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Descripcion

Banshees were once elf women, returned to a
horrible, spectral existence. Their intangible forms
make them difficult to destroy, and they have
numerous spell-like abilities to cripple their foes and
protect their allies. Their most feared ability is that
they can possess a living being, taking over its body.

When the Burning Legion and the kaldorei clashed
in the War of the Ancients, 10,000 years ago, many
night elf women fell. Their brutal murders returned
them as banshees, and for millennia they wandered
the world in lamentation, losing ever more of their
dwindling sanity. Eventually, the Lich King, Ner’zhul,
learned of their existence and recruited them into
the Scourge. Banshees fought in the Third War
alongside other undead, and when Arthas attacked
Quel’'Thalas, he found that he could make banshees
of high elves as well.

The most famous banshee was, in life, the high elf
Ranger General Sylvanas Windrunner. Not long after
Arthas raised her as a banshee, she broke from his
control, taking many of her
fellow banshees with her.

She regained her physical

body and established the
Forsaken. This act gives

many banshees hope,

and a strong cadre of free
banshees owes allegiance

to Undercity. Other banshees still
serve the Scourge, and many
wild, unaffiliated banshees exist
as well.

Combac

Banshees stay out of melee combat,
preferring to hamper their enemies with
curses while their allies close. After a
few curses, banshees drift forward to possess
their enemies.

Possession (Su): Once per round, a banshee

can merge its body with a corporeal creature. This
ability is similar to a possession® spell, except that
it does not require a receptacle. To use this ability,
the banshee must try move into the target’s space;
moving into the target’s space to use the possession
ability does not provoke attacks of opportunity. The
target can resist the attack with a DC 23 Will save.
A creature that successfully saves is immune to that
same banshee’s possession for 24 hours, and the
banshee cannot enter the target’s space. If the save
fails, the banshee vanishes into the target’s body. The
save DC is Charisma based.

Spell-Like Abilities: At will—banshee’s curse* (DC
19). 3/day—anti-magic shell*. Caster level 15th.

Unnatural Aura (Su): Animals, whether wild or
domesticated, can sense the unnatural presence of a
banshee at a distance of 30 feet. They do not willingly
approach nearer than that and panic if forced to do
so0; they remain panicked as long as they are within 30
feet of the banshee.

* See Chapter 4: Magic and Faith.



BAT

Bal ;}isz Pal
Diminutive Animal mall Animal
Hit Dice: 1/4d8 (1 hp) 2d8 (9 hp)
Initiative: +2 +2
Speed: 5 1. (1 square), fly 40 ft. (good) 15 ft. (3 squares), fly 40 ft. (good)

Armor Class:

16 (+4 size, +2 Agy), touch 16,

15 (+1 size, +2 Agy, +2 natural),

flat-footed 14 touch 13, flat-footed 13
Base Attack/Grapple:  +0/-17 +1/-5
Attack: — Bite +4 melee (1d4-2)
Full Attack: — Bite +4 melee (1d4-2)
Space/Reach: 1ft./0 ft. 5f/5 .
Special Attacks: — —

Special Qualities:
Saves:

Blindsense 20 ft., low-light vision
Fort +2, Ref +4, Will +2

Blindsense 20 ft., low-light vision
Fort +3, Ref +5, Will +2

Vampire Pal

Large Magical Beast
4410412 (34 hp)

+6

20 ft. (4 squares), fly 60 ft. (good)

18 (1 size, +6 Agy, +3 natural),
touch 15, flat-footed 12

+4/+12

Bite +10 melee (1d6+6 plus wounding)
Bite +10 melee (1d6+6 plus wounding)
10 ft./5 ft.

Wounding

Blindsense 120 ft, low-light vision, keen scent
Fort +6, Ref +9, Will +3

Abilities: Str1,Agy 15, Sta 10, Int 2, Spt 14, Cha 4 Str 6, Agy 15, Sta 10, Int 2, Spt 14, Cha 4~ Sir 19, Agy 22, Sta 17, Int 7, Spt 14, Cha 7
Skills: Listen +8* Spot +8*, Stealth +6 (+14 1o hide)  Listen +8* Spot +8* Stealth +7 (+11 to hide)  Listen +12, Spot +12*, Stealth +13

(+9 o hide)
Feats: Skilled (Listen and Spot) Skilled (Listen and Spot), Weapon Finesse®  Skilled (Listen and Spot), Weapon Finesse
Environment: Temperate deserts Temperate deserts Temperate jungles
Organization: Colony (10-40) or crowd (10-50)  Pair or colony (5-8) Solitary, pair, or colony (5-8)
Challenge Rating: 1710 1/3 3
Alignment: Always neutral Always neutral Always chaotic neutral
Advancement: — 2--3 (Small); 4—6 (Medium) 5-8 HD (Large)

A small animal flutters past you on leathery wings, hunting
for bugs.

Descripcion

Bats are nocturnal flying mammals. The statistics
presented here describe small, insectivorous bats.

Combdac

Blindsense (Ex): A bat notices and locates creatures
within 20 feet. Opponents still have 100% concealment
against a creature with blindsense.

Skills: *A bat has a +4 racial bonus on Spot and
Listen checks. These bonuses are lost if its blindsense
is negated.

Giant Bac

Giant bats are bats about the size of a cat or a small
dog. They make prey of small rodents or toads.
Combac

A giant bat swoops down on its prey and bites,
attempting to kill it quickly.
Vampire Bac

The creature is a bat the size of a pony, with black fur. Its
ears are massie, as is its shriveled nose, and its jaws bear
two up-curving tusks. The creature hangs upside down in its
cave, watching its surroundings with obvious intelligence.

Descripcion

The vampire bats of Azeroth are massive and
intelligent creatures native to warm jungles. These
savage creatures live for battle, where they may unleash
their full uncontrollable frenzies. Both forest and jungle
trolls respect these chaotic bats, and ride them into
battle against their enemies. More recently, vampire bats
have been allying themselves with the Forsaken, acting
as both transport and scouts for the Dark Lady.

Vampire bats understand Low Common, but cannot
speak it.

Combarc

Vampire bats fly into combat with savage ferocity,
biting ruthlessly at their victims. When faced with a
stronger foe, they bite once or twice then retreat, letting
the prey weaken from blood loss before swooping in for
the kill.

Blindsense (Ex): A bat notices and locates creatures
within 120 feet. Opponents the bat cannot see still have
100% concealment (see Monster Guide, Chapter 5:
Monster Types, Subtypes, and Abilities, “Blindsense”).

Wounding (Ex): A vampire bat’s saliva contains an
anticoagulant that causes bite wounds the creature
inflicts to bleed freely. A wound from a vampire bat’s
bite attack bleeds for an additional 1 point of damage
per round thereafter. Multiple wounds from such attacks
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result in cumulative bleeding loss (two wounds result in
2 points of damage per round, and so on). The bleeding
stops after 1 minute. Alternatively a DC 15 Heal check
stops it, as does any spell that heals at least 1 point of
damage.

Keen Scent (Ex): A vampire bat can notice creatures
by scent in a 180-foot radius and detect blood in the air
at ranges up to a mile.

Skills: *A vampire bat has a 48 racial bonus on Spot
and Listen checks. These bonuses are lost if its blindsense
is negated.

Large Monstrous Humanoid (Centaur)

Hit Dice: 4d8+8 (26 hp)

Initiative: +2

Speed: 50 ft. (10 squares)

Armor Class: 14 (1 size, +2 Agy, +3 natural), touch 11,
flat-footed 12

Base Attack/Grapple:  +4/+12

Attack: Greataxe +7 melee (3d6+6/x3) or

composite longbow (+4 Str bonus) +5
ranged (2d6+4/x3)

Vampire Bac Mouncs

The trolls of Zul’Aman train vampire bats as mounts, though
some Forsaken in Undercity learn as well. This training requires a
successful Handle Animal check (DC 22 for a young vampire bat,
DC 29 for an adult) and that the vampire bat is willing to be trained.
The process takes about 2 years.

Trainers sell trained vampire bats for prices in the
6,000-7,000 gp range.

Carrying Capacity: A light load for a vampire bat
is 232 pounds, a medium load 233-466 pounds, and a
heavy load 467-700 pounds.

Full Attack: Greataxe +7 melee (3d6+6/x3) and 2
hooves +3 melee (1d6+2); or composite
longbow (+4 Str bonus) +5 ranged
(2d6+4/x3)

Space/Reach: 10 f1./5 ft.

Special Attacks: —

Special Qualities: Darkvision 60 ft.

Saves: Fort +3, Ref +6, Will +5

Abilities: Str 18, Agy 14, Sta 15, Int 8, Spt 13, Cha

11



CENTAUR

Skills: Listen +3, Spot +3, Stealth +4 (+0 to hide),
Survival +2

Feats: Dodge, Weapon Focus (hoof)

Environment: Temperate and warm mountains and plains

Area The Barrens

Organization: Solitary, company (5-8), troop (8-18

plus 1 leader of 2nd—5th level), or tribe
(20-150 plus 30% noncombatants plus 10
3rd-level sergeants, 5 5th-level lieutenants,
and 1 khan of 5th—9th level)

Challenge Rating: 3

Treasure: Standard
Alignment: Usually lawful evil
Advancement: By character class
Level Adjustment: +2

A great creature charges through the plains,
snarling a challenge. He has the upper torso, arms
and head of a wild and savage human, emerging
from where the head and neck of a great warhorse would
be. He bears a massive axe in his hands, while an equally
massive bow hangs from his back.

Descripcion

Night elves claim that centaur are the bastard
children of the demigod Cenarius. Despite their origins,
these primitive, barbaric horsemen are the embodiment
of savagery. Centaur tribes terrorize the Barrens of
Kalimdor and ransack the indigenous peoples’ villages
and cities. They have an especially violent hatred of
tauren, who return the racial animosity with fervor.

Centaur have little in common with their cousins,
dryads and keepers of the grove. While it is unknown
how these creatures came to be, centaur prove to be a
thorn in both night elf and tauren sides.

Centaur live in rough tribal groupings. While not quite
as stupid as ogres, centaur are not ranked as the wisest
of the races of Azeroth, and few provide true crafts of
their own. Their establishments tend toward crude mud-
and-thatch huts, built to look more like stables than real

homes. While
centaur are accomplished
bowyers and fletchers, they haven’t
quite mastered the arts of working metal;
thus, most metal weapons and armor among
centaur are stolen from other races. Melee
weapons consist of heavy and powerful weapons such as
clubs or axes, though many centaur utilize lances due to
their body makeup.

Centaur are organized into several tribes, scattered
across the Barrens. A khan, the eldest and most powerful
centaur in the territory, rules each tribe, delineating a
strict hierarchy of power underneath him, and enforcing
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the laws of his tribe. Strength is power among the centaur,
and the easiest way to earn respect among centaur is
to prove your power. While stupid, centaur are strong-
willed and cunning, and mental wits impress them just as
much as physical prowess. Like most primitive societies,
females are viewed as little better than baby-makers, but
occasionally a female proves strong enough to earn some
respect.

Like all of Cenarius’s children, centaur favor druidism
over other divine arts. However, centaur druids are
not in the least respectable. Rather than striving for
a balance with nature, centaur druids control nature,
using it to further their own ambitions. If an animal
or plant refuses to subject itself to the centaur’s rule,
then the creature finds itself either enslaved or, more
commonly, destroyed. It takes weeks for night elf or

tauren druids to correct the damage a centaur druid
inflicts on any territory it comes across.

A centaur is as big as a heavy horse, but much taller
and slightly heavier. A centaur is about 7 feet tall and
weighs about 2,100 pounds.

Centaur speak Low Common.

Combarc

Centaur are cruel and vicious in combat. They accept
no surrender, and they rarely retreat from battle. Under the
proper leaders, a group of centaur armed with greataxes and
longbows would make short work of those ill equipped to
defend themselves.

A centaur employing a lance deals double damage
when it charges, just as a rider on a mount does. Centaur
also are considered to have the feat Mounted Combat
for purposes of feat and prestige class prerequisites.

Keone

Kodo Peast Kedo, Riding
Huge Animal Large Animal
Hit Dice: 11d8+58 (107 hp) 8d8-+40 (76 hp)
Initiative: +0 +1
Speed: 40 ft. (8 squares) 60 ft. (10 squares)
Armor Class: 16 (2 size, +8 natural), touch 8, flat-footed 16 17 (1 size, +1 Agy, +7 natural), touch 10, flat-footed 16
Base Attack/Grapple:  +8/+26 +6/+18
Attack: Gore +16 melee (2d6+15) or bite +16 melee (2d6+15) Gore +13 melee (2d6+12)
Full Attack: Gore +16 melee (2d6+15) or bite +16 melee (2d6+15) Gore +13 melee (2d6+12)
Space/Reach: 15 /10 ft. 10 ft./5 ft.
Special Attacks: Improved grab, powerful charge, stampede (DC25),  Improved grab, powerful charge, stampede (DC 20),

Special Qualities:
Saves:

swallow whole, trample 2d6+15 (DC 25)
Low-light vision, scent
Fort +12, Ref +7, Will +5

Abilities: Str 30, Agy 10, Sta 21, Int 2, Spt 15, Cha 7

Skills: Listen +11, Spot +11

Feats: Endurance, Skilled (Spot and Listen), Snatch, Toughness

Environment: Temperate and warm plains

Area: Central Kalimdor

Organization: Solitary, pair, or herd (550 plus 50% young plus 1
Gargantuan kodo per 10 adults)

Challenge Rating: 7

Treasure: None

Alignment: Always neutral

Advancement: 12-16 HD (Huge); 17-28 HD (Gargantuan)

Level Adjustment:

The ground trembles with each step that the massive reptilian beast takes. Its gray hide is covered in the dust that it kicks up

as it grazes with a horned snout across the plains.

swallow whole

Low-light vision, scent

Fort +11, Ref +7, Will +4

Str 26, Agy 12, Sta 21, Int 2, Spt 15, Cha 7

Listen +10, Spot +9

Endurance, Skilled (Spot and Listen), Improved Natural
Attack$ (gore)

Temperate and warm plains

Mulgore

Solitary or herd (4—16)

4
None

Always neutral
9-12 (Large); 13—24 HD (Huge)



KODO

Descripcion

Giant quadrupedal reptiles, the kodo beasts wander
the plains in thunderous herds. Kodos are warm-blooded
herbivores, similar to the dinosaurs of the Un’Goro Crater,
or native raptors. They graze primarily on quick-growing
grasses, but eat the leaves of shrubs and trees they encounter
as well. Kodos occasionally eat insects, small mammals and
eggs, but these items are a limited part of their diet.

Kodos are key to tauren culture. Tauren hunt and use
every part of kodos for their equipment, clothing and
food. Kodos can be trained and are used as beasts of
burden by the tauren and as mounts for both orcs and
tauren. Kodos are a symbol of vigor and power among the
tauren, and hunting them is an important rite of passage
for young warriors. The warriors’ bravery, strength and
ability to work together are tested.

Like many herd animals, kodo beast groups are
composed of mothers and young, led by a single powerful
male or female. A few younger males may be present,
but they are eventually driven out to establish their
own herds. During mating season, typically in early
spring, kodos make loud bellowing sounds to guard their
territories. Kodo beasts are dangerous at this time, as
males are on the watch for rivals and become territorial.
Mothers become dangerous later, protecting their nests.

Combac

Though terrifyingly large and powerful, kodo beasts
are by nature quiet, lumbering animals. They are
content simply to wander away from potential threats.
One notable exception is when they are protecting eggs
or yearlings, which are small enough to be threatened
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by most predators. Kodo beasts form rings around the
young, barring attack with simple mass. Sufficiently
annoying opponents are charged and swallowed whole.
More significant threats, particularly those too large to
swallow, are run down. Spooked kodo herds stampede.
During mating or nesting seasons, kodos are more
aggressive, particularly if startled or surprised. They
leave small annoyances alone, though they make mock
charges to scare off persistent annoyances.

Improved Grab (Ex): To use this ability, a kodo beast
must hit an opponent of up to one size smaller with its
bite 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
try to swallow the foe the following round (see below).

Powerful Charge (Ex): A kodo beast deals 4d6+30
points of damage when it makes a charge.

Stampede (Ex): A frightened herd of kodos flees as a group
in a random direction (but always away from the perceived
source of danger). They literally run over anything of Large
size or smaller that gets in their way, dealing 1d12 points of
damage for each five kodos in the herd (Reflex DC 25 half).
The save DC is Strength-based.

