




Adva~ced 
Du nge on sftPragon s® 

Adventure Module for 5-8 characters, levels 5-7 

ALL THAT GLITTERS ... 
by Jim 'Bam6ra 

Not all that tempts your wand'ring eyes 
And heedless hearts , is lawful prize; 
Nor all that glitters, gold. 

CONTENTS 
TIK UL'S SAGA 

The Adventure 
Archaic Common 
Abbreviations 

THE INDICARA (Encounter areas 11 -19: Map 1) 

The Indicara 
Random Encounters 

2 
2 
3 

4 
5 

2 

4 

THE WIND WALKERS ' PASSAGES (Encounter areas Wl-W27: Map 2) 8 

How the Tunnel System Works 8 
The Prisoner 10 
Encounters 10 

THE ASH MIRE (Encounter areas Al-A3: M ap 3) 18 

The Ash Mire 18 
R andom Encounters 19 
Encounters 19 
The H ek'Islett Camp 20 
The Kidnap Attempt 21 
The Hek'Islett 21 

THE TEMPLE OF AUMATA-PERION (Encounter areas Tl-T20: Map 3B) 22 

Kegen & his Family 22 
Outside the Temple 23 
Inside the Temple 23 

THE FINAL ENCOUNTER 

Ending the Adventure 

MEN AND MONSTERS 

The Atem & The H ek 

29 

30 

29 

30 

© 1984, TSR , Inc. All Rights R eserved. If you have any questions regarding thi s or any 
other TSR® product, please write to: 

This module is protected under the laws of the 
United States of America. Any reproduction or 
other unauthorized use of the material or artwork 
conta ined herein is prohibited without the express 
written permission of TSR, Inc. 

ADVANCED DUNGEONS & DRAGONS , 
AD&D and FIEND FOLIO are registe red trade
marks owned by TSR , Inc. 

Printed in USA 

TSR , Inc. 
POB 756 
Lake Geneva 
WI 53 147 

TSR UK Ltd . 
The Mill, R athmore Road 

Cambridge CBl 4AD 
United Kingdom 

CREDITS 
Storyline: 

Production: 

Typesetting: 

Cover Art : 
Internal Art : 
Cartography: 

Jim Bambra, 
Graeme Morris, Tom Kirby 

Phil Gallagher & 
TSR UK Design Team 

Paul Cockburn, 
Kim Daniel 

Brian Williams 
Tim Sell 

Paul Ruiz 

MAPS 

MODULE FOLDER 

OUTSIDE 

Map 1: INDICARAJUNGLE 
la: VALLEY of the MOUTH 
lb : BARRIER SHRINE 
l c: FIRE GIANT'S LAIR 

INSIDE 

Map2 : 

2a: 
2b : 

2c: 
M ap 3 : 

3a: 
3b: 

WIND WALKERS' 
PASSAGES 

WINDGATE TERMINUS 
MAINTENANCE POST 
VIII 

TERABAR TERMINUS 
ASH MIRE 
THE CAMP 
TEMPLE of A UMATA
PERION 

MODULE BOOKLET (tear-out sheet) 

TILED MAP from area W2 
TIKUCS MAP 

page 31 
page 31 

Distributed to the book trade in the United States 
by R andom House, Inc. and in Canada by R an
dom House of Canada, Ltd . Distributed to the toy 
and hobby trade by regional distributors. Distrib
uted in the United Kingdom by TSR UK Ltd. 

ISBN 0-88038- 180-9 

394-54199-5TSR0600 

9126 



BerwltIi. the twisted brandies of a tTopica£ tTee a 
skeleton Cies 9Jinnin9 at the clear &Cue sky. Vines 
twine tlinnl9li its ribs ana ants crawl over its 
sfwCI. These sun &Ceacfw{ &ones are aU that 
remain of the sorcerer TIkuC, anum who went in 
search of a dream &ut found only dMtIi. 

Our story &~ a year ana a haLf 1190 in a 
library far from the j1Ul9Ce. WftUe researc1"tif19 
into ancient ana dusty tomes, TUUd cmne across 
rifer-mas to the Kef'UI, a wemtJiy ci.vi6sation 
o/in9 to the west of the impassa&Ce Hadama 
Mountains. His inuIgination jiTet! fly d"escrip
tions of mi9/ity ffUI9ks ana majestic dOmet! 
cities, he vowet! to visit this Cmu{ ana see for 
himsdf its 9~ wonders. Greatest ana 
most irJtri9uin9 of these were the pasSll9es &uiCt 
dUp under9fomuf fly the dark arch ""'ge 
KaIioatep. These aUowet! tTavdCers to ride the 
wind from one sUfe of the mountmns to the 
other, ana tfuy wouCd &e Tiku!'s access to the 
CandS of the Kepta. Ddvin9 fortJier, he dis
coveret! that two tT~ posts ~ one at 
each end of the pasSll9es - Wlnd9ate to the west 
and Tera&ar to the east. Accordif19 to Tiku!'s 
cafcufmions, Tera&ar ~ at the source of the 
Utdoo River dUp in the Indicara J1UI9Ce. 

Ell9er to &e under way, TUUd co£Cectet! a trusty 
&ana of associates. H e instmctet! IUs apprentice 
to foCIow the clUes that he wouCd reave ana then 
set out for Port ECiza&etIi. From there he 
jOUl'rU3'et! up river to the tT~ settCement at 
Kett's Rapids where .friendly MaCCata natives 
wamet! him of the warfike Atem tTi&es Civin9 
a&ove White Tooth Water. 

THE ADVENTURE 

T hi s is all ADVANCE D D UNGEONS & 
DR AGON S® m odule, s uita ble fo r a pa n y 
o f 5-8 c haraCltTs o f 51 h -7th leve l. It is 
essential that the party contains at least one 
cleric or druid. 

T he a d velltu re begillS when Ihe pa rty 
acq uires fra g m ents o f T ikul 's m ap in Ihe 
fo rm o f pa rchment wra ppillgs fo r carved 
ivory s ti cks (for usc in augury spell s) . T he 
s t ick s wtTe m a de by Mall a ta na tives li ving 
lIea r Kelt 's R ap ids ill the Indicant Jung le. 
T hey ha d di scovered T ikul's bo d y, b ut to 
them the m ap was m ea ningless a nd they 
tOrt' il up to u se as packagin g for the ir 
goods (Ios ill g pa rt in the process) . 

W h ellihese fragments are la id o ut in o rder, 
they w ill look like th e illuslra li o ns o n the 
upper p a n o f th e tear o ut sheet (pages 31 
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l.lndauntet! the adventurers enteret! the j1Ul9Ce. 
Drencliet! with sweat ana pfll!Juet! fly mos
quitoes, tfuy Iiacfw{ their way to white Tooth 
Water. Unmistaka&Ce • of the Atem Iiuf19 
from the tTees - sl'udCs ana &ones c.Cacked 
rhytlimicnUy to9et1ier ana ~liUy coCouret! 
featJiers d'ancet! l'i9liUy in the brute. T~ 
continuet! on, ~ the wlllllin9s &ut 
preparet! for any attack. Thei.r tTek brOll9Iit them 
to a.fork. in the river, where twin watetfo!Cs 
empt:i.etC into the Uufoo. LoIlmin9 Iii9Ii a&ove 
the foIC.s was Mount Gi!9estl, its &Cack smoke 
sTfU1d9in9 the clear sky - a~1it for wfiidi. TUUd 
was unprepared; for IWWhere was a voCcano 
rnmtionet! in the ancient wriiin9s. With row 
spirits he reaCiset! that Tera&ar ~ under the 
fiardenet! Cava. 

Bitterly disappointed; TUUd saw no a&emati.ve 
&ut to turn &ack. Just as the expCorers were 
~, a conceaCet! entrance was discoVered: 
T~ enteret! the tunnel &eyond expectin9 to 
reach the fo&let! passll9es. Instead it brOll9Iit 
them to a nan'OW vafIey &Cocfw{ fly a 9feat stone 

dam ana anAtem slirine. Fres/iliope 9few wlim 
TUUd cafcuCated" that another entrance to the 
passll9es ~ aIi.ead - an entrance not to Tera&ar 
&ut to one of severa( maintenance stations that 
servet! the tunne!s. 

