A small natn-
ral ridge that Riselna knows, elevated above the swamp level,
allows you to move more easily, althongh sometimes the ridge
disappears under the mud and black water swamp, forcing
you to advance through the guagmires. The intricate vegetation
Jforms a green labyrinth. The temperature within the mangrove
is higher, though the sunlight bardly passes through the roof
Jformed by the treetops. Thousands of small creatures and in-
sects flutter around you, all the forest teems with life. After
about two hours walking, Riselna warns you that she bas
never been in the lands beyond that point, but she indicates
that the Hill of the Dead and the Ravines are located bebind
the small elevation of the rocky ridge that you have followed
s0 far. She warns you that the Ravines of the Marshland is a


















with the first light of day, at dawn. Once the journey
begins, the Narrator should read the following para-
graph to the players:

“The well paved Path of the Manticore shows itself in front
of your eyes like a fine dark threat that gets lost from the
west to the east, between the grassy slopes and bare hills that
appear haphazardly across the landscape. The birds sing and
Slit aronnd you while you can see the farmers and shepherds
bave already started their daily activities, bappily working
the fields near the farms and ranches that scatter aronnd the
proud and old city of Robleda. Some villagers busily push the
bullock carts that carry their goods to the city. They kindly
salute you when you pass by, raising their arms above their
heads and waving their hats vigorously if not putting three
Jingers on their hearts, a recognized gesture of good fortune
in these lands.

On the road, you occasionally stumble npon merchant cara-
vans escorted by heavily armed men. 1t is also usual for yon
to see some of the large herds of the Grazing Council in
the surrounding fields and trails close to the road, jealonsly
guarded by the omnipresent guards with red sashes. There are
also small patrols of soldiers walking along the path from
Elm Grove and Flora to the East Mark, very close to the
commercial imperinum of Visirtan. The Path of the Manti-
core is a really busy commercial route, which does not mean it
is not dangerous. Quite the contrary, for such concentration of
wealth and goods attracts the attention of a generous number
of bands of outlaws and robbers. There are some quite com-
Jfortable inns along the road that serve good hot meals and all
kinds of drinks. They are usually isolated posts surrounded
by high fences or rudimentary stone walls, since the nearby
lands are dangerous.

Various encounters will occur along the way. These
encounters should be carefully prepared by the
Narrator.

TFIRST ENCOUNTER:
BAanort Actack

On the evening of the first day of the march, sev-
eral hours after crossing the fords on the Willow-
creek, as the caravan passes through a narrow valley
between hills covered with vegetation and elephant
grass, the group will be attacked by a large group of
bandits. First, the outlaws” arrows will fly over the
caravan, then they will throw themselves into melee
combat. There are 15 bandits (2nd level Warriors)
led by a chief named Crabbas (5th level Explor-
et), a native of Palmira, in Visirtan. All the bandits
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have longbows, short or long swords and studded
leather armor. Crabbas wears a breastplate, shield
and scimitar in oriental style. The bandits lie in am-
bush on both sides of the road, hidden among the
vegetation. If the adventurers manage to kill Crab-
bas, the assailants will disperse, fleeing from the
moor. Crabbas is the only one carrying any treasure
(although other bandits may also have prized pos-
sessions if deemed appropriate by the Narrator),
among his belongings are 2 rubies worth 650 gold
pieces, a Cure Serions Wounds potion, a potion of In-
visibility and an elven cape that allows the wearer to
blend in with the surroundings, becoming difficult
to be spotted.

SECOND ENCOUNTER: ATTACK
Or The WILD WARGS

Preferably at dawn, while the bulk of the group rests
and only a few stand guard, the camp will get an
unexpected visit from a group of 4-6 hungry wargs.

‘THIRO ENCOUNTER:
Group o NRMAL TRADERY

Whenever the Narrator deems it appropriate, the
caravan will cross paths with a group of Nirmali
traders that are headed towards the distant Salmana-
sar. This trading delegation is composed of several
horses and mules laden with bales, as well as strange
two-humped animals called camels. Three enor-
mous elephants support gondolas in which several
richly dressed people travel under the protection of
archers. A dozen armed men walk with the beasts,
armed with coats of golden mesh, curved swords,
longbows, and crossbows.