Swallow Whole (Ex): A kodo can try to swallow a
grabbed opponent of up to two sizes smaller by making a
successful grapple check. The swallowed creature takes
2d6+5 points of bludgeoning damage and 3 points of
acid damage per round from the kodo’s gizzard.

A swallowed creature can cut its way out by
using a light slashing or piercing weapon to
deal 11 points of damage to the gizzard

(AC 14). Once the creature exits,

muscular action closes the

hole; another swallowed

opponent must cut its

own way out.
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A Huge kodo’s gizzard can hold 2 Medium, 8 Small or
Tiny, 32 Diminutive, or 128 Fine creatures.

Kodo Mounts/Riding Kodo

A kodo beast is rarely trained as a mount, being too big and
feisty to be trained as a typical mount. However, tauren breed
smaller riding kodos, which lack much of their larger cousin’s
strength. Riding kodos are quicker, however, and easier to
train. This training requires a successful Handle Animal
check (DC 21 for a young riding kodo, DC 28 for an adult)
and that the kodo is willing to be trained. The training takes
approximately 1 year.

Theft of kodo eggs is punishable by death, but a
poacher can sell riding kodo eggs for upwards of 1,400
gp. Fully-trained riding kodos are rarely sold, but their
market price is about 2,000 gp.

Powerful Charge (Ex): A riding kodo deals 4d6+24
points of damage when it makes a charge.

Stampede (Ex): Reflex half DC 20. The save DC is
Strength-based.

Swallow Whole (Ex): A riding kodo can try to swallow
a grabbed opponent of up to two sizes smaller by making
a successful grapple check. The swallowed creature takes
1d844 points of bludgeoning damage and 2 points of acid
damage per round from the kodo’s gizzard. A swallowed
creature can cut its way out by using a light slashing or
piercing weapon to deal 8 points of damage to the gizzard

(AC 13). Once the creature exits, muscular action
closes the hole; another swallowed opponent must
cut its own way out.

A Large kodo’s gizzard can hold a single

Small creature.
Carrying Capacity: A light load
for a riding kodo is 918 pounds, a
medium load 919-1,851 pounds,
and a heavy load 1,852-2,760

pounds.



OGRE

Large Monstrous Humanoid (Ogre)

Hit Dice: 4d8+11 (29 hp)

Initiative: -1

Speed: 20 ft. in hide armor (4 squares); base speed
30 .

16 (-1 size, =1 Agy, +5 natural, +3 hide
armor), fouch 8, flat-footed 16

Base Attack/Grapple:  +4/+13

Armor Class:

Attack: Greatclub +9 melee (2d8+7) or javelin +3
ranged (1d8+5)

Full Attack: Greatclub +9 melee (2d8+7) or javelin +3
ranged (1d8+5)

Space/Reach: 10t./10 ft.

Special Attacks: —
Special Qualities: Darkvision 60 ft., low-light vision

Saves: Fort +3, Ref +3, Will +4

Abilities: Str 21, Agy 8, Sta 15, Int 6, Spt 10, Cha 7
Skills: Listen +2, Spot +2, Survival +5

Feats: Toughness, Weapon Focus (greatclub)
Environment: Temperate and warm land

Area: Alterac,  Arathi  Highlands, ~ Badlands,

Blasted Lands, Burning Steppes, Dire Maul,
Duskwood, Feralas, Loch Modan, Tanaris

Organization: Solitary, pair, gang (3-4), or band
(5-8)

Challenge Rating: 3

Treasure: Standard

Alignment: Often chaotic evil

Advancement: By character class

Level Adjustment: +2

This flabby humanoid is large
and smooth-skinned. Its two heads
stare down, one with an expression
of anger, the other of confusion.
A hom sprouts above a
cyclopic eye on one head. The
creature  looks  exceedingly
stupid, but the way it hefts a
massiwe club proves that it is
still dangerous.

Descripcion

Ogres are large, strong and
dim-witted humanoids with a
clannish social system. Though
they may seem stupid and lazy — and,
in fact, are stupid and lazy — they are capable
of dealing incredible damage and, under a strong
leader, organizing into a respectable fighting
force.

Ogres are not indigenous to Azeroth; rather, the orc warlock
Gul'dan brought them through the Dark Portal from Draenor
during the First War. Gul'dan used the ogres as enforcers to
keep a modicum of peace between the feuding orc tribes. The
ogres fought with the orcs in the First and Second Wars, but by
the time the Third War rolled around, the ogres had scattered
across Azeroth. They took to the land well, thriving particularly
in places reminiscent of their homes on Draenor — arid and
rocky land, such as Dire Maul and the Badlands.

Even though ogres are undeniably dumb, they are not
as disorganized as they once were. In the years since the
Second War, several ogre chieftains rose to prominence,
bludgeoning their lessers into worthy clans. Ogres are
now a danger in the wilds, as they tend to cooperate
and use tactics. Also, many ogres hire themselves as
mercenaries. Goblins in particular are fond of both their
great physical strength and their dim intelligence.

Recently, the Horde hero and half-ogre Rexxar approached
one of these organized ogre clans — the Stonemauls — and
asked them for assistance. The ogres refused, so Rexxar
defeated their leader and took command of the clan. In this
way, a handful of ogres rejoined the Horde.

Some ogres have two heads. Some scholars believe that

two - headed ogres are a natural occurrence,
while others believe that Gul'dan

created them in an attempt to make

them more intelligent. If this latter

theory is true, then Gul'dan

failed, for the heads have a
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tendency to bicker and fight rather than work together.
Two-headed ogres often have compound names, which
are actually the names of their two heads. For example,
the famed ogre mage Cho’gall has two heads — Cho and
Gall.

Ogres dwell in ogre mounds: rough collections of
wood, dirt, and stone huts and caves. An explorer can
tell he’s approaching an ogre mound by the detritus
and excrement nearby. In their mounds, ogres train by
heaving and crushing large rocks and by pounding on
each other.

The ogre race includes much physical variability. Some
ogres are small, barely larger than 6 or 7 feet, while others
tower above these runts at 15 feet. Their skin comes in

Ogre magi are intelligent, spell-wielding ogres.

In the Second War, the orc warlock Gul’dan and a
group of ogres captured the elven runestone at Caer
Darrow. The runestone held great power, and Gul'dan
had the ogres hew it into slabs. From these slabs Gul’dan
created altars of storms, which harnessed old dark magic
to transform normal ogres into intelligent spellcasters.
The most famous ogre mage was Cho'gall, Gul'dan’s
apprentice.

Altars of storms appeared in many orc camps in the
Second War, but the Alliance destroyed most of them in
the time since. A few altars of storms are still scattered
about in desolate places, and their evil
magic draws dangerous beasts. Perhaps a
powerful warlock could make
use of one of these altars
to create more ogre
magi.

Ogremagi
are less
chaotic
than their
brethren.

T heir

intellect creates

an awareness of

power  structures

and allows them to
understand  political
machinations.  Ogre

magi respect power; thus

they served Gul'dan in the
Second War. Most ogre magi
are ambitious and seek to secure
both political and magic power.

In addition to gaining intelligence,
a newly created ogre mage’s skin turns

blue.

many colors; brown and yellow are common, as is peach,
orange and black.

Ogres speak Low Common. Some of the more
intelligent ones may speak Common or Orcish.

Combarc

Ogres love melee combat — “clobberin’ time.” Their
preferred method is to approach their enemies — which
are hopefully smaller and softer than them — and bash
the tar out of them. Ogres under a skilled leader are
capable of more advanced tactics, such as ambushes,
flanking maneuvers, and ranged attacks.

Skills: Ogres have a +2 racial bonus on Survival

checks.

Creating an Ogre Mage

“Ogre mage” is an acquired template that can be added
to any ogre (referred to hereafter as the base creature).
An ogre mage uses all the base creature’s statistics and
special abilities except as noted here.

Special Attacks: An ogre mage retains all the special
attacks of the base creature and gains those described

below.

Spellcaster:

An ogre mage casts

spells as a member

of a specific healer or

arcanist path he chooses

(or his master chooses)

when he gains this template.

He casts spells as a member of
that class equal to his ogre racial
Hit Dice. (Which usually means
4th level.) As with all monsters that



OGRE MAGE

cast spells, these levels stack with actual class levels to
determine the ogre mage’s spellcasting ability.

Spells: Ogre magi have certain spells that are inherent to
their natures: spells that Gul’dan considered important for
his purposes. Therefore, no matter what the ogre mage’s
spellcasting class, he adds the following spells to his spell list
at the indicated levels: bloodlust (3rd), eye of Kilrogg (4th),
and rune trap (3rd; see Chapter 4: Magic and Faith).

Abilities: Increase from the base creature as follows:
Int +6, Spt +2, Cha +4.

Skills: Ogre magi have a +2 racial bonus on Knowledge
(arcana) and Spellcraft checks. Otherwise same as the
base creature.

Environment: Same as base creature.

Organization: Solitary or band (1 plus 3-6 ogres).

Challenge Rating: Same as the base creature +1.

Treasure: Double standard.

Alignment: Usually lawful evil.

Advancement: By character class.

Level Adjustment: Same as the base creature +1.

Cxample Ogre Mage
Male Ogre Mage 4th-Level Warlock
Large Monstrous Humanoid (Ogre)

Hit Dice: 4d8+4d6+19 (51 hp)

Initiative: +2

Speed: 30 ft. (6 squares)

Armor Class: 12 (-1 size, —2 Agy, +5 natural), touch 7,
flat-footed 12

Base Attack /Grapple:  +6/+16

Attack: Greatclub +12 melee (2d8+9) or javelin +3
ranged (1d8+6)

Full Attack: Greatlub +12/+7 melee (2d8+9) or
javelin +3 ranged (1d8+6)

Space/Reach: 10ft./10 1.

Special Attacks: Spells

Darkvision 60 ft., low-light vision, fel
companion (imp)

Saves: Fort +3, Ref +2, Will +9

Abilities: Sir 22, Agy 6, Sta 14, Int 19, Spt 15, Cha 14

Special Qualities:

Skills: Concentration +10, Knowledge (arcana)
+16, Listen +4, Spellcraft +16, Spot +4,
Survival +7

Feats: Improved Initiative, Scribe Scroll, Toughness,

Weapon Focus (greatclub)
Environment: Temperate and warm land

Area: Alterac,  Arathi  Highlands, Badlands,
Blasted Lands, Burning Steppes, Dire Maul,
Duskwood, Feralas, Loch Modan, Tanaris

Organization: Solitary or band (1 plus 3—6 ogres)
Challenge Rating: 9

Treasure: Standard

Alignment: Usually lawful evil

Advancement: By character dass

Level Adjustment: +3

This blue-skinned ogre has dark designs painted on his
body.

Descripcion

This ogre mage studies as a warlock and is more than
willing to support his clan with conjured monsters and
blasts of shadow.

Combarc

Ogre magi usually remain out of the front lines, using
their magic to enhance their allies or hamper their foes.
When they run out of powerful spells, though, they have
no problem wading in and engaging in some quality
clobberin’ time. Unlike other ogres, ogre magi are smart
enough to retreat when the fight turns sour.

Spells: This ogre mage is a 4th-level warlock.
Combined with his ogre mage template, this means he
casts spells as an 8th-level warlock.

Warlock Spells (5/6/5/5/3; DC 14 + spell level):
The ogre mage’s high Intellect and his ranks in
Spellcraft allow him to prepare 13 spells per level,
he can prepare most of the spells on the warlock
spell list. Note that he has only three 4th-level
spell slots per day (instead of four) because his
imp fel companion requires one of them (see the
Monster Guide).

QUG

Quilbeast
Medium Animal
Hit Dice: 4d8+15 (33 hp)
Initiative: +1
Speed: 40 t. (8 squares)

Armor Class:

17 (+1 Agy, +6 natural), touch 11, flat-footed 16

Dire QailbeasT

Large Animal

848+24 (60 hp)

+1

40 ft. (8 squares)

16 (1 size, +1 Agy, +6 natural), touch 10, flat-footed 15

Base Attack/Grapple:  +3/+5 +6/+18

Attack: Gore +5 melee (1d8+3) or quill +4 ranged (1d6+2/19-20)  Gore +13 melee (1d8+12) or 6 quills +6 ranged (1d8+8/19-20)
Full Attack: Gore +5 melee (1d8+3) or quill +4 ranged (1d6+2/19-20)  Gore +13 melee (1d8+12) or 6 quills +6 ranged (1d8+8/19-20)
Space/Reach: 5f./5 . 10 ft./5 ft.
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Special Attacks: Ferocity, quills

Special Qualities: Low-light vision, scent

Saves: Fort +6, Ref +4, Will +2

Abilities: Str 15, Agy 13, Sta 17, Int 2, Spt 13, Cha 4
Skills: Listen +7, Spot +6

Feats: Skilled (Listen and Spot), Toughness
Environment: Temperate and warm forests and plains
Area: The Barrens

Organization: Solitary or herd (3-6)

Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement: 5-8 HD (Large)

Level Adjustment: —

The creature resembles a large boar, but it has a set of
quills along its shoulders and back.

Descripcion

Quilbeasts are strange boars found only in the Barrens of
Kalimdor. The creatures seem to be a cross between a boar
and a porcupine, and show the unique ability to launch their
quills at both prey and predators. It may be that quilbeasts are
related to quilboars, and the humanoids certainly breed the
boars, keeping them as prickly pets and guards.

Combac

A quilbeast starts combat by launching a sharp quill at
its enemies before charging recklessly into melee.
Quills (Ex): With a thrust of its hackles, a quilbeast
can loose a single quill
as a standard action.
This attack has a range
increment of 10 feet and
a maximum range of 5
range increments (50
feet). The creature can
launch only 6 quills in
any 24-hour period.
Ferocity (Ex): A
quilbeast is such a
tenacious  combatant
that it continues to fight
without penalty even
while disabled or dying.

Dire Quilbeasc

The creatwre is an
immense boar the size of a
small pony, its tusks as big as
swords. Literally hundreds of
quills run along its shoulders
and back, bristling with
rabid fury.

Descripcion

Dire quilbeasts
are rare and massive
quilbeasts. Bearing many

Ferocity, quills

Low-light vision, scent

Fort +9, Ref +7, Will+9

Str 27, Agy 13, Sta 17, Int 2, Spt 13, Cha 8
Listen +9, Spot +8

Endurance, Iron Will, Skilled (Listen and Spot)
Temperate and warm forests and plains
The Barrens

Solitary or herd (2-5)

6

None

Always neutral

9-16 (Large)

more quills than normal, dire quilbeasts can launch a
multitude of quills at their targets. They are even more
savage than normal quilbeasts, prone to launching quills
at the slightest provocation.

Combac

Dire quilbeasts always launch a volley of quills on enemies
before charging into melee, goring with their massive tusks.

Quills (Ex): With a thrust of its hackles, a quilbeast can
loose a volley of 6 quills as a standard action (make an attack
roll for each quill). This attack has a range increment of 20
feet and a maximum range of 5 range increments (100 feet).
All targets must be within 30 feet of each other. The creature
can launch only 24 quills (4 volleys) in any 24-hour period.



RAPTOR

Rarior:

Large Animal

Hit Dice: 4d8+16 (34 hp)

Initiative: +2

Speed: 60 ft. (12 squares)

Armor Class: 16 (1 size, +2 Agy, +5 natural), touch 11,
flat-footed 14

Base Attack /Grapple:  +3/+11

Attack: Talons +6 melee (2d6+4)

Full Attack: Talons +6 melee (2d6+4) and 2 foredaws

+1 melee (1d3+2) and bite +1 melee

(2d4+2)
Space/Reach: 10 ft./5 ft.
Special Attacks: Pounce

Special Qualities: Low-light vision, scent

Saves: Fort +8, Ref +6, Will +2

Abilities: Str 19, Agy 15, Sta 19, Int 2, Spt 12, Cha
10

Skills: Jump +26, Listen +10, Spot +10, Stealth
+12 (+8 to hide), Survival +10

Feats: Run, Track

Environment: Warm forests and plains

Area: Any

Organization: Solitary, pair, or pack (3—6)

Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement: 5-8 HD (Large)

Level Adjustment: —
This creature is a man-

sized  reptile,  with

wicked claws on its

feet and a brightly-

striped hide. Its teeth

and  foreclaws  look

almost as savage, and a

massive black horn extends

from between its yellow eyes.

Descripcion

Native to the
plains of Durotar,
raptors are savage
and fierce predators
of Kalimdor. The
Darkspear jungle trolls
were instantly impressed by the
ferocity of these creatures, and set
about taming the beasts.

Raptors come in many colors, from green-striped
red to yellow-striped turquoise. A raptor’s tail extends
straight out, held aloft by an intricate structure of bony
supports, thus allowing its weight to be carried entirely
by the back legs. It weighs about 600 pounds.