FO~ a .Ji91it with theAtem ana a periCous 
chase tlirOll9/i the &09 &eyond the dam, the 
d'qJCetet!ana weary 9foup JinaUy arrivet! at their 
~~~~ajiTe~9~y 
showet! them the entrance tfuy were s~ ana 

a ll d 32). T he m ap sho ws, in cryp ti c fo rm , 
m ost o f T ikul 's jo urney to the temple o f 
Auma ta -Perion . T he p a rts showing the 
w ind passages have been los l. T ikul d rew a 
pictogra m a t th e end o f the m ap sh ow in g 
the r iches which he was con vinced exi s ted 
a t Aumata -Peri o n. 

T he ivo ry s ti cks a re typica l Ma ll a ta work
m a nshi p, a nd th e pa rty w ill be a bl e to fin d 
this OU I from tra ders, w ho will a lso idenlify 
Port E li za beth a nd th e lrad ing pos t a t 
Kell's R ap ids. T he a dventu re rs w ill need to 
journey to Po rt E li za be th a nd then tra ve l 
u p ri ver to Ke ll 's R a pids, a sm a ll selll em ent 
a t the ed ge of the jung le. Few o Uls iders 
venture beyond i t, a nd no bod y there w ill 
ha ve a n y info rma tio n rega rding T ikul o r 
hi s jo urn ey o ther than th a t h e passed thi s 
way a year o r so ago. T he trad ers a t Ke tt 's 
Rap ids ha ve no direct co ntac t w ith lhe 
Atem a nd know lilli e o f them except tha t 

TIKIII/S 
tfuy d"escmd'et! dUp into the earth. Dam, fouL 
&easts now d"weft in the a&andOned" passll9es. 
F~ attack at any moment, the companions 
expCoret! until tfuy found" the magi.ca£ 9ates at 
the eastern end of the pasSll9es. As soon as Tikul 
Ii.ad tappet! the source of ancient magic.. tIi.e 
enchantet! wind swept them west to Wintf9ate. 

Wifld9ate was in ndns ana the wind &Cew no 
more toward's the east. Searc1"tif19 for a means of 
escape TUUd discoveret! a JIi91it of stairs and" a 
few pieces of ret! incense wli.ich he reaCised" 
wouCd' aUow tTavd &ack to Tera&ar. However, 
the Cure of the Kepta's wemtJi drew him Cike a 
~ ana he let! the way up the stairs. Tikul 
ana IUs companions were unpreparet! for what 
~ at the top - a parchet! Cmu{ coveret! fly a tIiick 

th ey a re a n aggress ive tri be li ving around 
lhe headwaters o f the U tdoo Ri ver. 

ARCHAIC COMMON 

Duri ng the course o f thi s ad venture the 
p layer c ha racters w ill en counter a number 
o f N P Cs w h o spea k a n a rcha ic fo rm o f Ihe 
CO ml110 11 LO ng ue (a rcha ic commo n). While 
bea ring a rescmbl a n ce 10 m odern speech, 
a rch a ic commo n will not be lOta ll y com
p reh ens i ble to pl ayer cha rac ters . Cert ain 
words a nd p h rases w ill be mca ning lessand 
so m e w ill con vey a mea ning d ifferent to 

tha t intend ed. Simi la d y, N P Cs who spea k 
a rcha ic commo n w ill have difficulty under
sla nding w hat the cha rac ters a rc say ing. In 
£I ll y situa ti o n w here this occurs the OM 
sh o uld ha m u p th e role play ing as much as 
poss ibl e by using broad accellls a nd poss
ibl y p lay in g up a n y mi sundersta ndings 



SAGA 

th<lt occur . l-Iow(' \"('I" , the DM should not 
force t he players into impossible s it ua t io ns 
by making it 100 difficu lt for th e ir cll<lr
<lClCI"S to communica te effectively. In Illos t 
s ituations player charactns shou ld be able 
to carry o ut rcasonable con Vl'!"sa t io n s -
hut makc them work for it and a bove a ll 
cnjoy YO llrself! 

ABBREVIA TIONS 

In th is module, the sta ti s ti cs of lllonsttTs 
a nd nOll-player characttTs have been s tand
<lrdiseel. The inforlllation is given aftl'!" the 
monster 'sl PC's name, as follows: 

AC = Armou r Class; MV = Movemcnt Rate; 
HD = I-lit Dice (monstl'!"s ) o r Class/ Level 
(NPCs - St'(' below ); hp =cuITent hit po int s 
(f ig ures in bracke ts indicate maxilllulll hit 
points o f wouneled creatures); #AT = 

dust cioud; where twisted nwuntains thrust 
starkly upwards. The rich Caw{ beyond tfie 
mountains was no more; it fuu{ beat destroyed; 
for what reasons Tiku! couU( onLy 9~s. But 
destroyed" it was. 

In its pCnce was tfie infwspitabCe Asli MiTe, a 
Caw{ where amt ~ in tfie air, a bane to vision 
and &r~, hollK to a Jew desert creatures 
and tfie Hek - a stTOOge peopCe descended from 
survivors of tfie cataclysm wfiidi fuu{ torn tfie 
sou! from tfie Caw{ countfess m.ifCennia 1190. A 
peopCe to whom weaWi is measured" not in 90Uf 
&ut in di-ops of water. So 9Teat is tfie Hek fust for 
'riches' that certain fomaCes can sense its 
presence many miles aw'9" When a create water 
speU was IUlwmin9LY cast &y a JtKm&er of 
Tiku!'s Party, it was as if tfie very doors of 
heaven opened" for one such woman. In a trance 
she Ced tfie tribe to TikuL's camp where tfie 
tribesmen cr~ &y tfie si91it of'riches' aI:Ulc.ked" 
manicaUy, ~ onLy Tiku! and his cCeric 
companion alive to be taken prisoner. 

The Hek'II} as tfie tribe caUed tfiemseLves, were 
pCeased" with tfieiT catcIi and treated" tfieiT 
captives with respect. In tfie days that foCfowed; 
tfie Hek recitd many laCes oftfieAsIi MiTe, &ut 
tfie one that most inteTestedTiku! Ika!t with tfie 
'Jabufous tempCe of Aumata-Perion where aa 
tfie riches in tfie worUf were stored:' B~ 

N ulllber of Attacks; D = Damage Caused by 
Attacks; SA = Specia l Attacks; SD = Specia l 
Defences; MR = Magic Resist a n ce; Int = 
I ntell igcn ce (lllonsttTs anel III inor N PCs 
o nl y); AL = A li g nm ent ; Abil it y Scores 
(m<ljor N P Cs o nl y - sec below) ; Size 
(mon sters a nd minor NPC:s o nl y); xp = 
Expnienct' Points awa reled for OVtTCOIll 
in g; THACO (see below ); Source of furthn 
informa ti on. 

The following additi o n a l a bbreviations 
arc used: C =C:lnic, D = Druid , F = Fightl'!" , 
P = Paladin , R = Rangn, M = Magic User, 
I = Illusionis t , T =Tllid, A =Assassin , Mk = 
Monk, S = Stren g th , I = Int e lli gence, W = 
Wisdom, D = Dextl'!"it y, C = Con st i tu ti on , 
Ch = Ch<l rism <l, MM = AD&D® Mo n stl'!" 
Manua l, MMII = AD&D Monster Manual 
II , FF = FIEND FOLIO® tom e, PHB = 
AD&D Players H a ndbook, DMG = AD&D 
Dungeon Masters Guide. 

that this tempCe contained" tfie remnants of tfie 
Kepta's weafth, Tiku! convinced tfie Hek tIiat 
with his mapc they couU( swU tfie tempCe's 
treasures, CittCe r~ tIiat tfie riches s0U91it 
&y /Um and tfie Hek were very different. 

The warriors were summoned" and tfie assault 
mountea. ~ tfie tempCe, they entered" its 
conjines. Tiku! wat.clied" in horror as a skcleton 
warrior appeared" and sCew his companion and 
the Hek'I9 warriors. Afta castin9 speUs to no 
avai£ Tiku! knew aa was Cost. He fled" back to 
tfie uMer9round pasSi19es ~ tfie Hek'I9 to 

tfieiT .fau. 

Crushed" with disappointment and desp~ at 
tfie fau of his.friends, he hardly noticed tfie 
return journey tliroU91i tfie pasSi19es. weak and 
wounded" he slrU99Ced back tlir0U9li tfie jWl9Ce 
towards Kett's Rnpids onLy to coCCapse wit/U.n a 
day's journey of safoty, poisoned &y di-inIiif19 
water from a slll9nant pooL Broken and 
adirious his only hope Cay in his apprentice, &ut 
the apprentice wouU( never COIlK - he fuu{ Cof19 
since fled" witli his master's weaWi and speU 
books. ACone and for from hollK Tiku! died; his 
only r~ possession 9TasPed" in his 
palsWIiand - a map s~ his journey to tfie 
tempCe of Aumata-Perion. 

The tare does not end there; in many w'9's it is 
just b~. The map, discovered" shortLY 
afta Tiku£'s demise &y MaICata natives, was 
used" as wrappin9s for ivory carvin9s, carvin9s 
bound for civilised" Canas ___ A Cure to adventurers 
to foCfow Tiku!'s trai£ and discover tIiat aa tIiat 
9Citters is not 90Uf. .. 

THACO =To 1-1 it A nllolll" Class Zero. Thi s 
is t he roll Oil a d20 IH"("(I("(I by a (TeatuH' 10 

hit all 0ppO IH·tll w itll I\ CO (sn' DMG plYfi-
2 15) . III 1II0St cases. the roll IH"t"tlnl to hit 
ot hn a rlllour c lasses = "1"1-11\( :0-1\(;, SOllie 
creatures , w hose hit prohabilit y is vny low , 
have bee ll g iV<" 1l a TH I\CO of 20· , a lld ill 
these ill s ta ll ces the OM should cOll s llit th( ' 
re lt-va llt tahlt-s (see DMG p74-!"i) to filld till' 
ro lls Ileeded to hit other anllour cbss('''. 

BOXED SECTIONS illciuti( ' that ill 
fo rm atioll w hi c ll the ch aracters wO lild 
get frolll th e fir s t s ig llt of all area o r 
roOI1l. The OM lII ay eitlln paraphrase 
or read tllelll out a" w ritt e ll . III ("a"(',, 
Wh('IT p iaYLT ch aractLTs would illst a lltl y 
recoglli se th e 1II0lls tns seell , thl" DM 
shou ld su hst itute the lIIollstLTS ' ll a IlH'( ") 
for th l" d escriptioll . 

TI"(lI.".'; Si/(;i/ 3 



In this part o f the adventure the party, if 
followingTikul 's map correctl y, will cross 
the Indica ra Jungle LO the Hada rna Moulll
ains. Along the way they will encoulller an 
Atem vi ll age (see enco unter areas 14-6) and 
a seven-headed hyd ra (encounter area 17). 
At the mo ulllains they wil l meet Vanek, an 
insane fire giant (see encoulller area 19) and 
discover a n elllrance LO the WIND WALK
ERS' PASSAGES (see page 8). 

It is importa lll tha t the p layers become 
accusLOmed LO using Tikul's map as a 
guide. In addi tion LO the special POilllS, it 
also shows impon alll geographica l fea tures 
such as rapids, river confluences, the 
swamp and the moullla ins which are 
shown in more detail on Maps 1-3. To give 
the players confidence in T ikul's map the 
OM shou ld point out these fea tures when 
the party encoulllers them. 

THE INDICARA 
The Indicara is a ho t, humid and dense 
jungle teeming with wildlife of a ll kinds. 
The trees grow LO a height of 100 feet or 
more, formin g a thi ck g reen ca nopy over 
the jungle fl oor. Characters climbing one 
of the larger trees will have an excell ent 
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view of the jungle and the moullla ins. 
While the pany is in the jungle, the OM 
sho uld check for disease and parasitic 
infection once per week (see DMG pI3-14) . 

From Ketl's Rapids onwards, the party 's 
mos t convenient route lies a long the bank 
of the Utdoo. The OM should use the 
followin g description LO set the scene fo r 
this part o f the advelllure: 

On both sides of the river lush 
vegeta tion stretches skywards form
ing an arch over the water and giving 
a g reen tinge LO the sunlight. In 
p laces the greenery is broken by 
brillia lll splashes o f co lour from 
large fl owers and brightly colo ured 
birds. 

But a ll is no t as idylli c as it first 
seems; soon the hot sticky a ir sends 
rivers o f swea t down your backs, 
faces and arms . Wiping it from your 
eyes, yo u rea lise that thi s jung le 
crossing is no t going LO be easy. 
Already swarms of mosqu·iLOes a re 
gathering and buzzing around you. 

In order LO emphasise the a tmosphere o f 

the Indica ra, the OM should make occasion
a l mention of the hea t, humidity and 
mosq ui LOes. 

Movement 

Characters fo llow ing a river bank move at 
three quarters no rma l speed due to the 
density of the undergrowth. Away from the 
river, the go ing is even more difficult, 
req uiring characters LO chop their way 
through and red ucing movement rates to a 
qua rter o f normal. 

None of the rivers a bove Kelt 's Rapids are 
navigable by wa tercra ft. T hey are all toO 

sha llow and fas t-flowing LO a ll ow passage. 
H owever, this makes them easy to ford and 
charac ters wi 11 experi ence no problems in 
so do ing. 

Natives 

The natives a t Kelt 's Rapids are the 
Ma lla ta, a fri endl y people. Above the 
White Tooth Water (I I) lie the lands of the 
Atem (see MEN AND MONSTERS - page 
30). The Atem a re fi erce and warlike and 
a tlack illlruders on sight (see RANDOM 
ENCOUNTERS and encounter areas 14-6). 



Wandering monsters occur on a lhrow of I on Id6. Check every 4 hours whi It- characters art' in the j ling it- o r bog, 
and every 8 hours whenlhey enter the mo unla ins. T he Alelll will onl y be ('ncounlelTd a fter White Too th Watn 

and an Alem encounler before lh('n shou ld b(' re-ro ll ed by the OM . 

Jungle 
(roll d12) 

Mountain 
(roll d12) 

Bog 
(roll d12) 

Encounters 

1-2 

3-5 

6-9 

2-4 1-3 

5-6 4-5 

7-9 

6-8 

10-12 9- 12 

10-12 

II. White Tooth Water 

The rapids mark the edge of Alemlerritory: 

White wa ler foams over sha rp rocks 
in the river. On bOlh sides of lhe 
rapids, skulls hang amongsl brighlly 