The Narrator may seize the opportunity to create
an interlude between fights to allow the adventurers
to interact with such an eccentric company. Maybe
they can even trade items or weapons, spices ot rich
oriental silks. As we said, this is up to the Narra-
tor. If the characters handle the situation well, the
Narrator should reward them, perhaps gaining one
of the stupendous repetitive crossbows the Nirmali
satraps acquired in the distant Kang given as a gift.
The possibilities are endless.






























the funerary room. On the western wall there is a big slope of
stone, around 1.75 meters high, that can be accessed through
a robust gray stone stair. The chamber room is covered in a
thick filth and soil tapestry, while old and dusty spiderwebs
tangle between the colunms. The ambient is tremendonsly sat-
urated, a definitive proof that nobody has been bere for hun-
dreds, even thousands of years before you.

AITAR

The altar has been manufactured on the same type
of stone as the pavement and columns. A little and
ragged matting in violet color festooned in gold
barely stands the passage of time on the top surface
of the altar. Two silver candelabrum are situated on
each side of the principal brown flagstone. Stuck into
each one, there is an enormous yellow wax candle,
decorated with a golden plaster incrustation forming
antique Ancient inscriptions. The one to the left as
you look towards the door says “COURAGE” and
the opposite “HONOR?”. Under those two words,
there is a little metal inlay forming a “I”” in a mat red
polish. Both candles ate extinct. Under the old dusty
matting, engraved with a chisel, the following letters
can be read: C-H-I-]J

Book ANOD leCTERN

Beside the candles, a big open book is displayed,
with black leather covers coated with thin gold color
sheets. The book rests on a lectern made of poly-
chromed wood whose beauty has been ruined by the
passage of time. The top part of the lectern has a
little board standing out of the rest, that shows the
reader an insctiption, also in Ancient: “INTELLI-
GENCE”. The book is only some pages long, and is
open in a strange psalmody dedicated to Penumbra.
The final page stands out in its top part showing a
big single ornamented “T”, under which the word
“INTELLIGENCE” followed by a singular poem
has been written:

One way or another, I am nothing
Although I can be called anything
I have never been anywhere
But everywhere I have been seen
As clear as day false, but always sincere
I will always be the same, and never new
Even dead, how well I look!
Look at my nose, my eyes, my tongue and ears
I will never smell, see, taste
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Or any sound will hear
On any way and shape
I can demonstrate
Although without bones nor blood
I am not a ghost
Of all colors without dyes
I gloat over
And I can change them like a chameleon
Quickly coming and entering there
Where no wind blows
Although I cannot instantly leave
Never alone I am
All things in earth I can imitate
Faster than the nature can create
Sometimes the imperial cloak
over my shoulders I take
And in a sigh with rags
of a beggar I re-appear
I am a giant now, and then an elf
I am everyone but never me
I will never cry nor feel the joy
Move my lips, but have no voice
As never born, I'll never die
Tell me please, who am I?

The answer is the reflection of a mirror.

ScATues

The statues are enormous and they roughly imitate
the silhouette of a robust man, of wide back and
strong muscles. The face is very blurred and human
features can barely be distinguished. The big and
powerful hands of both guardians are closed in a
tense fist. On their breast, although it cannot be seen
very cleatly, an inscription is carved on the stone.
The man in the left when looking to the door has
been marked with the Ancient word “COURAGE”
while the other shows the word “HONOR”.

Lever

The lever is made in metal and has a polished sil-
ver sphere in the tip. The mechanism is geared in a
framed slit on the wall at the left of the door, made
of studded boards. Over the lever handle the word
“JUDICIOUSSNESS” is blued on steel. The way
to open the chamber is the following:

1 — Light the candle with the word “COURAGE”.
2 — Light the candle with the word “HONOR”.

3 — Tell the answer to the riddle aloud.