Combac

A raptor uses a combination of speed, grasping
forearms, large teeth, and hind legs with ripping talons.
It hunts by running at prey, leaping, and ripping with
its rear talons as it claws and bites. The talons count
as one attack. A raptor has a relatively large brain for a
dinosaur, and its pack hunts with cunning tactics.

Pounce (Ex): If a raptor charges, it can make a full
attack.

Skills: A raptor has a +8 racial bonus on Jump, Listen,
Spot, Stealth and Survival checks.

Rapcor Mounts

Raptors are the fierce troll mounts, common in many
villages. Taming a raptor is a sign of prestige among trolls.
Training a raptor requires a successful Handle Animal
check (DC 15 for a young raptor, DC 20 for an adult)
and that the raptor is willing to be trained. The training
takes approximately 2 years.

Raptors are typically sold for about 600 gold pieces,
but trolls warn outsiders that their mounts are volatile.

Carrying Capacity: A light load for a raptor is 232
pounds, a medium load 233-466 pounds, and a heavy
load 467-1,000 pounds.
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SRIRI

Spirit beasts are the embodied spirits of the
natural world. These creatures are naturally
incorporeal, but may take a true physical form to
fight for the druid or shaman who called them.
Fighting a spirit beast is harrowing, as the creature
phases in and out of existence, rarely appearing in
the same place twice during battle.

Spirit beasts appear like regular animals, but
bear glowing auras and are slightly translucent,
even when visible.

Creating a Spiric Beasc

“Spirit Beast” is an inherited template that can
be added to any animal (referred to hereafter as
the base creature). A spirit beast uses all the base
creature’s statistics and special abilities except as
noted here.

Size and Type: Types changes to magical beast.
Size remains unchanged. Spirit beasts encountered
outside the Emerald Dream have the extraplanar
subtype.

Hit Dice: Increase all current and future Hit
Dice to d10s.

Armor Class: A spirit beast has a +2 deflection
bonus to its AC.

Cxample Spiric Beascs:
Spiril Wolt™

Pe@si

Attacks: A spirit beast retains all the natural
weapons of the base creature. A spirit beast’s base
attack bonus is equal to its Hit Dice.

Special Qualities: A spirit beast retains all the
special qualities of the base creature and gains
those described below.

Darkvision (Ex): Spirit beasts have darkvision
out to 60 feet.

Dimension Blink (Sp): A spirit beast can use
dimension blink at will as a spell-like ability. Its
caster level equals its Hit Dice. (See the Alliance
Player’s Guide, Chapter 4: Magic for the dimension
blink spell.)

Invisibility (Su): A spirit beast is invisible at all
times, as if affected by a permanent invisibility
spell. The spirit beast may suppress or resume
this ability as a free action (including becoming
invisible again after attacking).

Abilities: Increase from the base creature as
follows: +4 Int, +4 Cha.

Environment: The Emerald Dream.

Area: The Emerald Dream.

Challenge Rating: Same as the base creature
+2.

Advancement: As base creature.

Shadow Wolf”

Wolf Spirit Beast Dire Wolf Spirit Beast
Medium Magical Beast (Extraplanar) Large Magical Beast (Extraplanar)
Hit Dice: 2d10+4 (15 hp) 6d10+18 (51 hp)
Initiative: +2 +2
Speed: 50 ft. (10 squares) 50 ft. (10 squares)
Armor Class: 16 (+2 Agy, +2 natural, +2 deflection), touch 14, flot-footed 14 16 (~1 size, +2 Aqy, +3 natural, +2 deflection), touch 14, flat-footed 14
Base Attack/Grapple:  +2/+3 +6/+17
Attack: Bite +4 melee (1d6+1) Bite +14 melee (1d8+10)
Full Attack: Bite +4 melee (1d6+1) Bite +14 melee (1d8+10)
Space/Reach: 5ft./5ft. 10 ft./5 ft.
Special Attacks: Trip Trip
Special Qualities: Darkvision 60 ft, low-light vision, dimension blink, invisibiity, scent  Darkvision 60 ft., low-light vision, dimension blink, invisibility, scent
Saves: Fort +5, Ref +5, Will +2 Fort +8, Ref +7, Will +6
Abilities: Str 13, Agy 15, Sta 15, Int 6, Spt 12, Cha 10 Str 25, Agy 15, Sta 17, Int 6, Spt 12, Cha 14
Skills: Listen +3, Spot +3, Stealth +3, Survival +1* Listen +9, Stealth +4 (+0 to hide), Spot +9, Survival +2*
Feats: Track®, Weapon Focus (bite) Skilled (Listen and Spot), Run, Track®, Weapon Focus (bite)
Environment: The Emerald Dream The Emerald Dream

Area: The Emerald Dream

Organization: Solitary, pair, or pack (7-16)
Challenge Rating: 3
Advancement: 3 HD (Medium); 46 HD (Large)

The Emerald Dream
Solitary or pack (5-8)
5

7-18 HD (Large)



THUNDER LIZARD

This black wolf flickers, and is almost translucent. A faint
glow emanates from its body.

Descripcion

According to orc shaman, spirit wolves prowl the spirit
realms, always hunting and killing. Shaman summon
spirit wolves to act as invisible trackers and stalkers, and
deadly allies in battle.

Combarc

Spirit wolves are canny combatants, teleporting
around the battlefield and making stealthy, invisible
attacks when their foes are most vulnerable.

Shadow (UolF

The creature resembles a massive dire wolf, solid black and
powerful. Its image is hazy, and it faintly glows when it shows

itself.
Descripcion

Shadow wolves are essentially more powerful
spirit wolves, summoned when a little extra
muscle is needed. Many orc shaman summon
shadow wolves as quick and powerful temporary
mounts.

THUNDER 17 RD

Huge Magical Beast
Hit Dice:

Initiative:

Speed:

Armor Class:

Base Attack /Grapple:

Attack:
Full Attack:

Space/Reach:
Spedial Attacks:

Spedial Qualities:

Saves:
Abilities:
Skills:
Feats:

Environment:
Area:
Organization:

Challenge Rating:
Treasure:
Alignment:
Advancement:

Level Adjustment:

12d10+84 (150)

-1

40 ft. (8 squares)

18 (-2 size, —1 Agy, +11 natural), touch 7,
flat-footed 18

+12/+30

Gore +20 melee (2d8+15) or bite +20
melee (2d6+15)

Gore +20 melee (2d8+15) or bite +20
melee (2d6+15)

154t./10 1.

Breath weapon (DC 23 Reflex), improved
grab, powerful charge, swallow whole,
trample 2d8+15 (DC 26)

Low-light vision, immunity to electricity,
scent

Fort +14, Ref +7, Will +5

Str 30, Agy 9, Sta 25, Int 1, Spt 12, Cha 7
Listen +11, Spot +10

Endurance, Skilled (Listen and Spot),
Toughness (x3)

Temperate plains

Central Kalimdor

Solitary, pair, or herd (5-8 plus 1-2
Gargantuan thunder lizards)

8

None

Always neutral

13-20 HD  (Huge); 2128 HD
(Gargantuan)

The creature resembles a massive kodo beast, with two
horns on its snout and a row of pointed plates down its back.
Lightning flares from its eyes, and the stench of burnt ozone
hovers about the creature.

Descripcion

The tauren have tales of legendary kodo beasts, gifted
by the spirits of the sky and bound to the power of the
storm. These legendary beasts are known as lightning
lizards or thunder lizards, though particularly old and
massive beasts are called storm wyrms. Tauren consider
it a significant life event to encounter one of these
creatures — an omen, though for good or ill is not always
apparent.

Thunder lizards may be distantly related to kodo beasts,
but thunder lizards are so far removed that resemblances
are minot. They are larger and more heavily scaled, and
bear a row of plates down their backs. Scholars believe
these plates absorb and store electricity, as they sparkle
while the thunder lizard is using its breath weapon.

Combarc

Thunder lizards are easy to anger, and not too bright. Furious
roars, followed by a blast of lightning, warn off threatening
targets. If a foe persists, the thunder lizard charges head on
into its enemies, goring and trampling, occasionally letting
loose blasts of lightning. If a herd is protecting its young, it
forms a circle around its young and blasts lightning in all
directions, attempting to frighten away or kill predators.
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Breath Weapon (Su): 60-foot long, 5-foot wide line
of lightning, once every 1d4 rounds as a standard action
(but no more than five times per day). The lightning
deals electricity damage equal to 1d6 for every two
Hit Dice of the thunder lizard (6d6 in the case of the
thunder lizard presented above). Reflex DC 23 for
half damage. The save DC is Stamina-based.

Improved Grab (Ex): To use this ability, a
thunder lizard must hit an opponent of up to
one size smaller with its bite 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 try to swallow
the foe the following round.

Powerful
Charge (Ex):

If a thunder

lizard charges,

it deals 2d8+30

points of damage with its gore
attack.

Swallow Whole (Ex): A
thunder lizard can try to
swallow a grabbed opponent
of up to one size smaller by
making a successful grapple
check. The swallowed creature takes
2d8+7 points of bludgeoning damage
and 4 points of acid damage per
round from the thunder lizard’s

gizzard. A swallowed creature can A

cut its way out by using a light Huge thunder

slashing or piercing weapon to deal lizard’s gizzard can

25 points of damage to the gizzard (AC 15). hold 2 Large, 8 Medium or

Once the creature exits, muscular action closes the hole; Small, 32 Tiny, or 128 Diminutive or
another swallowed opponent must cut its own way out. smaller opponents.

Wi

Wolt™ ianl’ Wolf™ Dire Wolf
Medium Animal Large Animal Large Animal
Hit Dice: 2d8+4 (13 hp) 4d8+8 (26 hp) 6d8+18 (45 hp)
Initiative: +2 +2 +2
Speed: 50 ft. (10 squares) 50 ft. (10 squares) 50 ft. (10 squares)
Armor Class: 14 (+2 Agy, +2 natural), fouch 12, 13 (1 size, +2 Agy, +2 natural), touch 14 (-1 size, +2 Agy, +3 natural),
flat-footed 12 12, flat-footed 12 touch 12, flat-footed 13
Base Attack/Grapple:  +1/+2 +3/+11 +4/+15
Attack: Bite +3 melee (1d6+1) Bite +7 melee (1d6+6) Bite +11 melee (1d8+10)
Full Attack: Bite +3 melee (1d6+1) Bite +7 melee (1d6+6) Bite +11 melee (1d8+10)
Space/Reach: 5ft./5ft. 10 ft./5 ft. 10 ft./5 ft.
Special Attacks: Trip Trip Trip
Special Qualities: Low-light vision, scent Low-light vision, scent Low-light vision, scent
Saves: Fort +5, Ref +5, Will +1 Fort +6, Ref +6, Will +2 Fort +8, Ref +7, Will +2
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WOLF

Abilities: Sir13, Agy 15,Sta15,Int2, Spt12, Cha6 ~ Str19, Agy 15, Sta 15, Int 2, Spt 12, Cha 7

Skills: Listen +3, Stealth +3, Spot +3, Survival +1*  Listen +8, Steafth +4 (+0 fo hide), Spot +8,
Survival +2*

Feats: Track?, Weapon Focus (bite) Skilled (Listen and Spot), Track®,
Weapon Focus (bite)

Environment: Any forest Any forest

Area: Any Any

Organization: Solitary, pair, or pack (7-16) Solitary, pair, or pack (6-13)

Challenge Rating: 1 2

Advancement: 3 HD (Medium); 4—6 HD (Large) 5-10 HD (Large)

Sir 25, Agy 15, Sta 17, Int 2, Spt 12, Cha 10
Listen +9, Stealth +4 (+0 fo hide),
Spot +9, Survival +2*

Run, Skilled (Listen and Spot), Track?,
Weapon Focus (bite)

Any forests

Any

Solitary or pack (5-8)

3

7-18 HD (Large)

The fierce animal is a wild canine, with a powerful set of
jaws. Its hackles rise like a mane and its bushy tail twitches
as it prepares to attack.

Descripcion

Wolves are pack hunters known for their persistence
and cunning. The wolves of Azeroth exist anywhere
there are woods, from temperate and even tropical
locations to the tundras of Northrend. Wolves run the
gamut of colors, from deep black to albino.

Combac

A favorite tactic is to send a few individuals against the
foe’s front while the rest of the pack circles and attacks
from the flanks or rear.

Trip (Ex): A wolf that hits with a bite attack can
attempt to trip the opponent as a free action without
making a touch attack or provoking an attack of
opportunity. If the attempt fails, the opponent cannot
react to trip the wolf.

Skills: *Wolves have a +4 racial bonus on Survival
checks when tracking by scent.

Gianc Wolf

Giant wolves are wolves of
exceptional size and strength.
While they do not match
the sheer power and
ferocity of the Horde’s dire
wolves, they are certainly
impressive and deadly
creatures.

Giantwolvesresemble
normal wolves, but are
about 7 and half feet
long and weigh some
450 pounds.

Combac

Giant wolves
fight much like their
smaller cousins, only
on a larger scale.

Skills: A giant wolf
has a +2 racial bonus
on Listen, Spot and
Stealth checks. *It also

has a +4 racial bonus on Survival checks when tracking
by scent.

Dire (UJolF

As tall as a man, this great wolf has long tusked jaws that
look like they could snap an iron bar. It peers with burning
red eyes.

Descripcion

Dire wolves are efficient pack hunters that kill
anything they catch. Orcs have always been enthralled
with the creatures’ cunning and strength, and train them
as their preferred mounts.

Dire wolves are mottled gray or black, about 9 feet
long and weighing some 800 pounds.

Combarc

Dire wolves prefer to attack in packs, surrounding and
flanking a foe when they can.

Skills: A dire wolf has a +2 racial bonus on Listen,
Spot and Stealth checks. *It also has a +4 racial bonus
on Survival checks when tracking by scent.
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Dire (UolF Mouncs

Orcs are renowned for training dire wolves as mounts.
This training requires a successful Handle Animal check
(DC 15 for a young dire wolf, DC 18 for an adult) and
that the dire wolf is willing to be trained. The orcs can

complete this training in about 8 months; for most
others, the process takes about 2 years.
Trainers sell trained dire wolves for 400 gp on average.
Carrying Capacity: A light load for a dire wolf is 700
pounds, a medium load 701-1,600 pounds, and a heavy load
1,601-2,400 pounds.

Large Magical Beast

Hit Dice: 5d10+10 (37 hp)
Initiative: +1
Speed: 30 ft. (6 squares), fly 70 ft. (average)

Armor Class:

16 (1 size, +1 Agy, +6 natural), touch 10,
flat-footed 15

Base Attack/Grapple:  +5/+13

Attack: Sting +8 melee (1d6+4 plus poison) or bite
+8 melee (1d8+4)

Full Attack: Sting +8 melee (1d6+4 plus poison) or bite
+8 melee (1d8+4) and 2 talons +3 melee
(1d4+2)

Space/Reach: 10 ft./5 ft.

Special Attacks: Poison (DC 14)

Special Qualities:
Saves:

Darkvision 60 ft., low-light vision
Fort +6, Ref +5, Will +2

Abilities: Str 18, Agy 13, Sta 15, Int 11, Spt 13, Cha
11

Skills: Listen +8, Spot +8, Stealth +11 (+7 to
hide)

Feats: Flyby Attackt, Multiattack?, Skilled (Listen
and Spot)

Environment: Warm desert, mountains and plains

Area: The  Stonetalon Mountains, Thousand
Needles

Organization: Solitary, pair, or
flight (5—
9)

Challenge Rating: 3

Treasure: None

Alignment:
Usually
neutral

Advancement: 6-8 HD (Large);

Level Adjustment:

9—11 HD (Huge)

The creature looks much like a
lion with great leathery wings that
flare out from its forelimbs. It has
strong hind legs and a scorpion-

like tail.

Descripcion

A flight of wyverns is an awe-inspiring sight. More
than one adventurer has spun a thrilling tale of the
mighty beasts flying across skies streaked with the
reds and violets of sunset.

Wyverns live in the harsh cliff-terraces of Kalimdor’s
mountains. They hold great enmity for harpies, as the
vile creatures like to capture young wyverns for food
and to subvert and train as guardians.

Like hippogryphs, wyverns are intelligent creatures,
as smart as any humanoid. Their fierce predator
instincts, as well as their harsh environments, lend
little trust for humanoids, however. Despite this,
wyverns are new allies to the Horde. The green-
skinned orcs proved themselves to wyverns in battle
against harpies attempting to kill a Stonetalon
Mountain flight. Since then, the two species have a
growing respect for one another.

