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Welcome to Battlemaps Lairs.
These products are part of the acclaimed Master Accessories line. Each product features a small monster’s lair, usually 

three or four rooms, that can be easily added to your ongoing campaign. For each product, you get a wonderful overview map 
and three or four battlemaps for miniature games, detailing each room of the lair. The battlemaps are superb 3d renderings at 
the stunning resolution of 150 dpi, which allows you to obtain an amazing print quality. For each map, you get also a grayscale-
optimized version. In addition, Battlemaps Lairs offer you a degree of customization. At the bottom of each color map you will 
find a checkbox (that will not be printed) that allows you to make the room “empty”. Thus, if you do not need that sarcophagus 
in the mummy’s tomb (perhaps because it doesn’t fit in your story) you can easily remove it.

From this title on Battlemaps Lairs will feature a complete, ready-to-use D20 villain. You will find a complete statblock plus 
a background story that will help you create adventures and scenarios, and finally a combat tactics section.

Ghoul’s Mausoleum
“The rusty iron gate emits a loud unnerving sound while the fighter forces it open. Inside the mausoleum, 

a stone sarcophagus lie opened, its lid broken. In the darkness, something is watching you: cold eyes full of 
unlife seem to stare at you from the shadows...”

The mausoleum is surrounded by a small graveyard, with many tombs opened and desecrated. Some 
marble steps lead to a raised area, surrounded by an once beautiful stone railing. A rusty iron gate still 
protects the inner tomb. Beyond the gate stands the eerie sepulcher. Some small windows dot the walls and 
old bracers and candelabra lie scattered on the floor. The broken pieces of the sarcophagus’ lid surround a  
raised dais at the far end of the room.

Some hints to use the mausoleum follow.

• Is common knowledge the mausoleum is infested by vicious undeads. A noble, claiming to be an heir of 
the ancient owners of the mausoleum, hires the PCs for cleaning up the area from the monsters. Actually, 
the noble is the father of Jonathan, a tomb robber who disappeared in the mausoleum some years ago 
along with his brother Alfius. The man is tracking his sons but none would help him if the truth is known, 
so he claims to be a noble searching for its origins. The man’s sons were both transformed in ghouls. The 
man will insist to accompany the PCs and when he discover the doom of his sons he turns against the party, 
in a blind attempt to “save” his beloved sons.

• While camping in the wilderness the PCs hear screams in the distance. Investigating, they find a campsite 
with gruesome remains of human bodies dismembered. A closer search reveals the camp belonged to 
bandits and that a living prisoner was carried away from some kind of undeads. The minions of a Ghoul 
Duke ate the bandits and brought with them a female human who was formerly captive in the bandit’s 
camp. The PCs must save the girl before she become food for the Ghoul Duke in the mausoleum.
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Overview

Featured Villain
Jhntehnn, Ghoul Duke
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Jhntehnn       CR 8
(Ghoul Duke)
Ghast/fighter4
CE Medium Undead
Init +10; Senses  Spot +14, Darkvision 60 ft
Languages Common, Elven, Dwarven

AC 25, touch 14, flat-footed 14
hp 70 (4d12+4d10 HD)
DR 10/- (Dark Sanctuary)
Resist Cold 10 (Dark Sanctuary)
SR 15  (Dark Sanctuary)
Fort +5, Ref +8, Will +8

Spd 30 ft (6 squares)
Melee bite +14 (2d6+9 and paralysis 1d4+1 

rounds), claws +11 (1d6+5 and paralysis 
1d4+1 rounds)

Base Atk +6; Grp +13
Special Atk Ghoul fever, stench, paralysis
Atk Options Power Attack
Combat Gear Ring of the ram

Abilities Str 24, Dex 22, Con —, Int 14, Wis 
16, Cha 20

SQ Dark Sanctuary, natural armor +4, undead 
traits, +2 turn resistance (+6 with Dark 
Sanctuary)