coloured fealhers. 

T he skull s and fea lhers are suspended from 
vines and are olherwi se unremarka ble. A 
fea lher marks lhi s place on Tiku l's map. 

2·5 gorillas: AC 6; MV 12"; HO 4+ I ; hp 23 each; #AT 3: 0 1-3/1-3/1 -6; SA Rt'IIliing 
for 1-6; SO Nil; MR Sld: Int Low; AL N; Siz(, M: xp 245 I,<.tch; THACO 15; MM. 

I rhinoceros beetle: AC 2; MV 6"; HO 12; hp 60; #AT 2; 0 3- 18/2- 16: SA Nil: SI) il ; 
MR Sld; IIll on; AL N; Sizt' L; xp 3 110; THACO 9; MM. 

2 tigers: AC 6; MV 12"; HO 5+5; hp 35 each: #AT 3; 0 2-5/2-5/ 1-10; SA Leap, rcar 
claws for 2-8/2-8; SO Surprised only on a I; MR Sld: IIllSellli; AL N; Size L; xpH5 
each ; THACO 13; MM. 

2 griffons: AC 3; MV 12"/30"; HO 7; hp 48 cach ; #AT 3; 0 1-4/ 1-4/2- 16; SA Nil; 
SO il ; MR Sld ; Int Sem i; AL N; Size L ; xp 855 each ; THACO 13: MM. 

2·5mobats: AC 7 (2, 10); MV 3"/15"; HO 4; hp 20 each; #AT I; 0 2-8; SA SnITch, 
surpri se on 1-3; SO Mobility; MR Sld; Inl Low ; AL N(E); Sizl' M; xp 250 l'a('h; 
THACO 15; MMII - bal. 

1-2 rock reptiles: AC3; MV 6"; HO 5+6; hp 32 each ; #AT I; 07-10; SA Surprise on 
1-3; SO Chameleon powers; MR Std ; Inl An ima l; AL ; Size M (6' long): xp 624 
each; THACO 13; MMII. 

2·5 giant lizards: AC 5; MV 15"; HO 3+1; hp 16 each: #AT \; 0 1-8; SA Oouble 
damage o n a 20; SO Nil; MR Std; Int Non; AL N; Size L: xp 189 emh ; THACO 16; 
MM. 

1-2giant dragonflies: AC 3; MV I "/36"(hovl'r); HO 8+ I ; hp 45 each ; #AT I; 0 4- 16; 
SA +2 on inilia li ve; SO Specia l; MR Save as MU 16; Int Low; AL N; Size M; xp 885 
each; THACO 12; MM II. 

7·12 Atem warriors led by one o( the wise women. 
Atem warriors: AC 9; MV 12"; FO; hp 4 each; #AT I; 0 1-6 (spear); SA Nil; SD Nil ; 
MR Std; IIll Ave; AL N; Size M; xp II each ; T HACO 20·; New 1l10mH'L 
Wise woman: AC9; MV 12"; 0 4: hp22; #AT I; 0 1-6 (spl'ar ); SA/SO Asstd, fordass 
and level; MR Std; Int High; AL N; Size M; xp 225; THACO 18; PIIB 

Spell s memorised - Firsl level: entangle; faerie firc x2; spcak with animals 
Second level: cure light wounds; obscurement 
Third It:vcl: plant growth; summon insects. 

12. Twin Falls 

Here, the Uldoo is joined by a sma ll er ri ver. 
BOlh drop in to th e va ll ey over 50-fOOL cl iffs 
wh ich are easy to cl imb. Nearby th e pany 
will find T ikul 's dagger automalica ll y: 

Sunli g hl fl as hes on the hill o f a 
jewe ll ed dagger lhrusl into the lrunk 
of a dead n ee. 

The dagger was lefl by Tiku l to mark his 

route a nd is worth 400gp. It w ill activate 
Tiku l's magic mouth (s('e ell CO UIIHT a rea 
13) and a <Tude draw ing of a mout h (like 
lhe one on Tiku l 's map) has been sna tched 
on to ils bl ade. 

13. Valley of the Mouth 

In a sho n , steep-s ided box ca ll yon where 
lhe Uldoo Ri ver has ils so urce, Ti kul lefl a 
magic mouth spel l which dcscribes how to 

find the concea led ro ule from lhi s area to 
the Alem Vi ll agc (sec CIl<'OUllllT a rea 15): 

THE INDICARA (mcuLll/ ln arras 11 -3 ) 5 



A g-naried and Iwislt'll Irel' slands 
alone in Ihis rocky va lley, Nearby, a 
spring bubbles and fl'<lIh s, giving lifl' 
10 Ihe wall'l'COUrSl' you have been 
following. Around yo u shel'l' wa ll s 
rise venica ll y for hundreds of feel 
complelely blocking your progress. 

If Ihe l!'l'l' is approached (w ithin 10 feet ) by 
a n yone carrying Tikul's daggl'l' (see l'n
cou nl er area 12), a magic mouth spell will 
be ael ivaled saying - 'To open th e southern 
pa lh , push Ihe slab of grey al ils peak. ' 

The 's lah of g-rey' (a granite houlder) will 
be found automalically if thl' pany inspeels 
Ihe soulhern side of the valley (sel' Map la ). 
Pushing il al Ihe top will cause it to pivot 
revealing a passage behind. A spiral 
slaircase leads up 10 a ledge running south 
a long Ihe facl' of Ihe mounlains aboul 400 
feel above Ihe jungle. 

14. Unobservant Guards 

The ledgl' from the Twin Falls (12) runs 
soulh for 3 mill'S 10 where a group of Alem 
warriors is surveying Ihe surrounding 
jungle. U nless they ma kea lotofnoise, the 
adventurns will gain I segmenl of surprise 
au tomal ically: 

Your vision ahl'ad is o bscured by a 
large outcrop bUI as yo u round the 
cornl'r, four hrighll y painted warriors 
come into view. All ho ld spea rs and 
one has a n ivory ho rn . They seem 
unaware of you, since Iheir cha ller 
conlinues unabaled. 

The warriors will be taken aback by the 
pany 's sudden appearance and will forgel 
to ra ise the alanl1. On Ihe second round, the 
leader wi ll blow the horn to a len the 
vi ll age and those in the shrine (see below). 

3 Atem warriors: AC 9 (shield); MV 12"; FO; 
hp 5 each; #AT I; 0 1-6 (spear); SA Nil ; 
SO N il ; MR Sid; Int Ave; AL N; Size M; xp 
15 each; THACO 20+; New monster. 

I Atem leader: AC 9 (shield) ; MV 12"; F3; 
hp 24; #AT I; 01-6 (spea r); SA Nil ; SO Nil ; 
MR Sid; 1m Ave; AL N; Size M; xp 156; 
THACO 18; New mo nster. 

The warriors each wea r 5gp worth of crude 
persona l jewellery and th e leader has 
jewe ll ery to the value of 30gp. 

6 THE INDICARA (f' lIcoullln arras 14-6 ) 

The Atl'lIl vi lI age consists of th(' shrine on 
the dam a nd numerous (Tude huts and 
lea n-to shelters on the va lley floor (sec Map 
Ib ). Inside the shrine, the Iribe 's wise 
womell (d ruids ), the chief a nd hi s body
g-ua rds arc engaged in a rd igious CtTemony. 
T he Atelll in the vi ll age an' goi ng abou t 
their t'veryday business - CUlling carcasses, 
cooking food, sharpen ing spears a nd so on. 
The huts and shdlers are made from woven 
grass and branches. They contai n nothing 
of value. 

If the advenl urers a re quick , they wi II reach 
the dalll undetected. Otherwise, th e OM 
should amt'lld the fo llow i ng descri pt ion to 
include armed Alem warriors howling for 
the cha racters ' blood: 

The gulley leads onto a grea t stone 
wall spanning the moulh o f a vall ey . 
To the right lie miles of undul a ting 
bog. On the left side, a wooden 
staircase descends 10 a village o f 
straw shelters. 

Dominating th e centre o f the wa ll is 
a squat stone building. An open 
doorway faces you where two guards 
sit, playing wilh pebbles. 

The guards wi ll not noti ce the adventurers 
umil they leave Ihe gu ll ey. 

2 Atem warriors: AC 9 (shield ); MV 12"; FO; 
hp 5 each; #AT I; 01-6 (spea r); SA Nil; SO 
Nil ; MR Std; IIll Ave; AL N ; S ize M; xp 15 
each; THACO 20+; New monster. 

Both guards wear 5gp worth of crude, 
persona l jewellery. 

If the advenlllrers si lence or overcome lhe 
guards in th e firsl round af ler lhey are seen, 
the party will be a ble to enter the shrine 
undetecled. If nOl, the guards will shout a 
warn ing alen ing the vil lagers a nd lhose in 
the shrine. T ht' warriors in the village will 
rush to allack; 20 warriors will reach the 
top of the sla irs on the lhird round and 
another 20 will ascend the slairs each round 
unless prevented . They will a llack unlil 
kill ed in order to protect the shr ine. T ht' 
anions of the shrine inhabitants are 
detailed below (see encounter area 16). 

100 Atem warriors: AC 9 (sh ield ); MV 12"; 
FO; hp 5 each; #AT I; 01-6 (spear); SA Nil; 
SO Nil; MR Sld; 1m Ave; AL N; Size M; xp 
15 each; THACO 20·; New monster. 

6 Atem leaders: AC 9 (s hield ); MV 12"; F3; 
hp 24; #AT I; 0 1-6(spea r); SA Nil; SO Nil; 
MR Std; Int Ave; AL N; Sizt' M; xp 156; 
THACO 18; New monsler. 

Each of I he warriors wears 5gp worth of 
crude, personal jewellery, a nd th e leaders 
each have 20gp worth of jewellery. 

T he wooden sla irs are very dry a nd ca n 
easi ly be ignited by a burning fla sk of oi l, a 
fireball spe ll a nd so o n. If jusl a LOrch is 
used, it will take 5 rounds LO se t Ihe sta irs 
a light. Once ig nited, the s lairs wi ll become 
a raging inferno in I ro und. If the siairs are 
set a li ght, the warriors wi ll co ll ect IWO 
crude ladders from Ihe base of th e dam and 
use lhese LO scale the dam Oil the west side of 
the shrine. 

Characters who fall (or jump) the 50 feel 
into the bog will take only 5d6 hit points of 
falling damage due to the cushionillgeffw 
of the swampy ground. 

16. The Barrier Shrine 

The shrine conla ins the chi ef of the tribe, 
hi s lhree bodyguards, two druidic wise 
women a lld two leopards. If a lerted by 
noise ou tside, the occupant s will leave the 
shrine LO a ttack , otherwise the party wi ll 
ga in 2 segments of surprise (3 if the parly 
includes a ranger). The fo ll ow ing descrip
tion assumes th e party has surprised those 
in the shr ine, but if this is 1I 0l the case Ihe 
OM shou ld a mend it accordingly: 

Under th e flick ering greell eyes of a 
gian t ston e leopard, six painted 
humans dance around the LOp of a 
descending spiral slaircase. Heaped 
around the sla tue's paws are g lowing 
swords, painted shields and spark
ling jewell ery watched over by two 
snarl i ng leopards. 

As soon as they become aware of Ihe 
p resence of intruders, the ch ief and his 
bodyguards will rush LO a ttack. Abu (sec 
below) will shape-change into leopard 
form and allack with her two pel leopards. 
If reduced to 15 orfewer hit points, she will 
relreat (taki ng her leopards wilh her). She 
w ill then cast spell s, starting with cure 
light wounds. If the fight is going againsl 
the Alem she will change illlo a bird and 
fl ee in to the bog LO recover lost hit points 
and spell s. The nexl day she will follow the 
party and harry lhem at every opporLUnity 
until killed or captured. 



Muba n (see below) will cast spe ll s from 
outside the melee if possib le. She will th en 
attack with her club. 

Abu - Atem witch doctor: AC 9 (shield); MV 
12"; D 7; hp 44; #AT I; D 1-6(spear); SA/SD 
As standard for class a nd level; MR Std; AL 
N; Size M; xp 1265; THACO 16; PHB. 

Spell s memorised -
First level : entangle, faerie fire x2, pass 

without trace, speak with animals x2. 
Second leve l: barkskin, charm person or 

mammal, cure light wounds x3, produce 
flame. 

Third level: hold animal, protection from 
fire, summon insects, neutralize poison. 

Fourth level: protection from lightning. 

Muban (Abu 's assistant): AC 9 (sh ield); 
MV 12"; D 4; hp 25; #AT I ; D 1-6 (club); 
SA/SD As standard for class and leve l; 
MR Std; AL N; Size M; xp 255; THACO 18; 
PHS. I 

Spell s memorised -
First level: faerie fire x2, pass without trace, 

shillelagh. 
Second level: obscurement, produce flame . 
Third level: protection from fire, summon 

insects. 

2 leopards: AC 6; MV 12"; HD 3+2; hp 18 
each; #AT 3; D 1-3/1 -3/1-6; SA Rear claws 
for 1-4/ 1-4; SD Surprised only on a I; 
MR Std; Int Semi; AL N; Size M; xp 222 
each; THACO 16; MM. 

Atem chief: AC 9 (shi eld); MV 12"; F6; 
hp 48; #AT I; D 3-8 (spear and strength); 
SA Ni l; SD Nil; MR Std; Int Ave; AL N; 
Size M; xp 609; THACO IS; New monster. 

3 bodyguards: AC 9 (shield); MV 12"; F4; 
hp 28, 29, 30; #AT I; D 2-7 (spear a nd 
strength ); SA Nil; SD Ni l; MR Std; Int Ave; 
AL N; Size M; xp 230,235,240; THACO 17; 

ew monster. 

The chief wears 200gp worth of jewellery 
and his bodyguards have I OOgp of jewell ery 
each. 

The eyes of the leopard sta tue are large 
black opa ls (value - 4000gp each). The 
following items taken from members of 
T ikul 's party (w ho were kill ed by th e 
Atem) are spread over and around the 
statue's feel: 

- two large shields + I 
- a long sword + I (NSA) 
- a long sword +1, +4 vs. devils, In a 

jewelled scabbard (va lue - 500gp). 

- a su it of human-sized splint mail +2 
- a potion of fl ying (pale blue, tastes o f 

mint, I dose) 
- a po ti on of fire resistance (red, smells of 

su lphur, I dose) 
- an orna te go lden brooch , decorated 

with small gemslOnes (IOta l va lue -
2000gp). 

The sta irs lead dow n to the bog. T he 
warrio rs' fear of th e hydra (see below) will 
keep them from following the adveillurers 
if they flee th is way. The wise-women, 
however, have no such constra ints. 

17. The Fiend in the Bog 

Descending the sta irs in the shrine, the 
characters w ill en ter a soft and spongy bog, 
which will ha lve their movemelll rate. 
After they have been travelling th rough the 
bog for 3 turns, the fi end in the bog (a 
hydra) will attack: 

