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he night is cold and recent
IR adventures have left you
without companions. Here,

at the Inn of the Green Wind, you
seek further glory and adventure,
This night, however, you find neither.
Just a bard composing tales,

He pulls out a pipe and lights it,
sending ribbons of smoke to the
rafters of the mn. Pictures appear
within the smoke, weaving an
intricate story of a lamp that flames
eternal. As you sit enthralled, your
head begins to throb and your body
goes numb. Tunnel vision sets in and
just before unconsciousness claims
I\_."[)l.l, | \-\-’”lni“llf"\ voice t’L']‘IJL’S L‘fl.‘_’i”ll_\‘" m
your mind, “Now you shall have your
vengeance my love."

Waking, you find yourself sitting

in a dark, rank, rat infested cell.
Strangely, you cannot remember what
|;:1ulu:} you in this fine predicament.
You hear the sharp sounds af meral
boots descending a spiral staircase
just outside your dun
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streams in, blinding you. PR

A loud voice orders vou to step oul. . B = — Py
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“We have work for you." )

I Requires the use of the
Dungeons and Dragons’ Player’s Handbook,
Third Edition, published by
Wizards of the Coast”®
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_HOW TO USE THIS PRODUCT

This adventure is designed to be easily dropped into your
existing Third-Edition D&D campaign. It can be run in a just
a single session and makes for an excellent evening’s gaming,
To prepare yourself to run the adventure, you should read it
completely at least once to familiarize yourself with the
material. You may wish to photocopy the map in the center

of the book for ease of use as well. The text on the back of

the book can be read to your players to introduce them to
the adventure. After that, you're ready to begin. Good luck!

This module requires the use of the Dungeons and Dragons"
Player's Handbook, Third Edition, published by Wizards of the
Coast.” You won't be able to run this adventure without it
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Who said you had to play the good guys? Being evil
just got easier. This d20 system sourcebook has
everything you need to run evil characters, develop
evil campaigns, and make your nasty NPCs just a little
bit nastier, Evil has rules for new prestige classes, new
spells, new clerical domains, and demon summoning
If you're playing good after this

book is out, you're on the wrong

side of the game. 128 Pages,

soft cover.

GAME MASTER BACKGROUND

The Temple of Eternal Flame is an adventure designed
for a group of four to six characters of levels six to eight.
At least one cleric is recommended for this adventure.
This is a difficult dungeoneering adventure with a few
tricks and twists. There are three obstacles. First, the PCs
must locate the decanter of endless water. Next, find the
sapphire lamp. Lastly, they must extinguish the flame of the
lamp and return the wick to Lord Bayne as requested. In all,
this is very difficult and the encounters in this adventure
are very hard. Only if the PCs reserve their strength can
they hope to win.

THE LORD’S WISH

Lord Bayne and Kylira hand selected specific adventurers
to retrieve the wick of the sapphire lamp. They worked
together, kidnapping individuals in order to create this
group. Each member was taken to Bayne's dungeon and
held there. With enough prisoners, a proper team could be
assembled.

His intentions for the wick are simply revenge. Lord
Bayne and the Mummy Naga battled before and Bayne lost
his only daughter in the fight. Secretly, he wants the PCs
to kill the Naga. The wick is a secondary task given to the
PCs to accomplish. A special gravestone was made to hold
the wick, to be re-lit for the lost child. Redemption is near.

The PCs are assembled in Bayne's hall and told to
retrieve the wick of the sapphire lamp. They have no choice
in the matter and face further incarceration if they protest.
Kylira opens a portal to the pyramid where the lamp is
held. On the ground before the great pyramid, is the PC's
gear. Bayne has shrewdly made entering the portal very
personal for the PCs. In order to retrieve their equipment
they must enter the portal.

Stats for Kylira and Bayne are not provided, but both are
powerful sorcerers. Bayne’s men are well trained as well,
and up to 20 guards can be summoned in a few rounds.
Their stats have been omitted to conserve space. If the PCs
insists on fighting Bayne, have the guards subdue them and
have Kylira incapacitate them with powerful spells.

THE GREAT PYRAMID

The pyramid has three levels and can be entered by
opening the hidden door that is a part of the ancient time
dais. Once within the PCs need to overcome the many
tricks, traps and monsters to find the objects they seek.

THE CLAWED NECKLACE

A necklace with a small withered hand can be found on
several creatures within the pyramid. When worn this
necklace prevents the mirror of opposition (found in area
#10) from activating. To increase the difficulty of the
adventure, remove necklaces from fallen foes.




— NOCHOICEBUTONE

Surrounded by twenty or so guards, you are marched to a
large courtroom. A large man in black and green sits upon
an elegant throne; a woman cloaked in red and black
stands at his side, She looks you over, coldly. The large
man stands and speaks, "I am lord Bayne and this is
Kylira. I care not how you came to be in my cells. But,
rather than have you rot in my dungeons, I have a need
for your skills. I require the wick from the Ever-Burning
Sapphire Lamp of Myul Tohlan. You need only to
extinguish its flame and return it to me. If you do this,
I shall grant you freedom. I might even reward your
efforts if you are quick about it."

