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AN ADVENTURE COMPILATION
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Remember the good old days, when adventures were underground, NPCs were there to be killed, and the finale of every
dungeon was the dragon on the 20th level? Those days are back. Dungeon Crawl Classics adventures don’t waste your
time with long-winded speeches, weird campaign settings, or NPCs who aren’t meant to be killed. Each adventure is
100% good, solid dungeon crawl, with the monsters you know, the traps you remember, and the secret doors you know
are there somewhere.

The adventure continues! This compilation of all-new 4th-level adventures is especially designed to continue new
campaigns. They're perfect sequels to DCC #29: The Adventure Begins, or any other level 1-3 adventures. Written by
experienced adventure authors, these stand-alone modules will challenge your heroes with feral elves, undead fiddlers,
evil fey, dreamscape nightmares, ghostly Neanderthals — and more!

If you enjoy this adventure, look for the rest of the Dungeon Crawl Classics series!
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Dungeon Crawl Classics
Madness at the Mutilated Oak

By Ken Hart
AN ADVENTURE FOR CHARACTER LEVELS 4-6
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Introduction Adventure Summary

Remember the golden days of role playing, when
adventures were underground, NPCs were there to be
killed, and the finale of every dungeon was the dragon
on the 20th level? Well, those days are back. Dungeon
Crawl Classics feature bloody combat, intriguing dun-
geons, and no NPCs who aren’t meant to be killed.
Each adventure is 100% good, solid dungeon crawl,
with the monsters you know, the traps you fear, and the
secret doors you know must be there somewhere.

Madness at the Mutilated Oak is designed for four to six
characters of 6th level. While the characters can be of
any class, a druid or ranger may be especially useful.
Some characters may suffer ability damage in this
adventure, so access to a lesser restoration spell or
potion would be handy. See the “Scaling Information”
section for ways to tailor this adventure to your group’s
size and unique style of play.

Answering a call for help, the heroes arrive in the small
town of Cillamar, where they learn that a bard of grow-
ing fame (and dubious talent) has disappeared, along
with several other men. In addition, an unearthly shriek
of agony has been heard coming from the region to the
east — an odd landscape of sharp stones, barren paths,
and twisted trees. A huge oak tree towers over that
area. An evil elven druid is inflicting great damage on
the tree and its protective dryad in her desire to possess
the “fey treasure” that she believes lies within the oak.
She possesses a fey-created staff that has enabled her
to manipulate the missing townspeople into serving her.

The PCs must get past her bugbear minions, defeat a
satyr ranger and his dire weasel “pets,” and avoid the
stings of giant wasps to reach the great oak. Once
there, they must deal with the powerful druid herself and
her charmed protectors. The challenge for the heroes is
to defeat the druid without killing the four innocent
townspeople, who have few qualms about using deadly
force against the adventurers.

Should the valiant heroes succeed, they earn the grati-
tude of the badly injured dryad, who rewards them and
gives them information about the region and the secret
of the great oak.



Game Master’s Section

Encounter Table

To help the GM prepare, we have included a quick ref-
erence table showing all encounters at a glance. Loc —
the location number keyed to the map for the encounter.
Pg — the module page number that the encounter can
be found on. Type — this indicates if the encounter is a
trap (T), puzzle (P), or combat (C). Encounter — the key
monsters, traps, or NPCs that can be found in the
encounter. Names in italics are classed NPCs. EL — the
encounter level.

Loc Pg Type Encounter EL
1-1 7 T/IC Rolling rock trap 7
Groth Greenstab,
bugbear Drd1
2 bugbears Fgt1
1-2 8 C Kalan, satyr Rgr2 7
4 dire weasels
1-3 9 C 3 giant wasps 6

1-4 10 C Lucia Saralonde, Drd7 8
Phinneas Muddey, Brd4
Kelvin and Ambrose
Wickworth, Com1/War1

Arvik Duerlagg, War2
Scaling Information

Madness at the Mutilated Oak is designed for four to six
characters of 6th level, but can be modified for parties
of different sizes or levels. Consider adapting the
adventure using any of the following suggestions:

Weaker parties (3 or fewer characters, or lower than
6th level): Remove the class levels from the bugbears
in area 1-1 and have the rolling rock trap affect only one
square. Remove one of the dire weasels in area 1-2. In
area 1-4, reduce Lucia to 6th level.

Stronger parties (7 or more characters, or higher
than 6th level): Increase the class levels of the bug-
bears and Kalan by +1. Add one more giant wasp to the
encounter in area 1-3 or increase their hit dice by +2.
Increase Lucia’s level by +1.

Getting the Players Involved

The following hooks can be used to get the players
involved in the adventure:

If there is a druid or ranger in the party, or if any mem-
ber has established friendly relations with non-evil fey,
that character can be haunted by disturbing nightmares,
full of violence and pain. The great oak appears promi-

nently. If the party has a fey ally, then have that fey
plead for aid in the dream. Upon waking, the PC real-
izes that something bad is happening near Cillamar.
The nature of the threat isn’t clear, but the need for help
is urgent.

Phinneas Muddey and Arvik Duerlagg are well traveled
in the Kingdom of Morrain, so it's possible they encoun-
tered one of the adventurers during a previous exploit.
That hero could desire to make a quick stop in Cillamar
to visit a good friend or settle an old score (depending
on the nature of the earlier encounter).

The eerie shrieking is apparently causing many animals
and monsters to flee the odd region — and enter the
town! The heroes, while traveling nearby, hear that
Patriarch Ranz Mentzer of Cillamar is seeking adven-
turers to deal with the source of the disturbance.

Background Story

Several hundred years ago, a band of evil fey — mem-
bers of the “Unseelie Court” — entered the Known
Realms through a shadowy gateway at the bottom of a
well. This portal led to a dark dimension where crea-
tures such as themselves thrived. Once they arrived
here, they attacked and manipulated innocents, espe-
cially children, driving them to commit tragic acts.
Powerful druids banded together to defeat this threat.
The angry fey retreated, but they swore they would
return and cursed the land around them. The druids’ vic-
tory was thus tainted, as the natural landscape was
transformed by the fey oath into a bizarre mix of forest,
dust, and volcanic rock. The druids sealed the well with
the creation of a magical oak above it. As long as the
oak lives, the gateway to the dark domain cannot be
reopened.

Unable to “heal” the landscape, the band of druids grew
despondent. Trusting to good-aligned fey to watch over the
great oak, they soon retreated from memory. The decades
passed, and much of this history was lost, although some
tales of the fey’s influence in this region remain.

Lucia Saralonde, an evil druid, believes that she is a
direct descendant of fey and is obsessed with gathering
fey knowledge and power. She recently discovered a
magical staff, the switch of the unseelie, and she has
traced its origins to this region. She believes that a
hoard of druidic or fey treasure lies within the great oak.
With her allies — a satyr ranger named Kalan and a trio
of bugbears she has anointed “the Greenstab Tribe” —
Lucia arrived at the great oak, captured Tangle, the
dryad assigned as its protector, and has since been tor-
turing the dryad in a futile attempt to uncover the source
and nature of the treasure. To further torment Tangle,
Lucia has inflicted great damage on the oak itself. In a
rage, she cast blight, which would have killed the tree if



not for its magical nature. The power of the oak is such
that the nearby trees are also feeling its pain, and an
inhuman “shriek” of agony is reaching from the forest to
the town of Cillamar.

Frustrated by her failure, Lucia entered the town two
nights ago, hoping to gain more information about the
region’s history. She met and charmed herbalist Stefan
Barclay, who introduced her to local bard (and part-time
sheepherder) Phinneas Muddey. Phinneas, never wast-
ing a chance to impress an attractive woman, regaled
her with tales of his adventures. After Lucia described
her interest in the great oak, Phinneas said the forest is
supposedly haunted or bewitched. Then, tapping into
his bardic knowledge, he whispered he’s heard rumors
that the tree is a portal. This certainly attracted Lucia’s
interest. She used the staff to charm Phinneas, telling
him that she needs his help to convince the oak’s evil
guardian to reveal its dark secrets for everyone’s sake.
Based on what she learned from Stefan and Phinneas,
she also charmed the irascible dwarf Arvik Duerlagg
and the farmers Kelvin and Ambrose Wickworth — all
were good with an axe, so they could serve dual roles
as defenders and oak “persuaders” if necessary.

DCC World

Each of the adventures in this book can be used
stand-alone, or set in the world of Aereth from DCC
#35: Gazetteer of the Known Realms. Madness at
the Mutilated Oak takes place just east of the wilder-
ness town of Cillamar, in an odd landscape of sharp
stones, barren paths, and twisted trees. Here, amid
the craggy foothills that climb towards the mighty Ul
Dominor mountains, strange beasts lair amongst
stranger secrets.

Lucia knows that her actions are born of desperation:
Not only is she rapidly using up the staff’s charges, but
the disappearances will certainly provoke a response
from the town. Yet she must know the truth. Ghostly
images of bizarre creatures trying to step through the
weakened portal have her pulse racing. She has
warned the three bugbears and Kalan to prepare for an
attack.

Since then, the shrieking from the forest has redoubled,
but Lucia is no further to learning the truth, even with
Phinneas pleading with the dryad in her own language.
Tangle knows Phinneas and the others are enchanted,
so she has remained silent. Just before dawn, while the
townspeople still slept, a furious Lucia ordered Kalan to
chop off one of Tangle’s legs. She then used modify
memory on Phinneas, Arvik, and the Wickworths to
implant the memory that the “evil dryad” briefly escaped
and murdered their friend Stefan (now useless to Lucia)
inside the tree before the dryad was brutally recaptured
by Kalan.

Adventure Prelude

Phinneas Muddey, Arvik Duerlagg, and herbalist Stefan
Barclay were all last seen at the tavern The Infamous
Oath the night before last. The two missing farmers,
Kelvin and Ambrose Wickworth, disappeared around
dawn the following morning. If the PCs attempt to
uncover clues about the last actions of the missing peo-
ple, give them the following information based on their
Gather Information or Diplomacy checks:

Gather Information Checks at the
Infamous Oath Tavern

Check DC Result

10 Phinneas often tries to romance women
who enter the tavern, particularly newcom-
ers to Cillamar who might not know that the
irresponsible though talented bard spends
part of the year as a sheepherder. Arvik is
an armorsmith with a bad temper; rumor
has it that he settled in Cillamar after failing
to join the Morrain military. Stefan is a good
friend of the Wickworth family, who run a
farm at the southeastern edge of town.

15 In the hours before he disappeared,
Phinneas spent a lot of time talking to an
attractive elven woman who arrived with
Stefan. No one recalled having seen her
before, but that wasn’t unusual; many trav-
elers pause at The Infamous Oath on their
way through the region. For a good portion
of the night, the elven woman held the
attention of a number of men, which didn’t



sit well with some of the female townsfolk.
She carried what looked like a riding crop,
or a switch of wood, in one hand. Yet no
one can recall her arriving in town by horse.

18+ The elven woman introduced herself as
Lucia, and she pleasantly listened to all of
Phinneas’ adventurous tales. Wiser towns-
people know that while Phinneas has trav-
eled a bit and knows just about everything
that goes on in a 20-mile radius, he wildly
exaggerates. He was overheard compli-
menting Lucia in what he claimed was the
Sylvan language, but who knows what he
was really saying? Eventually, Lucia left the
tavern arm-in-arm with Phinneas and Arvik.