You are soon squelching through a 
thick wet blanket of moss, reeds and 
grasses. Roots snag your feet and 
insects buzz around your heads. A 
loud roar breaks out across the 
swamp. To your horror, as yo u spin 
round you see a charging hydra. 

The hydra will take I rou nd 10 reach the 
party; when it loses four of its heads it will 
fl ee. 

I seven-headed hydra: AC 5; MV 9"; HD 7; 
hp 56 (8 per head); #AT 7; D 1-8 (x7); 
SA Nil; SD Nil; MR Std; Int Semi; AL N; 
Size L; xp 848; THACO 13; MM. 

18. The Black Stairs 

Following Tikul's map, the party shou ld 
arrive eventually at the lair of the fire gian t: 

The va lley you have been trave lling 
along ends abruptly at a mass of 
hardened lava. A waterfa ll drops 
down 500 feet from a gu lley a bove 
and roars in lO a poo l at the base of 
the rock face. Large irregular steps 
lead up the lava next 10 the falls. 

The steps are each roughl y 2 fee t high and 
lead up 500 fee t 10 the g ull ey a bove. T he 
gulley is steep-sided, rising 10 a height o f 
100 feet (see Map Ie). 

19. The Fire Giant's Lair 

On entering the (,<lVl', th l' ('har<l('l(')'s will 
eII('OU Ill(')' Va n('k, th l' mad firl' gian t, a nd 
his two hell hou nds: 

Warm air wa ft s ou t o f the roughly 
hewn tunnt'! beforl' you. At th e l'nd 
of a long passagl', a ('avl'1'Il is lit by 
the fl i('ktTi ng rl'd I igh t of ma ny fi rl'S . 
Stand ing in the middle is a large 
bla('k gialll nad ling a hugl' boulder. 
Two dogs wi th g low ing rl'd l'yes 
sna rl a t hi s sidl' . As yo u approa('h he 
grins broadly and ('a il s out. 

Vanck suffers from ha llu(,inatory insan ity 
(sec DMG - page 84) whi('h ('auses him to 
see a ll humanoids as fire gia nts. Hl' will 
greet the advt'nlLlrers in fire g iant but if 
they repl y in the common tongue, he wi ll 
switch 10 this language. 

Ex iled from hi s ow n people in Mo unt 
Gegest i, Va nck li ves here wi th his two hell 
hounds. H e is very lonel y and wi ll bl' 
desperate 10 hea r news from 'home '. He 
does, however, reca ll the harsh treatl1lelll 
he received from hi s fell ow giants and if he 
or his pets are th rea tened he will fl y into a 
rage and a ttack . If characters play up to 

him a nd act as though lawful evi l, Va nck 
wi ll not harm them. He w ill be more than 
willing 10 show th em the slO ne door on the 
north wa ll (see below). 

I fire giant: AC 3; MV 12"; HD I 1+5; hp 68; 
#AT I; D 5-30; SA H uri rocks for 2-20; 
SD Impervious 10 fire; MR Std; Int Insane; 
AL LE; Size L; xp 3788; THACO 9; MM . 

2 heJl hounds: AC 4; MV 12"; HD 4; h p 22 
each; #AT I; D 1-10; SA Brea th , surpri se on 
1-4; SD Only su rprised on a I; MR Std; 
IIll Low; AL LE; Size M; xp 426 each; 
THACO IS; MM. 

The cavern is rough ly 50 feet in d iameter. It 
is brightly illumina ted and made oppress
ivel y hot by fl ames issuing from fissures in 
the fl oor and wa ll s. A slOne door on the 
no rth wa ll opens onlO a short passage 
wh ich runs no rth 10 join the stairway 
lead ing down 10 the WIND WALKERS' 
PASSAGES (see page 8). Cha lked o n the 
passage side o f the door are th e words "Sti ll 
is the way to the break of day", a clue to 
wh ich direction 10 take in the passages, lef t 
by Tikul to aid his appren tice. 

T he cave cOllla ins on ly a bed of mangy 
furs. Vanck has no treasure. 
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Descending th e stairs from the fire giant's 
cave, the characters will arrive at the 
eas tlTnmost mailllenance sta ti on of the 
Passages o f the Wind Walkers. Providing 
they int erpret the riddle "still is the way to 
the break of day " correctl y, they should 
follow th e southernmost passage eastwards 
to the terminus a t Terabar i.e. the passage 
without the wind , in the direction that day 
dawns. Onct' at the terminus they will be 
ab lt· to pass quickly beneath the Hadarna 
Mountains to the Ash Mire by act ivating 
the device in the hall of departure (see 
Departure and Arrival Halls - page 10). 

HOW THE TUNNEL 
SYSTEM WORKS 

The Wind Wa lkers' Passages consist of two 
parallel tunnels running deep below the 
earth. T he passages linked two great 
trading selllements, Terabar at the east side 
of the mountains and Windga te at the wes t. 
A magical wind blew a long a long each of 
the 80-mile-Iong passages and by riding 
these winds, travellers were a ble to pass 
benea th the mountains in on ly 2 hours. 

Before the Cataclysm 

This magnificent system was created by 
Kah oa tep, g rea tes t mage of the Kepta . After 
superv ising the construct ion of the pass
ages and creating the magical wind, he 

8 THE WIND WALKERS' PASSAGES 

conj ured and bound four huge earth 
elementals - one a t each end of the two 
passages . On each earth elemental he cast a 
special distance distortion spell and halved 
the length of th e passages (see PHB - page 
80). 

To ensu re that the passages were ab le to 
operate smoothly, 8 maintenance stations 
were es tab li shed at IO-mile interva ls, start
ing 5 mil es from each term inus . At each 
station, Kahoatep summoned two invisible 
stalkers from the elemental p lane of air 
(one for each passage). The invisible 
stalkers were instructed to keep their 
respective 10-mile sections of passages (5 
mil es each side of the station) clear of 
intruders and debris . 

To prevent the invisible stalkers from 
escaping from the passages, two forms of 
safety dev ice were devised - pentangular 
wards and rod rooms. Pentangular wards 
sectioned off the passages between main
tenance stations. These al lowed the passage 
of wind-walking travellers but prevented 
any other creature from passing them. At 
p laces where it was necessary for human 
maintenance crews to access the passages, 

rod rooms were created. These had per
manent protection from evil 10' radius 
spells cas t in them which blocked the 
passage of th e invi sibl e s talkers (see PHB 
page 44) but allowed humans to pass frecly 
through. 

Travellers moved through the tunnels by 
passing through a magical gate at one end 
which transformed them into something 
akin to a ir or smoke. The magical wind 
then blew them at grea t speed to thcfarend, 
where a similar magical ga te restored thelll 
to their original form (see Departure and 
Arrival Halls - below). The northcrn 
tunnel was used by westbound traffic, and 
th e southern one by those travelling 
eas twards. 

The Cataclysm 

Both Terabar and Windgate thrived until 
the Cataclysm which reduced the fertile 
land in th e west to th e parched wastcof the 
Ash Mire . In the eas t, Terabar was destroy
ed by a huge vo lcano, Mount Ccgesti , 
which erupted out of a peaceful valley. It 
removed a ll trace of the town and sca led Ihc 
terminus under hundreds of feet of lava. At 
the western end, Windgate was swept away 
by the destruction and the majori ty f Ihe 
en trances to the passages were blocked by a 
sh ift in the rock strata. The on ly remaining 
entrance is the Windgate emergency exit 
(W26), which the party must find in order 
to reach the Ash Mire. 



Being deep benea th the earth th e passages 
esca ped th e majo r res ults o f th e Ca tacl ys m. 
More damage resulted from the release o f 
the southern earth e1ementa ls by pa ni cking 
crowds th an from the Ca taclysm it se lf. 
Rubble now strews the southern passage 
and its magica l wind has ceased to blow. 
T he no rth ern passage was rela ti vely un
touched, bo th its distance distortion and 
magica l wind remain . H owever, the west
ern earth elementa l is now insa ne and its 
distance distortion is so confused (see 
encounter a rea W2S) tha t the transit time in 
thi s passage has been increased to 3 hours. 

The Distance Distortion 

In the eas tern ha lf o f the no rthern passage 
the distance distortion opera tes norma ll y. 
Here a ll dimensions are ha lved, so the 30-
foot-w ide passage appears to be onl y IS fee t 
wide. T he ma p, however, has been draw n 
to actua l size (w itho ut th e distance dis
tortion ) and the DM should remember thi s 
when describing the passages to the play
ers. A side effect o f the distance distortion is 
its effect on openings into the passage. To 
anyone outside the passage these openings 
will obvio usly be their ac tua l size. Viewed 
from th e passage, however, th ey will be 
distorted , appea rin g to be ha lf-size in 
height and wid th. 

In the wes tern end of the passage the same 
effects appl y, except tha t the earth elemen ta l 
is insane. Openings will grow and shrink 
as the elementa l contracts and expands 
itself (see encounter a rea W2S), even when 
viewed from the room . 

Due to the unusua l effects of Kahoa tep's 
distance distortion spell , the ea rth ele
menta Is are in vulnerahl e to a ll a ttacks and 
onl y the mos t powerful spells will a ffect 
them (e.g. wish, alter reality). 

Standard Features 

Many of the rooms and o ther fea tures o f the 
passages have been standa rdi sed, and gen
era l descripti ons o f these a re g iven below. 
The encounter descr ip tions start with the 
maintenance sta ti on a t which th e party 
enters the system (encounter areas W 1-W9), 
then comes the eastern terminus (encounter 
areas WIO-WI S) and fin a lly the wes tern 
terminus (encounter areas W 19-W26). 

.Major and Lesser Circles 

The ea rth e1ementa ls and invisible sta lkers 
were summoned and constra ined by circles 

o f Ka hoat ep 's own devising . Major circles 
were designed to sUl11l11on and bind huge 
ea rth elementa ls. With the lesstT circl es he 
summ o n ed a n d bo und th e in vis ible 
sta lkers. Player cha rac ters w ill be un a bk to 
usc Kahoa tep's circles in any way. 

Major Circle 

T hese circles were very expensive to ins ta ll , 
butthe sil ver in them , if removed, is worth 
compara ti vely litt le. T he raw sil ver in each 
major circl e is worth ISOOgp (30000g p 
weight equi va lent) and will ta ke 30 man 
hours to remove. Lesser circles are less 
ela bora te and conta in 1000gp worth o f 
sil ver (20000gp weight eq uiva lent ). Dig
g ing up one of these circles'will take IS 
man hours. 

Lesser Circle 

All but one of the inv isible sta lkers (th a t a t 
the eas tern end of the so uthern tunnel) 
remain constra ined by Kahoa tep 's lesser 
circles, the o ther was accidentl y released by 
the thief from T ikul's party (see encoun ter 
area W6) . 

Maintenance Stations 

T he maintenance sta tions, nu mbered I to 

VIII from west to east, are deep in the 
bowels o f the ea rth and no rm all y co u ld 
onl y be reached by long stairways from 
p la tforms high in the mounta ins. These 
were accessed fro m the a ir by crews using 
magica l fli ght o r winged mo un ts, since the 
surrounding terra in was (and still is) 
im passa ble. The presence o f the pent
angular wards (see below) made journ eying 
dow n th e passages to the sta ti ons imposs-

ihk - Iht' wind \\' ;111; S),S(('111 onl y ;11 I ()\\'( ·d 
tra v(,1 11'0111 Ol\( ' Il'I'llIillll' 10 Iht' o lhn. 

T hl' first part of tht' passag'('s whi ch th(' 
adv('nturtTs will s(,t· is th(' t'aSIl'l'nI110s t 
l11 ai ntl'lI a n('l' slali on (s ta ti on VIII ) bl'i ow 
thl' fire g ia lil 's cave . This s ta tio n is 
desn ibed separa ll'i y ('ncOlllltlT ar('as W 1-
W9). 

T he o t h('r ili a i nt enan('l' st a t ions (1-V II ) a rt' 
idcnti ca l in c'O nstrunion to station VIII 
except they are unda l11aged. T hey art' all 
u noccupi ed. 

Rod Rooms 

Rod roO I11 S a rt' exanl y 20 feet in dianll'tl'l' 
a nd 10 feet hi gh , built in the 1'01'111 o fa sli ct' 
th roug h a 10-foo t-radius sphtTe. In th l' 
ce ntlT o f each room is a 2- inch-thi cl; , 10-
foot-hi g h g lass rod stretch ing fmm fl oor to 
ce iling. In Ihe middle o f each md is a pa le 
gem , enchanted with a permanent protect
ion from evil , 10' radius spell. T hus th(' 
rooms a llow th e passage of peopll' illto Ih(' 
tunnel s but preve nt the invisibll' stall; (' rs 
from leav ing th e l11 . T he gem , a chalcl'don y 
of very fin e qua lit y (va lul' - SOOgp ), can 
eas il y be remov('d by breaking the I'Od , 
a ltho ugh Ihi s wi ll ca ncd th(' spl'il. 

Pentangula r Wards 