The lady removes two rings from her left hand.
With incomprehensible words, the rings grow to eight
feet in diameter. The circles begin to spin and wobble
on the same axis. A bright flash comes from the center
and reveals a large temple. You see a large pile of familiar
equipment, on the other side.

If the PCs walk into the center of the spinning rings
they are teleported to the base of the temple. Lord Bayne
and his followers force those who refuse to enter the rings.

1. THE DOOR OF TIME

You now stand before a large pyramid covered in thriving
vines and underbrush. At best guess the pyramid rises
300 feet high. The whirling of the magical rings still spin
behind you. Closer observation reveals a large number “6"
near the top of the pyramid. Many steps lead to the top
from all sides.

With little effort the party should be able to uncover a
large round dais that is a part of the east wall of the temple.
This dais has numbers around it like that of a clock, but is
missing the numbers 1, 11, and 12. Where these numbers
are missing is a cutout shape like a “U” If the dais is turned
so the number 12 is in the 6 o'clock position, the “U”
creates an archway and reveals an opening into the
pyramid. A successful Strength check (DC 25) is required
to move the dais.

2. REFLECTIONS

In the center of this large octagonal room is a 5 ft. wide
square pillar from floor to ceiling. Two large iron wheels
are mounted 3 ft. from the floor on both the western and
eastern sides of central block. All of the angled walls are
made of mirrors from floor to ceiling. The floor is covered
in dust and riddled with various tracks.

An inscription at the bottom of each mirror reads
‘vay loos,' meaning “unlock” in Draconian. When this word
is spoken aloud in front of the mirror, it lights up and
shows the outside of the pyramid. After three minutes
the mirror fades back to normal. An iron valve wheel
marked “A” turns the timepiece on the outside of the
pyramid. This will close the outer door. The valve marked
“B” opens a concealed, sliding door in the floor in the west
end of the room. A successful Wilderness Lore check (DC
17) identifies the tracks as human and lizard. The lizard
type is of unknown origin.

3. HALL

The descent reveals a room (45 ft. by 45ft.) that shares the
same center pillar as the octagonal room above. Four torch
sconces with burning torches rest on each of the four
sides. Three sandstone pedestals, spaced evenly along the
southern wall, hold creatures that resemble small-winged
devils. Their hair blazes, adding light to the room.
Additional torches behind each pedestal increase
visibility and cast shadows everywhere. The creatures
glare and quickly attack. On the north wall are three more
pedestals, with a devil on each.

Tactics: These creatures are fire mephits (hp 16 each).
They attack the PCs as soon as they enter the room, taking
one partial action while the PCs adjust to the light. Once
the first three mephits begin combat, the remaining three
in the northern end of the room join the fray. They flank
the PCs if possible, gaining a +2 circumstance bonus to
attack rolls.

On the first round of combat, the fire mephits on
the northern wall attempt to summon more mephits
per their special ability. This is just like summon monster
and requires a full round to activate. On the second round,
roll percentile for each, with a 25% chance of success. On a
successful roll, a 3 HD fire mephit appears within 25 feet.
In either case, the mephits may act normally in the second
round. This is a spell-like ability and can be interrupted by
the PCs like any normal spell casting,

On the third round of combat, any remaining mephits
from the southern edge, use their summon mephit ability
as above. Wounded mephits fly to the torch sconces where
they heal 2 points per round as long as they are touching a
a flame.

Mephit, Fire: CR 3; S (outsider, fire); HD 3d8; hp 16; AC 14
(+1 Dex, 1 size, +4 natural); Atks 2 claws +4 melee (1d3
and 2 fire); SA Breath Weapon (cone of fire, 15 ft., damage
1d8 — Reflex half DC 12), magic missile (3rd level), heat metal
(6th level), summon mephit; SQ Fire subtype, fast healing 2,
damage reduction 5/41; AL NE; SV Fort +3, Ref +4,

Will +3; Str 10, Dex 13, Con 10, Int 12, Wis 11, Cha 15.
Skills: Bluff +5, Hide +11, Listen +6, Move Silently +7,

Spot +6. Feats: Improved Initiative.




4. MEETING CHAMBER

This meeting chamber lacks chairs now, dominated only
by a single stone table. Seven molten-colored creatures
resembling large eels surround the table, in various stages
of rest. They look at your group with crimson eyes ablaze;
each wears ail, carries an oddly shaped mirror

shield and is smued with a wicked longsword.

Tactics: These firenewts (hp 14 each) are ready for
combat and fight bravely, but not to the death. If too many |
newts fall, they flee down the hallway calling in assistance
from areas #6 and #7. Note that two of the Firenewts
wear the clawed necklace mentioned earlier.