Diplomacy Checks at the Wickworth Farm
Check DC Result

10 The distraught parents of the two brothers
say Kelvin and Ambrose are good, honest
young men, not given to reckless acts.
Even when the harvest is over, they contin-
ue to work hard around town, making
money as woodcutters. They're said to be
quite skilled with an axe.

15 The parents admit to being worried that
Kelvin and Ambrose went to look for the
wolves that have attacked their livestock
lately, but they doubt their sons would’ve
been so reckless as to do so without telling
their parents. If pressed for more informa-
tion about the “wolves,” the elder
Wickworths say that they got only a shad-
owy glimpse of one of the beasts. It slunk
away oddly, much lower to the ground than
a wolf should be. (This “wolf” is actually one
of the dire weasels in area 1-2.)

18+ The mother feels guilty. Reluctantly, she
says she thought she heard the voice of the
sons’ friend Stefan Barclay calling to them
in the fields just before they disappeared.
She thought he said something about
“meeting a new friend.” But she paid it no
mind, and now all three men are missing.

She begins to cry.

The elder Wickworths also describe the strange,
unearthly screams coming from the region to the east in
recent days. Animals from the area have been coming
through, clearly panicked by the sounds. The Wickworth
farm is fairly close to a rocky path that leads to the weird
region. A DC 18 Survival (Track) check uncovers the
footprints of the dire weasels, which head toward the
rocky path.

A character with Knowledge (history) or Knowledge (local)
can make a DC 25 check to know of the legends regard-
ing the druid-fey conflict. Rumors say that remnants from
the battle, perhaps even treasure, may remain, but if so,
no one has claimed such items and lived to tell about it.
The town’s tavern, The Infamous Oath, may even be a
reference to the evil fey’s vow to return.

If there is a bard in the party, he can make a DC 25
bardic knowledge check to possess the same knowl-
edge as Phinneas; that is, the great oak is a portal to a
dark realm from which the unseelie fey came (This
information isn’t quite accurate; the oak actually con-
ceals the true portal.) .

Player Beginning

The steep, rocky path lies ahead of you, and you real-
ize you’ll have to scrabble up using your hands and feet.
Before you can get started, however, you're frozen by a
horrific sound from the woods — an unearthly shriek of
pain that scrapes across your bones. It ends just as
suddenly, with a sharp, cracking sound like dry wood
being snapped in two. Then it’s quickly replaced by an
all-too-human scream.

A moment later, something starts tumbling down toward
you from the top of the thirty-foot-high hill. You react
swiftly, expecting an attack, but the object awkwardly
comes to rest at your feet. It's the body of a young man.
Blood from a ragged wound on his shoulder has soaked
through his shirt, and a fresh bite wound on his side is
clearly visible through ripped clothing.

If the heroes have spoken with anyone in town, they
recognize from the description that the just-slain man is
Stefan Barclay. The enchanted herbalist had resisted
Lucia’s pleas to help her develop subtle torments for the
oak and the dryad. Before the original charm person
effect from the switch of the unseelie wore off, Stefan
was led away from his friends and bound and gagged in
area 1-2, apparently to be a future meal for Kalan’s dire
weasels. Minutes ago, Stefan escaped his bonds, yet
his freedom was short-lived. First, one of the dire
weasels caught up to him and viciously bit his shoulder.
Then Lucia, who had been instructing her bugbear
pupil, Groth, in area 1-1, decided to have some “fun.” As
the injured Stefan ran past, she wild shaped into her
favorite form — a hyena — and pursued him, delivering a
fatal bite just as he reached the ridge.

Any PC who looks up and makes a Spot DC 15 check
sees a hyena staring down at the group from the top of
the hill. Before anyone can react, the hyena flees,
instantly disappearing from sight (Lucia will assume her
normal form and alert her allies of the coming threat.).

Ascending the hill is easy (Climb DC 2), although nor-
mal movement penalties apply.



The Twisted Land

As a result of the curse invoked by the fey, the region is
an odd mix of geographic features. Just to the east of
rich farmland is the rocky ridge over which the adven-
turers are about to climb. Beyond it are volcanic rock
and long ravines, interspersed with green glades and
verdant forests.

The Ravine: The ravine on the other side of the ridge,
roughly 25 feet wide, winds through the region for hun-
dreds of yards. Along the way, it passes through dusty,
barren paths and lush forested areas alike. The sides of
the ravine rise up to jagged, rocky edges, 30 feet high
in places.

Although it's possible to climb out of the ravine and tra-
verse the jagged surface to reach the oak (area 1-4),
the journey across would be extremely time consuming
and painful. For game purposes, consider the surface to
be under the effect of a permanent spike growth spell,
except that the sharp protrusions can be seen by any-
one with a DC 15 Search check. A character who suc-
ceeds at a DC 15 Knowledge (geography) check real-
izes that it would be nearly impossible for such a land-
scape to have occurred naturally.

Dangers of Flying: A PC with the ability to fly (whether
by spell, item, or a druid’s wild shape ability) may decide
to scout the area ahead. After 1 round of flight, there is
a 25% chance per subsequent round that the character
is attacked by 1d3 giant wasps from their nest in the
great oak. In addition, Kalan, the satyr ranger in area 1-
2, opens fire on any flying humanoid that he sees. He
knows that most animals have fled the region, so he is
suspicious of any flying creature aside from the giant
wasps.

Should an airborne spy reach the oak, the tree’s height
and thick branches will block any attempt to see what'’s
happening in area 1-4 unless the spy gets close to
ground level. If Lucia spots a flying person or animal,
she is more than capable of summoning an air elemen-
tal or other creature to attack. She has left the giant
wasps alone, since they serve as another level of pro-
tection against intruders.

Wandering Monsters

If the adventurers linger in the ravine between areas 1-
2 and 1-3, there is a 25% chance (1 on a d4) per half-
hour that they will be attacked by 1d3 giant wasps from
the great oak. If they continue moving, they will not be
attacked until they enter area 1-3.

Giant Wasps (1-3): CR 3; Large vermin; HD 5d8+10;
hp 32 each; Init +1; Spd 20 ft., fly 60 ft. (good); AC 14,
touch 10, flat-footed 13; Base Atk +3; Grp +11; Atk/Full
Atk sting +6 melee (1d3+6 plus poison); Space/Reach

10 ft./5 ft.; SA Poison; SQ Darkvision 60 ft., vermin
traits; AL N; SV Fort +6, Ref +2, Will +2; Str 18, Dex 12,
Con 14, Int —, Wis 13, Cha 11.

Skills and Feats: Spot +9, Survival +1. Giant wasps
have a +4 racial bonus on Survival checks when track-
ing by scent.

SA — Poison (Ex): Injury, Fort DC 14, initial and sec-
ondary damage 1d6 Dex.

Areas of the Map

Area 1-1 — A Rocky Start (EL 7): Read or paraphrase
the following to the players:

Reaching the top of the ridge, you see that a
rocky, dust-covered path, about 25 feet across,
continues through a shallow ravine. Jagged
walls rise up about 30 feet on either side. Rocks
ranging in size from fist-sized stones to man-
sized boulders lie haphazardly along the path.
In the dust, you can see footprints pointing in
your direction — presumably from the man who
just died. Each step is matched by drops of
blood. Paw prints approach your position and
then head back along the rock-strewn path.
From this vantage point, you can clearly see
the branches of a magnificent oak tree rising
out of the inhospitable, jagged surface about a
half-mile away.

The paw prints are from Lucia in hyena form.
Despite her druidic trackless step ability, she is
making the tracks easy to see (Survival DC 10) in
hopes of luring the adventurers into the bugbears’
ambush. Lucia would much rather face the town’s
apparent champions after they endure her gauntlet
of minions, and if her allies and the heroes weaken
each other in the process, so much the better for
her. She doesn’t feel like sharing the great oak’s
secrets.

Halfway across the area, the three bugbears have
concealed a tripwire for a trap that will pull down
boulders from the sides. Lucia briefly resumes her
elven form and tells her minions to get ready. She
then wild shapes back into a hyena in order to lead
the weakened survivors to the encounters at the
grove (area 1-2) and the oak (area 1-4).

Development: The bugbears take 20 on their Hide
checks as they conceal themselves behind several
of the larger boulders about 15 feet northeast of the
trap. Groth Greenstab casts shillelagh on his club
(newly chopped from the oak). If he has time before
the heroes approach, he casts resistance upon
himself and his tribesmen. As soon as the adven-
turers trigger the rolling rock trap, the bugbears
emerge from concealment and attack. Each one
wears leather armor that has been dyed green, and



sports a crude tattoo of a green scimitar on his right
cheek. Groth’s armor is adorned with crude tribal
fetishes made from feathers, bone, and twine.

Tactics: If a PC is injured by the trap, the bugbears
throw their spears at him in an attempt to finish him
off. They then engage in melee, using the presence
of the larger rocks where possible to avoid being
flanked. Groth saves his faerie fire spell just in case
any of the adventurers uses invisibility or other type
of concealment. They are intensely loyal to Lucia
and fight to the death.

If the heroes take any of the bugbears alive and
interrogate him, he says that the bugbears follow
the orders of Lucia. They don't like the “stupid goat-
man” but they obey him because Lucia says they
have to...for now.

Rolling Rock Trap: CR 2; mechanical; location
trigger; manual reset; Atk +10 melee (2d6, rock);
multiple targets (first target in each of two adjacent
5-ft. squares); Search DC 20; Disable Device DC
22. Market Price: 1,400 gp.

Groth Greenstab, male bugbear Drd1: CR 3;
Medium humanoid (goblinoid); HD 4d8+4; hp 22;
Init +1; Spd 30 ft.; AC 16, touch 11, flat-footed 15;
Base Atk +2; Grp +4; Atk/Full Atk club +4 melee
(1d6+2) or spear +3 ranged (1d8+2/x3); SQ
Darkvision 60 ft., scent, nature sense, wild empa-
thy; AL NE; SV Fort +4, Ref +4, Will +5; Str 14, Dex
12, Con 12, Int 10, Wis 14, Cha 8.

Skills and Feats: Concentration +3, Hide +6,
Knowledge (nature) +3, Listen +5, Move Silently +7,
Spellcraft +3, Spot +4, Survival +4; Alertness,
Power Attack.

Spells Prepared (3/2; DC 12 + spell level): O-
level — resistance (x3); 1st-level — faerie fire, shille-
lagh.

Possessions: Leather armor, spear, club, tribal
fetishes (5 gp), 25 gp.

Bugbears Ftr1 (2): CR 3; Medium humanoid (gob-
linoid); HD 3d8+1d10+8; hp 27; Init +1; Spd 30 ft.;
AC 17, touch 11, flat-footed 16; Base Atk +3; Grp
+5; Atk/Full Atk morningstar +6 melee (1d8+2) or
spear +4 ranged (1d8+2/x3); SQ Darkvision 60 ft.,
scent; AL CE; SV Fort +4, Ref +5, Will +1; Str 15,
Dex 12, Con 14, Int 10, Wis 10, Cha 9.

Skills and Feats: Climb +3, Craft (trapmaking)
+4, Hide +5, Listen +4, Move Silently +6, Spot +4;
Alertness, Power Attack, Weapon Focus (morn-
ingstar).