4 — Pull the lever.






woman, and whose border has the following words
engraved in common language: “Patience is a tree of
bitter roots, but of very sweet fruits; the sweetest”
(25 sp); a ram skin cut as a sweatband with the fur
dusted with a powdery golden substance; two snakes
forming a bracelet, each one biting each other’s tail,
one made in ivory and the other in jade (200 gp);
an open box full of straw that protects a fine teapot
made of polished porcelain with diverse ornaments
with landscape motives; an animal horn that has been
hollowed from bone marrow and sanded afterwards,
and that has been attached to a metal ring that rests
on a tripod that prevents the horn from spilling its
content; a cape bangle made in a greenish metal alloy
and that has been mounted with a little navy blue gem
(250 gp); a red gold medallion with the shape of a
dragon’s head and a thick chain made of the same
material, with the links oval and flat; a reed flute,
slender and with flowery ornaments pyrographied on
the surface; a little box made out of orca’s bone inside
which there is a figure of a silver corvid covered in a
ragged piece of linen cloth (Figurine of Wondrous
Power, Silver Raven); some kind of shroud beautifully
knitted with silver thread, smelling of cadaverine and
ashes (Gravescourge Shroud, if placed over a recently
deceased body, it reanimates it as an undead obeying
orders of the shroud possessor); a little round jar that
contains a bright blue liquid with very slight green
reflections that smells like sea breeze (Swimming elixir);
a small crystal jar of amber color, filled with alcohol in
which some kind of larvae floats; well manufactured
hauberk, carefully pleated (elven magical hauberk +1).

To the left of the chest, against the wall, there is a
little low altar of ancient carved wood over which
there is a volume with black leather covers and a
couple of parchment scrolls sealed with black wax
without any mark. The book is one of the few exist-
ing copies of the Necronomicon.

The first scroll contains a new spell: Psyehic Beltizori-
lar’s Ray (8th level Mage spell). This spell creates a ray
of powerful psychic energy that emerges from the
conjurer’s head to hit an enemy, dealing 6d6 damage
points (without saving throw) and 1d6 assaults of
daze (saving throw against spells to avoid this effect).
The ray will always hit the victim’s head or an equiv-
alent part of it in case of a non humanoid creature.

The second scroll is a map of some kind of undet-
ground complex whose location is unknown to the
adventurers. It is suggested to handle to the players
any map that the Narrator can get, without any rela-
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tion to the present adventure. It could be a bait for
later campaigns.

Vases: There are two big vases on one side of the
wooden altar. One of them, the biggest, is made in
ocher clay and is 1 meter high and 60 cm wide in the
central part. The mouth is narrow and it is sealed
with gypsum mineral plaster. Inside the vase there is
an alcoholic liquid smelling of nightshade, sweet and
a little tainted due to the vapors caused by the vase
being closed for such a long time. It is a valuable ani-
seed flavored liquor, with medicinal properties that
restores 1d6 damage points per sip when drunk in
moderation. If an excessive quantity is consumed, as
any alcoholic beverage, it has negative effects. From
the third sip onwards, a -1 penalty to saving throws
must be applied, and it can produce addiction if fre-
quently drunk (saving throw against spells). There
are 25 liters of dulcamara liquor inside the clay vase.

The other vase is much smaller. It is made of baked
clay, polished and painted. It also has a narrow
mouth, but this one is not sealed. Inside you can
only find one to three kilograms of a dark gray pow-
der, like ashes, with a strong and unpleasant smell
of rotting.

Stone table and strange idol: In the left corner there
is a round stone table manufactured in red sandstone
over which an strange idol rests. This represents a
human wearing a heavy and long tunic and holding a
staff ending in a weird sphere that looks like a skull.
The face of the character represented in the little
statue shows no defined features. The fact that the
left hand of the idol has been ripped off draws your
attention.

Big chest and amphorae: A little farther, next to
the circular stone table, there is a rectangular chest,
made of flat sea wood boards and closed with a lock.
On the chest there is a conic base amphora and a
small wicker basket.

The amphora lies in horizontal position on the chest.
It is made of clay and is decorated with emerald
green vegetal aniline. The container mouth has been
sealed with solidified resin gum. The central section
of the amphora shows some very strange cuneiform
characters that seem indecipherable.

The amphora contains a dark liquid, with a sandy
ground and a penetrating vinegar smell. It seems to
be a good wine that has been spoiled by time, turn-
ing into some disgusting and bitter drink.