Firenewt: CR 1; M (humanoid, fire, reptilian); HD 2d8+2;
hp 14; Init +1 (Dex); Spd 20 ft.; AC 17 (+1 Dex,

+5 Chainmail, +1 Shield); Atks Longsword +2 melee (1d8);
SA Breath weapon (5 ft. range, damage 1d6 Reflex save
DC12 for half; SQ Fire subtype; AL NE; SV Fort +1, Ref +4,
Will +3; Str 10, Dex 13, Con 13, Int 7, Wis 10, Cha 8.

Skills: Intimidate 43, Listen +4, Ride (giant strider) +5,
Spot +4. Feats: Mounted Combat.

5. THE LABORATORY

The door to this room is locked at all times. PCs can pick
the lock with a successful Open Lock check (DC 25). The
door has claw marks in its face.

Ironbound Door: 1 in. thick; hardness 6; hp 20; AC 5;
break DC 25.

A chair has been wedged behind the door on the other
side, If the lock is picked a Strength check (DC 20) is
required to force it open. Otherwise, a Strength check (DC
35) is needed to force open the door with the lock still in
place.

Within are two narrow tables, various glass bottles of all
sizes, and strange instruments that hold the bottles for
their intended use. A slight sulfuric smell lingers in the
air. Large mirrors hang from ceiling to floor on the north
and south walls. Several open flames rest in bowls and
torch sconces, obviously magacal A small white coat and
a short staff rest in the corner, a dust and charcoal
staining the material.

Encounter: Beneath each mirror is the word ‘hoshur’
(in Draconian, this means “show me”). This activates the
mirrors and allows onlookers to view the outside of the
temple, from the top down. The PCs can see the vegetation,
stones, and floating rings.

The dust is the remains of a gnome alchemist sent by
here by Lord Bayne several months ago. The staff is a staff

of frost.

Treasure: A thorough search of the lab (Search check
DC 25) reveals 2 potions of cure light wounds, a potion of
stinking cloud, a wand of lightning bolt (3rd level, 8 charges),
a journal, and a spellbook. The journal and spellbook look
nearly identical. They are leather-bound, with brass
corners and a crescent moon-shaped sigil is burned into
the cover of each. However, inside they are remarkably
different. Casting detect magic reveals the wand, spellbook
and potions, but not the journal.

The journal details the life of one Fleechen Moondot,
and is written in both common and gnome. If the PCs can
read gnome, they may spend one hour reading the book.

They learn that Fleechen was abducted by Lord Bayne,
forced through some ‘rings’ and ordered to find a lamp
inside the temple. He was attacked almost immediately and
fled to this room where he locked himself inside. Over the
next few weeks he slowly starved to death, being unable to
leave or explore the temple with so many creatures about.
He used the lab to create healing potions to keep himself
alive, but nothing he did stopped his hunger and
impending death. 1t is unclear how he died, or why his
skeleton is now ash. (In reality he used the staff of frost on
himself.)

If the PCs read on, the journal is a ravenous and
maddening tale that lacks coherency, eventually ending in
scrawled symbols that hardly look like letters in any
language. Hint to clever PCs that it could be a code or
riddle. It is in effect, nothing more than his tortured mind
tricking him, but the PCs need not know this and the code
should keep them occupied for some time.

The spellbook contains the following spells: arcane mark,
dancing lights, detect magic, disrupt undead, ghost sound, ray of
frost, read magic, identify, obscuring mist, silent image, sleep,
unseen servant, blur, continual flame, invisibility, locate object,
and tongues. The book is 18 pages long and the last page is
blank.

6. THE BARRACKS

This room is empty if the firenewts responded to help in
room #4,

A single fire at the center of the room provides light to
see by Several bedrolls and two cots rest near the
southwestern walls. Four molten-colored creatures
resembling those from the room before are sharpening
their blades and talking among themselves.

Tactics: The firenewts (hp 14 each) fight immediately
and call for help from those within area #7. Note that two
wear the clawed necklace.

Treasure: The room is rather cluttered. If examined,
Search check (DC 10), two small leather bags are found
within the bedrolls, The leather bags contain 10 gp, 6 sp,
and a single green gem. The gem is like nothing seen
before. Appraise check (DC 20) reveals it is not a known
gemstone.




C. TRAINING BARRACKS

Three battered and burnt wooden dummies stand near
the east wall. They seem to be training manikins. Three
firenewts stand with weapons drawn.

Tactics: The firenewts (hp 14 each) fight to the death,
calling for those within area #6 for help.

Treasure: There is a small bag partially hidden
underneath a pile of torn and bloodied garments on the
western wall. Allow the PCs a Spot check (DC 20) or,
Search check (DC 15) to find the bag. The bag contains a
simple-looking masterwork dagger, 10 cp, 20 sp, and 5 gp.
There are two plain silver rings (30 gp value) and a song
written on a piece of paper as well. The song is simple, but
those that can read sheet music notice a unique and
beautiful melody behind the words. The song tells of a
peasant boy wooing a noblewoman. The song is signed by
Tor Valon Nightsinger, a bard who was forced into the
temple to find the lamp.