Possessions: Leather armor, light wooden
shield, morningstar, spear, trapmaker’s tools, 25 gp.

Area 1-2 — The Bloodied Grove (EL 7): Read or para-

phrase the following to the players:

You follow the paw prints as the path turns to
your left. Here, the rough earth becomes a little
less inhospitable. The area is still littered with
stones, but grass and a number of trees have
clearly found sustenance. You enter a lush
grove, perhaps 50 feet long, with thickly gath-
ered ash and oak trees as high as 30 feet —
mere saplings compared to the great oak that
you know lies ahead. The trees look odd, how-
ever, as though their limbs have been contorted
in unnatural ways. Suddenly, you hear the
eerie, rasping shriek again ... but now you
know its source. It's coming from the trees
themselves! As you watch, the very trunks of
the trees twist and expand. You hear the bark
crack and you see yellow sap gush like blood
from a wound.

A DC 15 Knowledge (nature) check confirms that
this damage is not natural. Nothing is attacking
these plants directly; it's as though the trees are
reacting to something that is damaging Nature
itself.

With a successful Listen check (DC 10), the heroes
realize that there are no birds in the area, despite
the presence of trees. However, they do hear the
sounds of animalistic grunting and gnawing.

Read or paraphrase the following:

When you look in the direction of the animal
sounds, you see the hyena peering out from
behind a sharp corner of the ravine. It seems to
be laughing at you! It then runs off, disappear-
ing around the corner.

When the PCs reach the corner, they'll see three
dire weasels fighting over a long piece of wood. But
there’s something strange about the wood. ADC 20
Spot check from this distance shows that it’s in the
shape of a leg — and blood is dripping from the sev-
ered, ragged edge.

Development: The dire weasels’ bloody “toy” is
indeed Tangle’s leg. Kalan is hiding in one of the
trees at the western edge of the area, about 20 feet
up. The tree limbs provide him with cover, and he
fires a readied arrow at the first person who either
charges or prepares to make a ranged attack at his
pets. He shouts the “Attack” command to the three
dire weasels as a free action at this time. Lucia has
already run off toward area 1-4.

Tactics: Kalan initially concentrates his arrow fire
on any dwarves in the party (his favored enemy) or
the most obvious physical threat. The dire weasels



are trained to attach themselves to a foe’s back or
shoulders, using their blood drain attack to reduce
the victim’s Constitution in subsequent rounds.

The heroes can attempt to reach Kalan by climbing
the tree (Climb DC 15, with a -2 penalty because of
the oozing sap). However, the first PC who reaches
the base of the tree will be attacked by the hiding
fourth dire weasel, which Kalan had posted as a
guard. Have that PC make an opposed Spot check
versus the dire weasel's Hide check; failure means
the dire weasel gets a surprise attack. Kalan then
directs his arrows at the climbing PC, taking advan-
tage of the character’s flat-footed status. If a PC
gets up on the tree limb, Kalan drops his shortbow
and attacks with his longsword.

If Kalan is reduced to less than 10 hit points, he
commands any remaining dire weasels to stop
fighting, drops his longsword and shortbow (but not
his quiver), and parlays for his life, saying that he
can help them kill Lucia. If they accept, he tells the
adventurers everything he knows about Lucia, the
legends of a druidic secret, the capturing of the
dryad, and the charmed townspeople. If asked
about the severed leg on which the creatures were
gnawing, he casts blame on one of the “filthy bug-
bears,” although he is responsible for the vile crime.

If the heroes promise to let him and any remaining
dire weasels leave the area alive, he shows them a
weapon he was planning to use against Lucia once
she found the treasure: two arrows with arcane
runes upon them. They're +1 elf bane arrows. He
had hidden them carefully to avoid detection by
Lucia. Without Kalan’s help, only a search of the
surrounding area (Search DC 25) or a detect magic
spell reveals their existence.

Should the adventurers fail to notice that Kalan is
still wearing his quiver, the satyr departs with his
remaining +17 arrows and any surviving dire weasels
and counts himself lucky. He could return as a
potential enemy or even an untrustworthy ally in a
future adventure.

Kalan, male satyr Rgr2: CR 4; Medium fey; HD
5d6+2d8+7; hp 33; Init +2; Spd 40 ft.; Base Atk +4;
Grp +4; AC 18, touch 12, flat-footed 16; Atk
longsword +4 melee (1d8/19-20) or head butt -1
melee (1d6) or shortbow +7 ranged (1d6+1/x3); Full
Atk longsword +4 melee (1d8/19-20) or head butt
-1 melee (1d6) or shortbow +5/+5 ranged
(1d6+1/x3); SQ Damage reduction 5/cold iron, low-
light vision, favored enemy (dwarves), wild empa-
thy, combat style (archery); AL NE; SV Fort +5, Ref
+9, Will +5; Str 10, Dex 14, Con 12, Int 12, Wis 13,
Cha 14.

Skills and Feats: Climb +6, Handle Animal +12,
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Hide +16, Jump +4, Knowledge (nature) +9, Listen
+9, Move Silently +14, Perform (wind instruments)
+6, Ride +6, Search +3, Spot +13, Survival +5,
Tumble +6; Alertness, Animal Affinity, Dodge, Rapid
Shot, Track.

Possessions: Shortbow, quiver with +7 arrows
(20), two +1 elf bane arrows, longsword, leather
armor, potion of spider climb, 40 gp.

Dire Weasels (4): CR 2; Medium animal; HD 3d8;
hp 11; Init +4; Spd 40 ft.; AC 16, touch 14, flat-foot-
ed 12; Base Atk +2; Grp +4; Atk/Full Atk bite +6
melee (1d6+3); SA Attach, blood drain; SQ Low-
light vision, scent; AL N; SV Fort +3, Ref +7, Will +4;
Str 14, Dex 19, Con 10, Int 2, Wis 12, Cha 11.

Skills and Feats: Hide +8, Listen +3, Move
Silently +8, Spot +5; Alertness, Stealthy, Weapon
Finesse.

SA — Attach (Ex): A dire weasel that hits with its
bite attack latches onto the opponent’s body with its
powerful jaws. An attached dire weasel loses its
Dexterity bonus to AC and thus has an AC of 12. An
attached dire weasel can be struck with a weapon
or grappled itself. To remove an attached dire
weasel through grappling, the opponent must
achieve a pin against the creature.

SA — Blood Drain (Ex): A dire weasel drains
blood for 1d4 points of Constitution damage each
round it remains attached.

Area 1-3 — Death From Above (EL 6): Read or para-

phrase the following to the players:

The hyena tracks continue into the bizarre
ravine. You walk warily for another hundred
yards, each step bringing you closer to the
great oak. You can see its massive branches



reaching far into the sky. As your gaze lingers,
dark clouds rapidly form above the tree. Low
rumbles of thunder echo along the rocky pas-
sage. Mixing in with the thunder is another
sound...a buzzing? Suddenly, three large
shapes fly out from the highest branches and
swiftly descend. Insects, each the size of a
man, speed toward you, their wings beating so
fast as to be nearly invisible. Long stingers pro-
trude from their sleek black abdomens.

By this point, Lucia has reached the great oak,
resumed normal form, and cast call lightning, which
lasts for 7 minutes. The three giant wasps are not
under her control, however. They have a nest in the
great oak, but the recent activity has driven away all
of their standard prey. Desperate for fresh food, they
quickly advance on the exposed heroes. The adven-
turers have 1 round to attack with ranged weapons
before the giant wasps enter melee combat.

Tactics: If any PC falls or his Dexterity is reduced
to 5 or less by poison, the wasps attempt to grapple
that character and fly back to their nest to feed.

Giant Wasps (3): CR 3; Large vermin; HD 5d8+10;
hp 32 each; Init +1; Spd 20 ft., fly 60 ft. (good); AC
14, touch 10, flat-footed 13; Base Atk +3; Grp +11;
Atk/Full Atk sting +6 melee (1d3+6 plus poison);
Space/Reach 10 ft./5 ft.; SA Poison; SQ Darkvision
60 ft., vermin traits; AL N; SV Fort +6, Ref +2, Will
+2; Str 18, Dex 12, Con 14, Int —, Wis 13, Cha 11.

Skills and Feats: Spot +9, Survival +1. Giant
wasps have a +4 racial bonus on Survival checks
when tracking by scent.

SA — Poison (Ex): Injury, Fort DC 14, initial and
secondary damage 1d6 Dex.

Area 1-4 — The Mutilated Oak (EL 8): Read or para-

phrase the following to the players:

The ravine continues to the east, but the tracks
lead to a side path slightly to the south. It follows
an incline directly up to the base of the great
oak. The top of this incline, however, is shroud-
ed in mist. The immense tree’s branches spread
out beneath the darkening, swirling clouds.
Once more, the bark of the trees around you
begins to twist and expand. The insane cracking
sound is louder than it has ever been.

Lucia has cast fog cloud because she wants to be
able to control what the heroes see when they get
here (She believes that Phinneas’ words can make
them question their goal; she hasn’t considered the
possibility of Kalan’s betrayal.). She also has cast
barkskin on herself. Lastly, she has used one of the
remaining charges in the switch of the unseelie to
cast misdirection, “cloaking” herself in the chaotic
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good alignment of the dryad. (Because she has
used the staff so often recently, particularly to main-
tain the charm person effect on the townspeople,
there are now only 10 charges remaining.)

When the player characters exit the fog, read or
paraphrase the following:

As you step through the mists, the great oak
stands before you. It is an awesome creation of
magic and nature, 20 feet wide and over 120
feet high. From this vantage, the top of the tree
is blocked from sight by the thick, winding limbs
that twist around and above you. Just in front of
the tree, 25 feet from you, stand four men: three
humans and a dwarf. Two of the humans look
like farmhands, while the third is dressed more
colorfully. All three look at you nervously as they
grip their weapons. The fourth man, the dwarf,
stares darkly and clutches a large, two-handed
axe. Together the men form a protective line in
front of an elven woman and...a unicorn! The
woman stands facing the great oak, her head
bowed in apparent prayer. In one hand, she
holds a ruby-studded wooden baton with a
whip-like extension. The unicorn looks back at
you impassively.

The majestic oak itself has been ravaged. Sap
flows out of deep gouges, cut by repeated axe
blows, and the reddish-brown bark has been
seared by intense heat or fire. In your mind, the
tree’s gnarled limbs seem twisted in a frozen,
almost-human pose of agony. Eerie tendrils of
the blackest shadow float like smoke from its
ruined roots.

But these disturbing images pale in comparison
to the figure who is bound to the mutilated oak:
A dryad hangs limply from iron shackles that
connect her wrists to the tree. Her lithe, dark-
skinned body stirs almost imperceptibly. Most
horrible of all is that one of her legs has been
severed at the thigh. Blood seeps through a
crude bandage.

The dryad is bound by cold iron shackles, which
prevent her from escaping into the oak. The unicorn
is an illusion, created by Phinneas’ silent image
spell to confuse the adventurers. Because of the
effects of the staff's modify memory spell, itll be
hard for the them to convince Phinneas, Kelvin,
Ambrose, and Arvik that Tangle isn’'t evil or that
Lucia isn’t trying to help save the town (unless the
heroes have kept Stefan’s corpse with them during
the course of the adventure, which is unlikely). The
“praying” Lucia is actually concentrating on the final
syllables of the spell summon nature’s ally IV.