Wyverns share respect for the tauren just as they
do the orcs, though the former are simply too large to
join forces with a flying wyvern. A wyvern may choose
an orc with a willingness to take to the air, and the
two establish a formidable aerial scouting and combat
team. Such orcs are known as wind riders.

Wyverns are encountered alone as often as they are

found in an orc rider’s presence.

They speak Orc and Taur-ahe, and are capable of
learning Common and other languages.



WYVERN

Combac

Wyverns have a keen awareness of aerial tactics.
Without riders, they attack in quick dives, striking with
their teeth or tail followed by swipes with their claws.
If trapped on the ground, a wyvern bites and slashes to
clear enough space to take to the air again. Carrying
orcs, wyverns favor strafing runs that allow their riders to
fire at short range before streaking off to a safe distance.
Wyverns with riders act on their own initiative.

Poison (Ex): Injury (sting), Fort DC 14, initial and
secondary damage 1d4 Sta.

Skills: Wyverns have a +4 racial bonus on Stealth
checks.

Myvern Mountcs

Orcs train wyverns as scouting and war mounts. This
training requires a successful Handle Animal check (DC
24 for a young wyvern, DC 31 for an adult) and that the
wyvern is willing to be trained. Wyverns are fast learners;
a trainer can complete this process in about 8 months.

Wyvern cubs are rare and treasured thefts, and can
be sold at around 4,000 gp. Orcs rarely sell the wise
creatures, but a fully-trained wyvern costs somewhere
between 7,000-10,000 gp.

Carrying Capacity: A light load for a wyvern is 200
pounds, a medium load 201-400 pounds, and a heavy
load 401-600 pounds.
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SHRINC OF HIHE T SERE

“Shrine of the Scarab” is a World of Warcraft RPG
adventure designed for four 8th-level Horde heroes. Any
classes may participate, but at least one shaman or witch
doctor is a good idea. Boxed text is meant to be read
aloud or paraphrased to the players.

The action takes place in the Barrens and involves
centaur, animals, and undead.

dvenlare Bacl‘{grozmd

mong the beliefs of the small Krenka centaur tribe is
that every animal in the Barrens has a “guiding spirit” that
controls its actions and destiny. By venerating a guiding
spirit, a tribe can gain the blessing of that guiding spirit.
Although similar ideas appear in many tribal cultures, the
Krenka take this to extremes, going so far as to construct
elaborate idols and following various ceremonies aimed
at pleasing the Barrens’ spirits.

The Krenka have not been doing well of late. Rival
centaur clans slowly gobble up Krenka lands, and recent
raids against orcs, tauren and harpies have been poor at
best. Surely a spirit must be displeased... but which one?
And what must be done to placate it?

Seeking the answers, the Krenka shaman have spent
the last month performing rituals, ceremonies and
meditations, often with the use of mind-altering magic
and substances. One such shaman, Forgol, recently saw,
through a haze of hallucination, a vision of a scarab
beetle scuttling into a cavernous chamber somewhere
underground. Within this cave, a pyramid of stones rises
out of a natural pool, surrounded by four ornate pillars.
In the vision, the beetle crawls into the pile of stones,
which fall away to reveal a skeletal centaur dressed in
a regal array of high-quality animal skins. In one hand
the skeleton wields a long spear that glows with a bluish
light.

Forgol believes that this vision shows the final resting
place of Krenka himself, founder of his tribe. According
to ancient tales, when Krenka grew old he wandered out
into the Barrens to die, but promised to return to aid his
people if the need was great. To this day, following his
example, those centaur who grow too old or injured to
fight leave the tribe to die alone, their fates never known
by their people.

Forgol thinks that the scarab spirit has given him
explicit instructions to find Krenka’s remains and bring
them back to the tribe. The spear’s glow indicates it is a
powerful weapon meant for the chieftain. Furthermore,
as the follower of one of the lesser Barrens creature (the
beetle), Forgol thinks that succeeding in this challenge
will prove his worth and move both him and his totem
spirit up in the hierarchy. To this end, he has gathered a
group of followers and set off to locate Krenka’s tomb.

To aid him in this task, Forgol spent the last week
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constructing a totem to guide him through his vision.
This totem takes the form of a finely carved staff tipped
with a black chunk of obsidian in the shape of a scarab.
When this talisman was complete, Forgol jammed it into
the ground. Immediately a large scarab beetle crawled
from the hole and set off across the Barrens. Forgol and
his escorts now follow the slow-moving creature toward
its destination: a hidden side entrance to the Wailing
Caverns.

@tdvenfare @yno sis

e adventure begins as the heroes encounter
the centaur band and its slowly scuttling guide. After
defeating the centaur, the heroes then follow the beetle to
a concealed entrance to an underground cave network.

AsForgol surmised, deep within these caveslies the final
resting place of Krenka. However, Forgol misunderstood
the reason for the vision. Krenka’s remains have been
corrupted by the dark magic that infuses the Wailing
Caverns. His tortured spirit cannot escape unless his
remains are removed and given a proper burial upon
purified lands. When the heroes reach Krenka’s tomb,
the skeleton of Krenka attacks in desperate fury.

For 1he Heroes

The adventure begins in the northern Bartrens, at
virtually any location within that area except Crossroads.
The Krenka centaur tribe is semi-nomadic, so their home
territory can be set at whatever spot is convenient for
the flow of events. Forgol’s party is traveling on a direct
line from his tribe to the side of the mountain where the
Wailing Caverns are located. Where this path intersects
the heroes, the adventure begins.

The heroes could be in the Barrens for any number of
reasons, including the following:

* Traveling from one place to another to deliver a
message or item.

* Hunting for a specific creature or type of creature.

* Hunting the centaur.

* On their way to the Wailing Caverns to search for
treasure.

¢ Collecting ingredients for a special elixit, formula or
other item.

* On the run and looking for a place to hide.

If the heroes already have a good reason for going to
the Wailing Caverns, this adventure makes an excellent
addition to their itinerary. For example, an alchemist
among their group may be searching for certain
ingredients found only among the deviate creatures
within the caves, or they may simply have heard rumors
that vast treasures await deep within the underground
tunnel network.
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Cencaur and a Beecle (EL 8)

The rocky terrain of the Barrens stretches ahead of
you. Above, a hawk circles in the bright sunlight, seeking
small prey for a midday meal. In the distance, a dark
shape that might be a kodo beast meanders across the
plains. The wind gusts occasionally, whipping clouds of
dust about your group. Then you hear it, carried along
with the breexe — hoofbeats! Even as you reach for
your weapons, a small troop of centaur, bronzed bodies
decorated with garish blue tattoos, emerges from behind
a ridge. They seem to be following something small and
black on the ground before them. Even as you try to
figure out what that might be, the centaur spot you!

Depending on how alert the heroes are, initiative
rolls might be appropriate at once. If they are traveling
carefully, or are concealed in some manner, the centaur
might not notice them immediately (in which case
modify the text as appropriate).

Set up the conflict on relatively even terrain. The
centaur group has just emerged from behind a low
ridgeline about 60 feet ahead of the nearest hero. They
are carefully watching the scarab, which moves at a
speed of 10 feet per round, and take —4 circumstance

penalties on their Listen and Spot checks. Depending
on how quickly events take shape, some of the centaur
may not be immediately visible to the heroes.

Alternatively, this encounter might occur at night,
with the heroes camped about a cozy fire. Again, adjust
the boxed text appropriately. The path of the scarab
beetle takes the centaur directly through the heroes’
camp, so a conflict is inevitable.

It is possible that a fast-talking hero might attempt
to use diplomacy (or intimidation) to forestall
conflict with the centaur. Forgol speaks his tribe’s
tongue (appropriately named Krenkese) as well as
Low Common. However, Forgol and his followers see
themselves as being on a holy quest. The heroes are
just an obstacle to be overcome — part of the challenge
placed upon them by the scarab spirits. Therefore,
Forgol simply uses any diplomacy attempt as an excuse
to prepare for combat. While he talks, he casts various
protective spells, making no attempt to hide this
fact. Meanwhile, he utters occasional low grunts in
Krenkese, giving instructions to his followers: hunters
to the flanks, warriors prepare to charge, and so forth.
These grunts can be detected (but not enough to pick
out individual words) with a DC 10 Listen check, and
overheard on a DC 15 Listen check. Remember to add
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appropriate penalties for distance, as any diplomacy
will likely occur from at least 50 feet away.

Ideally (as far as Forgol is concerned) the centaur
attack with surprise. The lead warriors charge, while
two hunters remain in back firing ranged weapons.
Forgol approaches behind his warriors, planting totems
in the best locations to aid his allies and harm enemies.
If things go badly in this fight, and defeat appears
inevitable, he orders his hunters to slay the scarab
guide and then attempts to retreat. He figures that as
long as he escapes with his staff, he can always summon
another guide later.

Throughout this fight, you should carefully track
the location and status of the beetle. Use a miniature
to represent the beetle; it moves 10 feet per round,
traveling in a straight line from one side of the battlefield
to the other. The scarab never attacks. It is Small, has 1
hit point, and an AC of 11 (+1 size). It radiates strong
divination magic. Even if picked up, its legs continue
to move, trying to propel it along its pre-determined
course.

Creatures: Forgol, a 6th-level centaur shaman, leads

the centaur band. Two 4th-level hunters, as well as two
2nd-level warriors, accompany him.
Forgol, Male Centaur Shaman 6: (R 7; Large
monstrous humanoid (centaur); HD 4d8+6d8+40, hp 88; Init +2; Spd 50
ft.; AC20, touch 12, flat-footed 18; Base Atk +8; Grp +16; Atk +12 melee
(1d8+5, quarterstaff); Full Atk +12/7 melee (1d8+5, quarterstaff);Space
10 ft.; SA spells, spontaneous casting (inflict spells), turn/rebuke fire
elementals; SQ darkvision 60 ft., augur; AL CN; SV Fort +10, Ref +8, Will
+13; Sir 18, Agy 15, Sta 18, Int 8, Spt 18, Cha 17.

Languages Spoken: Low Common, Krenkese.

Skills: Concentration +13, Listen +15, Spot +6,
Stealth +2 (-2 hiding), Spellcraft +9, Survival +5.

Feats: Brew Potion?, Combat Casting, Dodge,
Empower Spell, Weapon Focus (hoof), Widen Spell®.

Shaman Spells (5/4/4/3; save DC 14 + spell level):
Forgol’s high Spirit score and ranks in Spellcraft allow
him to prepare 11 spells per level; he can prepare many
of the spells on the shaman spell list.

Domain Spells: 1st—lesser lightning guardians; 2nd—
fog cloud; 3rd—frost nova.

Domain: Elements (Forgol casts Elements spells as a
7th-level shaman).

Possessions: Scarab staff totem (see adventure text;
functions as a +1 quarterstaff), +1 chain shirt, ring of
protection + 1, wand of cure light wounds (10 charges).
Centaur Hunter 4 (2): (R 5; Large monsirous humanoid (centaur);
HD 4d8+4d8+16, hp 55; Init +4; Spd 50 ft.; AC19, touch 13, flat-footed 15;
Base Atk +8; Grp +16; Atk +11 melee (1d8+4, shortspear) or +13 ranged
(1d8+1, shorthow); Full Atk +11/+6 melee (1d8+4, shortspear) or +13/+8
ranged (1d8+1/x3, shorthow); Space 10 ft.; SA serpent sting 3/day; SQ
dorkvision 60 ft., animal empathy, aspect of the monkey; AL CN; SV Fort +4,
Ref +12, Will +6; Sir 18, Agy 19, Sta 15, Int 8, Spt 13, Cha 11.

Language Spoken: Krenkese.

Skills: Handle Animal +8, Listen +10, Spot +3,
Stealth +6 (+2 hiding), Survival +9.

Feats: Point Blank Shot, Precise Shot, Weapon Focus
(shortbow).

ADVENTURES

Possessions: + | shortbow, masterwork studded leather

armor.
Centaur Warrior 2 (2): (R 5; Large monstrous humanoid
(centaur); HD 4d8+2d10+24, hp 54; Init +6; Spd 40 fi. in breastplate
(base 50 ft.); AC 21, touch 11, flat-footed 19; Base Atk +6; Grp +15;
Atk +12 melee (2d6+5/19-20, longsword);Full Atk +12/+7 melee
(2d6+5/19-20, longsword); Space 10 ft.; SQ darkvision 60 ft.; AL CN; SV
Fort +8, Ref +6, Will +5; Str 21, Agy 14, Sta 18, Int 8, Spt 13, Cha 11.

Languages Spoken: Krenkese.

Skills: Intimidate +5, Listen +3, Spot +3, Stealth
+4 (+0 hiding), Survival +2.

Feats: Dodge, Furious Charge®, Improved Initiative,
Power Attack®, Weapon Focus (longsword).

Possessions: Masterwork longsword, masterwork
breastplate, heavy wooden shield.

Tactics: Forgol directs his allies while first casting
protective and enhancement spells, such as bless, roar,
bear’s endurance and war drums. If given time to prepare
before the fight, he casts frost armor and lesser lightning
guardians on himself, as well as any other enhancements
he can get away with.

His hunters remain at range, letting the warriors
intercept foes. The warriors lead off with a furious
charge and then tie up the opposition.

Confinair‘zg The

dvenlare

ter the fight with the centaur, the heroes must
decide to follow the scarab along its journey. If they
don’t, the adventure ends here, unless Forgol somehow
escaped and returns later following another beetle
— he’d certainly do this, but the odds that the heroes
would randomly encounter him a second time are
low, unless they are staying in the same area for some
reason.

On the surface, there is little reason for the heroes
to follow a centaur spirit guide. They might simply be
curious enough to wonder what’s going on and try to
solve the mystery. It's best to let the players decide to
get involved on their own, as this eliminates the feeling
that they are being led by the nose. If they choose not
to continue, for whatever reason, that’s their call. If,
however, you do feel they need more motivation, here
are some additional hooks:

e If the heroes recover Forgol's staff, they may
attempt to learn more about it. The staff radiates a
minor conjuration aura if detect magic is used upon
it, and also functions as a +1 quarterstaff. If anyone
attempts to identify its powers (through whatever
arcane or divine means is available), they see a vision
similar to Forgol’s, as described in the introduction.
Furthermore, somewhere in this vision, they see the
staff sticking out of the ground, suggesting that they jam
it into the earth. Doing so within the natural terrain of
the Barrens summons a new scarab guide.

e If the heroes have (or have already had) a friendly
encounter with another tribe of centaur, they might ask
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about the purpose of the staff, or why a group of Krenka
might be following a big bug. Any other Barrens tribe
would be aware of the Krenka’s belief in animal spirits.
The other tribe may even hire the heroes to find out
exactly what the Krenka were up to, and recover whatever
it was the scarab guide was leading them toward.

* If the heroes investigate centaur activity at
Crossroads, they learn that the Krenka tribe (easily
identified by their distinctive blue tattoos) has been
on the downswing lately, suggesting that they might be
seeking help from other sources.

e If the heroes take the staff and leave any evidence
of their passing, additional Krenka might attack in an
attempt to recover the talisman. This could happen
even if the heroes are following the scarab — especially
if they allowed any of the original troop to escape. In
this case, form another centaur team similar to that
described above, except that this one attacks using
ambush tactics.

Note that the scarab staff is itself a fairly unimportant-
looking talisman, worth no more than a standard +1
quarterstaff if sold on the open market. A rival tribe to
the Krenka would pay double this amount for it, while
the Krenka would cough up at least three times that
much — assuming they didn’t just attack whoever tried
to sell them their own property!

If the heroes follow the scarab — or call forth a new
one and follow it instead — the adventure proceeds as
the beetle slowly scuttles unerringly toward the Wailing
Caverns. The creature takes a direct line, walking over
or through anything in its path, paying no heed to
terrain obstructions or deadly threats. If it comes to a
tree, the scarab climbs all the way up and over rather
than simply walk around. If it encounters a sleeping
kodo, the beetle crawls right over the beast, tickling it
and arousing its ire. And so on. Feel free to insert any
random encounters as might seem appropriate.

The beetle never stops moving. The players can,
however, put it inside a box or other container if they
wish, in which case the bug walks around the floor and
ceiling in endless circles. This gives them time to rest if
they wish, or to avoid encounters with passing beasts.
If the scarab’s path takes them through particularly
dangerous terrain, they can put the beetle in a box,
move around the obstruction, and release it again. The
bug continues directly toward the cavern regardless of
how far away it might be moved. If the beetle is killed
or incapacitated, a new one can be summoned, but only
once per day and only from the soil of the Barrens.