8. THE FOUNTAIN

An old decorative stone well with a mounted head of a
lizard sprays water into a shell-like basin. The stone
lizard's arms stretch forward, a finely crafted longsword
in its right hand and a roughly cut mirror shield on
its left arm. The water rolls down the tongue, cascading
over shells before filling the basin. Standing in-between
the well and your party is a large, muscular, red and black
scaled creature, wielding a large spear. The creature
radiates heat and the spear is reddish and blackened.

Tactics: This salamander (hp 42) was drinking from
the fountain, but readies his weapon and attacks when the
PCs enter. It can attack multiple times per round (twice
with its spear, once with its tail) and engages the largest
fighter, constricting him if possible. If the PCs are small-
sized it can constrict two people at once, otherwise it holds
the largest fighter as long as possible, dealing damage each
round. This salamander fights to the death. The fire
salamander fights fiercely, calling his partner from area #9.
There is a 75% chance that his partner is already in the
hallway between areas #8 and #9 and flanks the PCs.

Treasure: The clean water of this fountain heals 2d8
points of damage (only once) when imbibed. Water taken
from the well evaporates if bottled, and therefore must be
consumed at its source. The sword the statue is holding is
called mist blade (refer to New Magic Item entry at the end of
this adventure for further details). Removing the sword
requires a tall character (at least 6 feet tall) and a successful
Strength check (DC 18).

The shield radiates powerful abjuration magic. However,
it is cursed. Should a PC touch the shield's mirror face, he
suffers 2d8 points of acid damage and 1d4 points of
temporary Constitution damage. A Reflex save (DC 20)
saves for half. If a PC touches the edge, in an attempr to lift

the mirror from its holding place, he must make a Fort save
(DC 20) or lose 1d4 fingers from each hand touching the
shield. Blood that drips from the shield into the water boils
away into steam almost instantly. There is no safe way to
remove the shield from the statue.

Salamander: CR 5; M (fire); HD 7d8+7; hp 42;

Init +1 (Dex); Spd 20 ft.: AC 18 (+1 Dex, +7 natural);
Atks Longspear +9/+4 melee (1d8+2 and 1d6 fire),
tail slap +7 melee (2d6+1 and 1d6 fire); SA Heat,
constrict 2d6+1 and 1d6 fire; SQ Fire subtype,
damage reduction 10/+1; AL LE; SV Fort +6, Ref +6,
Will +7; Str 14, Dex 13, Con 12, Int 14, Wis 15, Cha 13.
Skills: Craft (metalworking) +16, Escape Artist +11,
Hide +11, Listen +14, Move Silently +11, Search +12,
Spot +14. Feats: Alertness, Multiattack.

9. GUARD POST

Footprints of humanoid creatures track throughout the
room. Two large hammocks hang from hooks in the stone.
The room is otherwise empty. Light from the western
corridor shines into the room.

Tactics: This salamander (hp 64) is larger that the one
in room #8. If both fire salamanders fought the PCs in
area #8, this room is empty. Otherwise the salamander
stands at attention, as if guarding something,
It wears the clawed necklace. The salamander engages the
largest fighter first and fights to the death.

Treasure: A Search check (DC 25) or Spot check
(DC 30) reveals a loose stone in the floor. Underneath the
stone is a small copper decanter with a cracked cork lid.
This is a decanter of endless water. The guards here have been
unable to destroy the decanter (having damaged it several
times in the attempt), so they hid it away under a stone and
placed a guard here so no one could ever take it.

The lid to the decanter is damaged and can only be
opened twice. After the cork is removed a second time, it
crumbles. The decanter has one word etched on the inside
bottom. The command word is written in Common
“overflow” This command word operates the decanter as a
geyser, which produces a 20 ft. long stream at 10 gallons
per round. Unfortunately the command word to make it
stop has long since worn off (it is meant to be discovered
during another adventure). The decanter eventually fills
the temple with water, flooding the inhabitants out.

Salamander: CR 6; M (fire) HD 9d8+9; hp 64;

Init +1 (Dex); Spd 20 ft.; AC 18 (+1 Dex, +7 natural);
Atks Longspear +11/+6 melee (1d8+2 and 1d6 fire),
tail slap +9 melee (2d6+1 and 1d6 fire); SA Heat,
constrict 2d6+1 and 1d6 fire; SQ Fire subtype, damage
reduction10/+1; AL LE; SV Fort +6, Ref +6, Will +7;

Str 14, Dex 13, Con 12, Int 14, Wis 15, Cha 13.