Development: Phinneas, the better-dressed of the
humans, hastily assures the adventurers that things
are not what they seem (He has just taken his
potion of eagle’s splendor to improve his
Charisma.). He says the dryad is a foul creature
who is attempting to unleash a fey curse upon the
town of Cillamar, and he cites the shadows as proof
of the evil that has corrupted the great oak — but in
reality, this is a sign that the barrier to the Unseelie
Court’s world is near collapse.

He introduces the elven woman as Lucia, a benev-
olent druid who is convinced the key to stopping this
threat lies within the oak. He repeats Lucia’s claim
that she is reluctant to destroy such a magnificent
tree because of her calling as a druid, but she will
soon have no choice. Phinneas tries to convince
the adventurers to depart and allow Lucia to con-
clude her “noble mission” for the sake of the town.

Any Sense Motive check on Phinneas as he speaks
reveals that he is speaking the truth (as he believes
it), but a DC 15 result indicates a moral conflict,
possibly caused by an enchantment. Because of
the charm person effect, Phinneas views Lucia as a
friend, but he (like the others) is clearly disturbed by
the violence done to the dryad and the oak by Lucia
and her unsavory allies. Tangle is barely conscious
and cannot respond to questions.

Tactics: If the heroes show no intention of obeying
Phinneas or if they make any attempt to approach
the dryad, Lucia immediately utters the last words
of her summon nature’s ally 1V spell as a standard
action to summon 1d3 thoqquas, which instantly
charge from under the earth. Moreover, the weak-
ening of the barrier has altered her summoning
magic. These thoqquas are wreathed in shadow
from the fey realm, providing concealment as
though from a blur spell (20% miss chance).

In the next round, she casts entangle near any PC

that she believes is a spellcaster. Afterward, she
calls down lightning bolts from her call lightning
spell (Unless the adventurers spent an unusually
long time fighting the giant wasps, this spell should
still be active.). Should anyone get past her protec-
tors, she uses another charge from the staff to cast
charm person on that hero.

Once combat begins, Phinneas abandons his uni-
corn illusion and casts sound burst at any adven-
turer not engaged with the thoqquas. He uses his
scroll of glitterdust in the next round. Unless he’s
threatened in melee, he subsequently performs to
inspire courage in his allies. He suffers a -2 penalty
in combat because he’s not sure that he’s doing the
right thing.

The townspeople fight bravely to protect their
“friend” against these strangers who claim to be
heroes. The dwarf Arvik aggressively moves for-
ward to attack, but Phinneas and the Wickworth
brothers maintain their defensive line.

If Lucia is injured, Phinneas casts cure light wounds
upon her if she’s next to him. If Lucia is reduced to
10 hit points or less, she again wild shapes into a
hyena and attempts to withdraw behind the great
oak, carrying the switch of the unseelie in her jaws
and using the width of the tree as cover.

Should Lucia die (regardless of her form), read or
paraphrase the following:

Before Lucia’s body can fall, a half-dozen tiny
winged creatures erupt from the shadows that
surround the oak! Carrying gleaming scythes
twice as large as they are, the red-eyed, mali-
cious-loking fey slice through Lucia, and their
wrinkled claws rip out a ghostly, screaming
hyena spirit from the druid’s corpse! Before your
startled eyes, the six creatures fly south, carry-
ing the shrieking hyena spirit between them.

Switch of the Unseelie

This short staff resembles a wooden riding crop with a long, whip-like extension. Its blood-red leather handle is
encrusted with several rubies and pieces of quartz. First created by fey spellcasters, it allows use of the follow-
ing spells to toy with people’s perceptions and allegiances:

Modify memory (3 charges)
Charm person (1 charge)
Misdirection (1 charge)
Ventriloquism (1 charge)

If created by a fey, the staff’s spells are subject to modifiers that apply to the spell-like abilities of fey, such as
the druid’s resist nature’s lure ability.

Moderate enchantment; CL 8th; Craft Staff, charm person, misdirection, modify memory, ventriloquism; Price
28,000 gp (fully charged); 5,600 gp (at start of final encounter in this adventure with 10 charges).
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Lucia Saralonde, female elf Drd7: CR 7; Medium
humanoid; HD 7d8; hp 35; Init +7; Spd 30 ft.; AC 19,
touch 13, flat-footed 16; Base Atk +5; Grp +5;
Atk/Full Atk club +5 melee (1d6) or dagger +5
melee (1d4/19-20) or dagger +8 ranged (1d4/19-
20); SQ Elven traits, low-light vision, spontaneous
casting, nature sense, wild empathy, woodland
stride, trackless step, resist nature’s lure, wild
shape (Small, Medium) 3/day; AL NE; SV Fort +5,
Ref +5, Will +7; Str 10, Dex 16, Con 10, Int 13, Wis
14, Cha 12.

Skills and Feats: Bluff +5, Concentration +7,
Diplomacy +8, Knowledge (arcana) +2, Knowledge
(nature) +8, Listen +4, Search +3, Spellcraft +6,
Survival +7 (+9 in aboveground natural environ-
ments), Spot +5, Use Magical Device +8; Combat
Casting, Improved Initiative, Skill Focus (Use Magic
Device).

Spells Prepared (6/5/4/2/1; DC 12 + spell level):
0-level — cure minor wounds, detect magic, flare, read
magic, resistance, virtue; 1st-level — charm animal,
cure light wounds, entangle, faerie fire, longstrider;
2nd-level — barkskin*, flame blade, fog cloud*, gust of
wind; 3rd-level — call lightning*, cure moderate
wounds; 4th-level — summon nature’s ally V.

*Already cast. If Lucia is somehow prevented
from casting barkskin earlier, reduce her total and
flat-footed AC by 3.

Possessions: Club, daggers (x4), +1 leather
armor, switch of the unseelie (10 charges remain-
ing), emerald (1,000 gp), 40 gp.

Phinneas Muddey, male human Brd4: CR 4;
Medium humanoid; HD 4d6+4+3; hp 23; Init +6;
Spd 30 ft.; AC 14, touch 12, flat-footed 12; Base Atk
+3; Grp +3; Atk/Base Atk masterwork rapier +6
melee (1d6/18-20) or whip +5 melee (1d3) or mas-
terwork shortbow +6 ranged (1d6/x3); SQ Bardic
knowledge +6, countersong 4/day, fascinate 4/day,
inspire competence 4/day, inspire courage (+1)
4/day; AL CG; SV Fort +2, Ref +6, Will +3; Str 10,
Dex 14, Con 12, Int 14, Wis 8, Cha 19*.

Skills and Feats: Appraise +8, Bluff +11%
Concentration +8, Diplomacy +13*, Disguise +4 (+6
acting)*, Gather Information +13*, Intimidate +6*,
Knowledge (arcana) +5, Knowledge (local) +7,
Move Silently +4, Perform (wind instrument) +10%,
Profession (herder) +3, Spellcraft +3, Tumble +5,
Use Magical Device +9*; Improved Initiative,
Toughness, Weapon Finesse.

Spells Known (3/3/1; DC 14* + spell level): O-
level — daze, detect magic, light, mage hand, pres-
tidigitation, read magic; 1st-level — alarm, cure light
wounds, silent image; 2nd-level — scare, sound burst.

*Includes temporary bonus from potion of
eagle’s splendor.

Possessions: Masterwork shortbow, arrows

(x20), masterwork rapier, whip, masterwork leather
armor, potion of eagle’s splendor (already taken),
scroll of glitterdust, 2 gp.

Kelvin and Ambrose Wickworth, male human
Com1/War1 (2): CR 1; Medium humanoid; HD
1d4+1d8+4; hp 11; Init +2; Spd 30 ft.; AC 12, touch
12, flat-footed 10; Base Atk +1; Grp +3; Atk/Full Atk
woodsman’s axe +3 melee (1d6+3/x3); AL NG; SV
Fort +4, Ref +2, Will +0; Str 14, Dex 14, Con 14, Int
11, Wis 10, Cha 10.

Skills and Feats: Climb +6, Handle Animal +5,
Profession (farmer) +4, Ride +5, Use Rope +5;
Animal Affinity, Endurance.

Possessions: Woodsman'’s axe.

Arvik Duerlagg, male dwarf, War2: CR 1; Medium
humanoid; HD 2d8+4; hp 13; Init +1; Spd 20 ft.; AC
14, touch 11, flat-footed 13; Base Atk +2; Grp +5;
Atk/Full Atk greataxe +5 melee (1d12+4/x3) or dag-
ger +5 melee (1d4+3/19-20) or dagger +3 ranged
(1d4+3/19-20); SQ dwarven traits; AL N; SV Fort
+7, Ref +1, Will -1; Str 16, Dex 12, Con 14, Int 10,
Wis 9, Cha 10.

Skills and Feats: Appraise +0 (+2 armor, +2
stone and melat), Climb +6, Craft (armorsmithing)
+4, Intimidate +4; Great Fortitude.

Possessions: Greataxe, studded
armorsmith’s tools, 3 gp.

Wrapping Up

With Lucia’s defeat, the charm person effect soon lifts
from the townspeople (assuming the heroes didn’t kill
them). They are ashamed and angry at themselves for
falling under Lucia’s power. Still, they firmly believe that
they saw the dryad kill Stefan, and they protest any
effort to release or heal Tangle until she confesses.
Anyone who succeeds at a DC 24 Spellcraft check con-
siders that the four men’s memories may have been
magically modified. Only the sight of Stefan’s corpse or
the identification of the switch of the unseelie’s powers
will make the men question what they “saw.”

leather,

Tangle regains her senses moments later. With a dry,
rasping voice, she asks the adventurers to remove the
painful cold iron shackles. The maimed dryad stares
with growing concern at the shadows that continue to
seep from the roots. She accepts any healing from the
party, yet she says that time within the great oak will be
the best balm — if it lives. If anyone asks whether such
convalescence within the tree could help her reattach
her leg, Tangle replies sadly, “| don’t know — such a
thing has never happened before.”

Any character with the Knowledge (nature) skill realizes
that the badly damaged oak is susceptible to plant dis-
ease and infestation, which could ruin any chance for its
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survival. This can be prevented if the adventurers spend
2 hours tending to the tree, aided by Tangle’s instruc-
tions; a DC 15 Knowledge (nature) check cuts this time
in half. A plant growth spell instantly heals the tree.
Once treated, the great oak “donates” a walking stick to
Tangle, as a branch conveniently falls near her.

Despite the pain she feels, Tangle bears no ill will
toward the townspeople; she knows they were inno-
cents under an enchantment. If the adventurers showed
no mercy to the four men during the fight, she is furious
and treats them as nothing better than crude mercenar-
ies. Despite the fact that they rescued her, she gives
them a curt nod of gratitude and retreats to the great
oak to heal. That’s all. The PCs shouldn’t be rewarded
for indifference to innocent life.

If the heroes showed compassion and attempted to
subdue the charmed townspeople with nonlethal
attacks, the dryad reacts much more favorably. Sensing
that they are honorable, she explains the truth behind
the rumors (see Background Story).

Tangle is the latest in a line of dryads charged with the
protection and care of the tree. If anyone from the
Known Realms has entered the mist-shrouded demi-
plane that is the home of the evil fey, they have not
returned. She wisely refused to tell Lucia any of this,
since the druid would likely have used this knowledge to
find this domain and strike a deal with the Unseelie
Court. However, the barrier to the dark realm is now
clearly weakened, as evidenced by the winged fey that
grabbed Lucia’s soul. She suspects that other attempts
to breach the barrier will come.