Eventually, the scarab arrives along the edge of the
mountain containing the Wailing Caverns. However, it
doesn’t move directly to the main entrance. Instead,
it moves up the side of the hill, stops at a large rock,
burrows into the earth and disappears from sight.

The Couacl Cave

You follow your beetle guide as it makes a beeline
directly toward the side of the rocky hill ahead. The

creature climbs toward a large stone embedded in the
slope. Just as you think it will continue on, however, the
insect comes to a halt and digs into the earth. Before you
can do anything to stop it, the scarab disappears into the
ground, leaving nothing but dirt in its wake.

The rock, an oblong chunk of granite about 7 feet long
and 5 feet wide, lies sideways in a natural depression in
the ground. A DC 15 Knowledge (nature) or Survival
check reveals that this stone isn’t a natural occurrence.
It has, in fact, been purposely placed here to cover
something up.

Actually, the rock covers a small cave being used
as a lair by a deviate couatl. This creature hunts at
night, normally staying within the Wailing Caverns but
sometimes emerging to seek prey outdoors. The couatl
can bypass the rock with its dimension door spell-like
ability.

The heroes can move the stone with a DC 23
Strength check. Up to four Medium or Small creatures
can help at the same time.

Ifthe heroes recognize the rock’s position as unnatural,
a DC 20 Survival check identifies slight grooves on the
ground where the stone previously slid. Making this
identification affords them a +2 circumstance bonus
on Strength checks used to move the stone aside,
assuming they choose to push it in that direction.

If the heroes move the stone on their first attempt,
they surprise the sleeping couatl inside the cave. If they
take two or three attempts, the couatl awakens but is
unprepared for combat. If they take longer or take a 20,
the beast is hidden amid the bones and carcasses of its
previous victims and attacks with surprise. For more
information on the couatl, see area 1, below.

Cavern Fealares

At this point, the adventure enters a small subset
of the Wailing Caverns. The caves are natural and
water-carved, so dripping water, small pools, and
rivulets are commonplace. Moist cavern walls are
coated in a thin layer of moss and fungus, some of
which glows with an eerie light. Torches and other
light sources are unnecessary.

The Wailing Caverns are so named because of
winds that occasionally gust through the entranceway,
creating an unnerving, howling sound not unlike
that of wolves baying at the moon. The side area the
heroes explore is a closed system, however, so there
are no winds. In fact, the caves are silent except for
the constant drip-drip-drip of water from almost
every ceiling.

In various places within the caverns are small
rivulets, streams and pools. Nearly all of these
interconnect via tiny passageways and channels cut
through the rock by geologic activity and natural
erosion. Small, yellowish fish dart along in the water.
These fish radiate faint transformation magic. For
more information on them, see area 1, below.
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Random Encouncers

o hurst [ 1 slng henst

Random Encount
(reature(s)
1d4+7 dire rats (3 HD each)

Die Roll (dé)

1d4+3 deep elementals (watery areas only) 5

1d4+5 mana surges and 1 man

s in che Shrine of che Scarad

Die Roll (dé) Creature(s)
4 2 ice revenants
1 rock horer (dry areas only)

Deviace Creacures

Cncoanlters

Consult the map for keyed encounters.

Area 1: Couacl Lair (EL 6)

With the stone moved aside, you see a natural cavern ahead.
The area is about 40 feet across and made of smooth rock. To your
left, you see a large collection of sticks and straw, held together with
dried mud. Ahead, your eyes catch the glimmer of water along the
far wall. “To your right, a pile of skeletons and corpses attracts your
attention. The smell of carrion assaults your noses, causing the bile
to rise in your throats.

This area is the lair of a deviate couatl. The creature
sleeps in a bed of feathers, dried mud and sticks formed
into a nest along the north wall. There are no eggs, or
any sign of eggshells. Couatl normally dwell along the
coasts; this one is a solitary creature that moved inland
for reasons only it will ever know.

The southern wall of this room is a mess of carcasses:
raptors, young kodo, flightless birds, and anything else

the couatl could kill and carry back here to devour.
Several centaur skeletons are buried deep within the
offal, along with a partially consumed tauren corpse.

A small underground stream dominates the eastern wall,
occupying the 5-foot section all the way along that edge. This
stream is actually part of the vast subterranean river network
that winds throughout the Whailing Caverns. The water
passes through the wall in three places, two of them tiny
tunnels about 6 inches across and the third about a foot and
a half wide. The latter tunnel, extending eastward, has an air
pocket above it, and clearly enters an open space beyond.
However, it’s too small for Medium creatures to enter, and
even a Small creature would have a tight squeeze (DC 15
Escape Artist check).

There is no sign of the scarab guide once the heroes
enter this room. Once the beetle burrowed inside, it
swiftly made its way past the sleeping couatl and deeper
into the caves. The heroes won’t see it again until
they reach area 6. The creature cannot be tracked via
nonmagical means as it doesn’t leave any discernable
sign of its passing.
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Creatures: A deviate couatl dwells here.

Deviate Couatl: hp 90. See Dark Factions for
statistics. This deviate version can use dimension door
once per hour as a 9th-level caster.

Tactics: Depending on the heroes’ actions pushing
the rock aside, the couatl could be unprepared for
combat or may be hidden and waiting to ambush the
group. If hidden, it uses targeted dispel magic repeatedly
until its foes are stripped of most or all of their magical
protections. Otherwise, it uses dispel magic only if given
time to do so. It spits acid as often as possible, flitting
nimbly about the room until most of its opponents are
blinded. If cornered or severely wounded, it uses its
deviate dimension door ability to escape, either outside
or deeper into the cave network. If the couatl escapes,
it may appear again later to menace the heroes (50%
chance on any random encounter).

Treasure: Amid the remains of the couatl’s former
meals, the heroes can find a total of 86 gp, a jeweled
bracelet worth 50 gp, one suit of masterwork studded
leather armor (of tauren make), and a +1 spear.

Development: If the party doesn’t consist of all Small
creatures, they have at least three ways into the cave
network beyond:

* Dig out the area around the hole, widening it enough
for a Medium creature to squeeze through. A DC 16
Knowledge (architecture and engineering) or Knowledge
(dungeoneering) check suggests that this could take
hours, and requires considerable effort to prevent a
ceiling collapse. After all, the flow of water through this

area has weakened the naturally porous surrounding
rock. A DC 15 Craft check (of any appropriate trade
skill, such as carpentry or stonecutting) is required to
build the proper framework. Ad-hoc technological
devices might also be a good way past this obstacle. All
this building and digging requires 2d6+ 2 hours, but if any
character succeeds at a DC 15 Knowledge (architecture
and engineering) check while the work is in progress, he
reduces this time by 2 hours. Make a random encounter
check once per 10 minutes, as normal, keeping in mind
that unless steps are taken to keep quiet, all this work
makes a lot of noise.

e If the heroes have access to certain magical or
technological items, they can alter their size to fit through
the hole. Reduce person spells (described in More Magic
& Mayhem), scrolls and potions work, as do gnomish
world enlargers and shrink rays. However, all of these
methods are temporary. Once the durations expire, the
heroes return to normal size and are trapped until they
can use their spells or items again.

* The small fish living in the stream are tiny because
they have been altered by the deviate magic of the
Wailing Caverns. Anyone examining the fish and
making a DC 15 Knowledge (nature) check recognizes
them as a full-grown, but remarkably little, version of a
common freshwater species of trout. The deviate fish are
about 2 inches long, whereas a normal adult trout grows
upward of 1 foot long. Furthermore, the deviate fish
radiate faint auras of transformation magic. Consuming
one of these fish, either alive or cooked, produces a
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reduce person effect that lasts 2 minutes (caster level
2nd). The fish are common throughout this part of the
caverns and can be caught easily with a DC 5 Profession
(fisherman) check or by making an attack against AC 15
(+4 size, +1 Agility). A deviate fish has 1 hit point and
no combat abilities. They do not survive more than a day
or so outside the Wailing Caverns, and once dead, their
power fades after 1d4 hours.

Ad Hoc XP Award: If the players think of an
especially innovative way to enter the tunnels without
complex digging, or discover the deviate fish method
without prompting or hints, award each of them a 250
XP bonus.

Area 2: Tunnel Junccion (EL 5)

Squeezing through the tiny passageway for perhaps
20 feet, you emerge into a wider area. Water sloshes
about your feet as you take your bearings. The tunnel
continues eastward, expanding to about 5 feet wide in
all directions. The water seems to be flowing in that
same direction, but slowly. Bluish light emanating from
the moist walls illuminates the passageway in an eerie
glow. The sound of dripping is constant.

Here, the small entrance tunnel widens out into a 5-
foot-wide passageway leading east. The floor of this entire
hall is covered by about a foot of water. Phosphorescent
fungus coats the walls, as it does throughout most of the
rest of the cave complex.

Two additional tunnels, each too small for Medium
creatures to enter without size alteration, lead north
and south. These holes are just barely visible above
the waterline, requiring a DC 20 Spot check or DC
15 Search check to notice. Creatures of Small size or
smaller can squeeze through in either direction (DC
15 Escape Artist check), but this time the passages go
on far too long for any digging to be worthwhile.

Traps: Ten feet beyond the tunnel junction shown
on the map, a trip wire extends across the passageway,
just underneath the waterline. The wire is connected
to a concealed copper rod that emits a continuing
surge of electricity when triggered. Anyone sloshing
along in the water sets off the device, which affects
everyone in the water to a range of up to 40 feet away
(even around corners). The surge continues for 10
rounds, unless the device is deactivated, which can
only be done by reaching underwater. Heroes can also
avoid the effect by getting out of range or standing on
dry ground.

The gnome explorer Teenik (see area 6) set this trap
for both protection and as a warning device, as the
surge produces a visible violet-yellow glow. Creatures
indigenous to the caverns are now aware of the trip wire
and know to avoid it when traveling down this corridor.
Lightning Trap: (R 5; magic device; location trigger; automatic
resef; never miss; mulfiple targets (all creatures within 40 feet and in contact
with the underground stream); surge dealing 1d6+2 electricity damage each
round for 10 rounds; Search DC 20; Disable Device DC 25.

ADVENTURES

Area 3: Qoze Pic (EL 8)

The corridor ahead narrows before opening into a
larger chamber. Squeezing through the tiny opening, you
emerge into a beautiful natural cavern. Three columns
of limestone flow from the ceiling to the ground in
what looks like a frozen waterfall. Growths of crystal
and gypsum sparkle in the faint blue light. Between the
columns, water drips into a black pool about 15 feet
across. Light wisps of smoke, possibly steam, rise up
from this pool, and as you watch, an occasional bubble
rises to the surface and pops with a soft hiss.

The 60-foot deep pool sits atop a small natural hot
spring. The water is dark because no phosphorescent
fungi dwell nearby — apparently due to the heat, but
actually because of the black ooze (see below). If the
heroes approach, they can feel the heat emanating from
the water, which is about halfway to the boiling point.
The water radiates a moderate enchantment aura.

Along the walls, natural growths of gypsum abound.
These are beautiful, but exceptionally fragile. A DC 20
Appraise check identifies them as worth up to 10 gp
each, and there are 120 different growths of all shapes
and sizes. However, handling these gypsum formations
in all but the most cautious manner reduces them to
dust. They must be carefully packed with loving care
(a DC 10 Craft (gemcutting) or Profession (jeweler)
check). Even so, if their bearer falls 10 feet or more,
takes any sonic damage, or fails a Reflex save, all gypsum
formations on his person are destroyed (unless carried in
an extradimensional space or via some other means that
totally protects them). If the bearer becomes engaged
in combat, one gypsum formation is destroyed for every
blow he delivers or takes (regardless of damage dealt).

Creatures: A black ooze dwells in the black pool,
feeding on any creatures foolish enough to venture
close.

Black Ooze: hp 145. See the Monster Guide for
statistics. This deviate version can use hold monster once
per hour as a 12th-level caster.

Tactics: The black ooze lurks in the watery pit until
someone touches or enters the water, whereupon it
employs its hold monster ability and lurches forth to
attack. If it achieves a hold on an enemy, it immediately
drags that foe into the water to digest its meal. Once it
has consumed someone, the beast is sated and remains
dormant for 1d4+1 days, remaining motionless at the
bottom of the pool.

Area ¥: Rac Lair (EL 8)

The passageway widens as you climb slightly upward,
leaving the waterlogged tunnel behind. Ahead, a natural
cavern widens into a larger chamber. Stalagmites and
fallen rocks litter the floor, creating a broken, jumbled
mess of obstructions. Somewhere amid these, near the
far side of the room, a yellowish glow stands out amid
the normal blue light. The stench of rotting matter fills
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the air. Endless dripping continues, but between drops
you hear something else — a faint scratching, coming
from deeper in.

The floor here is lined with dozens of tiny tunnels,
each no more than a few inches across. These are places
where water naturally flowed through the rock, but a DC
20 Search check determines that digging has artificially
widened at least some of them. If this check succeeds by
more than 5, or if a character makes a DC 20 Knowledge
(nature) check, the searcher can identify tiny claw marks
similar to those of rodents.

Movement within this room is difficult due to the
jumbled mess of fallen stones, holes, and stalagmites.
Movement into any square costs 2 squares of
movement, although a 5-foot step is still permitted.
Characters may not run or charge within this terrain,
and Move Silently checks take a —2 circumstance
penalty.

If the heroes examine the rocks on the floor, a DC
18 Survival or Knowledge (dungeoneering) check
identifies a few of the smaller rocks as part of a recent
fall. Investigating the ceiling also identifies, on a similar
check, that some of the stones and stalactites up there
(about 40 feet high) might also be dangerously loose.
However, they won’t fall unless the heroes do something
exceptionally noisy or violent, such as detonate an
explosive, cast spells that produce significant pressure
or winds, and the like. Such actions bring down a hail
of rocks that deal 4d6 points of bludgeoning damage
to everything in the room. A DC 17 Reflex save halves
the damage. The rockfall deals no damage to the rat
swarms.

Traps: The yellow glow comes from a rotted backpack
near the southeast corner of the room. The backpack
was Teenik’s (see area 6) and contained various rations;
the rats dragged the pack here while attempting to break
in and devour the contents. The light emanates from a
crystal disc attached to the end of an ornately carved
golden handle — a gold magister’s rod (see “Treasure,”
below). Teenik, ever cautious, protected this treasure
with a sonic trap that activates if anyone but him picks
up the rod. In addition to the damage dealt, the noise has
the side effect of bringing not only the rat swarms from
below, but also alerting the water elemental from area
5. The creature arrives to investigate the disturbance 2
rounds after the trap goes off.

Furthermore, the sonic burst has a 25% chance of
triggering a rockfall, as described above. Even if a shower
of stones doesn’t occur, the rocks are loosened — each
round of combat (or anytime there is a loud noise or
disturbance in the room), there is a 1 in 6 chance that
rocks fall. Make this check at the end of each round.
Sonic Trap: (R 6; magic device; location trigger; single use; never
miss; multiple targets (all creatures within 30 feet, not including any
rats that are still underground); sonic burst dealing 3d6 points of sonic
damage and causing deafness for 1 minute, a DC 15 Fortitude save
halves the dumage and negates the deafness; Search DC 21; Disable
Device DC 28.

Creatures: The tunnels in the floor lead to a warren of
rats about 2 feet down. If the heroes make any significant
noise (such as talking in normal voices, digging, or
engaging in combat), the rats emerge in several swarms.
These swarms do not pursue retreating heroes beyond
the waterline in each exit tunnel — although rats can
swim, they prefer not to.

Rat Swarms (8): 20 hp each. See the Monster Guide
for statistics. These deviate versions can use lesser
immolate (described in More Magic & Mayhem) once
per hour as a 4th-level caster.

Tactics: The swarms cast lesser immolate (DC 7) as
they emerge, attacking anyone affected like moths to the
flame. They are fearless and fight until destroyed.

Treasure: The backpack mentioned above contains
some of Teenik’s personal effects, as well as a gold
magister’s rod bearing his personal symbol. (See More
Magic & Mayhem, Chapter Four: So Shiny!, “Rods.”)
The bag has been torn apart by the rats, scattering the
contents into a loose clump on the floor. By searching
through these items, the heroes can find a small pouch
containing 125 gp, several unused torches, flint and
tinder, four shredded wineskins, 50 feet of knotted rope, a
rusty grappling hook, and a sealed scroll case containing
four arcane scrolls: dimensional anchor, identify, protection
from evil, and tongues.

Area 5: Secrer Tunnel Cncrance (EL 6)

The narrow passage here dips down, leaving only
a tiny air pocket overhead for breathing. Even as you
carefully move forward, you can tell you're going to have
to go completely underwater to proceed.