Skills: Craft (metalworking) +18, Escape Artist +13,
Hide +13, Listen +16, Move Silently +13, Search +14,
Spot +16. Feats: Alertness, Multiattack.
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10. HALL OF MIRRORS

Bright reflections light this hallway as you look down its
50 ft. length. A total of 8 mirrors line the walls in 5 ft.
increments. Each mirror is unique in its own nature.
Some are serpent-like with a head and tail wrapped
tightly around with claws holding the mirror. Others vary
in from wooden frames to stone, but each is distinctly
different. A heavy sandy-red marble door ends the
hallway. An ornate lamp is etched into the door. Beneath
the lamp there appears to be writing,

Trap: Each of the eight mirrors is ornate but has no
special abilities. However, the single mirror that hides in
the shadows on the ceiling is a mirror of opposition. In every
respect this item appears to be a normal mirror If a
creature is reflected in its surface, an exact opposite falls
from the ceiling on top of its opponent. The mirror does
not work on anyone wearing a clawed necklace. Note that
the duplicate has all items and powers of the original
(including magic). Upon destruction of the duplicate, both
the duplicate and its items disappear completely. The twist
here is after each round of combat, the two randomly
teleport somewhere within the 50 ft. hallway. Use a 1d8 to
determine the placement of the PC. The opposition appears
next to the PC,

The mirror works on only one PC at a time. In addition,
the reflection cannot be harmed by anyone but the
reflected PC.

The red marble door has the inscription in common
“let there be light.” If said aloud the trap within room #11
activates and the door opens automatically. If not, the PCs
need only to pull the door open with a Strength check (DC
20).

Marble Door: 6 in. thick; hardness 8; hp 80; AC 5;
break DC 45.

11. FAKE TOMB

Note: The stairs on the map are hidden and cannot be
found until the lever is located.

You feel the chill of the room as you enter. A single
candle glows dimly giving little light in the room.
The candle sits in a small sapphire lamp on top of a
horizontal sarcophagus. Six other sarcophagi stand
vertically along the western and eastern walls. Elegantly
carved humanoids can be vaguely seen on each of the
sarcophagi lids. Their arms are crossed on their chests,
palms down and fingers spread wide. Long fingernails
protrude from their hands and the shadowed facial
features are sharply toned.

Encounter: Everything that occurs within this room is
an illusion. This trap is only activated if one of the PCs
uttered the command word in room #10. Only one PC
needs to survive the encounter to end the illusion. Once
the PCs enter the room, the marble door closes behind
them.

Tactics: The main sarcophagus lid bursts open after one
round, sending the candle flying. The violent opening of
the sarcophagus snuffs out the small light. This should be
a clue to the PCs that something is amiss. The creature now
facing the PCs is an elven vampire. Unless some light is
provided or unless the PCs have darkvision, they must
fight with a significant disadvantage (there is a 25% miss
chance on every attack in the room).

The vampire fights fiercely and without pause. If the
PCs give it the room to do so, it summons forth 10d10 bats
(also an illusion), which rip out from the sarcophagus and
hallway (if the door is open).

One round after the vampire is out of his tomb, the first
three of the six sarcophagi open and skeletons (hp 10
each) emerge, wearing full suits of plate armor and
carrying longswords. One round later, the remaining
sarcophagi open and three more skeletons join the combat.

When near death, the vampire activates a delayed blast
fireball (as a 9th level sorcerer) from a small marble hidden
in his cloak; Reflex save (DC 20) for half. The blast
detonates within one round, burning everything in the
room including the vampire. On a successful Spot check
(DC 20) or a Search check (DC 15), those who remain see
that their fallen comrades are only sleeping, Be sure to add
appropriate lighting modifiers. A gentle nudge wakes them
and they realize it was an illusion. Should everyone
‘die’ from the encounter, they merely sleep for 8 hours
before waking fully refreshed, with the room exactly
as they found it, the lamp still lit, resting on the coffin.

Descending stairs lie under a sliding floor plate.
The plate is activated by a concealed lever in the
sarcophagus closest to the stairs on the western most wall.
A Search check (DC 30) locates the lever. The lever is
wood, reinforced with iron. It is old and brittle. It breaks
after the PCs pull it down, leaving the stair way open
indefinitely.

Should the PCs presume that this is the right lamp,
they are surprised when Lord Bayne sends them back into
the temple.

Note: This vampire does not have the life drain ability,
cannot be turned, and does not suffer from typical vampire
weaknesses. Because it is an illusion, it does not radiate evil
or life, and is not affected by spells or abilities that
normally affect undead.

Vampire: CR 6; M (undead); HD 6d12; hp 58; Init +7
(Dex, Improved Initiative); Spd 30 ft.; AC 19 (+3 Dex,

+6 natural); Atks Slam +12 melee (1d6+6); SA Children of
the night (10d10 bats); SQ Damage reduction 15/+1, cold
and electricity resistance 20, spider climb, fast healing 5;
AL CE: SV Fort +4, Ref +6, Will +4; Str 22, Dex 17, Con -,
Int 16, Wis 16, Cha 12.




Skeletons: CR 1; M (undead); HD 1d12 hp 10; Init +5;
Spd 40 ft.; AC 13 (+1 Dex, -1 size, +3 natural);

Atks 2 claws +2 melee (1d6+2); SQ Undead Immunities;
AL NE; SV Fort +0, Ref +1, Will +3; Str 14, Dex 12, Con —,
Int —, Wis 10, Cha 11 Feats: Improved Initiative.