If the adventurers desire the switch of the unseelie and
have earned the dryad’s good will, she allows this on
the condition that they take the staff away from this
area. She worries that the proximity of such a powerful
unseelie item could further weaken the portal.

If they have no desire to keep the staff, Tangle promis-
es to see to its destruction. Saying that she wishes to
compensate them, the dryad disappears inside the oak
for several moments. She returns holding several wood-
en amulets (one for each adventurer), seemingly made
from the tree itself and bearing the image of the great
oak. Each amulet is an amulet of health +2.

When the heroes leave Tangle and the great oak, read
or paraphrase the following:

As you begin to lead the rescued townspeople back
home, you suddenly hear a sound that is wonderful
in its simplicity: the chirping of birds in the branches
of the great oak. A sense of renewed life surrounds
you, and the weariness in your bones gives way to
the satisfaction and joy you feel at a job well done.
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Further Adventures

The heroes may decide to head south to find out where
the winged fey took Lucia’s soul. Lucia could return to
plague the adventurers as an undead, a new type of
hyena-headed fey, or a combination thereof. She will
seek to destroy the barrier and gain power from the
Unseelie Court. The PCs could recruit Phinneas and the
other townspeople as guardians of the great oak,
although Lucia’s new winged minions may know of
other gateways to the fey’s mist-shrouded home...



Madness at the
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Dungeon Crawl Classics
Ghosts of the Mastodon Clan

By Brendan LaSalle
AN ADVENTURE FOR CHARACTER LEVELS 4-6

Introduction

Remember the good old days, when adventures were
underground, NPCs were there to be killed, and the
finale of every dungeon was the dragon on the 20th
level? Those days are back. Dungeon Crawl Classics
don’t waste your time with long-winded speeches, weird
campaign settings, or NPCs who aren’t meant to be
killed. Each adventure is 100% good, solid dungeon
crawl, with the monsters you know, the traps you fear,
and the secret doors you know are there somewhere.

Ghosts of the Mastodon Clan is an adventure for a party
of 3-5 characters of 4th-6th level. Parties should be
well-rounded. A ranger or other character with the Track
feat is necessary for some, but not all, of the possible
adventure hooks that bring the party to the cave.

Adventure Summary

Crime in the forest! Local bandit Merciless Ezdon and
his band of miscreant outlaws waylaid a caravan and,
unsatisfied with the meager plunder it offered, decided
to kidnap Kina, the youngest child of the chief merchant.
They have vowed to release her unharmed only when
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their impossibly high price in gold and weapons has
been met. The merchant saw them ride off to the south
— meaning they must have found some trail out of the
natural canyon in the foothills of the Trolltooth
Mountains. But once they got there, they found an
ancient surprise they hadn’t expected...

More so than most adventures, the flow of Ghosts of the
Mastodon Clan depends on the characters’ actions. If
they decide to aid the ghost, if they can translate the
ghost’s language, how they deal with the Kina dilemma
— all of these factors can drastically alter the flow of the
story. Read the entire scenario to understand what
exists inside of the sacred caverns and let the action be
ruled by the players’ decisions.

Game Master’s Section

Encounter Table

To help the GM prepare, we have included a quick ref-
erence table showing all encounters at a glance. Loc —
the location number keyed to the map for the encounter.
Pg — the module page number that the encounter can
be found on. Type — this indicates if the encounter is a
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trap (T), puzzle (P), or combat (C). Encounter — the key
monsters, traps, or NPCs that can be found in the
encounter. Names in italics are classed NPCs. EL — the
encounter level.

Loc Pg Type Encounter EL

1-3 17 C 4 bandits, human War1, 10
Merciless Ezdon, minotaur-
blooded Bbn3/Rog3

1-4 18 C Warhorse, light horse 3
1-5 19 C Dharv, human ghost CIr6 8
1-8 21 C 3 earth mephits 6
112 24 C Ochre jelly 5
113 25 T Pit trap 2
1-14 25 T Cursed throne trap 8

Scaling Information

Although meant for 4th-6th-level adventurers, Ghosts of
the Mastodon Clan can be run for parties of lower or
higher level. Here is some advice for alterations to suit
such groups:

Weaker Parties (lower than 4th level, or fewer than
four characters): In area 1-3, remove Merciless
Ezdon’s levels in rogue to make him a CR 5 barbarian.
In area 1-4, remove the warhorse’s training. Reduce the
number of earth mephits in area 1-8 to 2 and replace
the ochre jelly in area 1-12 with a gray ooze.

Stronger Parties (7th level or higher, or more than
six characters): Increase the number of bandits in area
1-3 to six and make them 2nd-level fighters. Make the
light horse in area 1-4 another warhorse trained with the
same tricks as Barger. Increase the number of earth
mephits in area 1-8 to four, and change the ochre jelly
in area 1-12 to a black pudding.

Getting the Players Involved

Here are ways to get the party involved in the adventure.

» Proviselow, the merchant who was attacked, tells
every local sheriff, guardsman, would-be hero and
sympathetic ear of Kina’s kidnapping. The ransom
they demanded for her safe return is 1,000 gp —
more than twice what he makes in a year. He begs
help in finding her because his lame leg keeps him
from heading out himself to aid the search.

» Merciless Ezdon believes the locals are too afraid
of his infamous band to retaliate. The cretins
weren’t at all careful with their tracks. The charac-
ters could come across unmistakable signs of a
struggle, tracks heading south, a gold coin and a
rumpled baby doll. Let's see your paladin turn a
blind eye to that!

* It is entirely possible that the characters discover
this cave on their own, perhaps seeking shelter for
the night while pursuing a larger-scale campaign.

* Merciless Ezdon has made many, many enemies.
The local baron might just ask the PCs to capture
him as a favor, or a high-ranking guild member
might order them to the task.

Background Story

Ezdon and his bandits arrive at the cave only hours
ahead of the characters. It's a new hideout, so they
quickly establish defenses and start setting up their
camp. However, the cave isn’t empty: it is the haunt of
Dharv, the ancient ghost of the shaman of a tribe of
Neanderthals. This ghost cannot rest until he finds a will-
ing acolyte to carry on the worship of his ancient deity,
Great Grandfather Mastodon. His plan is to pass on the
tragic story of his people (how the brave leader of his
tribe led his people on many successful hunts, grew
arrogant and turned away from the Great Grandfather,
then ran afoul of a dragon that all but wiped his people
off the face of the earth). Dharv has haunted this cave for
ages waiting for someone to come along to be the recip-
ient of his teachings. He has finally found that individual:
Kina, the daughter of the merchant.

DCC World

The deep crevasses and sharp ridges of the Trolltooth Peaks
have long stymied explorers. Even the most wizened of track
finders can easily become lost amongst the winding ravines,
and only the local tribesfolk, descendants of a race of ancient
hillmen, are ever truly at home here. The winding passages
hold innumerable caves, hewn out by the rains, scouring
winds, and sharpened claws of long forgotten beasts.
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The Cavern of Great
Grandfather Mastodon

Read or paraphrase the following:

Here in the foothills of the mountains, the air is heavy
with mist. The land is so quiet that you can hear the
breathing of your individual companions. As you
approach the clearing, you see obvious tracks leading
to a cave in a steep hillside. From the rubble strewn
about its base, you would guess that this cavern was
recently uncovered by a rockslide. You approach cau-
tiously, aware of every sound in the still countryside.

This area has been haunted for thousands of years, and
some of Dharv the Shaman’s unnatural energy poisons
the land and air nearby. A successful Survival check
(DC 16) lets the characters know that there are no ani-
mals, nor even signs of animals, within 100 yards of the
cave mouth.

Areas of the Map

Area 1-1 — Entry Cavern: Read or paraphrase the fol-
lowing:

The narrow cavern goes in five feet, then
declines down sharply into darkness. The fur-
ther you go the steeper the passageway
becomes until you must steady yourself on the
walls to keep from sliding forward. The down-
ward tunnel twists and turns ahead of you.

A skilled tracker may notice that there is a definite
path through the cobwebs near the ceiling, indicat-
ing that a taller-than-average humanoid passed
through here recently (DC 10 Survival check).

Area 1-2 — Tripwire: Read or paraphrase the following:

The passageway levels out and turns south. Off
in the distance you see a faint light. The cave
has become extremely cold — you are begin-
ning to see your own breath.

Characters who make a successful Listen check
(DC 14) from this location hear the muffled sound of
a stifled voice, possibly crying for help, after which
a man with a harsh voice growls “Quiet down, you
lunatic!”

The bandits took the time to put an improvised trip
wire alarm here. It isn’t a sophisticated device; the
characters can find it with a DC 15 Search check,
and a DC 13 Disable Device check can easily
bypass it.

If the characters wander through area 1-2 without
discovering it, the tripwire brings down a precarious

pile of battered steel shields, meant to warn the
bandits of intruders. If the shields fall, the bandits in
area 1-3 draw weapons, take defensive positions
and prepare to attack.

The cold is a side effect of the centuries-old haunt-
ing of this place. If the ghost of Dharv the Shaman
goes on to his eternal rest, the temperature in the
cavern returns to normal.

Area 1-3 — Bandit Attack (EL 10): Read or paraphrase
the following if the characters avoided the trap in
area 1-2:

You round the bend and see a small improvised
camp. There are seven men here, one of whom
towers over the others. He is a dangerous-look-
ing humanoid with small horns on his head, a
slightly bovine face and a wide nose. He is
extremely hairy, with huge bushy eyebrows and
a wide shaggy beard. He wears grimy studded
leather armor and carries several weapons.
The others are a motley band of scruffy
humans, working to start a fire and set up some
sort of camp.

Several full packs of gear are piled near the
campfire. In an slight alcove on the north wall,
two horses are tethered and look miserable.
You see a young girl, disheveled and bound,
leaning against the southeast wall with a sack
over her head. Her muffled cries can still be
heard, and a nearby guard shouts at her to be
silent.

Read or paraphrase this section if the characters
set off the alarm in area 1-2:

Rounding the corner, you see large cavern,
apparently abandoned very quickly. A small fire
burns in the center of the room. Several full
packs of gear are piled near the campfire. In an
slight alcove on the north wall, two horses are
tethered and look miserable. You see a young
girl, disheveled and bound, leaning against the
southeast wall with a sack over her head. Her
muffled cries can still be heard, but there does-
n’t seem to be anyone else here.

Tactics: If the characters have the advantage of
surprise, the bandits do their best to defend them-
selves and their ill-gotten gains.

If alerted to the PCs’ presence by the alarm trap,
the bandits have hidden themselves in the dark
recesses of the walls (assuming they all take 10,
Ezdon has a total Hide check of 13 and his men
have a total Hide check of 8). They attempt to
ambush the characters from the shadows.
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Merciless Ezdon is absolutely ruthless, and will do
whatever he must to survive this encounter, even if
it costs the lives of his band and the hostage. As the
situation dictates, he might abandon his men and
flee, mount his horse and flee, put a knife to the
hostage’s throat or any other low-down trick you
find appropriate. In melee he spends a full round
action putting out the fire by kicking dirt on it, allow-
ing him to take advantage of his darkvision. He will
also surrender and beg for mercy if the situation
goes that far.