Mid way between the Ili a int('nan('(' sta ti ons 
(see above), penta ngul a r wa rds W(' rt ' plac('d 
across th e tunnel s. T hese consist o f iron 
g rill es in the fo rm of interl ocking pellta
grams of va rious sizes. Altho ugh wind 
wa lking travellers a rt' a bll' 10 pass th ro ugh 
the wa rds, th e gr ill es provide a tot a l ba lTitT 
to th e in visibl e sta lktTs (a nd any other 
crea ture no t wind wa lking). 

All wards arc full y o pera ti ona l and well 
protected. In th eir no rma l sta te they have a 
magica ll y-prod uced, multi-co lo ured app
ea rance. As they approach a wa rd , th(' 
adventurers will receive three wa rnings 
fro m a p ermanent magic mouth , tell ing 
them th a t a symbol of death has be('n 
inscri bed on the wa rd. T he DM should read 
the boxed description whenever cha raC'lers 
fi rs t encounter an opera tiona l wa rd : 

Spa nnin g th e enti re w idth a nd 
heigh t o f the corrido r is a co lo urful 
g rille com posed of int e rl oc kin g 
pentagrams. T he pentagrams arc o f 
different sizes and constructed in 
such a way th a t the larges t open iug is 
onl y an inch or two across. 
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The first wal'lllllg will be anivated if 
anyone approaches 10 within 20 feet of th t' 
ward. II will lose its muhi -mloured appear
a nCl' amI sian 10 g low red : 

As you app roach the gri Il l' a large 
mouth appears on its surface and 
speaks in a commanding lOne: 

. Be wary! Death guards this passage. 
T hine approach shalt cause the 
deal h sym bol to appear. Damnalion 
cannol be avoided if thou does nOl 
lurn back. T hou has t been warned.' 

T he second warning will be ac tiva ted a t a 
distance of 10 feet from Ihe ward, a t wh ich 
poinl the g rille will turn yellow. If this 
warning is ignored and anyone cOlllinues 
10 approach, an e1eclrica l glyph of warding 
onlhdloor will be set off. Th is will deliver 
30 hit po ints of damage, halved if the 
vinim makes a success ful save vs. Spe lls. 

The third and final warn ing is triggered a t 
a di stance of 5 feet, whereupon the ward 
wi ll !Urn black. The symbol of death wi ll 
be act iva ted if the g rille is slr uck by a melee 
weapon (bul not by missi le fire) and if the 
ward is passed th rough by any crea ture not 
wind-wa lking the passage. Making a hole 
fo r a character 10 pass th rough requires 
damage equi va lent 10 200 hit points. 

It is essenti a l Iha t the OM gives the 
characters the three warnings whenever 
they encounter a ward. A find traps spell 
will reveal a ll glyphs of warding and the 
presence of the symbol (without activating 
it ). For the purposes of dispel magic spell s, 
the OM shou ld trea t a ll glyphs and symbols 
as cas t a t the 20lh level of ~xperience. 

Departure and Arrival Halls 

Each terminus has a ha ll of arr ival and a 
ha ll of departure, where 'wind wa lkers ' 
began and ended their journeys. T hese 
chambers a re characterised by the magical 
equipmen l which they conta in, in partic
ular Ihe large black ga tes and the glassteel 
hoops wh ich a llowed travellers 10 pass 
through the ga tes. 

There are frescoes on the northern and 
southern wa ll s of the arrival/departure 
ha lls , depicting a city adjacent 10 a 
mountai n range. T he frescoes a lso show a 
passenger in the act of using the sys tem, her 
a rms ou tslretched 10 lOuch a fl ame and a 
cup (see encounter area W 16). T hi s shou ld 
serve as an invaluable clue 10 the players . 

The Black Gates 

At each end of each tunnel is a large black 
di sk wh ich measures 30 feet in diameter. 
These are the magica l ga tes through which 
all users of the system passed (when in 
gaseous form) either from one o f the 
depa rture ha lls . or 10 one of the arrival 
ha ll s. The ga tes a re res islant to ph ys ica l 
attacks and, under all but exceptiona l 
circumstances, IOta ll y impenetrable. All 
the gates radia te a magica l aura and look 
identica l from either side. 

Glassteel Hoops 

In front of each ga te is a hoop of g lassteel. It 
has a diameter o f 10 feet and stands upright 
and para llel 10 the gate. On the right hand 
side of the hoops in the ha ll s of departure 
(W 18 and W20) a magica l blue fl ame used 
10 burn on lOp of a si lver platform. A small 
sil ver cup fill ed with hol y water was 
attached 10 the inside of the hoop on the 
left-hand side. To be transported, travellers 
would step through the hoop after lOuch
ing bo th the fl ame and the cup. As they d id 
so they were drawn th rough the ga te, whi le 
their bodies and a ll possessions were 
transformed illlo the cloud-like state in 
which they were blown along the passage 
10 the ha ll o f a rrival s a l the opposite end of 
the tunnel. H ere they passed through 
another gate which res lOred them 10 their 
physical form. 

T oday, only the fl ame in the Terabar hall 
of departure (W I8) still burns. The Wind
gate flame was extinguished during the 
Cataclysm and as it was responsible for 
powering one of Ihe magic winds, no wind 
now blows a long the sou thern tunnel. This 
makes it difficult for characters 10 travel 
back 10 Terabar. The fl ame can only be 
rek indled by using the special magica l 
incense from the Tomb of Teaxacotl in th e 
TEMPLE OF AUMATA-PERION (see 
page 27). To return back through the 
mounlains the characters will need to 
co llect this incense, p lace it upon the silver 
platform and then light it. H av ing done so 
they will then be able 10 step through the 
hoop and be transported back 10 T eraba r. A 
cl ue is provided for the pa rty in the 
Windgate hall of departure (W20) hinting 
that they require red incense in order 10 

return through the passages. 

THE PRISONER 
During the time since the terminus a t 
T erabar was cut off by the outpourings 
from Mount Gegesti , it has been taken over 
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fo r use as a prison for a shadow demon. A 
bearded devil (see encounter area W21 ) is 
respo ns ible for g ua rding th e sha dow 
demon, and it has commanded vanous 
minions to ass ist in this task. 

ENCOUNTERS 

Maintenance Post VIII (Map 2b) 

W I. Access Stairs 

The sta irs from the fire g iant ' la ir (19) lead 
bo th up and down . They ascend for 50 feet, 
before being blocked by hardened lava 
from Mount Geges ti, and descend for 1000 
fee t 10 the passages: 

A stra ight steep sta ircase with fine ly 
hew n and po lished wa ll s lies before 
you . As you descend in to the bowels 
o f the earth , your foolsteps resou nd 
hollowl y and the grea t bulk of the 
mountains presses down around you. 

After what seems like an endless 
descent the bottom is fin a ll y in sight. 
A heavy iron door fills the passage
way ahead. 

As well as being heavy, the door has very 
stiff hinges. 

W2. Main Room 

T his room formed the livi ng quarters and 
recreat ion area for service crews working 
on the passages: 

T his room might once have been 
well furnish ed but time has taken its 
1011. Ti les have fa llen on lO the fl oor, 
revea ling smooth wa lls. As you 
enter, a til e drops from the ceiling 
and sha tters on the gro und . Scattered 
across the fl oor a re fragments of 
broken furniture. Some of the til es 
on the south wa ll still bear a pa inted 
design . 

There is no danger of the ceiling collapsing 
on the party. Vanck, (see encou lller area 19) 
was responsible for the destruction in thi s 
room. The painting on the tiles orig inally 
showed the enti re Wind Walker passages. 
Over the years some o f the tiles have fallen 
to the fl oor and been crushed underfoot by 
the fire gia nt. The OM shou ld give the 



players the tear-o ut sheet when their 
characters examine I he paillling. 

W3. Rod Room 

This circular room is a fully fun ctiona l rod 
room (see Rod Rooms - page 9): 

A soft white light pulsates ahead, 
ba thing the corridor in its g low . 
Following the li g ht yo u enter a 20-
foot-diam eter room . In the celllre of 
the room, a g lass rod ex tends from 
fl oor to ceiling. Encased in the rod is 
a small white gem. The wa ll s a re 
pure white and show no signs of age 
or decay. As you watch, the gem 
pulsates and the white light washes 
over you and the room. 

The room is unoccupied. 

W4. Northern Summoning Room 

When the passage system was built, an 
invi sible stalker was summoned here to 
maillla in th e passage. Characters listening 
at the door will hear the sound of the wind 
as it rushes by the room: 

The door opens in to an impressive 
hexagonal room with wa lls o f po
li shed rock. The sound of the wind 
comes from a large open ing to your 
right, a lthough the air in th e room is 
quite still. 

Inla id in the black marbl e floor is a 
sil ver circle enclosing a triangle. 
There is a small metal bowl with a 
light brown, crescent-shaped base 
inside the circl e. Spilt next to it are 
severa l pi eces of dark g ranular 
ma terial. 

The silver lines form a lesser circl e which 
binds the services of the invi sibl e sta lker in 
the north corridor. 

Should the party a llempt to dig up the 
circl e they will release the invisible sta lker 
(see encounter area W8). The in vis ible 
sta lker will arrive in the room after 2 
rounds and attack the party. The sta lker 
canno t follow the party into or beyond the 
rod room (W3). Should the party retrea t 
th e re, it will wait fo r th em in th e 
summoning room . 

The metal bowl is Ill ade of silver and is 
worth 60gp. The base is made from carved 
bone and has no intrinsic va lue. T he dark , 
granu lar ma terial is incense, which wi ll 
burn smokil y but ha ve no effeeL if I he pa rt y 
light it. 

W5. Northern Passage 

The dista nce di stortion and magica l wind 
operate to full effect in thi s passage: 

A how ling wind from the east roa rs 
down this corridor, sweep ing back 
your ha ir and ca using your clothes to 
fl ap wildl y. Automaticall y you brace 
yo urselves against the force of the 
wind but, to your surprise, it exerts 
lillie more force than a mild summer 
breeze. 

After adjusting to thi s strange phen
omenon you noti ce that the tunnel is 
straight and level and stretches as far 
as you can see in either direction. 

The distance distortion in' this tunnel 
means that the length, width and height of 
the passage are a ll ha lved. Movement along 
th e tunnel will be a t the no rma l ra te but 
twice th e normal outside distance will be 
covered. 

If the adventurers look back into the 
northern summoning room the DM should 
inform them that the opening from the 
passage has shrunk to ha lf its form er size 
(see The Distance Distortion - page 9) . 

W6. Southern Summoning Room 

The summoning circle here has been 
broken and the invi sibl e sta lker released: 

The stench of dea th and decay greets 
you as you open the door. Slumped 
in one corner of the room i a 
hunched figure clutching a chunk of 
silvery metal in its skeleta l hand. Its 
legs li e at a grotesque angle, obvious
ly broken. From benea th the figure 
comes the shine of more silver. 

The corpse is the remains of the female 
thief from Tikul's party (see TIKUL'S 
SAGA - page 2). When Tikul and hi s 
companions discovered the summoning 
rooms they wisely left th em a lo ne and 

headed cast ;i1ong" the soulhtTn pa~sag"e. 

The thief. unknown 10 Ihe ol hers, slH'akt'l1 
back and dU g" Up a sel'i ion of I he IeSSlT 
ci rcle rcl eas i ng" I he i 11\' isi ble sta I ker. Faci ng" 
the stal ker alone, she was S()(ln killed and 
th e sta lklT. now frn ', relurned 10 Ihe 
l'It'nH'nlal plant ' of air. 

A search of the body will revea l: 
- a silnT incense burner (valut' - tiOg"p) 
- a short sword +1 (NSA ) 
- a dagger +2 
- a potion of invisibility (6 doses, nH'lalli c 

blue liquid lasling" of IlH'llthol ) 
- Iwo small luht'sconlainin g"fi lH' nH'lallic 

powder (dust of appearance) 
- a leathlT POU( h full of g"ellls (va lue -!i x 

IOgp;2 x 50gpalllll x IOOgp ) 
- a set of thi ef's loo ls: a 50 foot Il'ngth of 

rop('; four iron spikes; a slllall halllnHT; 
two la rge sacks. 

W7. Southern Passage 

T his is the passage the pan y should t;lkt, if 