12. FINAL DESCENT

The stairs descend, ending in a short hallway that leads to
a huge brass door. The door has an ornate lamp engraved
on it with a large flame that feathers itself up ward.
Whritten in common beneath the lamp are the words,
“let there be light.” There are white powdered marks on
the stone floor. A small pebble lies on the ground.

The door is locked, but a successful Open Lock check
(DC 15) opens the large door without difficulty. The small
pebble is actually a fragment of bone that has been crushed
from the door opening over it. The markings on the floor
are the remnants of what is left of the broken bone.

Tactics: Coiled throughout the room, a noble
salamander (hp 120) hides. It wears an activated ring of
invisibility. Tt waits for one of the PCs to step into the center
of the room and attacks, constricting with its enormous
tail. The creature gains a+4 circumstance bonus during the
surprise round and first round of combat.

It is not afraid to set off a fireball or two as it is immune
to fire damage. It only summons a fire elemental when the
PCs reduce it to 25 hit points or less and can get to a
safe place to cast it. It attempts to retreat up the stairs into
the room above if necessary. This is a very tough encounter
and the GM should expect one or two deaths.

If it successfully kills a PC, it takes a defensive position
for one round and taunts the PCs.

Leave now and I shall forget this transgression. Your lives
mean nothing to me. Tell Bayne that his war will end
soon and my lord and I shall consume his soul as we did
his daughters.

If the PCs retreat, the salamander allows them to leave,
without incident. If they fight on, he doesn't offer them a
second chance,

Noble Salamander: CR 9; L (fire) HD 15d8+45; hp 120;
Init +1 (Dex); Spd 20 ft.; AC 18 (-1 size, +1 Dex,

+8 natural); Atks +3 spear +23/+18/+13 melee (2d8+9
and 1d8 fire), tail slap +15 melee (2d8+3 and 1d8 fire);
Face/Reach 5 ft. by 5 ft./10 ft.; SA Heat, constrict 2d8+3
and 1d8 fire; spell-like abilities; SQ Fire subtype, damage
reduction 20/42; AL LE; SV Fort +12, Ref +10,

Will +11; Str 22, Dex 13, Con 16, Int 15, Wis 15, Cha 15.
Skills: Bluff +11, Craft (metalworking) +24, Diplomacy +13,
Escape Artist +19, Hide +15, Listen +20, Move Silently +17,
Search +20, Sense Motive +12, Spot +20. Feats: Cleave,
Great Cleave, Multiattack, Power Attack.

The noble salamander may cast (3/day) burning hands,
fireball, flaming sphere, and wall of fire; (1/day) dispel magic
and monster summon VII (huge fire elemental). These
abilities are used as if he were a 15th-level sorcerer and the
save DC is 12 + the spell level. The noble salamander is
immune to the heat damage of the mist blade

13. TOMB

This chamber is nearly 50 feet across and a large pillar
dominates its center. A strong scent of animal waste fills
the air and the floor is covered with a thin layer of dust.
Unfamiliar markings can be made out in the dust.
Throughout the room animal and human remains are
scattered. There appears to be no other exits from the
room except a (3 ft. by 4ft.) hole found in the eastern wall.

The PCs do not have much time for searching the room.
The Mummy Naga is already aware it has occupants and
lurks within its hole, waiting to attack. The Naga attacks
the PCs when they have made their way past the
(51t. by 5 ft.) pillar. The Naga is the guardian of the ever-
burning sapphire lamp found in area #15; and it fights to
the death. (refer to New Monster entry at the end of this
adventure for further details)

14. THE LAIR

The small entrance looks tight. Skeletal remains litter the
room. The room carries the stench of death; a large pile of
torn clothing is laid in a twisted nest. Various broken
weapons are scattered about. The nest seems to be empty.

100 gp, 10 sp, and 2 red gems (value 20 gp each) are
buried in the nest of clothing,

15. LIGHTS OUT

The two secret doors leading to this room are not easy to
find. The stone work is seamless and a successful Search
check (DC 30) for the first one and a Search check (DC 25)
for the second reveals the exact location of the door. Once
found, they are opened simply by pushing against the wall,
with a successful Strength check (DC 23). The doors swing
inward and must be held open or slide shut behind the PCs.
Pulling open a secret door is much more difficult, requiring
a crowbar or slim metal rod and a Strength check (DC 26)
to pull it back open.

Stale air pushes passed your face as the door opens
inward. This room (20 ft. by 25 ft.) reveals an array of jars
siting on the floor in front of a sarcophagus. Ornate strips
of cloth lined with gold and silver hang from the ceiling,
A small sapphire lamp rests in the center of the coffin. It
is in the shape of a dragon, its chest pushed out proudly,
the head tilted back as if roaring. Flame burns from the
gaping maw.