If he is questioned about the girl, Ezdon says he
regrets ever taking her hostage. At first she
screamed and cried to be returned, but after they
reached the cave she started shouting gibberish
and generally making a nuisance of herself.

Merciless Ezdon, minotaur-blooded Bar3/Rog3:
CR 8; Medium monstrous humanoid; HD
2d8+3d12+3d6+16; hp 54; Init +3; Spd 30 ft.; AC
16, touch 13, flat-footed 13; Base Atk +7/+2; Grp
+11; Atk/Full Atk +12/+7 melee (1d10+5, greatclub)
or +11/+6 melee (1d4+4, dagger) or +11/+6 ranged
(1d4+4, sling); Space/Reach 5 ft./5 ft.; SA sneak
attack +2d6; SQ darkvision 60 ft., evasion, fast
movement, inbred cunning, trap sense +1, trapfind-
ing, rage 1/day; AL NE; SV Fort +2, Ref +5, Will +2;
Str 19, Dex 16, Con 14, Int 8, Wis 10, Cha 6.
Skills and Feats: Disable Device +2, Handle
Animal +4, Intimidate +1, Listen +5, Open Lock +6,
Ride +6, Search +4, Spot +5, Survival +3; Cleave,

Improved Bull's Rush, Improved Sunder.

Languages: Common, Giant.

Possessions: +1 greatclub, masterwork sling,
22 sling bullets, 2 daggers, concealed knife, hide
armor, thieves’ tools, riding boots with a false heel
containing 8 small diamonds (10 gp each).

While Raging: +16 hit points; AC 14, touch 11,
flat-footed 11; Atk/Full Atk +14/+9 melee (1d10+7,
greatclub) or +13/+8 melee (1d4+6, dagger) or
+11/+6 ranged (1d4+6, sling); SV Will +4; Str 23,
Con 18. Rage for 7 rounds, then fatigued for the
remainder of the encounter (-2 Str, -2 Dex, can'’t
charge or run).

Ezdon’s Bandits, male human War1 (4): CR 1;
Medium humanoid (human); HD 1d10+2; hp 13; Init
+5; Spd 30 ft.; AC 14, touch 11, flat-footed 13; Base
Atk +1; Grp +3; Atk/Full Atk +3 melee (1d10+2,
greatclub) or +3 melee (1d4+2/19-20, dagger) or +2
ranged (1d4+2/19-20, dagger); Space/Reach 5 ft./5
ft.; SA—; SQ —; AL NE; SV Fort +4, Ref +1, Will +1;
Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha 8.

Skills and Feats: Handle Animal +3, Intimidate
+3, Ride +5; Improved Initiative, Toughness.

Languages: Common.

Possessions: Greatclub, 2 daggers, hide armor,
iron rations (1 week), waterskin, 3d10 sp and 2d6
gp each.

Area 1-4 — Makeshift Corral (EL 3): Read or para-
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phrase the following:

There are two quality horses here, a light bay
and a dun warhorse, tethered to a long rock.
They huddle quietly together, eyes wide and
ears back.

The bay horse was stolen from a nearby town and
has no loyalty to the bandits whatsoever. The dun is
a different story: it is Barger, Ezdon’s well-trained
mount of several years. The bandit whistle-trained
the beast (stay, come and attack chief amongst the
commands it knows).

Tactics: If the characters get near to the warhorse,
Ezdon whistles and the horse rears and attempts to
kick anyone who comes near. Barger is an excellent
horse, but so faithful to Ezdon that he is nearly
impossible for others to ride. At every opportunity
the clever beast tries to throw or otherwise impede
any would-be rider. He must be charmed or
retrained to accept a new rider (a task equivalent to
teaching him a new ftrick). Until then, would-be rid-
ers may find themselves flung, dragged or clothes-
lined off again and again and again.

Treasure: The horses’ tack lies in a pile near their
tethering rock, and characters who carefully search
Ezdon’s fancy nobleman’s hunting saddle (Search



DC 17) may find a hidden hollow filled with careful-
ly stowed loot: four tiny diamonds (10 gp each), a
large high-quality emerald (worth 50 gp), a string of
exquisite pearls (250 gp) and a tiny vial with a
potion of delay poison. In addition, there is a tiny
piece of parchment that appears to be some sort of
map to an obscure destination (see sidebar).

Light horse: CR 1; Large animal; HD 3d8+6; hp
19; Init +1; Spd 60 ft.; AC 13, touch 10, flat-footed
12; Base Atk +2; Grp +8; Atk -2 melee (1d4+1,
hoof); Full Atk -2 melee (1d4+1, 2 hooves);
Space/Reach 10 ft./5 ft.; SA —; SQ low-light vision,
scent; AL N; SV Fort +5, Ref +4, Will +2; Str 14, Dex
13, Con 15, Int 2, Wis 12, Cha 6.

Skills and Feats: Listen +4, Spot
Endurance, Run.

+4;

Barger, heavy warhorse: CR 2; Large animal; HD
4d8+12; hp 30; Init +1; Spd 50 ft.: AC 14, touch 10,
flat-footed 13; Base Atk +3; Grp +11; Atk +6 melee
(1d6+4, hoof); Full Atk +6 melee (1d6+4, 2 hooves)
and +1 melee (1d4+2, bite); Space/Reach 10 ft./5
ft.: SA — SQ low-light vision, scent; AL N; SV Fort
+7, Ref +5, Will +2; Str 18, Dex 13, Con 17, Int 2,
Wis 13, Cha 6.

Skills and Feats:
Endurance, Run.

Listen +5, Spot +4;

Area 1-5 — Captive (EL 8): Read or paraphrase the fol-

lowing:

The young girl, bound and sacked, bellows
oddly and thrashes against her bonds with
manic energy. Her dress is filthy and torn, and
she wears only one shoe.

Kina has been possessed by the ghost of Dharv,
the ancient shaman who has inhabited this cold
empty place for thousands of years. He plans to ini-
tiate her as the first new priestess of Great
Grandfather Mastodon since the time before leg-
end. This is the first suitable person he has found
since his death with the potential to end his lone-
some suffering, and he is unwilling to give up pos-
session of her.

Dharv used his malevolence ability to possess
Kina’s body, so her stats are enhanced with his (see
below) and her voice is supernaturally deep and
husky (most unlike that of an 8-year-old girl).

Development: Once freed from the bonds, Dharv
(using Kina’s body) greets the characters in his
native language (an ancient dialect with almost no
connection to any modern language the most astute
and well-traveled adventurer might have encoun-
tered) and asks them to accompany him to view the
Sacred Cave of the Mastodon. A language expert
might have a chance to detect faint similarities of
diction and grammar between the dialect of Dharv’s
people and that of the ancient tribes that once inhab-
ited this area (DC 30 Knowledge: history).

Of course, the characters hear only gibberish
unless they possess some magical means of trans-
lation. Should they have one, they hear the old
ghost give this proclamation:

“I, Dharv, last shaman of the ancient and revered
Great Grandfather of Mastodon, am here to act
as the voice of the Ancient Ones. The spirits
have brought this girl-child to me this day so that
she may fulfill her great destiny. She shall
become the next priestess of Great Grandfather
Mastodon. All those assembled here are free to
view the sacred history of my people as was
recorded in the days of green grass and mighty
hunting. Come and see the story, portrayed bet-
ter than any voice can tell of it.”

Dharv is not innately evil, but he is extremely impa-
tient after so many years of solitude and hopeless-
ness. The ghost grows exasperated and possibly
irrational if the party does not do as he says. He
cannot understand why they cannot understand his
language, nor why they do not obey the words of
the spirit-shaman (a terrible sin according to the
custom of his tribe — he is used to near perfect def-
erence). He will not allow the characters to leave
the cavern, take Kina out of the cavern, or take any-
thing out of the cavern. If they insist on doing so he
will attack, using the vessel of Kina’s body to cast

The Map

This map leads to wherever you want it to lead to: the next dungeon or encounter area, some unexplored part
of your campaign world, or to nothing at all. One possibility would be to relate the map any of the adventures in
DCC #46: The Book of Treasure Maps, at the GM’s discretion.

If the map simply doesn’t work into your plans, let the characters make a Knowledge (local) check (DC 20) to
know that the area pictured is an empty part of the huge forest at the base of the Trolltooth mountains, a two-
day ride from the location of this adventure. If they go there, they find a huge, recently excavated pit where
Ezdon’s treasure used to rest. Alternately, let them find a moderate treasure there (300 gp in a locked chest,
Open Lock DC 22), buried six feet deep.
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spells and use his spell-like abilities against them. If
they attempt to turn the ghost, he will attack, mani-
festing and possibly using his malevolence against
another player as the situation dictates.

Read or paraphrase the following if the ghost of
Dharv ever manifests itself plainly to the characters:

You see the translucent form of a squat, highly
muscled humanoid. If it is a human it is like
none you have ever seen — squat and bow-
legged with a pronounced brow and stooped
demeanor. Its body is hairy and its long grey
hair and beard are matted into thick locks. It
hovers a few feet off the floor, eyes rolling about
with something near madness.

If they do follow Dharv/Kina, he leads them through
the concealed door (area 1-6) and throughout the
caverns, eventually taking them to the Sacred
Cavern of the Mastodon (area 1-10). Dharv will not
help them fight off any of the creatures they
encounter there, as he is unwilling to risk the body
he wishes to become the next High Priestess of
Great Grandfather Mastodon (although he may cast
cure spells on anyone injured).

If the ghost of Dharv is defeated, he reforms here in
the caverns in 1d4 days, using his rejuvenation abil-
ity. If the characters have looted the cavern, he
swears vengeance against the defilers of the
Sacred Cavern of the Mastodon, and spends the
rest of his existence hunting them down and mak-
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ing life as horrific for them as possible. (See
“Concluding the Adventure,” p. 26.)

If the ghost of Dharv is forced from Kina, the little
girl is terrified and disoriented. All she remembers is
being taken from the caravan and brought to the
cave — everything is fuzzy after that. All she wants
is to be reunited with her family.

If Kina dies, the characters may find themselves in
a great deal of trouble. If her demise becomes gen-
eral knowledge they may just find themselves local
outlaws, the target of avenging adventurers and the
like. (See “Concluding the Adventure,” p. 26, for
more consequences of Kina’s death.)

Kina, Com0, while possessed by the ghost of
Dharv: CR 8; Small humanoid (human); HD 1d3+1;
hp 4; Init + 4; Spd 20 ft.; AC 11, touch 11, flat-foot-
ed 11; Base Atk +4; Grp +0; Atk/Full Atk +4 melee
(1d6, corrupting touch); Space/Reach 5 ft./5 ft.; SA
corrupting touch, malevolence; SQ turn resistance
+4; AL N; SV Fort +4, Ref +2, Will +10; Str 5, Dex
10, Con 12, Int 10, Wis 16, Cha 12.

Skills and Feats: Concentration +3, Craft: fire
building +2, Craft: stone carving +2, Diplomacy +3,
Heal +9, Hide +8, Knowledge: ancient religion +3,
Knowledge: tribal history +2, Listen +11, Search +8,
Spot +11, Survival +9: Improved Initiative, Iron Will,
Self Sufficient, Toughness, Track.

Languages: Ancient Mammoth Clan.