th ey interpret the riddll' cOIT(,ctl y - still is 
the way Lo Lhe brf'a k of day: 

A large rough tunnl'l runs easl and 
wes t as fa r as yo u can sec. liS sides and 
cei ling arc coarse and (TUIll bl i ng and 
here and there pill's of rubble li e on 
the fl oor. 

The tunnel is quite safe and is fu II size si nn' 
the distance distortion is no longer in 
effect. T he earth elementa l which main
tained the distance distortion a nd the 
invi sible sta lker which kept the lunnl'l 
cl ea r have both been released . 

WS, Invisible Stalker 

Providing the pa rty have not previously 
encountered the in visible sta lklT in the 
nort hern summoning room (W4), it will be 
encou lllered here. After. the pa rty has be('n 
travelling down the northern passage for 
half a n hour the invis ible stalker wi ll 
a ttack the party. 

I invisible stalker: AC 3; MV 12"; HD 8; 
hp 45; #AT I ; D 4- 16; SA Surprises on a 1-5 
(unl ess detected ); SD Invisibility; MR 30%; 
Int High; AL N ; Size L; xp 154 0 ; 
T HACO 12; MM . 

Th(' invisible sta lk<T will attack until 
reduced to 0 hit poinls a t which po int it 
will return to the ell'mental plane of air. 
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W9. Hell cat 

Which('ver way Ih (' adV('llIlI l'tTS Iravel 
a lo ll g Ih (' so ulh('rn passag('. Ih('y w ill 
('nCOUIII(T Ih(' helical a fler a n hou r: 

Ah('ad , a l Ih (' lilllil o f your torch 
li g hl , yo u S('C Ih(' vagu(, ou liin(' o f a 
fdin(' forlll wi lil hriglll n ·d cycs. II 
fad('s from view until onl y Ihe 
crulllbling tunnd wa ll s ca n bc secn . 

T hc hcll ca l will bcco lll c invisible w henlhe 
pany's li g hl sourcc reaches il. Aftt'r vanish
ing inlO th(' party's torchlighl, it willrt'ach 
Ih(, 111 after I rou nd a nd ga in I segmcllt of 
surprisc if still invi sible a nd undetccted . 

I hell ca t: AC 6; MV 12"; HD 7+2; hp 43; 
#AT 3; D 2-5/2-5/2- 12; SA Nil; SD Specia l 
in v i s ibilit y, m ag ic wea p o n s to hit ; 
MR 20%, imm un e to sleep a nd mind
a ffcCling spdls; Inl Ave; AL LE; Sizt' L; 
xp 1430; THACO 13; FF. 

T h(' hd Ieat has bee n sct here by the bea rded 
dcvil (sec encounter a rea W2 1) LO g uard 
agai nst intruders fro ll1 the surface. The 
bea rd('d d t'v il is o Uls ide th e range o f the 
hellca t 's te lepath y a nd wi ll no t come to its 
aid . In accorda nce with its orders thc 
hdlca t wi ll fight to the dea th . 

Terabar Terminus (Map 2c) 

WIOa. Southern Emergency Exit 

T ht' sou thern tunnel here leads LO th e 
cll1t'rgcncy stairs: 

You continut' a lo ng the passage for 
wha t set' llI s like a n e tcrnity. Alo ng its 
entire length it shows signs of 
d isrepa ir a nd neglecl. F in a ll y you 
not ice a n openin g in the north wa ll. 
Beyond it a tunnel leads LO a no ther 
pu lsa tin g whitt' room. A rusted lever 
a nd some rubble are visibl e in th e 
tunnel by the opcn ing. 

On either s ide o f the openin g sta nd tWO 
thi ck, SLOne doors. If the Ievcr is pushed, 
these w ill make g rinding and grating 
noises as they a llempt LO close. Unl ess the 
elllrance is first cleared o f rubble they will 
SLOp with a ga p o f 4 feet between them . 
They ca n be o pened aga in by pushing the 
lever back LO its o ri g in a l position. T he 
doors a re 2 feet th ick h ard SLOne. 

Th(' rod roOIll is cOlllplctd y fun c tion a l (s('(' 
Rod Rooms - pag(, 9).011("(' in th(' rod roOIl1 
cha raCl(')"s w illnotic(, Ih (' sta irs kading up 
a lld th(' no rthern ell1ng('ncy doors (W lOb). 

WlOb. Northern Emergency Doors. 

Thc cll1ergency doors are cl early vis ible 
from the south side. Nextto thell1 is a m etal 
lever whi ch , whcn pu lled , o pens the doors . 
Pushin g the lever back closes the doors. 

WI I. Stairs 

The sta irs were constructcd as a mea ns of 
evacua ting th e terminus. They ri se steep ly 
fo r 200 feet before being blocked by 
volcan ic rock: 

Clean, sm oo th steps lead upwards as 
fa r as the eye can see. You climb up 
fo r over 100 feet to discover th at they 
a bruptl y end a t a wa ll o f black 
volcanic rock. 

When th e party n ears the LOp o f the sta irs it 
wi ll be a llacked by a gela tino us cube. 

I gelatinous cube: AC 8; MV 6"; HD 4; 
hp 23; #AT I; D 2-8; SA Pa ra lyzat io n , 
su rpri ses o n a 1-3; SD Specia l; MR Specia l; 
Int Non; AL N; Size L ; xp 242; THACO 15; 
MM . 

WI2. Southern Summoning Room 

The e lem enta l su mm on ed a nd bo und by 
thi s room esca ped during the des tructi o n of 
Teraba r: 

T hi s la rge hexagona l room h as 
po lish ed walls a nd a black ma rbl e 
fl oor. A considerable qua ntity o f 
rock h as fa llen from the wa ll s a nd 
ce iling. H ere a nd there under the 
debri s the sil ver lines o f a circle are 
ev ident. As you elller dust pours 
down from a bove a nd fo ur la rge 
rocks fa ll from the ceiling and crash 
LO the floor. 

T hi s unoccupi ed room on ce bo und o ne o f 
the huge ea rth e1emellla ls. When the 
elementa l rem oved itse lf from th e so uthern 
passage it ca used a n ea rthqua ke a nd a 
partial coll apse of the ceiling o f thi s room, 
leav ing it unsa fe. An y vibra tio n s (e.g. 
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shouting or di ggill g in thc rubble) wi ll 
ca us(' 1-10 rocks to fa ll frolll th e ceiling. 
T h t' rocks wi ll s tr ike part y mcmbcrs a t 
rando m ca using 1-4 hit po ints o f da ll1age 
cach (ncga ted by a successful save vs. 
Breath ). Sho uld Ihe charac tt'l"s pers ist in 
m a king a n o ise o r di gging, the number o f 
rocks fa lli ng sho uld be increased by IdlO 
t'ach tim e, i.e. 2-20, 3-30, 4-40 etc. 

The s i lver vis i ble under the rubble is th a t o f 
o ne o f Ka hoa tep 's m ajo r circl es. 

WI3. Rod Room 

This is full y functiona l (see Rod Rooms
page 9). 

WI4. Northern Summoning Room 

T hi s room was used to summon o ne of the 
huge ea rth e lementa ls stationed in the 
n o rthern tunnel. If cha racters li sten a t the 
door th ey w ill hear the so und of the wind: 

Do mina ling th e bl ack marble fl oor 
of this la rge hexagona l room is a 
sil ver tri a ng le enclosed by two con
ce ntri c c ircl es . N um e ro us runi c 
symbols a re inscribed between the 
c ircl es . Lying face down in the 
tri a ng le is a ske leLOn d ressed ill 
rollen blue robes. 

The chamber resounds w ith the 
sound o f how li ng winds but th e a ir 
in the room is qu ite s till. One o f the 
wa ll s is bad ly scorched a nd ben ea th 
it is a pile of blackened SLOne. 

T he dev ice in scribed o n the fl oor is a m ajo r 
circl e. 

The skeleLOn is th e rem a ins o f o ne o f the 
m agic users o n ce he ld respons ibl e fo r the 
ma intena nce o f the tunnel system. Trapped 
in the tunnels by th e erupti o n o f Moullt 
Geges ti, he thwa rted the a u empts o f hi s 
crazed compa ni o ns LO re lease the no rthern 
ea rth e le m enta ls. T h ey did , however , 
succeed in releas ing th e elem enta ls in the 
so uthern tunnel , before being killed by the 
ea rthqua kes tri ggered by the ir actions. 
Rea li sing tha t hi s dea th was near, the 
m agic user cas t a magic mouth o n the 
circle. 

If the party enters the c ircle o r a llemptS LO 
LOuch itthe magic mouth wi ll be ac ti vated. 
In th e comm o n LO ng ue it w ill say: 



'Beware, beware, 
L est greed for plunder 
Th e earthen one's chains 
Doth burst asunder.' 

A sea rch of the magic user's body will 
reveal: 

- a magic user scro ll o f 
- protection from evil 10' radius 
- strength 
- fly 

- a ring of free action 
- a wand of magic detection with the 

command word 'a brasee' inscribed upon 
it (20 charges). 

Examining the pile o f rubbl e and bo nes 
will revea l no thing of interest. T he bodies 
and wealth of those sla in by the magic user 
have been taken by the dev il s. They were 
una ble LO reach the magic user's body 
beca use of the protective circle. 

If the circle is broken by the party the 
elemen ta l will no t attack . Instead it will 
return LO its own plane crea ting an 
eanhquake as it goes. The ea rthquake will 
ca use rubble LO fa ll from the ceiling in this 
room, the no rthern tunnel and the corrido r 
between this room and the rod room (W I3). 
The rod room itself wi ll be unaffected. T he 
earthqua ke will be accompanied by a 
tremendous noise and a cloud of dust will 
fill the tunnel and summon ing room for 2 
rounds. 

The rock fa ll ca used by the earthquake w ill 
las t fo r I round . Cha rac ters in the room 
must save vs. Brea th or be thrown to the 
grou nd taking 3d8 hit points of damage. 
Those saving successfull y ta ke ha lf damage 
and remain sta nding. Characters who fail 
are buried under the rubbl e and need to be 
dug out by someone still standing. 

T he distance distortion in the northern 
tunnel will be dispell ed and the tunnel will 
then be seen in its true dimension·s. T he 
wa lls will have los t their smoothness and 
the fl oor will be littered with rubble. The 
increase in the .leng th of the tunnel wi ll 
extend the time for wind wa lking th ro ugh 
the passage (from 3 LO 4 ho urs). 

NOTE: these effects on ly extend as far as 
maintena nce statio n V. T he wes tern end of 
the tunnel will be unchanged. 

WIS. Prison of the Shadow Demon 

This room is the shadow demon's prison. It 
attacks as soon as the door is opened: 

Co loured I ights dance aro und yo ur 
heads. Wilh a bestia l howl, a shadowy 
shape launches itself a l you, il s 
vicio us talons reaching ou t to strike. 
Just befo re the shadow reaches you, 
darkness springs from it , depressing 
yo ur spirits a nd plunging yo u inlo 
an inky black nightmare. 

The shadow demon has been tormen ted by 
a smoke mephit and seeks release from its 
prison. When th e door is opened il leaps 10 

th e a ttack, creating darkness as it docs so. 
In the fi rs t round il wi ll a ttack one victim 
with a ll il s fo ur claws ( 1-6 hit po ints of 
damage each ). 

In the second ro und the shadow demon 
will crea te fear 30-foot-radius (a ll a ffected 
must save vs. Spe ll s or fl ee for 7 rounds) as 
well as attack ing with two claws and a bite. 
Being enraged it will not use its magic jar 
a bility. It w ill figh t until des troyed and 
wi ll pursue the party, but wi ll not ent erthe 
rod room (W I3). 

I shadow demon: AC 5 or 9 depending on 
li g hting; MV 12"; HD 7+3; hp 44; #AT 3; 
D 1-8/1-6/ 1-6; SA Attacks a t +1 in LOrch
light, darkness, fear, magicj ar; SD Immune 
LO cold, fire, e lectri city; Int Very hi g h ; 
AL CE; Size M; xp 1265; THACO 12; FF. 

An in visibl e smoke mephit is respons ible 
for the dancing lights, g iving the shadow 
demon an a rmour class o f 5 (torchlight ) 
and + I LO hit. If th e party are using a 
continual light spell for illumination then 
the shadow demon is AC9 w ith no p lusses 
LO hit. T he smoke mephit will continue LO 
circl e the lights ro und the shadow demon 's 
head , enrag ing it even more. If discovered 
or if th e shadow demon is redu ced 1020 or 
less hit points, th e smoke mephit will gate 
in two fire mephits (a uLOma l ic success). 

I smoke mephit: AC 4; MV 12"/24"; HD 3; 
hp 19; #AT 2; D 1-2/1-2; SA Brea th ; 
SD Invisibility, dancing lights, ca uses I hp 
of fl ame damage on dying; Int Ave; AL LE; 
Size M; xp 162; THACO 16; FF. 

T he fire mephits will use their heat metal 
ab ilit y o n a ny cha rac ters in metal a rmour. 
T hey will then use their magic missiles, 
preferably on any cha racters cas ting spell s. 

2 fire mephits: AC 5; MV 12"/24"; HD 3+ 1; 
hp 21 each ; #AT 2; D 1-3/ 1-3; SA Brea th, 
heat metal, magic missile; SD Touch 
causes I h p of damage; Int Ave; AL LE; Size 
M; xp 234 each ; THACO 16; FF. 

If possible , all Ihree mephil s will avoid 
ph ysical combat. Should Ihe shadow de
mon be killed, Ihey will rei real 10 Ihe hall 
o f depart ure (l'ncou nler area W18) where 
they will a llempllo gall' in furthn mephils 
(norma l chance of SlH,{,('SS). If sllccessflll 
Ihey will fl y o ut 10 allack Ihe party . 
Olherwise they w ill wail and a llack Ihe 
part y when il ('nllTS Ihe hall. In an y l'wnl, 
Ihe llIephil s will flee 10 Ih l' IOWlT plan( 's 
when reduced 10 8 o r Il'ss hil poinls. 