This is the real ever-burning sapphire lamp. Nothing
the PCs do beyond using the decanter of endless water
extinguishes the flame. The jars in front of the sarcophagus
are the remains of the body that is trapped within. GMs are
encouraged to elaborate on the story of the War between
the Naga and Lord Bayne. What trapped its soul in the jar?

Once the decanter of endless water is opened and the
activation word “overflow” is said aloud, water pours forth.
Once the lamp is doused in the waters, a magical blast
emits from the lamp and sends the decanter of endless water
out of the holder’s hands. The decanter shoots across the
room and lodges in a small fissure in the north wall
The high-pressure water blasts anyone back that gets near
it. The water fills the room quickly, increasing its depth one
inch per round. The wick from the sapphire lamp can be
removed after the water level rises high enough to
extinguish the flame. The PCs must flee back to the top of
the pyramid and exit.

15. DRY GROUND

If the PCs ‘died’ in room #11, then Kylira and Bayne
assumed the PCs did not make it and turned off the rings.
When they exit the pyramid, they can see hard blasted
earth in every direction. They have no idea where they are,
and they have no idea how long it will be before, Kylira
opens the ‘gate’ again.

In actuality, the PCs are on a shattered portion of the
plane of fire. The war between Bayne and the Mummy
Naga has gone on for many years, and the realities were
torn apart by their magical powers. The Mummy Naga is a
fraction of what it once was and Lord Bayne is a broken
man, desperate for revenge. Neither is good or evil in this
melodrama and the PCs should see themselves as pawns

their little game. Feel free to elaborate on the details of

their history to meet the needs of your campaign, going as
far as to use them as near godlike powers in a world of lost

heroes.
If the PCs didn't ‘die’ read the following;

You travel back to the upper level and exit the flooding
pyramid. The magical rings that brought you here still
spin. Lord Bayne and his followers watch you. There is a
glimmer of hope in the Lord’s eyes. Once on the other side
he asks for the wick. As promised he holds your pardons
in hand and a chest sits off to his side. He looks at you and
then to the mage Kylira at his side. Then laughs.

“Thank you for you services you may leave. This chest is
yours.”

The chest has a total value of 3,000 gp in various gems
and jewelry. Lord Bayne allows the PCs to leave freely
without incident. However, he notes their worth and calls
upon them again.

If the PCs are foolish enough to attack Lord Bayne, refer
to the the GM background on page #1. Kylira and the
guard are powerful, but like the Naga, Bayne too was
weakened by the war.

MIST BLADE

A dark, tinted, blue blade with a mean edge, mist blade is
a +3 longsword. The blade has the ability spray scalding
steam twice a day from the tip of the blade on command
dealing an additional 2d8+2 points of heat (fire) damage,
when the weapon strikes, The steam is considered holy
water and deals additional damage to undead. .

Caster Level: 18th; Prerequisites: Craft Magic Arms and
Armor, bless, bless water, heat metal, permanency; Market
Price: Priceless. Weight: 4 lbs.

NEW MONSTER

MUMMY NAGA
Large Beast (Undead)

Snake like in appearance with a human face. They are
finely wrapped in funereal clothes that keep what little of
their bodies remain intact. The wrappings are not hard and
rigid like that of a mummy, which allows for quicker
movement. These creatures have died before completing
th.eir god given task and have been punished with eternal
ife.

COMBAT:

A Mummy Naga favors spell combat over physical
combat. However, even within their wrappings they are
quick, unlike a mummy. In close combat they have a wicked
tail slap that makes a snapping sound.

Poison (Ex): Bite, Fort save (DC 17); initial damage and
secondary damage paralysis, 1d8 rounds.

Spells: Mummy Nagas cast spells as 7th level sorcerers.
(6-0 level, 6-1st, 6-2nd, 4-3rd per day).

The Mummy Naga in this adventure has the following
spells: 0 — arcane mark, daze, flare, ghost sound, mage hand, ray
of frost, read magic; 1st — cause fear, magic missile, ray of
enfeeblement, sleep, spider climb; 2nd — darkness, ghoul touch,
scare; 3rd — hold person, lightning bolt.

Hit Dice: 8d8+18 (hp 58)
Initiative:+1 (Dex)
Speed: 20 ft.
AC: 16 (+1 size, +1 Dex,
+6 natural)
Attacks: Bite +8 melee,
tail slap -5 melee
Damage: Bite 2d6-+4 and
poison, tail slap 1d8
Face/Reach: 5 ft. by 5 ft.
(coiled)/10 ft.
Special Attacks: Poison, spells
Special Qualities: Charm
resistance, darkvision, damage
reduction 5/41, undead

Saves: Fort +5, Ref +5, Will +11

Abilities: Str 16, Dex 13, Con
14, Int 14, Wis 13, Cha 11

Skills: Concentration +12, Listen
+10, Spellcraft +8, Spot +12

Feats: Alertness, Combat
Casting, Multiattack

Climate: Temperate, warm land,
and underground

Organization: Solitary

Challenge Rating: 7

Treasure: Standard

Alignment: Chaotic evil

Advancement Range: 9-12 HD
(Large)
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____ OPEN GAME CONTENT