Corrupting Touch (Su): When Dharv hits a living
target with its incorporeal touch attack, he deals
1d6 points of damage. Against ethereal opponents,
he adds his Strength modifier to attack and damage
rolls. Against nonethereal opponents, he adds his
Dexterity modifier to attack rolls only.

Malevolence (Su): Once per round, Dharv can
merge his body with a creature on the Material
Plane. This ability is similar to a magic jar spell
(caster level 10th), except that it does not require a
receptacle. To use this ability, Dharv must be mani-
fested and must try to move into the target’s space;
moving into the target’s space to use the malevo-
lence ability does not provoke attacks of opportuni-
ty. The target can resist the attack with a successful
Will save (DC 16). A creature that successfully
saves is immune to Dharv’'s malevolence for 24
hours, and Dharv cannot enter the target’s space. If
the save fails, Dharv vanishes into the target’s body.

Cleric Spells Prepared (caster level 6th,
5/5/5/4, save DC = 14 + spell level): 0 — create
water, light, resistance (2), virtue; 1st — cause fear,
command, enlarge person*, protection from evil,
sanctuary, shield of faith; 2nd — augury, bear’s
endurance, bull’s strength*, eagle’s splendor, spiri-
tual weapon; 3rd — magic vestment*, meld into
stone, bestow curse (2).



* = Domain Spell.
Domains: Survival, Strength (1/day - +6
enhancement bonus to Strength for 1 round).

The Ghost of Dharv the Shaman, Cir6: CR 8§;
Medium undead (incorporeal); HD 6d12; hp 48; Init
+3; Spd fly 30 ft. (perfect): AC 11, touch 10, flat-foot-
ed 11; Base Atk +4; Grp -; Atk/Full Atk +4 melee
(1d6, corrupting touch) or +8 melee (1d8+4/x3,
longspear, only when manifested, 50% miss
chance); Space/Reach 5 ft./5 ft. (10 ft. with longs-
pear); SA corrupting touch, malevolence, manifesta-
tion, turn undead; SQ rejuvenation, turn resistance
+4, undead traits; AL N; SV Fort +5, Ref +2, Will
+10; Str 15, Dex 10, Con —, Int 10, Wis 16, Cha 12.

Skills and Feats: Concentration +3, Craft: fire
building +2, Craft: stone carving +2, Diplomacy +3,
Heal +9, Hide +8, Knowledge: ancient religion +3,
Knowledge: tribal history +2, Listen +11, Search +8,
Spot +11, Survival +9: Improved Initiative, Iron Will,
Self Sufficient, Toughness, Track.

Languages: Ancient Mammoth Clan.

Corrupting Touch (Su): When Dharv hits a living
target with its incorporeal touch attack, he deals
1d6 points of damage. Against ethereal opponents,
he adds his Strength modifier to attack and damage
rolls. Against nonethereal opponents, he adds his
Dexterity modifier to attack rolls only.

Malevolence (Su): Once per round, Dharv can
merge his body with a creature on the Material
Plane. This ability is similar to a magic jar spell
(caster level 10th), except that it does not require a
receptacle. To use this ability, Dharv must be mani-
fested and must try to move into the target’s space;
moving into the target’s space to use the malevo-
lence ability does not provoke attacks of opportuni-
ty. The target can resist the attack with a successful
Will save (DC 16). A creature that successfully
saves is immune to Dharv’s malevolence for 24
hours, and Dharv cannot enter the target’s space. If
the save fails, Dharv vanishes into the target’s body.

Rejuvenation (Su): If the heroes destroy Dharv,
he restores himself in 2d4 days with a DC 16 level
check (1d20+6), and returns to the cave.
Deciphering the tale of the Mastodon Clan allows
him to rest.

Cleric Spells Prepared (caster level 6th,
5/5/5/4, save DC = 14 + spell level): 0 — create
water, light, resistance (2), virtue; 1st — cause fear,
command, enlarge person*, protection from evil,
sanctuary, shield of faith; 2nd — augury, bear’s
endurance, bull’s strength*, eagle’s splendor, spiri-
tual weapon; 3rd — magic vestment*, meld into
stone, bestow curse (2).

* = Domain Spell.

Domains: Survival, Strength (1/day - +6
enhancement bonus to Strength for 1 round).
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Possessions: +2 animalbane longspear, mas-
terwork club, mastodon hide armor, stone food
bowl, stone mortar. Note that these items are all
ethereal.

Area 1-6 — Concealed Door: The concealed door is

just a wide flap of mastodon hide covered in the
dust and cobwebs of so many years that it seems to
be a part of the wall. Once detected (Search DC 20)
it pushes aside easily to reveal the passageway
behind.

Area 1-7 — Ancient Living Chamber: Read or para-

phrase the following:

This cold chamber might have been a living
chamber at some point. Ancient mats of woven
grass, now fallen into nothing more than pat-
terned dust, cover the floor in a circle around a
tiny fire pit ringed in stones. On an abrupt out-
crop of rock, almost a natural peg, hang what
appear to be two hide necklaces adorned with
carefully shaped rocks.

This was an ancient sleeping chamber where a
family lived in ancient times. The two necklaces are
worth money to someone interested in such things
(100 gp from a sage or collector).

Area 1-8 — Communal Fire Pit (EL 6): Read or para-

phrase the following:

At the center of this room is a huge fire pit,
nearly six feet across, ringed with standing
stones. The debris from several woven grass
mats surrounds the fire. The ceiling is nearly 30
ft. high, and you see several large cracks that
might once have acted as ventilation for the
smoke of cooking fires. On the east wall is a
small boulder with thousands of long scratches.

The boulder was used by Dharv’s people to sharp-
en spears and tools. It is an excellent sharpening
stone but otherwise has no value.

The cracks in the ceiling have allowed a gang of
earth mephits to travel in and out at will. They love
this quiet, remote cave and consider it their home
away from their native plane. If intruders tarry too
long, they fly down, first warning, then threatening,
then attacking those who refuse to leave. Dharv has
known about the mephits for years and has ignored
them, but on this occasion, if he is still with the party
in some form or other, he orders them out of the
cave.

The mephits use team tactics, coordinating breath
weapon attacks against spellcasters or lightly-
armored characters as much as possible. If the fight
against them goes badly, they may seek to escape



by flying out through the cracks in the ceiling, sum-
moning aid and then returning.

Earth mephits (3): CR 3; Small outsider (earth,
extraplanar); HD 3d8+6; hp 19; Init -1; Spd 30 ft., fly
40 ft. (average): AC 16, touch 10, flat-footed 16;
Base Atk +3; Grp +2; Atk +7 melee (1d3+3, claw);
Full Atk +7 melee (1d3+3, 2 claws); Space/Reach 5
ft./5 ft.; SA breath weapon, spell like abilities, sum-
mon mephit: SQ change size, damage reduction
5/magic, darkvision 60 ft., fast healing 2; AL CN: SV
Fort +4, Ref +2, Will +3; Str 17, Dex 8, Con 13, Int
6, Wis 11, Cha 15.

Skills and Feats: Bluff +8, Escape Artist +5,
Hide +9, Diplomacy +4, Disguise +2 (+4 acting),
Intimidate +4, Listen +6, Move Silently +5, Spot +6,
Use Rope -1 (+1 with bindings); Power Attack,
Toughness.

Breath Weapon (Su): 15-foot cone of rock
shards and pebbles, damage 1d8, Reflex DC 13 half.

Spell-Like Abilities: 1/day—soften earth and
stone. Caster level 6th.

Change Size (Sp): Once per hour, an earth
mephit can magically change its size. This works
just like an enlarge person spell, except that the
power works only on the earth mephit. This is the
equivalent of a 2nd-level spell.

Fast Healing (Ex): An earth mephit heals only if
it is underground or buried up to its waist in earth.

Area 1-9 — Sacred Cavern Entrance: Read or para-

phrase the following:

As you pass into this large cave you see a star-
tling sight. An enormous skull is mounted over
the ceiling, with massive tusks that thrust into
the room. The skull is ancient, covered in dust
and black ice. Beneath it lies a passage head-
ing south. The air here is very cold, and the
silence complete.

Show the players Handout A. This is the antecham-
ber to the ancient chamber where Dharv’'s clan
recorded their history and held their rites to honor
Great Grandfather Mastodon. The area is steeped in
a strange energy — this is the place where Dharv, the
last shaman of the Great Grandfather, died. Since
the mastodon deity had no more living followers, it
was cast into an extra-planar void, locked into a kind
of existential torpor from which it could not escape.
The residual energy shed by this supernatural event
has given this chamber and the next (areas 1-9 and
1-10) some extremely unusual properties:

The cave is at a constant 30° F. Fires can burn but
they give off less heat than a candle.

A successful Listen check (DC 10) allows the char-
acters to hear the massive footfalls of some phan-
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tom herd of mastodon off in the distance, with zero
chance of pinpointing the source of the sound.

Any attempts to use divine magic, either through
divine spells, spell trigger devices or scrolls, have a
50% chance of failure. The exception to this are
spells, spell trigger devices or scrolls that create
effects from the Survival domain spell list — com-
mune with nature, control weather, create food and
water, detect animals or plants, find the path, fore-
sight, plant growth, repel vermin, and sympathy
(see Great Grandfather Mastodon, p. 24, for full
information on the Survival domain). Potions of all
kinds function normally.

Summon monster or summon nature’s ally spells
cast here automatically fail. The summoned crea-
tures arrive dead, and may not be raised or resur-
rected.

Area 1-10 — Sacred Cavern of the Mastodon Clan:

Read or paraphrase the following:

You pass under the huge mastodon skull and
into a long cavern, in which the walls are carved
from ceiling to floor on either side with ancient
pictographs. The carvings themselves are
extremely small and very dense: it must have
been the work of several lifetimes for masons
using primitive tools. There are dozens of sym-
bols that reoccur, some obviously standing for
men and beasts, while some are less fath-
omable symbols.

Show the players Handout B. The carvings around
the wall are the work of the shamans of Great
Grandfather Mastodon. By sacred tradition, each
shaman carved a version of their tribe’s story. The
pictographs show the most important story of the
clan told 19 different times, repeated over and over
in a series of symbols.

If the party has made an enemy of Dharv, the ghost
attacks the party as they try to decipher the wall
symbols, seeking to destroy them or force them to
leave the cave. Even if he was earlier defeated, he
appears again, his rejuvenation ability automatical-
ly working to bring him to the defense of the Sacred
Cavern. (This automatic effect only works once — if
Dharv is defeated a second time, his rejuvenation
takes its normal time to work.)

If the party has made an ally of Dharv (whether or
not he still possesses Kina’s body), he stands by
while the characters study, watching them. He
refuses to aid: all requests for help or clarification
are answered with a grunt while he points at the
wall. Deciphering the story of the Mastodon Clan
was a sacred task that a novice could not ask for
help with, a sort of initiation into the priesthood.



A party studying the walls can decipher it only in
stages. They must discern certain facts which then
allow them to learn more. Characters studying the
walls get different checks to learn different bits of
information about the crowd. Learning some facts is
dependent on previous discoveries. If characters
make their individual findings known to their party,
then the entire party gets to roll for the dependant
facts. For example, if a player makes the first
Intelligence check and discovers the eight major
symbols, he may make this knowledge public so
that the entire team can make the second
Intelligence check to discover the ninth symbol.