Feats Dodge, Improved Initiative, Improved 
Natural Attack (bite), Multiattack, Power 
Attack, Weapon Focus (bite), Weapon 
Specialization (bite), 

Skills Balance +10, Climb +10, Hide +30, 
Intimidate +10, Jump +10, Move Silently 
+19, Spot +14

Possessions Leather armor of arrow deflection 
+3, ring of chameleon power, ring of the ram. 
(The bonuses granted by these items are 

included in the stat block above)

Dark Sanctuary (Ex): This ability is tied to the 
spot where the undeads were created. The 
dark powers of the world grant this extraor-
dinary ability to the undeads they feel can 
become great evil-bringers. The dark sanctu-
ary ability functions exclusively within 30 ft 
radius from the spot the undead was created 
and it grants damage reduction 10/-, spell 
resistance 15, +4 turn resistance and resist 
cold 10.

Command Undead (Su): Jhntehnn can com-
mand all the ghouls and ghasts with 4 or 
fever hit dice.

Ghoul Fever (Su): Disease—bite, Fortitude 
DC 17, incubation period 1 day, damage 1d3 
Con and 1d3 Dex. An afflicted humanoid who 
dies of ghoul fever rises as a ghoul at the next 
midnight. A humanoid who becomes a ghoul 
in this way retains none of the abilities it pos-
sessed in life. It is not under the control of 
any other ghouls, but it hungers for the flesh 
of the living and behaves like a normal ghoul 
in all respects. A humanoid of 4 Hit Dice or 
more rises as a ghast, not a ghoul.

Paralysis (Ex): Those hit by Jhntehnn’s bite 
or claw attack must succeed on a DC 17 Forti-
tude save or be paralyzed for 1d4+1 rounds. 
Even elves can be affected by this paralysis. 

Stench (Ex): The stink of death and corrup-
tion surrounding these creatures is over-
whelming. Living creatures within 10 feet 
must succeed on a DC 17 Fortitude save or 
be sickened for 1d6+4 minutes. A creature 
that successfully saves cannot be affected 
again by the same stench for 24 hours. A de-
lay poison or neutralize poison spell removes 
the effect from a sickened creature. Creatures 
with immunity to poison are unaffected, and 
creatures resistant to poison receive their 
normal bonus on their saving throws.

Background
Jonathan was a tomb robber, a very good 

tomb robber. His brother, Alfius, was less 
inclined to robbery and always strived to find 
an honest job. One day, Jonathan managed 
to persuade Alfius to follow him in one 
last tomb robbery. The target tomb was the 
Mausoleum of Edicartus, a noble of the city 
died long time ago. It was common knowl-
edge the noble brought in his mausoleum a 
fabulous treasure. Jonathan wanted it. 

During one full moon night, Jonathan and 
Alfius went to the hill near the city, were the 
mausoleum rose. Together, they forced the 
heavy iron gate that protected the tomb and 
slipped inside. The eyes of Jonathan were 
fixed on the sarcophagus in the middle of 
the room, his mind dreaming about fantastic 
treasures and infinite wealth, so 
he didn’t noticed the sharp-
nailed hands hitting 
his brother from the 
darkness. The noise 
of the paralyzed 
body bouncing 
on the ground 
awoke him. 
The ghoul 
turned his red 
eyes upon the 
thief and attacked. 
With a desperate 
effort, Jonathan 
managed to 
push 
the 

undead outside the mausoleum and close 
the iron gate. Now he was trapped inside the 
mausoleum and his brother was paralyzed 
on the ground. Without a moment of hesita-
tion, Jonathan gathered the treasure from the 
tomb, filling his backpack and all the sacks he 
brought, then grabbed his brother and threw 
it to the hungry undead. Jonathan waited 
until the foul creature began to feed and then 
went out. He ran for an hundred of feet be-
fore discovering he left a sack into the tomb. 
Jonathan stared to the distant mausoleum for 
a while; perhaps the creature was still feeding 
upon the body of his brother. He turned 
on his feet and returned to the mausoleum. 
Both the ghoul and the body of his brother 
were disappeared. A trail of blood leaded 
toward a near wood. Jonathan grabbed the 
sack he left in the tomb and turned to exit, 
only to stare in the eyes of the wicked ghoul. 
This time he didn’t hear the noise of the 
body hitting the floor.