The 20-foot area at the middle of this passage —
where it’s at its narrowest — is completely filled with
water. Even so, swimming through here should not
be a problem, except for the presence of an invisible
water elemental. Assuming it hasn’t already moved to
investigate a disturbance in area 4 or 6, the creature
attacks anyone trying to move down this corridor, waiting
until they become submerged before engaging.

The secret door marked on the map is a rusted grating
covered over with limestone deposits. The grating is so
encrusted with grit that it appears to be nothing more
than a cluster of tiny passages like so many others that
line the waterways. Only if someone moves close to look
through will he see that a wider tunnel extends beyond.
A DC 25 Search check or DC 30 Spot check recognizes
the grating for what it is. Once discovered, it can be
yanked from its moorings with a DC 16 Strength check.

The passageway beyond the secret door descends
deeper into murky, dark waters where no phosphorescent
fungi are present. The heroes need a light source
(assuming they don’t all have darkvision) in order to see
clearly if they proceed to area 7.

Creatures: This section of tunnel is home to a greater
deep elemental. The creature has been trapped here for
some time, compressed into an unfamiliar shape by the
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tight quarters around it, and is quite insane. It attacks
anyone who attempts to enter its lair or disturbs it from
any adjoining chamber.

Advanced Greater Deep Elemental: CR 6; Large
elemental (water); HD 12d8+48, hp 102; Init +7; Spd
20 ft., swim 90 ft.; AC 20, touch 12, flat-footed 17; Base
Atk +9; Grp +18; Atk +14 melee (slam, 2d8+5); Full
Atk +14/+14 melee (2 slams, 2d8+5); Space/Reach 5
ft./10 ft.; SA drench, numbing blow (DC 20), vortex;
SQ darkvision 60 ft., bracers, damage reduction 5/—,
spell-like ability, squashed, elemental traits; AL CN; SV
Fort +13, Ref +7, Will +4; Str 21, Agy 16, Sta 19, Int 6,
Spt 11, Cha 10. Skills: Listen +6, Spot +7, Swim +15.
Feats: Cleave, Combat Reflexes®, Great Cleave, Improved
Initiative, Power Attack, Weapon Focus (slam).

Spell-Like Ability: This deviate version can use
inwisibility once per hour as a 12th-level caster.

Squashed (Ex): Being forced to exist in this small space
has compressed this elemental into a compact form.
Although it is still a Large creature, it occupies only two
squares and can safely squeeze into extremely narrow
tunnels without impairing its movement. However, it
cannot use its vortex ability in such close quarters.

Tactics: The elemental attacks anyone who disturbs
it, turning inwisible at the first sign of intruders. It pursues
foes anywhere in the complex, including dry rooms, but
doesn’t leave the caves. If severely wounded, it retreats
by flowing through the grating into area 7, an act that
might give away the secret door’s existence. Area 7 is
the only place in these caves large enough to allow the
elemental to create a vortex.

Area 6: Teenik's Rescing Place (EL 6)

This chamber is a wide and spacious natural cave.
The water gets deeper ahead, then ends about halfway
across the room. Beyond that, stalagmites dot the floor,
coated in a dark blue moss. Several fallen stalactites
lay strewn about. A portion of the far wall appears to
have collapsed inward, creating a pile of loose stones
and rubble. Just visible there, amid the fallen rocks,
something small twitches in the shadows.

The “something” is the scarab guide. After tunneling
into area 1, the creature headed straight here and started
to dig its way through the rubble. Unfortunately, a heavy
chunk of rock fell over on the creature, which is now
dying. If the heroes release it, the bug’s legs twitch a few
more times before it finally perishes. The creature dies
facing the pile of rubble along the wall.

To get to that side of the room, the heroes have to
cross the deeper section of water that occupies the left
half of this chamber. This section is about 15 feet deep.
However, lurking in the depths is a school of deviate
frenzies. These hungry creatures attack anyone who
attempts to swim across the deeper section of water, but
don’t pursue into the shallow tunnels.

If the heroes look over the rubble on the far side of the
room, they might notice a skeletal hand partially covered

ADVENTURES

by debris. A DC 35 Spot check notices the moss-covered
bones amid the rocks, while a DC 25 Search check also
detects them. If the heroes dig or remove rocks while
they search, the Search DC drops to 15. However, this
also triggers a cloud of fungal spores (see Trap, below).
Furthermore, unless they take care to be quiet, the
clattering of stones attracts the elemental from area 5.

The corpse buried here is that of Teenik, a gnomish
arcanist and explorer seeking treasure within the
Wailing Caverns. His research suggested that a great
centaur hero was laid to rest in this area, and searching
the main body of the caves so far produced no results.
He found this side area while exploring tiny passageways
using the deviate fish size-reduction effect combined
with Noggenfogger elixir. While attempting to investigate
another, larger passage formerly located in the southeast
corner of this room, he created a rockslide that took his
life.

Note that since the beetle died pointing in the general
direction of Teenik’s corpse, the heroes may think it was
leading them to his body. This is not the case, but if that’s
what they want to believe, let them. If they attempt to
carefully line up the beetle’s path with the spot where
it died, a DC 15 Wisdom check reveals that although
the line seems at first to point at Teenik, it’s actually off
to the side slightly. In any case, further digging doesn’t
reveal the tunnel Teenik was investigating, as that exit is
now permanently plugged. Only further exploration can
discover the secret door in area 5 that leads to the final
set of chambers.

Trap: The moss growing on the stalagmites and debris in
this room is unusually dry. Water dripping from the ceiling
bounces right off of its dark green, crusty surface. If this
moss is disturbed (by searching the area, for instance), a
faintly visible cloud of dusty spores bursts forth, filling a 5-
foot radius area. Anyone within this cloud must make a DC
16 Fortitude save or spores lodge in his air passageways. The
spores germinate immediately; the growing mold parasitically
drains bodily fluids while slowly choking the unfortunate
victim. Treat this as a poison: Inhaled, Fortitude DC 16,
initial damage fatigue, secondary damage 1d6 Sta. The
spores then become a disease, dealing 1d6 points of Stamina
damage each day unless the victim makes a DC 16 Fortitude
save (two successful saves in a row eliminate the disease).
The fatigue effect cannot be removed by any means unless
the disease is cured. If the disease kills the victim, he chokes
to death. One week later, his body is reduced to a desiccated
husk covered with dark green mold.

Spore Trap: (R 6; natural hazard; action trigger; multiple targets (all
creatures within 5 feet); dloud of poison and disease (see above for effects);
Search DC 24; Disable Device DC —.

Creatures: The deep water is home to a small school
of freshwater deviate frenzies that hungrily attack any
creature attempting to swim through their territory.

Deviate Frenzies (24): hp 10 each. See the Monster
Guide for statistics. These deviate versions can use
reduce person (described in More Magic & Mayhem)
once per hour as a Ist-level caster.
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Tactics: The frenzy employ reduce person liberally.
They gnaw on anyone who remains in the deep water
but ignore anyone in the side tunnels.

Treasure: Teenik’s body has the following items: rotted
wizard’s robes, a belt pouch containing 280 gp, a flask
with two doses of Noggenfogger elixir, a set of bracers of
armor +4, anecklace with five diamonds (each worth 50
gp), and an amulet of health +2. A set of broken digger’s
tools are underneath his chest, where he fell across them
when the collapse occurred.

Area T: Wacerlogged Groceo

The tunnel makes a sharp twrn and widens into
a murky, dark chamber about 50 feet across. Several
flattened columns rise up from the bottom, carved into
beautiful swirling patterns. A natural current seems to
pull the water into the center of the chamber, drawing it
slowly toward a black spot on the floor.

The spot on the floor is a drainage hole about 6
inches across. Water flowing into this room from
elsewhere in the caverns drains out through this
spot into a river below. The heroes are (ordinarily)
too large to fit through this opening (and the suction
isn’t strong enough to trap them there under most
circumstances). Should they employ multiple means
to reduce their size, they can slip through, but all that
happens is they wind up carried by the current into
the lake outside the entrance to the main section of
the Wailing Caverns.

If the heroes plug this hole, the caverns slowly fill with
water at the rate of about an inch a day. Within a couple
of months, this entire section of caves is completely
underwater — at least, until natural forces cut another
hole somewhere else to permit drainage to continue.

The water in this room is 20 feet deep, and the ceiling a
scant 2 feet above the water line. A DC 20 Search check
reveals that one of the stones in the north wall is loose
and can be pulled out. This stone was apparently placed
where it is on purpose. Beyond it, a 5-foot passageway
opens up, heading up at a slant. The entire area beyond
is dark and dry.

Development: If the water elemental from area 5
retreats to this location, it makes a last stand here, using
its vortex ability.

Area 8: Tomd of Krenka (EL 9)

The narrow passage rises at a slight angle as you
walk. The air is musty and stale. Ahead, the corridor
takes a sudden turn. The wall to the left appears to be
blocked by a rockfall, while the right-hand side opens up
into a wide, natural cave.

Around the corner, a pyramid of stones rises out of a
pool, surrounded by four ornate pillars. Atop each pillar
is a carved image of a creature: a kodo, a serpent, a lion,
and a scarab. The water in the pool encircles the stone
pyramid like a moat.

The stones are the cairn of Krenka, whose desiccated
corpse lies beneath the rocks. If the heroes so much as
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touch a single stone, or disturb the water that surrounds
the cairn, he bursts forth and savagely attacks.

The pillars are beautifully carved. They are each
worth about 500 gp, but weigh upwards of 2,000 pounds.
The dusty statues atop the pillars are removable. They
weigh about 100 pounds each and sell for 500 gp. Krenka
centaur recognize them immediately, however, and seek
to destroy anyone who possesses them (unless, of course,
they are in the process of returning them to their rightful
owners).

Creatures: Krenka’s animated body is a risen centaur.
Risen Centaur Warrior 4: (RY; Large undead; HD 8d12+24,
hp 81; Init +9; Spd 50 ft.; AC 26, touch 14, flat-footed 21; Base Atk +8; Grp
+15; Mk +17 melee (2d6+9/19-20/x3 plus 1 Sta, longspear); Full Atk
+17/+12 melee (2d6+9/19—20/x3 plus 1 Sta, longspear); Space/Reach 10
ft./10 ft.; SQ darkvision 60 ft., damage reduction 10/bludgeoning, immunity
to cold, unholy toughness, +2 turn resistance, undead traits; AL NE; SV Fort
+8, Ref +11, Will +2; Str 25, Agy 21, Sta—, Int 1, Spt 10, Cha 1.

Languages Spoken: Common, Krenkese.

Skills: None.

Feats: Cleave, Combat Reflexes, Dodge, Improved
Initiative®, Great Fortitude®, Mobility, Power Attack,
Spring Attack, Weapon Focus (longspear), Weapon
Specializaton (longspear).

Possessions: Krenkd’s longspear (see Treasure, below),
+2 studded leather armor, and a jeweled necklace
(identifying him as the Krenka clan leader) worth 1,500
gp. Krenka centaur attack anyone openly using or
displaying either the spear or the necklace.

Tactics: Krenka ferociously attacks the nearest living
creature, seeking to slay whoever interrupted his tortured
rest. He attacks anyone in the room or the corridor, but
does not pursue creatures into area 7. If he is slain,
anyone close enough hears a single whispered phrase as
he collapses into dust: “At lasssst... I can ressssstttt....”

Treasure: Krenka’s unique spear was crafted from
the intact spine of a kodo beast. Sharpened lion teeth
surround the wicked-looking barbed tip. The weapon is
a +2 keen longspear of wounding.

Additionally, buried in amid the stones are 20 gems of
various sizes and types totaling 600 gp in value, as well as
a carved bone scroll case containing a map of a section
of the Wailing Caverns. This map could lead to further
adventures in the area, if you desire. The scroll case is
also a good spot for other adventure hooks.

C’oncladix‘zg The

dvenlare

the heroes destroy Krenka’s corpse, they hear his
whispered words of freedom, and realize they have

ADVENTURES

done this poor creature a favor. A DC 15 Knowledge
(local) check allows them to realize they’ve stumbled
across the burial site of a centaur chieftain, assuming
they didn’t figure that out already. They can now
either leave and say nothing about what they found,
or attempt to inform the centaur of what happened
here.

If they do nothing, there is no further action by
the centaur. Since Krenka’s spirit was released from
this plane, his visions no longer torture his tribe’s
shaman. The Krenka may still attempt to extract
retribution on the heroes for slaying Forgol, assuming
enough evidence exists to point in their direction,
but otherwise the Krenka believe their founder rests
in much-needed peace.

If the heroes approach the Krenka, let them
proceed with whatever diplomatic efforts they wish.
If the heroes are respectful and return any specifically
identifiable objects and jewelry (anything described
as recognizable on sight by the Krenka centaur), the
Krenka are friendly to the heroes thereafter. If the
heroes show greed or attempt to sell the Krenka their
own property, the centaur either attack at once, or,
if the heroes are too powerful to face directly, retreat
and attempt to extract vengeance later.

“Shrine of the Scarab” can lead to other adventures,
such as the following.

¢ If the heroes antagonized the Krenka, the centaur
attempt to pursue them, possibly even beyond the
Barrens. The word may spread to other centaur
tribes that the heroes are enemies of the centaur.
This situation can lead to a variety of side events
— for example, another tribe might kidnap one of
the heroes, forcing the rest to rescue him before he is
sold to the vengeful Krenka.

¢ If the heroes become friendly to the Krenka, the
centaur may grant them various favors (knowledge,
enchantments, magic items, and so forth) in exchange
for another service. Perhaps the Krenka want a blow
struck against an enemy centaur tribe, or need one of
their people tracked down from another part of the
Barrens.

* If the heroes are seen with Teenik’s gold magister
rod, which bears his personal sigil, members of his
family might come looking for it.

e Alchemists, witch doctors, and the like could
look to the heroes for information about some of
the abilities shown by deviate creatures within the
Wailing Caverns.

* The map found among Krenka’s belongings can
lead to a greater adventure within the larger cave
complex.
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UNearguiNe IpaEe MoneN

“Unearthing Bael Modan” is a World of Warcraft
RPG adventure designed for four 2nd-level heroes. The
party should include a healer, but any other combination
of classes and races is suitable. Boxed text is meant to be
read aloud or paraphrased to the players.

The action takes place on Kalimdor at the site of Bael
Modan, shortly before the dwarves excavate the place.
See World of Warcraft RPG and Lands of Mystery,
Chapter 2, “Central Kalimdor,” The Barrens for further
details. If in your campaign Bael Modan has already
been excavated, simply use a new, recently discovered
ruin instead.

dvenlare Baclfgrozmd

ver 100,000 years ago, beings known as titans built
great libraries, workshops and laboratories throughout
Azeroth. Bael Modan was one such site. The titans
encrypted their research on banded platinum discs in a
runic language now forgotten to mortal races. The site
at Bael Modan served the titans as a storage facility for
these discs before they packed up most of their gear and
left. A few guardians remained to protect the site for
eternity and the titans sealed off the main entrance.

Geological forces worked over the millennia to sink
the titan ruins deeper and deeper under a mountain.
Earthquakes and shifting ground broke the ruins into
several large areas and separated them, sometimes
hundreds of feet apart. Natural tunnels and caves
developed around the ruins as erosion and time took
their toll. The area is now a great wilderness inhabited
by fierce creatures, including the mighty Kolkar centaur
tribe.

A year ago, troggs escaped hibernation chambers deep
underground after an earthquake broke open some of
their hibernation chambers. The strongest of the troggs,
a hideous creature named Angerlok, leads this band.
The troggs now dwell in the caves above the ruins where
they have easy access to food and water.

dvenlare Svnopsis

e heroes journey along the Gold Road near Bael
Modan when they notice a pillar of smoke rising above
the canyon walls. They investigate and discover the
remains of a dwarf archeologist who was looking for
titan ruins in the area. Searching his camp, the heroes
find a map indicating the way to the ancient site. To
investigate the place, the heroes need to clear the caves
of its current inhabitants: troggs and cave spiders.

Beneath the earth, the heroes locate a grand titan
hall protected by Acheras the Custodian and discover
unused trogg hibernation chambers and long-forgotten
research materials.

For The Heroes

The adventure begins along the Gold Road, an ancient
highway that ran the breadth of Kalimdor a millennium
ago.

The heroes could be on the Gold Road for any number
of reasons, including the following:

* The heroes just emerged from Thousand Needles
and are headed for Theramore Isle. Or perhaps they are
headed in the other direction toward Feralas, or meeting
someone in Ratchet. They stumble upon the ruins of
Bael Modan by chance.