The wicker basket is closed by a cap of the same
material. Inside its stuffed content, there are vari-
ous items: a lead vial filled with a pink cream with a
strong smell of juniper resin on which black pepper
seeds float. It is a capillary tonic, kind of a natural
shampoo, that is miraculously in good condition; a
lancet of fine polished metal with the edge covered
in a corrugated cardboard; a piece of quartz shaped
as a crucible (to melt gold or silver metals); a medi-
um sized glass jar containing some kind of swollen
and wrinkled gland in a sick looking yellow which
is labeled as “otyugh parotid” (if mashed in a paste
and diluted with water or alcohol, creates a strong
poison which produces the “filth disease” to the vic-
tim; a sealed ceramic tube containing benjui powder
(balsam extracted by piercing the trunk of a tree of
the same species as the Visirtan loban that prevents
a wound from infecting if dusted on it, like a sul-
fonamide); a wooden box lined in black velvet with
a singular golden decoration in the shape of a six
pointed star, inside of which a bas-relief circle has
been carved with two swords crossing on an ivory
background; a crystal jar with a nice perfume smell-
ing of sesame, violets and honeysuckle.

The chest is closed with quite a resistant lock, so a
successful roll on the open locks ability will be need-
ed to access its content. The following items will be
found inside: a short and curved scimitar, decorated
with a golden blueing with exotic animal motives in
the blade (mostly blue peafowls and tigers) and a pre-
cious metal braid hilt reinforced with sheepskin strips
dyed in white (scimitar +2); a short sword without
cross-guard, with a broad and thick blade with a fuller
in the center; a very thin blade with a hilt in peaks
and valleys in hardened and varnished teak, rein-
forced with old electrum studs (short sword +1, +2
against goblinoids); a dagger with a very shiny silver
blade, with short handle covered in cowhide and flat
thread coated in impure platinum with a brass sheath
and dried ram tendon belting (magic dagger +1, +3
against werewolves) and a bronze breastplate with the
horrible face of Medusa engraved in the center.

A last porcelain vase, with a triangular motif frieze in
black color, is empty.

ThE INTERIOR OF THE STONE
CATAFALQUE

The black armor which was the zodar rested on the
catafalque. From inside, through the slits in the thick
lid that keeps it closed, a bluish glow escapes. 1f the
adventurers open it, they will discover the bottom of
the catafalque to be a mirror that radiates a strong
indigo blue light. It is in fact a planar nexus, and any-
one touching it will find his or her hand traversing
the surface. If the characters decide to enter it, they
will be transported to another plane up to the Nat-
rator to decide.

And here ends this little adventure, we hope you
liked it.
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Morale: 7

Treasure Value: None
Alignment: Neutral
XP Value: 300

The rust monster looks like a giant armadillo that
feels a special attraction to metal. It possesses two
enormous frontal antennas that it uses to corrode
and break anything made out of metal. Many adven-
turers have lost weapons, shields and armor to the
hunger of a rust monster.

Its attack is usually directed against the adventurers’
equipment and whenever the monster strikes with
one of its attacks, they will have to witness how their
armors, shields or weapons melt in seconds.

The rust monster can be attacked with any weapon
and will not suffer any penalty unless the attack roll
is failed. If the attack misses, there is a 50% chance
for the weapon to be destroyed.

Magical weapons are not affected by the rust mon-
stet’s attack, but their modifiers and bonus do. There
is a 10% chance that the magical weapon or armor
resists the attack or otherwise lose one of its magical
properties. For example, a +1 shield hit by the monster will
have a 10% chance in a percentage roll to keep its bonus. If
the roll failed, it would become a regular shield. If it becomes a
normal shield and suffers a second attack, it will have a 50%
chance to be destroyed, as stated before.

VAMPRE

Armor Class: 2

Hit Dice: 7+ 9
Movement: 36 meters

In flight: 60 meters
Attack: 1 touch or special
Damage: 1d10 + double loss of energy or special
Saving Throw: W7 to W10
Morale: 11

Treasure Value: 5,000 gp
Alignment: Chaotic

XP Value: 1,750

Vampires are the most lethal type of undead. They
have an extraordinary strength and are feared even
by other undead creatures. They live in cemeteries,
in ruins and underground crypts and other places
where they avoid to be bothered by any mortal. They
fear sunlight and hide from its harmful effects by

sleeping in their coffins during the day. Through this
rest, they restore their strength.