T hi s mOIll was originall y Ihl' residelKl ' of 
the spell caSllTs who worked on Ihe 
Iransport sys lelll . Mos t of the room 's 
conten ts WlTe smas hed and sca llern l by a 
mo b during Ihl' des lructio n of TlTahar. 
Durillg Ihe tillle il has been imprisoned Ihe 
shadow dnnon has added 10 I he des l run
ion . All OVlT Ihl' fl oor an' the smas hed and 
sp lintered remains o f beds , whll's, chairs, 
cupboards, {Tockny and g lass. 

T he onl y o bj en which has escaped Ihe 
des trunion is a large Ill l' la l cuphoard 
(protected by a permanent protection from 
evil spell) aga insl Ihe soulh wall. This 
cu pboa rd is locked and firml y a llached 10 
the wa ll. T he lock is Ira ppl'd with a poison 
needle, a n yone either a llempting 10 pick 
the lock wilho ut remov ing Ihe nenlle, or 
fa iling to n' IllOVl' the tra p musl save \'s. 
Poison at +4 (d ue 10 il s age) or die, 

T he cupboa rd co nta in s: 
- a n embroidered {Timson cloa k in good 

repa ir whi ch is a cloak of protection +2 
- five laltered (Timson cloa ks, six la ll eJ'{'d 

blue ro bes a nd numerous rolled lea l her 
belts and foo twea r 

- a ro tted leather bag conta ining Ihrl'l' 
gems (a 50gp citrine, a 100gp amelh ysl 
a nd a 200gp pea rl ) 

- a war hammer + I 
- a leather bo und book whi ch is vny old 

and will {Tum ble to dust if op('lll'd. 
Everyone within a radius o f 5 fcel IllUSI 
save vs. Poison o r co lla pse to Ihe floor 
sneezing and cho king for 10 rounds 

- 60 feel o f rotted rope which will snap the 
first time it is used 

- an unlocked meta l box conl a ining 
500gp a nd a sma ll o rnamental elenrum 
mace worth 150gp. 

On th e LOp shelf a rc 10 nysta l fl asks 
conta ining ho ly water. The fl as ks a rc o f 
excep tio na l cra ft smanship and a ll bear an 
inscripti on o f an enamelled red fl ame 
burning on a n inl a id sil ver base (va lue -
50gp each ), 

Behind a secret door in th e back of the 
cupboa rd is a compartment con tai nin g: 
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- a po tion of extra healing (purple, tastes 
of cherri es, I dose) 

- a potion o f super-heroism (red , tastes 
earthy, I dose) 

- a potion of delusion (azure, tas tes sweet, 
I dose) 

- a po tion of speed (spa rkling white with 
blue fl ecks, biller tasting, I dose). 

WI6. Blocked Entrance Tunnel 

Most of the 500-footleng th of tunnel which 
led to Tcra bar is now blocked by lava: 

The wa lls of the passage a re covered 
with fl aking plas ter. Piles o f it lie 
here a nd there on the blue marble 
floo r. T he frescoes draw your a llen
ti on but befo re yo u can study them 
the so und of tramping feet comes 
from behind you. Spinning to face 
Ihe no ise you a rt' a la rmed to see a 
horde of adva ncing spear-wielding, 
crimson huma no ids. Their faces are 
express ionless and Iheir eyes unsee
ing. T hey wa lk as tho ugh in a trance 
or possessed. BUI one thing is certa in , 
they mean you no good. 

T he crea tures a re a horde of nupperibo, 
which will a ttack mindless ly until killed. 
T hey are una ble to regenera te as this is no t 
an area o f lo ta l evil. 

30 nupperibo: AC 9; MV 6"; HD 1; hp 6 
each ; #AT I ; D 1-6 (spea r); SA Nil ; SD Nil ; 
MR Std; Int Unrateable fo r spell effects; 
AL LE ; Size M; xp 24 each ; THACO 19; 
MMII (devil ). 

After th e comba t th e DM sho uld read the 
fo llowing to the players: 

Free of the mindless wa rriors you ca n 
study the deta il o f the frescoes. They 
depict people moving in orderl y 
lines. T hose in the southern branch 
and on the southern wa ll a re mov ing 
towards Ihe blocked passage, whil e 
th ose in the no rthern branch are 
moving away from the blocked sect
ion into a large chamber where they 
ascend a flight o f steps. At the top, a 
figure with outstretched a rms wa lks 
thro ugh a hoop with a blue fl ame 
and a silver cup sel on either side. 

The frescoes depict travellers uSll1g the 
Wind Wa lkers' passages. 

WI7. Hall of Arrivals 

T hi s is the arrival point for travell ers from 
Windga te: 

A bright light shines from a depicti on 
of the sun . It illumina tes thi s la rge 
chamber but fa ils to touch a large 
black shadow a t the fa r end . 

In front o f the shadow, a fli gh t o f 
dark steps leads up to a dazzling g lass 
hoop, 10 feet in diameter. 

E lsew here, decay ing frescoes ado rn 
the wa ll s. On the no rth and south 
wall s a city lies a t the foot o f a range 
of mo unta ins. The mounta ins a re a t 
the western end of the room and the 
city a t the east. 

T he black shadow is 30 feet in di ameler and 
is the magica l ga te which restores no rmal 
form to trave llers wind walking a lo ng the 
sou thern passage from Windga te. 

T he city in th e frescoes is Tera bar and the 
sun is pa inted on the ceiling amidst a 
cloudl ess sky. 

WIS. Hall of Departure 

T his is where travell ers using the passages 
began th eir journey. T he mephits from 
encounter area W1 5 will be encountered 
here unless they have been a lready sla in or 
they have fl ed to the lower planes. If th ey 
a re present, the DM should amend th e 
fo llowing description to include them: 

Overhead light ba thes this room. 
Filling the centre o f the wes tern wa ll 
is a large black circle. In front o f it a 
fli ght o f dark s teps leads up to a 
spa rklin g g lass hoop . T he hoop is 10 
feet in diameter and stands upright 
and para llel to the circle. A bright 
blue fl ame burns upon a silver 
platfo rm on the right side of the 
hoop. A sil ver cup glints oppos ite it. 

T he frescoes on the north and south 
wa lls are mirro r images o f each o ther 
and depict a city adj acent to a 
mounta in range. The mounta ins a re 
at the eas tern end of the room and the 
city a t the west. T he ceiling shows 
the sky and a depiction of the sun is 
the source of the illumination . 
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T he black circle is the magica l ga te used to 
transfo rm travell ers into the 'gaseo us' fo rm 
necessa ry fo r them to be blown a long the 
passage. 

T he fl ame in the hoop produces no hea t 
a nd thi s will be o bvio us to anyone examin
ing it. T he cup is empt y. If it is fill ed with 
ho ly wa ter the system will be ready to use. 
To be transported , charac ters s tep through 
the hoop with their rig ht hand touching 
the fl ame, and their left the cup . As they do 
this they will be irrevoca bly drawn towards 
the ga te a nd their bodi es tra nsformed into 
'gaseous' form . T hey will then be blown 
a long the passage to the ha ll o f a rrivals a t 
Wi ndga te (WI9). Anyone wa tching will see 
the charac ter fl ash towards the black ga te 
a nd disappear in to it. 

T he jo urney will ta ke 3 ho urs (4 if the 
eastern ea rth elementa l has been released) 
and will in volve no danger. During this 
time characters will be conscious and 
aware of th eir a iry fo rm . To the cha racters 
the journey w ill a ppear to ta ke onl y 3 (or 4) 
rounds. During the wind wa lk they are im
mune to a ll altacks from any crea ture in the 
passages. 

The Journey 

When a ll cha racters have passed through 
t he hoo p th e DM s h o uld rea d th e 
fo llowin g: 

Pass ing through the hoop, you sud
denl y become very light and the la rge 
black circle hurtl es towa rds you . 
Bracing yourse lf for the impact, you 
a re relieved to pass through the 
blackness in to a shimmering passage, 
where a warm breeze sweeps you 
a long a t a fantas tic ra te. Suddenly, a 
brightl y colou red grille momentarily 
appea rs in front o f you; it fl ashes 
br ightly as your body sepa ra tes into 
hundreds of dazzling pieces. But, 
within moments, p leasant sensa tions 
sweep th rough every pa rt your body 
as it reform s on the o ther side o f the 
grille. Exh ila ra ted , you speed down 
the passage with more colo urs flash
ing th ro ugh yo u, crea ting dazzling 
ka leidoscopic pa ltern s and electrify
ing yo ur senses. T hen, witho ut warn 
ing, it goes da rk and the weight 
returns to you r body. 

T he cha rac ters a re now in the ha ll of 
arri va ls a t Windga te (WI9). 



P------:--- - : 
Any lights (including- continual light 
spell s) o r lanterns carr il'd by cha racters wil l 
have been ex tingui shed as they passl'd 
throug-h the black galt' in the hall of 
deparlurc. 

Windgate Terminus (Map 2a) 

This complex of underground chambers is 
approxima tel y 300 fcet below gro und level 
and was originally a mirror-image of 
Terabar. It served thl' samc purposl' for the 
city o f Windgate on thc westcrn side o f the 
moulllains. 

WI9. Hall of Arrivals 

When characters fi rst a rr ive in this un lit 
room from Terabar they will be unable to 

see, as the journey through the tunnels will 
have ext ingui shed all li ght sourccs: 

Re-adjust ing LO your solid form you 
hea r a fai nt moaning so und echo ing 
around yo u. T he a ir in here smel ls 
fa illll y o f su lphur a nd the da rkness 
presses m en aci n g ly aro und yo u. 
From a grea t di stance comes an 
unidentifi a ble so und se lling yo ur 
nerves on edge. 

Characters arriving in the ha ll do so at the 
LOp o f a fli ght o f steps. Anyone moving 
without a li ght so urce o r not p rodding 
a head will fall down the steps a nd take 1-6 
h it points of damage. 

When a light sou rce is em ployed the OM 
should read the fo llowing: 

Yo u a re sta ndi ng a t the top of a flight 
o f steps lead ing down in LO thi s room. 
The room is very sim ilar LO the one 
you recently depa rted , a lth ough 
shortened considera bly by a dark 
incongruous rock face a t the far end. 
Plas ter has fa ll en from the walls and 
lies inches deep on the fl oor, with 
only a few p ieces cli ng ing LO the bare 
wa lls. 

Behind you on the end wall is 
ano ther inky black disk. 

The moaning sound comes from the 
lemures in the ha ll of depa rture (W20) . As 
the adventurers approach the open door
way the moaning will grow louder. 
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The g-1 <l sstn'l hoop here is pl<lin , h<lv ing no 
f1<1nlt· <l11(j no cup . The wes t end of the 
ch<lmber W<lS cut o ff by the rock shift 
during- the C<ll<Icl ysm. The rock here is 
much d<lrker <lnd rougher th<ln el sew here 
in the room . 

W20. Hall of Departure 

This h<l ll is being used <IS <I pl<tce to torment 
kmures: 

A horde of sh<lpdess, v<lguely hum<ln 
blobs slowly slide tow<lrds you. From 
their mouths comes the low mO<l ning 
which fill s this fors<lken pl<lce . Your 
pit y for thest' poor so ul s is soon 
repl<lced by rev ul sion <IS th eir moa n
ing increases in intensit y a nd their 
mish<lpen limbs stretch hungril y 
tow<lrds you. 

Behind their n<l use<l ting fo rms can 
be seen a black circle with <l no ther 
shining hoop befo re it. 

The klllures wi ll atl<lck until sla in. 

30 lemures: AC 7; MV 3//; HO 3; hp 15 each ; 
#AT I; 0 1-3; SA Nil ; SO Regener<lte I 
hp/ro und; MR Immune to sleep <l nd mind
<l ffecting spells ; Int Semi ; AL LE; Size M; 
xp 110 each; THACO 16; MM - dev il. 

The plaster has fallen to the fl oor revea ling 
b<llT wall s. T he hoop is intact, but the 
fl a me which provided th e power for the 
magica l wind h<ls ceased to burn. It ca n 
only be rekindled with the magica l red 
incense from theTEMPLEOF AUMATA
PERION (see page 22). Any <l llempts to 
relight the fl ame witho ut the proper 
incense will prove futile . 

On the silver pla tform, charac ters will 
discover the remains of the incense used by 
Tikul during his return through the 
passages. This incense rad i<l tes a slight 
m<lgi c<l l dweomer. If lit it wi ll burn briefl y 
and thcn cOllSume itself, the smoke will be 
dr<lw n towards <lnd into the bl<lck ga te but 
will be insufficiel1l to power the wind . 

The west end of the chamber is totally 
blocked by <I so lid w<l ll of shifted rock. 

W21. Bearded Devil 

The bearded devil has disguised itse lf (by 
illusion) <IS a treasure laden ches t: 

In this o therwi se empty room your 
eyes are drawn towards an open iron 
ches t from which comes the glint o f 
gold and th e sparkle of gems. A few, 
large, g lillering rubies have fa llen 
fro m the chest and lie sca llered 