* Merchants from Ratchet hire the heroes to locate
the lair of troggs that frequently raid their caravans.
They offer a 50-gp reward for every trogg killed and one-
third of the value of any stolen goods retrieved.

* As newly recruited soldiers of the Horde, the heroes
are sent on a simple mission: To patrol the length of
the Gold Road and ensure it is safe for travel. After
discovering the lair of the troggs, they rightly assume it is
part of their duty to cleanse the place.

* One of the heroes inherited an old map from a
member of his family who explored the world in his
youth. The map indicates the way to Bael Modan and
the phrase “ancient titan ruins” is written upon it. The
hero gathers his friends and the adventure begins.

* Concerned Horde citizens hire the heroes to
investigate a rumor suggesting that members of the
Alliance — dwarves in particular — are exploring a
specific stretch of wilderness (which will later be known
as Bael Modan). No one knows what the dwarves are
looking for, but the Horde hopes the heroes will find out.
Each hero will receive a 100-gp reward if they uncover
this secret.

* Gorgun Stonemane, a renegade dwarf, hires the
heroes to travel to the caves where he believes ancient
ruins can be uncovered. He offers the heroes a substantial
reward for every disc retrieved without explaining
what they actually are. Gorgun, however, is not really
a renegade but an Alliance spy. While the heroes clear
up the caves and uncover the buried treasure, he leads
a strong party of dwarf warriors to the caves’ entrance.
He still rewards the heroes handsomely, but the dwarves
want to take control of the site.

e If the heroes are part of the Alliance, Gorgun
Stonemane hires them to locate Hogun, one of their
most accomplished explorers already in the region, and
assist him in his task, which is to locate the ancient site
and the titan ruins buried within.

The Wilderness

The adventure begins when the heroes, traveling
along the Gold Road, notice the following:
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The road continues to twist and tumn through the
rocky terrain. In the distance, a thin pillar of smoke
winds lazily in the air. It is too small to be anything more
than a simple campfire, and comes from over a ridge to
the north, a few thousand feet away.

(Uilderness Camp (€L 2)

If the heroes investigate, they see the following:

The body of a dwarf holding a pistol lies besides a
dying fire. A wolflike beast stands close to the half-eaten
dwarf corpse, its muzzle red with blood. A closer look at
the creature reveals two bloody wounds upon its coarse,

black pelt.

Creature: A lone worg recently surprised a dwarf
explorer at his camp. The dwarf, Hogun, was seeking to
uncover the secrets of the past in the area. Before he
perished, he wounded the worg with two shots from his
pistol. The creature is now extremely angry.

Wounded Worg: hp 27 (max 45). See the Monster
Guide for statistics.

Tactics: The worg attacks the heroes on sight. It uses
little thought or tactics, striking at the closest opponents
in a desperate attempt to kill. It fights to the death.

Treasure: Hogun's possessions include: a dwarven
waraxe, a flintlock pistol, a powder horn, 19 pistol
balls, a backpack, a bedroll, a journal, quills, ink, and
a waterskin. Anyone browsing through Hogun’s journal
learns that the explorer was on an archeological mission
to survey and map the area around Bael Modan. From
his notes, Hogun was convinced he could find a cave
or tunnel leading to an underground
chamber of titan design in the area.

A roughly drawn map shows the way
to a place he supposed could be an entrance.

Ad Hoc XP Award: Because the worg is
wounded and fights without much thought,
treat it as a CR 2 encounter.

Cencaur Tridal 1)arkers

As they move closer to Bael Modan,
the heroes locate Kolkar tribal totems.
The centaur of the Kolkar tribe, who
live in this region, erected these totems
every few thousand yards to mark their

territory. Heroes notice the markers with a
DC 12 Spot check.

A carved wooden totem about 8
feet tall and 6 inches in diameter
rises from the dirt ground. It has an
arrowhead shaped crosspiece from
which hang symbols inside circles
bound out of wrapped sticks.

The actual symbols hanging
in the bound stick hoops
differ from totem to totem.

ADVENTURES

A DC 18 Knowledge (local) check reveals these totems
were made by centaur to mark their tribe’s territory.

Cencaur Scouc (EL 3)

The following encounter takes place shortly after the
group leaves Hogun’s camp. Regardless of the direction
the party travels, a centaur scout eventually follows
them, waiting for the opportune moment to attack.

Creature: Every hour the centaur trails the heroes,
they get a Spot check (opposed by the centaur’s Stealth
check to hide). The centaur keeps far away from the
heroes and behind cover, so a spotter catches a glimpse
of the creature before it moves away from the party.

The centaur tests the group at the first opportunity.
When the heroes move over relatively flat terrain, the
centaur hides behind some large rock approximately 80
feet away and fires arrows.

Centaur: hp 26. See Chapter 9: Creatures for
statistics.

Tactics: The centaur attempts to surprise the PCs,
firing arrows from behind cover. The centaur continues
to fire from behind cover (+4 AC, +2 on Reflex saves)
until the group advances. When anyone approaches his
position, the centaur charges, targeting a hero separated
from the group if possible. He uses full actions to make
attacks with his greataxe and hooves, but flees if reduced
to fewer than 10 hit points.

The centaur scout shows no mercy if the group is weak,

since returning the heroes’ heads to his chief
would bring him great honor. However, if
the group defeats him and he cannot
escape, he attempts to bluff his way
out — in Taur-ahe.
Development: The centaur’s
attitude is hostile, as the
Kolkar clan has a history of
bloodshed with the Horde —
especially the tauren. They also do not
trust anyone, especially not the Alliance
races. If a tauren in the group, the
heroes take a -4 circumstance
penalty on Diplomacy checks
when dealing with any member of
the clan. Furthermore, any centaur
they meet targets him first.
If the heroes parley with the centaur, they
learn he is part of a group from the Kolkar
tribe that controls the area. If the
heroes show mercy to him, they have
no further trouble from the centaur,
but if they humiliate or kill him they
risk alienating the entire clan. This
could lead to further adventures. See
Lands of Mystery, Chapter 2, “Central
Kalimdor,” The Barrens for details.
If asked about the caves shown on
Hogun’s map or about other creatures
in the area, the centaur reveals the
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presence of the troggs as well as the location of their
lair. He speaks about these vile fiends with hatred and
contempt, saying the sooner the Kolkar tribe is rid of
them the better.

})Poachigg The
ngg Caves

Whether the heroes are just looking around or whether

they are actively searching for the caves, they eventually
see the following:

A hideous creature moves through a cluster of trees,
some distance ahead. It is powerfully built, with a thick
forehead and a jutting lower jaw. It walks hunched over
and drags a bone club. After a few yards, the beast
disappears inside a dark cave entrance.

A DC 15 Knowledge (local) check identifies the
creature as a trogg.

The troggs who dwell here come and go from the caves
during daytime. Occasionally, a group of hunters return
with slain prey slung over their shoulders. The caves are
relatively quiet at night.

Da%geon Fealares

Regardless of the temperature outside, the caves
are cool and damp year round due to underground
streams of cool water that run above and below. The
ground is always moist, and in some locations puddles

Random Encouncers

form on humid days. Unless otherwise noted, the caves
are naturally formed with approximately 20-foot high
ceilings.

If the heroes come and go from the caves several times,
some trogg hunting parties in the field return. Hunting
parties return with the carcass of a Medium creature
(perhaps even a humanoid). You can use returning
hunting parties over time to restock the caves’ loses.
Six troggs (two groups of 3) are currently outside of the
caves hunting.

Consult the map for keyed encounters.

Area 1: Cave Cncrance

Cool dampness greets you, as does a moldy smell that
permeates the air of this natural formation. From inside
comes the sound of dripping water. Several yards into the
cave, a large column of natural stone splits the passage
in two sections.

During the day, light from outside illuminates the cave
entrance up to the split in the tunnel.
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Area 2: Camouflaged Pic Trap (CL 1)

A DC 17 Survival check made by a hero with the Track
feat reveals this passage (to the left of the pillar) was not
used for several months, as a thin layer of undisturbed
dust covers the floor. If the heroes trigger the trap or are
otherwise noisy, the troggs in area 3 can make a Listen
check (DC 13 if the trap is triggered) to hear them.
Likewise, heroes making a DC 13 Listen check hear the
troggs in area 3 (see that area for details).

Trap: This passage contains a natural pit concealed by
the troggs with a dirt covered animal skin to disguise it as
cave floor. The troggs never use this passage.
Camouflaged Pit Trap: (R 1; mechanical; location trigger;
manual reset; DC 18 Reflex save avoids; 10 ft. deep (1do, fall); Search DC
15; Disable Device DC 15.

Area 3: Guard Chamber (CL 3)

Broken bones and tiny fragments of rotting flesh lie
scattered about this chamber.

Creatures: Two troggs are on guard duty here at all
times. If the troggs are on alert from previous raids (or if
they hear the heroes approach), they expect trouble and
keep quiet. Otherwise, the troggs grunt and growl at each
other in their primitive method of communication. They
are supposed to be keeping a closer watch on the tunnel
leading to area 4, but stealthy heroes may be able to skip
past this cave undetected. The guards change every 4
hours. If the heroes depleted the troggs over several days
of raids, this chamber is empty, as all remaining troggs
gather in area 10 for a final stand.

Troggs (2): 9 hp each. See the Monster Guide for
statistics.

Tactics: The troggs are confident — too confident.
They initiate their rage and charge the heroes, targeting
less armored foes first. They fight to the death, convinced
they can win the battle. The troggs deeper in the complex
are too far away to hear the sound of combat. If one of
the guards can maneuver a hero near the camouflaged
pit trap (area 2), he bull rushes him into it.

Area U: Scream

A 3-foot wide, 1-foot deep stream of water flows in
this tunnel, disappearing into a hole at the base of the
north wall. A large quantity of phosphorescent moss
grows along the stream banks and cave walls.

A DC 10 Search check reveals a charcoal symbol
scratched on the wall. An arrow in charcoal beside the
symbol points to the southeast, toward area 7. A DC
20 Decipher Script check reveals the meaning of the
symbol: “Danger! Do not go this way!” The troggs know
the southeastern path leads to the spiders in area 8 and
never travel anywhere near that cave, not even to pursue
fleeing heroes.

The corridor leading to area 5 ascends at a 45-degree
angle while the one opening into area 7 descends at
approximately the same angle.

ADVENTURES

The stream originates in area 9 and flows to this
chamber, disappearing into the wall and eventually
emerging again lower down the chasm wall in area 6.
The water is cool and drinkable. Heroes can cross the
stream without getting their feet wet with a DC 3 Jump
check (DC 6 without a running start). A hero can walk
through the 1-foot deep stream. However, this leaves his
feet making squishing sounds. Heroes who walk or fall
through the stream take a —2 penalty on Stealth checks
for 10 minutes. The stream’s tunnel is too narrow, even
for a Small character, to get into.

Area 5: Kicehen (EL 1)

This chamber is stocked with provisions and firewood.
Animal carcasses lie in an alcove to the west while boxes,
sacks and firewood are stocked in an alcove to the north.
A trogg tends to a spit over a fire in the center of the
cave. The smoke from the fire rises to a tiny opening in
the 40-foot high ceiling.

The light from the fire spills out to the tunnels,
illuminating the first 10 feet of both corridors leading
to the area. A DC 11 Listen check made up to 20 feet
outside the chamber reveals occasional footsteps and the
sound of things being moved around.

Creature: Markilog, the trogg in charge of cooking,
flees to area 6 when he sees the heroes. If the troggs are
on alert, two troggs (from those normally wandering
about) are posted here to protect Markilog. They defend
the cook until they can escape through the same tunnel.
Troggs fleeing to area 6 rally in area 10; troggs escaping
through area 4 rally in area 3 instead, or flee out of the
caves.

Markilog, Trogg: 9 hp. See the Monster Guide for
statistics.

Tactics: If combat occurs, any trogg involved in the
fight uses the fire to his advantage; to prevent flanking,
to bull rush a hero into it or to retrieve a flaming log
as a weapon. If a creature is bull rushed into the fire, it
must make a DC 15 Balance check or fall into it. Success
indicates the creature merely steps into the fire, taking
1d4 points of fire damage. A creature falling on the fire
must make a DC 15 Reflex save or catch on fire as well.
(See the Monster Guide, Chapter 5: Monster Types,
Subtypes, and Abilities, for a description of catching on
fire.)

A single log in the fire can be grasped as a club without
dealing fire damage to the wielder. This makeshift club
deals 1d4 points of damage plus 1 point of fire damage
for 10 rounds. It then cools off and deals no more fire
damage. Other logs in the fire are too hot or too brittle
to pick up.

Kicking the fire toward a creature counts as a ranged
attack (range of 10 feet with no range increment). A hit
deals 1d4 points of fire damage. The fire can be kicked
twice; kicking the fire a third time deals no damage, since
too many coals are dispersed in the first two attempts.

Treasure: The carcasses are not worth anything, but
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they are edible. The boxes and sacks of provisions show
merchant symbols and are worth 450 gold pieces. A DC
12 Knowledge (local) check reveals the stolen provisions
mostly belong to an important merchant company that
frequents the Gold Road. Heroes may wish to see the
provisions returned to their rightful owners in Ratchet.
Doing so rewards them 150 gp and the gratitude of the
merchants. The boxes and sacks weigh a total of 200
pounds.

Area 6: Deep Chasm

A shelf hangs over the edge of a deep chasm. The
ceiling looms high above in darkness and the bottom
cannot be seen over the edge of the chasm. The sound of
a waterfall from below echoes throughout the chamber
and a faint mist of water vapor permeates the air. A
narrow ledge runs north along the west wall, bends and
heads back south along the east wall to the bottom of
the cave.

Looking over the edge of the western ledge reveals the
exit of the stream from area 4. The waterfall drops 60
feet to the bottom of the chasm.

The ledge’s width varies between 12 and 20 inches.
Heroes must make a DC 9 Balance check to move along
the slippery ledge without falling. Those who fall hit the
pool at the bottom and take 2d6 points of nonlethal
damage and 2d6 points of bludgeoning damage.

A falling creature can make a DC 15 Jump or Tumble
check to control its fall. If successful, it the impact with
the pool deals 3d6 points of nonlethal damage.

Tactics: If the troggs are aware of the heroes’ presence,
2 troggs hide at the bottom of the cave, throwing stones
behind cover to dislodge heroes off the ledge and knock
them into the chasm. Remember to subtract these troggs
from the 5 who normally roam about, or from area 10 if
none of these remain.

Ad Hoc XP Award: If combat breaks out here, award

heroes 50% more experience for the encounter.

Area T: Scalagmices

This section of cave tunnel is thick with stalactites and
stalagmites. Many of them have merged over the years to
create 8-foot tall pillars and all are coated with the same
phosphorescent moss that runs the length of the brook. Despite
the forest of stone, a clear split in the tunnel is obvious. One
fork continues along with the stream; the other heads south.

If the heroes move to area 9, the spiders from area 8
attack the rearmost party member. The forest of stone
gives the spiders many places to scurry away and hide,
allowing them to sneak up on heroes from different
angles and attack with surprise (+4 circumstance bonus
on their Stealth checks to hide). See area 8 for details.

Area 8: Spider Cave (CL 3)

The cave becomes gradually larger and there are
many nooks and crannies along the walls and ceiling.
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Far to the southeast, cobwebs cover the walls and ceiling.
There are two large mounds of webbing upon the floor in
the southeast portion of the cave.

Creatures: A Medium cave spider and its offspring live
in this chamber. The troggs leave the spiders alone and
post warning glyphs in the outer tunnels. These spiders
are of the hunting variety.

Medium Monstrous Spider: hp 11. See the Monster
Guide for statistics.

Small Monstrous Spiders (3): hp 4 each. See the
Monster Guide for statistics.

Tactics: The mother spider stands in the middle of
its lair when the heroes enter. To protect its young, it
attacks the most armored hero by recklessly charging
him. The Small spiders use cunning tactics and attack
from many different points, dropping from the ceiling or
scurrying along the walls to leap in from the flanks and
poison their foes.

If the heroes bypass this cave, the brood mother
attacks them from the rear in area 7 while its offspring
maneuver to surprise the heroes — unless the heroes
were stealthy enough to avoid their attention. The Small
spiders fight as long as the brood mother survives. If the
brood mother dies, they retreat to their lair and climb to
the ceiling.