They have the ability to transform into a large bat,
allowing them to fly and summon 1d10x10 more
bats to obey their commands. They also can trans-
form into a gray wolf and attract a pack of wolves or
3d6 dire wolves. These animals will answer the vam-
pire’s call after 2d6 assaults. In this state of trans-
mutation, the vampire will attack as if it were a giant
bat or wolf, though keeping its original AC, hit dice,
rolls and morale and saving throws. Each transfor-
mation grants the vampire a recovery of 3 points of
damage. Additionally a vampire may transform to
a gaseous state. It can evaporate from the sight of
its enemies and disperse. In gaseous state, a vampire
will still retain all its characteristics, but will not be
able to attack or be attacked, unless by magic means.

In human form, a vampire has two dangerous abilities:
touch and gaze. The single touch of a vampire causes
the victim to lose 2 levels of experience, in addition to
any damage inflicted. Vampires’ gaze can beguile their
opponents like a  Charm spell would do. Any victim
of the gaze will have to roll a successful saving throw
against spell with a -2 penalty or fall prey to the vam-
pire’s enchantment and follow its commands.

Any adventurer killed by a vampire will return from
the dead after 3 days turned into the vampire’s slave.

There are few ways to deal with a vampire. They
usually shun sacred symbols, and if an adventurer
wields one of these in their presence, vampires will
be forced to keep distance.

Vampires cannot cross running water. They cannot
even fly over it, unless they cross a bridge or travel
by boat while resting in their coffins. If splashed by
water, they will receive 1d8 points of damage. They
suffer double damage if the liquid is consecrated by
a Cleric.

One of the most effective ways to eliminate a vam-
pire is to impale its heart with a wooden stake. This
injury causes instant death. They are also particulatly
sensitive to natural sunlight. If a vampire is exposed
to the sun’s rays, it will have to make a saving throw
against spells every assault or die disintegrated. The
Permanent Light spell will not destroy the vampire, but
will cause partial blindness (which means a -4 pen-
alty to its attack rolls). Only natural sunlight actually
harms a vampire.
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Damage: 2d8

Saving throw: W4
Morale: 8

Treasure Value: None
Alignment: Neutral
XP Value: 450

Enormous reptiles about 3 meters long and heavier
than 150 kilograms, characterized by a spiny crest
that goes all over its back, raising its height almost
one meter and a half.

Ounkleosteus orR
GIGAS ARAPAIMA

Armor Class: 3

Hit Dice: 4
Swimmimg: 70 meters
Attack: 1 bite
Damage: 2d6

Saving throw: W3
Morale: 7

Treasure Value: None
Alignment: Neutral
XP Value: 150

These carnivorous fishes are fearful beasts, since
they attack in groups of 5 to 10 creatures with un-
usual rage. Their skin is hard as steel and it owns
powerful jaws that possess two long and saw bone
blades instead of teeth. The dunkleosteus lives in
rivers and marshes, although it can also be found in
lakes and interior seas, always close to the shore.

p”CGKODACCYL

Armor Class: 6

Hit Dice: 4
Movement: 10 meters
In flight: 120 meters
Attack: 1 peck
Damage: 1d8+2
Saving throw: W4
Morale: 8

Treasure Value: None
Alignment: Neutral
PX Value: 400

Winged dinosaur, extremely voracious. They use to
attack in groups of three or four individuals.

SpmosAu&uS

Armor Class: 3

Hit Dice: 25

Movement: 45 meters

Attack: 1 bite

Damage: 3d12+5 / critical hit allows it to gulp the
victim

Saving throw: W12

Morale: 12

Treasure Value: None
Alignment: Neutral
PX Value: 3,000

Spinosaurus is maybe the biggest carnivorous dino-
saur existing in these lands, even bigger than the ty-
rannosaurus. It is without any doubt the king of the
jungles and marshes of Ziyarid, and everyone hides
when it appears, being a beast without comparison
whose roar inflicts fear in all living creature’s hearts.

STeGOSAURUS

Armor Class: 3

Hit Dice: 11
Movement: 30 meters
Attack: 1 bite / 1 tail
Damage: 2d8 / 1d12+2
Saving throw: W6
Morale: 7

Treasure Value: None
Alignment: Neutral

XP Value: 1,100

Great armored dinosaur, with protective plates all
over its body and spines in its back and tail.

‘CRICERATOPS

Armor Class: 2

Hit Dice: 16

Movement: 9 meters

Attack: 1 charge / 2 tromp
Damage: 1d8 horns / 1d12 / 1d12
Saving Throw: D16

Morale: 10

Alignment: Neutral

XP Value: 8.000
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