The next midnight, Jonathan’s eyes blinked 
open and he felt hungry, very hungry.

Jonathan discovered a new mean of ex-
istence. Blessed by the Dark Powers of his 
world, soon he took control of all the ghouls 
who dwelt in the mausoleum, sending them 
in the surrounding area in search of food. 
Furthermore, Jonathan improved his fighting 
ability and gained many items stolen from 
groups of careless adventurers. One of his 
undead minions, formerly his brother, trying 
to speak his master’s name, called him in a 
softy and twisted voice: “Jhntehnn”.  

Combat Tactics
Jhntehnn never leaves his Dark Sanctuary 

area. He hides in the shadows using his nat-
ural ability and the ring of chameleon power. 
Usually, Jhntehnn is accompanied by a group 
of ravenous ghouls and he is more than 

happy to let them attack the prey before 
him. Once the ghoul have softened 

the target Jhntehnn attacks, using 
his power attack to maximum 
effect. He has trained his min-
ions to slam shut the iron gate 
of the mausoleum in the same 
instant he dives into melee, 
in order to force the foes in 
his Dark Sanctuary area. If all 
goes wrong, he tries to make 
the same trick he made when 
he was a living being: using his 
ring of the ram he pushes out 
the opponents and slam shut 
the gate, relying on his magical 
armor if attacked with ranged 
weapons through the gate.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc 
(“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have contributed Open Game 
Content; (b)”Derivative Material” means copyrighted material including derivative works and translations (includ-
ing into other computer languages), potation, modification, correction, addition, extension, upgrade, improve-
ment, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; 
(d)”Open Game Content” means the game mechanic and includes the methods, procedures, processes and routines 
to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any 
additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this 
License, including translations and derivative works under copyright law, but specifically excludes Product Identity. 
(e) “Product Identity” means product and product line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual 
or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abili-
ties or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified 
as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) 
“Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or 
its products or the associated products contributed to the Open Game License by the Contributor (g) “Use”, “Used” 
or “Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of 
Open Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.

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

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

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

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

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

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, 
except as expressly licensed in another, independent Agreement with the owner of each element of that Product 
Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in 
conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agree-
ment with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity 
used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

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

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

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You 
Distribute.

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

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

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

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to 
the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
System Rules Document Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip 
Williams, based on original material by E. Gary Gygax and Dave Arneson. 

Battlemaps Lairs is © by Øone Roleplaying Games

Requires the use of the Dungeons & Dragons® 
Player’s Handbook, 3.5 Edition, published by Wiz-
ards of the Coast®

Dungeons & Dragons® and Wizards of the Coast® 
are Registered Trademarks of Wizards of the Coast, 
and are used with Permission.

Every Reference to other copyrighted material in no 
way constitutes a challenge to the respective copyright 
holders of that material.

A) The following elements in this book is hereby 
designated as open game content, in accordance with 
the open game licence:

1- The Ghoul Duke, stats and description

B) the following elements in this book are hereby 
identified as “product identity”:

1- All not mentioned at the point “A”
2- Øone Roleplaying Games identifying marks and 
product titles.
3-All artwork, maps and graphic design.

The reproduction or retransmission of this book, 
except for his open gaming content, without written 
permission of the copyright holder is expressly for-
bidden, except for the purpose of reviews.

‘D20 System’ and the ‘D20 System’ logo are Trade-
marks owned by Wizards of the Coast and are used 
according to the terms of the D20 System License 
version 3.0.  A copy of this License can be found at 
www.wizards.com/d20.
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