Treasure: One of the web-wrapped mounds contains
the desiccated corpse of a trogg with no possessions.
The second mound holds the remains of a night elf.
The following items are on the body: two masterwork
moon glaives, masterwork studded leather armor, gloves
of Agility +2, three potions of cure light wounds, one potion
of roar and a pouch with three small gems (each worth

7gp).
Area 9: Pool

Delicate phosphorescent moss covers the entire
chamber, which has obviously not been entered in
months. Along the northwest wall, about 10 feet up
from the floor, is a tiny hole with clear water rushing out.
The water falls into a 3-foot deep pool that flows away
via a stream heading west out of the chamber.

The troggs know this cave is dangerously close to the
spiders in area 8, and they never come this way, not even
to pursue fleeing heroes. At the north entrance (close to
area 10) is a rune almost identical to the one in area 4,
but its arrow points to the south. A DC 10 Search check
reveals the charcoal symbol scratched on the wall and a
DC 20 Decipher Script check uncovers its meaning.

Area 10: Living Chamoer (CL 1)

The floor of this chamber slopes gently upward toward
the east. The rough, natural ceiling is at least 60 feet
high and the far eastern wall appears to be an immense
fortification half-buried in solid rock. Its open gate is 35
feet tall. The gate wall is 80 feet wide and flanked by
two towers that stretch from the cave floor and bury

239



240

Ryvan Garringer (o

CHAPTER TEN:

themselves in the ceiling. Several troggs lie upon animal
skins strewn about the rocky floor.

The fortress wall was once part of a much larger
structure that stood on this site, 100,000 years ago. The
titans built the wall to protect their laboratories from
indigenous creatures. Now, the gate and wall in this
chamber represent a portion of the structure that once
ran around the compound, when it was above ground.
The majority of the ruins are further below ground.

The fortress walls are crafted from superior materials,
but the stone used in their construction is not from
Azeroth. A DC 30 Knowledge (architecture and
engineering) or Knowledge (the planes) check recognizes
this.

Creatures: There were 54 troggs when they originally
emerged from hibernation in the titan ruins, but they
have suffered many losses since then. Disease and conflict
with the centaur of the Kolkar tribe killed most of the
group. Of the 18 remaining, 6 currently hunt outside the
cave complex, 5 wander about, 2 stand guard in area 2,
1 cooks in area 5, and Angerlok stays in area 11. The
other 3 are in this chamber, but there are more if hunting
or wandering troggs joined them.

Troggs (3): hp 9 each. See the Monster Guide for
statistics.

Tactics: The troggs grab their clubs at the first sign
of trouble and prepare to defend their lair. Unless they
were expecting the heroes, it takes them 1 round to
ready themselves. On the second round, the troggs
initiate their rage and charge the hero closest to them,
focusing their wrath on him before targeting another.
On the third round, Angerlok (in area 11) appears at
the ruined fortress gate. He allows the battle to continue
as he surveys the situation until one of the troggs is
incapacitated. He then uses spells from afar to hinder
the heroes until forced into melee, at which time he uses
his rage.

If Angerlok is killed, the group is effectively destroyed
and any remaining troggs flee in fear. If cornered, however,
they fight for their lives. Troggs that escape might survive
the centaur attacks and join their hunting compatriots.
[t is also possible that a new leader eventually rises
and recruits more troggs (as many other hibernation
chambers exist across Azeroth). The heroes might
face them again in a future adventure.

Treasure: The animal pelts are in good
condition and could fetch upward of 65 gp.

Area 11: ChieFcain's Quarcers

(EL2)

More of the fortress walls are visible here and
the chamber appears to be the ruins of an age
long gone. If it were not for the cave ceiling,
one might think this place
should be outside to defend
some  important  trade
route.

ADVENTURES

Further to the east is a fissure in the cavern floor
where the rest of the fortress should be. Stacked against
the north wall is a massive mound of animal furs
that serves as a bed. Freshly gnawed animal bones lie
scattered beside it.

The fissure is 90 feet deep and there are many handholds
and ledges on the way down. It leads to area 12. Heroes
may descend with a DC 14 Climb check or use a knotted
rope (Climb DC 0). About a year ago, the troggs climbed up
through this fissure from the ruins below. A DC 17 Search
check shows evidence of their passage.

Creature: Angerlok is the leader of the troggs. He

disallows others from keeping jewelry of any kind, but
he wears a bone necklace made from the remains of
his victims. He wields a mace stolen from a healer slain
shortly after the troggs emerged from below, in the days
when his group was stronget.
Angerlok, Male Trogg Shaman 1/Trogg 1: (R
2; Medium humanoid (earth, trogg); HD 1d12+1d8+4, hp 20; Init +1; Spd
30 ft.; AC17, touch 11, flat-footed 16; Base Atk +1: Grp +4; Atk/Full Atk
+5 melee (1d8+3, heavy mace); SA rage 1/day, spells, spontaneous casting
(inflict spells); SQ darkvision 60 ft., augur, Elements domain (lesser), rebuke
earth elementals, turn air elementals, rage of the earth, trogg traits; AL CE; SV
Fort +6, Ref +3, Will +4; Str 16, Agy 12, Sta 14, Int 8, Spt 15, Cha 8; Skills:
Concentration +5, Intimidate +7; Feat: Endurance.

Shaman Spells (3/2); save DC 12 + spell level):
Angerlok’s high Spirit score allows him to prepare 7
spells per day. He favors the following spells:

O0—detect magic, flare, resistance; 1st—burning hands,
war drums.

Domain Spell: 1st—Ilesser lightning guardians.
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Domain: Elements (Angerlok casts Elements spells as
a 2nd-level caster).

Possessions: Studded leather, masterwork heavy mace,
spell component pouch, bone necklace (worthless),
assorted coins and gems (worth 37 gp).

Tactics: Angerlok casts lesser lightning guardians and
joins the battle in area 10, but if the heroes somehow
manage to take care of the troggs there without alerting
him, they find Angerlok relaxing on his bed. If surprised,
Angerlok fights to the death, using spells to harm his
foes before using his rage and engaging them in melee.

Treasure: The pelts in this chamber are worth 135
gp.

Area 12: The Foot of che Fissure

A massive set of arched double doors is set directly
into the east wall of this natural cavern. One of the
doors is slightly ajar. The faint light from the chamber
beyond spills out into the cave.

The doors are stuck into the bedrock and unmovable.
They are open just enough for a Medium creature to
squeeze through.

Area 13: Tican Grand Hall (EL 4)

Ower 100 feet in diameter, this circular, domed
chamber is almost too beautiful to be real. The walls
are composed of yellowish-gray stone with green accents
and pillars are set into alcoves, giving this grand hall

an overall regal appearance. Along the domed ceiling,
some 70 feet above, translucent tiles glow with a soft
light from an unknown source.

The hall includes three other pairs of arched double
doors like the one in the western wall, spaced evenly
about the chamber. The one set to the north is slightly
ajar, but the other doors are closed. In the center of the
chamber is a wide, two-foot high pedestal upon which
a stone statue stands. Bright green crystals cover the
humanoid shaped statue’s left forearm. The bony
remains of several creatures lie around the chamber.

The skeletal remains of 11 troggs lie upon the floor
of this chamber. (A DC 15 Heal check identifies them
as trogg remains.) Acheras, the stone keeper, killed
them when they emerged from area 14. The rest of the
unarmed troggs escaped to area 12.

The walls of the chamber are composed of alabaster,
jade and a material not native to Azeroth. A DC 15
Knowledge (architecture and engineering) check
identifies the common types of stone. A DC 30
Knowledge (architecture and engineering) or Knowledge
(the planes) check reveals the otherworldly nature of
the other material.

A DC 24 Strength check is required to push open a
closed door, but only after a hidden latch (Search DC 15
to notice) is released. Up to four heroes can push on one
of these huge doors at the same time.

Creature: Acheras, the statue, is one of many stone
keepers that served the titans, ages ago. Stone keepers
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are seemingly intelligent, but are in fact operated by
sophisticated programming. Acheras can communicate
and carry on intelligent conversations with any creature,
in any language (thanks to its tongues spell-like ability).

One round after the heroes enter, Acheras speaks in
the ancient titan language. If they move further into the
room without answering, it repeats itself once. If another
round goes by without a response, it attacks. If the heroes
attempt communication, Acheras realizes they cannot
understand and proceeds to manipulate the crystals on
its left forearm to use tongues. It then repeats what it said
earlier: “I am Acheras the Custodian. Please state your
intentions for entering this facility.”

Acheras was programmed to maintain and protect this titan
library and research facility. He also served as a laboratory
assistant and information repository 100,000 ago, when the
place was still in operation. Acheras does not allow anyone to
search the chamber. The heroes are free to leave, or remain
where they are and converse. Acheras answers anything
question it can; it might provide the following information:

* Acheras’ master, a titan named Khaz'goroth,
formerly ran the facility. Acheras does not say anything
more about Khaz'goroth other than his position as
facility overseer.

* The titans ceased facility operations 100,000 years
ago.

* Acheras does not know where the titans went.

* Acheras was left in charge of the facility’s
maintenance. [t awaits its master’s return.

ADVENTURES

* The facility was once a multi-level complex above
and below ground surrounded by a fortress wall.
Geological forces and instability slowly sunk the facility
into the ground and tore it apart into many sections at
many different elevations in the mountain.

* About a year ago, an earthquake damaged the
hibernation chambers (in area 14). The troggs entombed
within awoke and Acheras tried to stop them, but most
managed to escape.

* The troggs were the mistaken first attempt at
crafting a mortal race of guardians from living stone for
Azeroth. When the titans saw how brutal and misshapen
the troggs were, they buried them in the northern vault.

* Acheras knows the titan scientists referred to the
successful second race experiment as Series Two. (Note:
Dwarves were the successful conclusion of the titan’s
experiments, called “earthen” in ancient times, but
they looked different before 100,000 years of evolution.
Acheras does not recognize a dwarf for what he is, even
if there is one in the party.)

* The area beyond the south doors is the library
chamber, but it was damaged by quakes almost 50,000

years ago.
* The area beyond the east doors caved-in long ago.
Acheras has strict orders. The heroes cannot bluff
their way past him even if they claim to be titans, or
to be working for titans. Acheras simply says, “Only
my master can authorize access to the other chambers.
You may wait outside for his return.” Of course it has
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already been 100,000 years and it therefore may take a
while before Khaz'goroth returns. The heroes need to
deal with Acheras (by defeating him) or give up their
exploration of the lower ruins.

Acheras the Custodian: (R 4; Medium construct; HD 3d10+20,
hp 36; Init —1; Spd 30 ft.; AC 21, touch 9, flai-footed 21; Base Atk +2; Grp
+5; Atk/Full Atk +6 melee (1d8+3, slam); SQ darkvision 60 ft., damage
reduction 5/adamantine, immunity to magic, programmed intelligence, spell-
like abilities, construct traits; AL N; SV Fort +1, Ref +0, Will +1; Str 17, Agy 9,
Sta—, Int 17, Spt 11, Cha 1; Skills: Appraise +9, Jump +9, Listen +8, Search
+9 and Spot +8; Feats: Skilled (Listen and Spot), Weapon Focus (slam).

Spell-Like Abilities: A stone keeper can manipulate the
crystals on its forearm to generate any number of spell-
like abilities. Acheras is programmed with the following
abilities:

At will—detect magic, legend love, read magic, tongues
and true seeing. Caster level 12th.

Immunity to Magic: Acheras is immune to any spell or
spell-like ability that allows a saving throw.

Programmed Intelligence (Ex): Stone keepers are
programmed with an intelligence so sophisticated that
observers are hard pressed to distinguish one from a
sentient being. A stone keeper is able to communicate in
the ancient language of the titans.

Further, a stone keeper can manipulate its forearm
crystals to retrieve archived information. The stone
keeper can retrieve any information stored.

Tactics: Acheras targets the hero closest to area 15 and
follows anyone who moves into area 14, 15 or 16. The
stone keeper does not normally leave this chamber, but
it fights heroes who retreat to area 12 if they continue to
attack with ranged weapons. If they pose no more threat
to the facility, it leaves them be and returns to its place
upon the pedestal. While on the pedestal, it heals 1 hit
point per day.

Area 14: Hibernacion Chambder

This huge chamber has similar architecture as the
grand hall, but is L-shaped. The ceiling slopes into a
semicircular dome and has the same glowing translucent
stone tiles.

Along the floor are 6-foot long stone sarcophagi. The
lids are pushed aside, or laying on the tiled floor. Each
lid is embedded with a smoky glass window about 1-
foot square. The far side of the chamber appears to have
suffered a cave-in and heavy boulders have fallen in and
crushed or buried some sarcophagi.

Each sarcophagus, left here 100,000 years ago when the
titans abandoned the facility, once contained a trogg in
hibernation. A natural earthquake caused a cave-in that
disturbed some troggs’ hibernation cycle. The creatures
escaped and freed the other surviving troggs. Eventually,
dozens of troggs were released from their long slumbers.
Angerlok, the strongest among them, took control of
the group, and after several aborted attempts to get past
Acheras they finally managed to escape to the surface.

The titans could manipulate the smoky glass in each
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lid and turn it clear to peer inside the sarcophagi, but
now the glass remains smoky at all times. The sarcophagi
once radiated magic, but the arcane energy was released
when the lids were removed or smashed in the quake.
The crushed or buried sarcophagi each contain one
trogg skeleton.

A door is completely buried (and not visible) at the
east end of the chamber. It leads to other titan ruins, but
it will take weeks to clear the rubble to gain access to the
deeper chambers.

Area 15: Ruined Lidrary

The walls and semicircular domed ceiling of this
chamber are covered in translucent glowing tiles, but a
portion of the room has been torn away, leaving a jagged
stone wall. Shelves, like bookcases, cover most of the
walls, and two massive cases lie in the center. The first
shelves of these structures, however, begin 10 feet off the
ground. Most of the shelves contain metallic discs.

A DC 13 Climb check allows a hero to reach the
shelves and bring down the metallic discs. Each one is
platinum coated, 10 inches in diameter and half an inch
thick. Each also has a 1-inch diameter hole through
its center. A DC 15 Search check of a disc reveals tiny
markings forming a circular pattern running from the
outside edge to the central hole.

Treasure: Eighty-nine discs are scattered on the
shelves, and each one has a platinum piece’s worth of
metal coating. However, the discs may be more valuable
if collected undamaged and sold to an organization
interested in ancient history. A number of dwarf groups
would be willing to pay the equivalent of 50 to 100 gp in
money, gear or land holdings for each undamaged disc
retrieved. The platinum discs explain that the troggs
were the titans’ first attempt to create life from living
stone, but the experiment was a failure. When the titans
saw how brutal and misshapen the troggs were, they
buried them in vaults all over the land. Acheras is not
aware of the other vaults, much less where they are.

Some slightly larger discs, called the Discs of Norgannon,
are powerful magic artifacts and hold a secret history of the
titans’ war against the Old Gods. Several factions would do
anything to get their hands on these invaluable discs. If the
heroes retain possession of the discs here, some might believe
that they are the Discs of Norgannon; the heroes risk being
harassed by thugs hired by several opposing groups, including
dwarf historians. They may even feel political pressure from
Alliance and Horde authorities and become the victims of
extortion — or murder.

Translating the discs is a difficult prospect for anyone,
as there may be no one alive who can read the titan
language.

Area 16: Caved-in Chamber

This chamber once contained hundreds glass vials with
living specimens, but it now lays in ruins as most of its
ceiling fell down long ago. The chamber is packed with
debris and nothing of value can be uncovered here.
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Concladigg The

dvenfare

ne way or another, dwarves eventually learn of the
trogg caves and the titan ruins found within. They soon
send armed excavation crews that will change the face
of the region for good. Centaur also begin assaulting the
dwartf camp for intruding on their lands, prompting the
construction of walls for defense. Over time, digging
crews uncover more and more titan artifacts and the
dwarves invest more money into the operation. The
site grows into a permanent settlement in the following
months.
“Unearthing Bael Modan” canlead to other adventures,
such as the following.

ADVENTURES

* The Alliance or the Horde may hire the heroes to
take care of the centaur raiders in the region. They may
have to cut a deal with the Kolkar tribe, perhaps even
negotiate some sort of truce.

* Heroes loyal to the Horde could take a firm stand
against the dwarves who took control of the site they
uncovered. This could lead to several forays against the
newly arrived dwarves in the area.

* The heroes may decide to compete with the dwarves
and search for more titan ruins themselves, which they
could then offer to the dwarves — for a price.

* If the heroes cut a deal with the dwarves, they could
work as soldiers in the defense of Bael Modan.

* Heroes on good terms with the Alliance could also
work as delvers and explorers, earning a steady pay from
the dwarves while exploring deeper ruins.
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