All checks in the following list take 4-10 minutes of
study. Taking a 20 is possible, but the characters
must spend 30 minutes of study per check to do so.
Characters do not have to learn these sets in any
particular order — let their questions guide their dis-
coveries. Also, the sets of information are not
dependent upon one another; only the information
within each set. If the party correctly supposes or
guesses one of these clues, you can let them roll to
learn other rules.

Set 1: An Intelligence check (DC 10) lets the char-
acter know that there are eight main characters: the
Bent Man, the Mastodon, the Three Connected
Men, the Tall Warrior, the Short Warrior, and the
Woman. If this check is successful, the PC may
make a second Intelligence check (DC 18) to note
that there is an ninth symbol that only occurs once:
the Winged Monster.

Set 2: A successful Intelligence check (DC 15) lets
the PC know that the pictures tell some kind of
coherent narrative. If this check is successful, a
second Intelligence check (DC 15) lets the hero
know that the story is read right to left. If this check
is also met with success, a third Intelligence check
(DC 18) lets the characters know that it is a single
story told over and over again, with some discrep-
ancies, many times.

Set 3: A successful Search check (DC 19) lets the
character discover ancient dried blood in the
grooves of some of the ancient carvings. Having
made this check, the player can make an
Intelligence check (DC 13) to note that only one of
the several reoccurring figures has blood etched
deeply into its cracks: the figure of the Mastodon. A
successful Knowledge: religion check (DC 13) lets
characters who know this realize that the blood
denotes worship of the Mastodon, either as a divine
being or a symbol of a divine being.

Set 4: A successful DC 15 Craft: stonemasonry
check lets the characters know that the carvings are
the work of multiple artists. If this check is success-
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The Story of the Mastodon Clan

In ancient times before language and the dawn of
history, humans were a scattered bunch who lived
in disorganization, scavenging to survive in the
harsh world. One of them was the Bent Man, who
took it upon himself to climb to a mighty plateau to
see the view from there. Once at the top, he looked
over the far side and saw a Mastodon. The
Mastodon spoke to the Bent Man, and promised a
good life in exchange for the reverence of the Bent
Man’s people.

The Bent Man returned to the scattered people
who become the Three Connected Men, a symbol
of tribal unity. Through the Bent Man, the Mastodon
taught the secrets of the hunt and of surviving the
harsh winters. With this aid, the Three Connected
Men became happy and content. The tribe, pic-
tured by the Three Connected Men, produces
three mighty offspring, the Tall Warrior, the Short
Warrior and the Woman. The Tall Warrior and the
Short Warrior hunt together and are amazingly
successful.

The two Warriors become boastful, each bragging
of his deeds to The Woman. The duo ceases to
hunt together, instead going alone. Alone, neither
is successful and the tribe goes hungry. The
Woman falls ill because there is no food. Finally,
the Bent Man gives the Tall Warrior and the Short
Warrior a quest: they go together to find a new
hunting ground. Working together, they cross a
river and find a new hunting ground. They each
save the other’s life during the quest and they
return to hunting together in friendship. The Three
Connected Men prosper once more and the
Woman is returned to health.

This story is carved into the walls 19 times. The
last series has a hastily finished new ending to the
story:

The new hunting ground attracts the attention of
the Winged Monster, which makes a den there. It
first greedily eats all the mammoths, then eats the
Woman. The Tall Warrior and the Short Warrior
work together to fight it, but the Winged Monster
first kills the Short Warrior, then kills the Tall
Warrior. One of the Three Connected Men
escapes, comes to this cave and completes the
record.

The survivor, of course, was Dharv.




ful, the character can make a second Craft:
Stonemasonry check (DC 15) to know that one tiny
series of pictures was done in haste, with a much
smaller attention to detail and quality than all the
others. Dwarvish characters get their stonnecun-
ning bonus on these rolls.

Set 5: A successful Decipher Script (DC 14) lets a
character know that the story is read from right to
left. A second successful Decipher Script check (DC
20) lets the characters know the Story of the
Mastodon Clan.

Characters who lean all of the facts from Set 1 and
Set 2 can piece together the story of the Mastodon
clan. Characters who discover Sets 1, 2 and 3 know
the story and understand that the story of the
Mastodon Clan was used in a kind of ritual.
Characters who know all the sets know the story,
the fact that the story was a ritual and that each new
priest had to carve the story into a new section of
the Sacred Cavern as a part of their holy duties.

A successful application of the legend lore spell lets
the characters know the whole sad tale of the
Mastodon Clan. Clever use of several spells
(including stone tell and similar magics) can possi-
bly aid the characters in discovering the above
(GM’s discretion). The tragic history of the story is
too far removed from the present day for bardic
knowledge to reveal any of it.

Once this story is fully understood by the charac-
ters, the soul of Dharv can go on to its great reward.
He asks the characters to pass on the story of
Great Grandfather Mastodon and the Mastodon
Clan. Then he disappears, forever.

Area 1-11 — Burial Cavern: Read or paraphrase the
following:

This wide cave is decorated with bones. Long,
thick bones are crisscrossed on the walls and
floors. There are dozens of small piles of care-
fully placed stones, each cairn no more than a
foot high. There are heaps of ancient, tattered
furs stacked about in various areas.

This was the burial chamber of Dharv's people. If
the ghost is with them, he refuses to enter this
place: the crossed bones are symbols of the pro-
tection of the dead and in the tradition of his people
it prevents spirits from entering. The piles of stones
are grave markers. This entire room is hallowed.

Among the pile of discarded hides is a poncho-style
garment with thick tie-down thongs and a pair of
hide greaves, which acts as a cloak of improved
cold resistance.

Area 1-12 — Slime Chamber (EL 5): Read or para-
phrase the following:

This chamber appears empty except for the
dust of several centuries and a dozen tiny
skeletons that might belong to rats. At the far
north end of the chamber, you see the wall is
sundered with many dozen thick cracks.

Attached to the 15-foot ceiling of this chamber is an
ochre jelly, which crept in through the cracks on the
wall and has been dining on rats ever since. This
isn’t to say that it would turn down a nice meal of
Slow Adventurer.

New Deity: Great Grandfather
Mastodon

Great Grandfather Mastodon gives the gifts of his
noble progeny to ensure the survival of the primitive
people of Dharv’s world. For providing the single most
important element of the survival of the region’s
Neanderthals, devotees always give thanks before
and after the hunt and sacrifice the best parts of the
mastodon Kills to the Great Grandfather. Priests are
expected to carve the story of Great Grandfather
Mastodon and the Mastodon Clan in stone at some
point during their religious career.

Alignment: Neutral Good
Domains: Nature, Protection, Strength, Survival
Typical Worshipers: Primitive Man

Favored Weapon: Fire-hardened Longspear

Survival Domain

Deities: Great Grandfather Mastodon, other ancient
deities

Granted Power: You gain the Track feat and add
Survival to your list of cleric class skills.

Survival Domain Spells

1 — Detect animals or plants
2 — Create food and water
3 — Plant growth

4 — Repel vermin

5 — Commune with nature

6 — Find the path

7 — Control weather

8 — Sympathy

9 — Foresight
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Tactics: The ochre jelly drops down on the first indi-
vidual to enter the chamber, attempting to defeat,
dissolve and digest any organic matter it can get its
pseudopods on.

Ochre Jelly: CR 5; Large ooze; HD 6d10+36; hp
69; Init -5; Spd 10 ft., climb 10 ft.; AC 4, touch 4, flat-
footed 4; Base Atk +4; Grp +10; Atk/Full Atk +5
melee (2d4+3 plus 1d4 acid, slam); Space/Reach
10 ft./5 ft.; SA acid, constrict 2d4+3 plus 1d4 acid,
improved grab; SQ blindsight 60 ft., split, ooze
traits; AL N; SV Fort +8, Ref -3, Wis -3; Str 15, Dex
1, Con 22, Int -, Wis 1, Cha 1.

Skills: Climb +10.

Acid (Ex): An ochre jelly secretes a digestive
acid that dissolves only flesh. Any melee hit or con-
strict attack deals acid damage.

Constrict (Ex): An ochre jelly deals automatic
slam and acid damage with a successful grapple
check.

Improved Grab (Ex): To use this ability, an
ochre jelly must hit with its slam attack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity. If it wins the
grapple check, it establishes a hold and can con-
strict.

Split (Ex): Slashing and piercing weapons and
electricity attacks deal no damage to an ochre jelly.
Instead the creature splits into two identical jellies,
each with half of the original’s current hit points
(round down). A jelly with 10 hit points or less can-
not be further split and dies if reduced to 0 hit
points.

Area 1-13 — Pit Trap (EL 2): Read or paraphrase the

following:

The floor of this chamber is thick with dust-cov-
ered straw mats. The walls are hung with the
decayed remnants of several animal hides.

Midway down this passageway is a 20-foot-deep pit
lined with sharp stones. Characters who walk
across it get a Reflex save (DC 20) to jump back
before falling in. Characters who fall in take damage
from both the fall and the sharp stones, and will like-
ly need aid getting out: the walls are steep, sharp
and afford few handholds (Climb DC 22).

Spiked Pit Trap: CR 2; mechanical; location trig-
ger; manual reset; DC 20 Reflex save avoids; 20 ft.
deep (2d6, fall); multiple targets (first target in 2
adjacent 5-ft. squares); pit spikes (Atk +10 melee,
1d4 spikes per target for 1d4+2 each); Search DC
18; Disable Device DC 15.
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Area 1-14 — Chieftain’s Chamber (EL 8): Read or par-

aphrase the following:

At the center of this chamber is an ancient
throne of stone and ivory. The carved stone
seat has two inset mammoth carvings which
cross above it. Set on a narrow natural shelf in
the west wall is a spear, adorned with feathers
and topped with a sharp stone head. Around
the room are scattered straw mats and the rub-
bish of ancient animal hides.

Characters will note that the symbol of the Tall
Warrior (first seen in area 1-10) is carved into the
back of the throne.

The spear hanging on the wall is a +2 animal bane
spear, which has been borne by a long succession
of the chieftains of Dharv’s people.

The throne is magically cursed. If any of the players
sit on it, the entire cavern begins to collapse. Once
someone triggers the curse, read or paraphrase the
following:

You hear a rumble deep in the earth. Cracks
start to appear in the ceiling, and in the next
instant, dust is everywhere. The rumbling gets
louder and louder.

Any player immediately stating that they run for the
exit to the cavern (and has a speed of at least 15
feet) escapes before the tunnels completely cave
in. Those who fail to immediately leave (waiting two
rounds or about fifteen seconds) find the ceiling
coming down on their heads. They can either stand
there and die, or run and try to escape. Characters
who waited this long to flee must make a DC 13
Reflex save every round as they flee. If they fail,
they take 1d6 damage from falling rocks and must
make an DC 15 Fortitude save to avoid being
knocked prone. Ten rounds after the debris stars
falling, the roof caves in entirely and anyone left is
crushed.

If the cave is destroyed before the players learn the
entire secret of the Mastodon Clan (see area 1-10),
the ghost of Dharv haunts them forever, appearing
to bedevil them from time to time during their
adventuring careers. (See “Concluding the
Adventure” for more information.)

Cursed Throne Trap: CR 8; magic device; touch
trigger (alarm); automatic reset; cavern collapse (10
rounds to escape or be crushed); Search D