All material in the module that is indented and printed
in the sans serif typeface is Open Game Content, except
for the proper names of NPC's, and may be used pursuant
to the Open Game License. Material contained in the New
Monster, New Magic Item, and New Spell sections is also
Open Game Content. Illustrations on those pages are not
Open Game Content and are owned solely by Alderac
Entertainment Group, Inc. In addition, to the extent any
material is derived wholly from the d20 SRD and/or
the Dungeons and Dragons® Player's Handbook, Third
Edition, such as spell names and magic items, that material
is also designated as Open Game Content. All other
content is designated as closed content, including but
not limited to;: NPC and Pre-generated character names,
character background text, monster descriptions and all
other module text not otherwise required to be Open
Games Content.

Alderac Entertainment Group (AEG) reserves the right
to publish addenda and/or modification to the designation
of Open Game Content within this adventure on our web
site if either by the unilateral action of AEG, by agreement
of parties (including AEG) or by operation of law there is
a change to the designation of Open Game Content.
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of the Coast, Inc ("Wizards”). All Rights Reserved.
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Definitions: (a) “Contributors” means the copyright and/or trademark owners who have
contributed Open Game Content; (b) *Derivative Material" means copyrighted material
including derivative works and translations (Including into other computer languages),
potation, modificalion, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transformed or
adapted; (c) "Distribute” means 1o reproduce, license, rent, lease, sell, broadcast, publicly
display, transmit or otherwise distribute; (d) "Open Game Content” means the game
mechanic and includes the methods, procedures, processes and routines to the extent
such content does nol embody the Product Identity and is an enhancement aver the prior
art and any additional content clearly identified as Open Game Content by the Contributor,
and means any work coveraed by this License, including translations and derivative works
under copyright law, but specifically excludes Product Identity. (e) “Product Identity”
means product and product line names, logos and identifying marks including trade
dress; arfifacts; crealures characters; stories, starylines, plots, themalic elements,
dialogue, incidents, language. artwork, symbols, designs, depictions, lkenesses, formats,
poses, conceplts, themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells, enchantmenis,
personalities, teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abilities or effects, logos,
symbals, or graphic designs; and any other trademark or registered trademark clearly
identified as Product |dentity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) “Trademark” means the logos, names, mark, sign,
motto, designs that are used by a Conlributor to identify itself or its products or the
associated products
contributed to the Open Game License by the Conlributor (g) “Use”, “Used" or “Using”
means lo use, Distribule, copy, edil, format, madify. translate and otherwise create
Derivative Material of Open Game Content. (h) “You" or “Your' means the licensee in
terms ol this agreement,

The License. This License applies to any Open Game Conlent that contains a notice
indicating thal the Open Game Content may only be Used under and in lerms of this
License. You must affix such a notice to any Open Game Content that you Use. No terms
may be added to or sublracied from this License except as described by the License
itself. No other lerms or conditions may be applied to any Open Game Content distributed
using this License

Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance
of the terms of this License.

Grant and Consideration: in consideration for agreeing to use this License, the
Confributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game Content

Representation of Authority to Contribute: If You are contribuling original material as Open
Game Content, You represent that Your Contributions are Your original creation and/or
You have sufficient rights to grant the rights conveyed by this License.

Notice of License Copyright- You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and You must add the title, the copyright date,
and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game
Contenl you Distribute.

Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as lo compalibility, except as expressly licensed in another, independent
Agreament with the owner of each element of that Product Identity, You agree not 1o
Indicate compatibility or co-adaptability with any Trademark In canjunction with a work
containing Open Game Content excepl as expressly licensed in anothet, independent
Agreement with the owner of such Trademark. The use of any Product Identity in Open
Game Content does nol constitute a challenge to the ownership of that Product Identity,
The owner of any Product Identity used in Open Game Content shall retain all rights,
title and Inferest in and lo thal Product Identity.

Identification: If you distribute Open Game Content You must clearly Indicate which
portions of the work that you ara distributing are Open Game Content.

Updating the License: Wizards or its designated Agents may publish updated versions
of this License. You may use any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed under any version of this License.

. Copy of this License: You MUST include a copy of this License with every copy of the

Open Game Content You Disiribute

Use of Contributor Credits: You may not markel or advertise the Open Game Content
using the name of any Contributor unless You have wrilten permission from the
Contributor to do so.

Inability to Camply: If it Is Impossible for You ta comply with any of the terms of this License
with respect to some or all of the Open Game Content due to statute, judicial order, ar
governmental regulation then You may not Use any Open Game Material so affected.

Termination: This License will terminate automatically il You fail o comply with all terms
herein and fall to cure such breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the lermination of this License.

. Reformation; If any provision of this License Is held 1o be unentorceable, such provision

shall be reformed only to the extent necessary to make it enforceable.
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