<lro und its base. 

The ches t radi a tes a magica l dweomer, and 
if a detect illusion spell is c<lstthe disguise 
will be penetrated. 

The bearded devil will allack anyone 
touching the ches t or if it is discovered . 

1 bearded devil: AC I; MV 15//; HO 6+6; 
hp 50; #AT 3; 0 1-8/ 1-2/ 1-2; SA Poison 
bea rd , affect normal fires, fear, produce 
flame, charm person, suggestion, illusion, 
animate dead, summon bea rded dev il; 
SO Teleponation; MR 45%; Int Very; 
AL LE; Size M; xp 1625; THACO 13; 
MMII. 

The bearded devil will use its fear a uack (by 
touch ) to scalier and split the party (the 
effects are negated by a successful save vs. 
Spells). If bo th hands hit then beard 
damage is maximum (8 hit poil1ls), the 
victim must save vs. Po ison or develop a 
burning rash causing the loss of I point of 
dex terity per round for 4 rounds. 

The bea rded devil will not allempt to 
summon another devil. If reduced to 10 hit 
points or less it will return to the lower 
planes. 

W22. Broken Rod Room 

Opening the door from W21 th e pa rty will 
see the rod room a t the end of the passage: 

Down the corridor you see a da rk, 
round room. It looks sim ilar in 
sha pe to o thers you have seen , but 
lacks the pulsing light. As you draw 
closer you see the broken remains of a 
g lass rod. A strong sulphurous smell 
drifts out of the room. 

The rod was broken by panicking crowds 
during the Ca tacl ys m. The white chal
cedony gem (va lue - 600gp) lies buried 
under the rubbl e and will be found a fter I 
round of searching. 

The sulphuro us smell comes from the 
southern summoning room (W23). 
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The smell of sulphur will get stronger as 
the adventurers approach thi s room : 

Sulphuro us va pours hang heavy in 
this hexagonal room. Smoke issues 
from two brown concentric circl es on 
the floo r. Without warn ing fires fl a re 
up, bathing the chamber in a ho rrid 
red light. From the circl es' centre. 
da rk smoke streams upwards to the 
ceiling. Yo ur eyes begin to sting and 
tea rs run down your faces. 

Quickly wiping away the tea rs yo u 
see that a small , vague insubsta l1lial 
shape has appeared in the centre of 
the room. It takes on so lid form. Red 
maligna l1l eyes turn towards you, its 
lea thery wings stretch outwards and 
bea t the ai r. Slowly it rises from the 
ground. 

The circle is a gate to the lower p lanes, 
drawn in blood and a llowing access to the 
prime ma teria l plane. Arriving through 
the ga te, as the adventurers el1ler, is a 
spined dev il herding a group of 30 lemures. 

Quick ac tio n from the party will prevel1l 
the devil from full y entering th e prime 
material plane. They have I round to close 
the ga te by either eras ing part of the circl e 
with holy water, o r by throwing a good 
hol y symbol or ho ly water into the circle. 
C losing th e gate will fo rce the dev il to 
return to the lower planes. Brea king the 
circle by rubbing pan of it o ut (wi thout 
hol y water) will no t close the ga te in time to 
SlOp th e spined devil but it wi ll prevent the 
lemures from being ga ted in. 

If the spined devil is a ble to leave the circle 
it wi II a ttack on the following round . It 
will fl y over one member o f the party , 
sta bbing with its milita ry fo rk, raking with 
its ta loned feet a nd loos ing 12 of its spines. 
The next round it will use its scare ability 
while fl ying into the southern passage. If 
still a li ve on the third round , it will 
successfully summon a barbed devil. Note 
that the spined devil does no t require the 
circle to be il1lac t to do this, since this is an 
intrinsic ability. Unless badl y wounded, it 
will rejoin the comba t, otherwise it will 
return to the lower planes. 

1 spined devil : AC 3; MV 6///18//; HO 3+3; 
hp 20; #AT I and/or 2; 0 1-8 and/or 1-4/ 1-
4; SA Spines, affect normal fires, change 
self, command, produce flame, scare , 



summon a ba rbed devil, charm person, 
suggestion, illusion; SD T eleporta tion, 
immune to fire, ha lf damage from co ld and 
gas; MR 2S%; Int Low; AL LE; Size S; xp 
320; THACO 16; MMII. 

T he barbed devil will fi ght until reduced to 
10 hit points o r less, at which po int it too 
will return LO the lower planes. It will not 
allempt to summon another devil. 

1 barbed devil: ACO; MV 12"; HD 8; hp 41; 
#AT 3; 0 2-8/ 2-8/3-12; SA Pyrotechnics, 
produce flame, hold person, charm person, 
suggestion, illusion, fear; SO Never sur
prised, telepon a ti on, immune LO fire, ha lf 
damage from co ld and gas; MR 3S%; Int 
Very; AL LE; Size M; xp 183S; THACO 12; 
MM. 

Unless the circle has been broken, one 
lemure will a rrive in the centre o f the circle 
each round. T his will continue fo r 30 
rounds by which time the last one will have 
arrived. T he lemu res will a llack until 
des troyed. 

30lemures: AC 7; MV 3"; H0 3; hp ISeach ; 
#AT I; D 1-3; SA Nil ; SO Regenera te I 
hp/round; MR Immune to sleep and mind
affecting spell s; Int Semi ; AL LE; Size M; 
xp JlO each; T H ACO 16; MM. 

T he o rig ina l major circle still remains 
under the blood. 

W24. Northern Summoning Room 

An unbroken major circle still binds the 
nonhern eanh elementa l. Characters li sten
ing a t the door will hear the sound of the 
wind: 

T he black marble floor is inl a id with 
two concentric silver circl es with a 
triangle in the centre. The wa lls are 
smooth and poli shed. One side of the 
room has no wa ll , instead it has a 
strange moving opening. This open
ing contrac ts and expands rapidly 
and the passage behind it a lso seems 
to grow and shrink in size. From the 
passage the sound of the wind howls, 
a lthough the a ir in the roo m is quite 
still. 

T his room was used LO summon the eanh 
elementa l fo r the wes tern pan of the 
nonhern tunnel (see encounter a rea W2S). 
It is now insane and will not be released 
even if the circle is broken (see below). 

The distance distortion spell in thi s pass
age is stanling in its effects: 

The strange wind howls a long thi s 
passage. Its smooth wall s move in an 
a larming manner. Sometimes rh yth
mica lly and other times spasmodic
a lly, the passage colllracts LO IS feet 
across o r expands LO as much as 60 
feel. At any one time some pan s of 
the passage are cOlllrac ting whil e 
others are expanding. Ripples of 
wave- like movemellltravel along the 
tunnel in either o r both directions, 
sometimes continuing inLO the dis
tance, sometimes ending with a 
sudden jerk or simply fading away. 

From the tunnel, the opening inLO 
the room has the appearance of a 
strange mouth . As the tunnel ex
pands and contracts, pan s of the 
opening expand and cOlllract with il. 
Looking a t the walls of the room, 
however, it is quite obvious tha t they 
a re no t moving a t a ll. 

Even stranger, the di stances between 
you va ry greatly as well : one moment 
you a re standing close LOgether, the 
next you are swept apan, but with no 
sensations of movement a t a ll. 

This elementa l is now quite insane and 
will not return LO its own plane even if the 
circl e is broken . If the pany di g up the 
circle in the nonhern summoning roo m 
(W24), it will merely result in a dramatic, 
but harmless, eanh tremor. The elemellla l 
will remain, mindless ly exercising its crazy 
version of the distance distortion spell. 

The eanh elementa l is ca using th e dimens
ions of the tunnelLO change randomly. The 
tunnel is being di sLOned a long its leng th as 
well as across its width . The size of the 
tunnel is changing a ll the time. Characters 
will experience no difficulty in moving 
from the tunnelLO the summoning room or 
vice versa . If the adventurers examine the 
black gate a t the end of the passage they 
will no te tha t the wind appears LO pass inLO 
it, a lthough they canno t. 

W26. Windgate Emergency Exit 

The sta irs from this room lead LO the 
surface of the ASH MIRE (see page 18) and 
LO the next pan of the adventure. 

The entran('l'S 10 this roOIll an' hidden . 
While Ihe doors in Ihe soulh passage arc 
secret , an yone scarching' Ihe righl arca of 
the passage will aUlOllla licall y find Ihcm . 

The erratic IllOWIllCIIIS of thc carlh ele
men ta l ma ke it much mon' diffi cult 10 find 
the nOrlhern {'lIltTgl'IKY l'xil doors. Thl' 
prl'sence of the l'arlh el{'ml'lIlal makes il 
impossible for Ihl' parl y 10 pinpoinl Ihl' 
exit by 1I0rmaimeans (i.e, by scarching for 
secret doors) as Ihey cannol Ill' sure 10 

sea rch the a rea wi th an y degrl'c of accuracy. 
The use of a locate object spl'll on I he gelll , 
rod, lever or door, o r a detect magic spell on 
the gem in the rod will a llow Ihc charaClcrs 
LO then search fo r Ihe senel door. 

Once either door has becn localcd Ihe 
cha racters musl then open il. T hi s ca n bc 
do ne by magica l means , for l'xalllplc a 
knock spell. Alterna tively the 2-fool-lhick 
hard , SLOne doors can be tunnelled Ihrough 
(see DMG - page 106). 

Once the pa rl y enters Ihe passagcwa y 
behind the doors the OM should read the 
fo llowing LO the players: 

A white li ghl pulsa tes ahead and you 
a ll fee l a sense of relief. Entering Ihe 
p ri stine white room yo u feel sa fe 
fro m the devil s which seem 10 be 
everyw here. 

Wha t is more the a ir is fres her than 
any you have brea thed since you 
entered these fo rsaken subterranean 
depths. Looking up Ihe stairs you a re 
pleased LO see that they are free of any 
major blockages. 

By each of the se t o f doors is a lever which 
when pulled will open its respective doors. 
T he sta irs lead up LO a heavy SLOne door. 

Once characters haw opened the door they 
will find themse lves in the Ash Mire. 

The Main Passage 

W27. Invisible stalker 

T he invisible sta lkers a t these points will 
a llack LO clear illlruders o ut of Ihe passages. 

I invisible stalker: AC 3: MV 12"; HO 8; hp 
48; #AT I; 0 4- 16; SA Surpri ses on a I-S 
(unless detected ); SO In visibility; MR 30%; 
Int High ; AL N; Size L ; xp IS70; THACO 
12; MM. 
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Tht' party will emerge from the Wind 
Walkers ' Passages inLO a va ll ey on the west 
sidt' of the H adarna Mo unta ins. Beyond 
li t's tht' Ash Mire, a landsca pe consi sting 
entirel y of fin e ash moved by the wind in LO 
an ever-changing pa llern of wave-like hills 
and va ll eys. H ere th ey will m eet Ara tek 
Fezatl , leader o f the H ek' Isleu , one of the 
many tribes of H ek which li ve in va ri ous 
parts of the Ash Mire (see Map 3 and MEN 
AND MONSTERS - page 30). 

When the advenLurers fi rs t meet Ara tek, he 
will be accompanied by onl y a sma ll 
fo raging pa rt y (see encounter area A2 ) and 
ht' will apparently be fri endl y. In fact, the 
mo tivation for virtua ll y a ll of Ara tek's 
actions stems from the value a ttached LO 
water by the H ek. In the Ash Mire wa ter is 
both wealth and power. Mindful of the 
power which the wa ttT creaLOrs in the pa rty 
could bring him, Ara tek will invite the 
advcllturers LO hi s ca mp (encounter area 
A3) where he will a llempt to kidnap any 
cl er ics o r d r uids (see THE KIDNAP 
ATTEMPT - page 21). 

T he party should be able to fo il this a llack 
and cOnLinue their journey LO the TEMPLE 
OF AUMATA-PERION (page 22). 

This part o f the adventure is designed LO 
provide an opportunity for role-playing as 
Ara tek's schemings and treachery unfo ld . 
In o rder to make the encounter as rea listic 
and enj oya ble as poss ible, the OM should 
read the section carefull y so as LO under
sta nd bo th Ara tek 's p lan and the H ek way 
of life. 

THE ASH MIRE 

Where the H adarna Mounta ins meet the 
Ash Mire (see Map 3) they a re cut by deep 
canyons which jo in and branch in be
wildering pa ttern s. T hese canyons va ry in 
width from a few feet LO hundreds, or even 
more. Their presence makes it a major 
mo unta ineering fea t LO traverse the lower 
slopes, as cha racters would need LO make 
numerous ascents and descents LO travel 
only a few miles. Hig her up the slopes the 
mo unta ins are a lmost vertica l, making 
them impassa ble except by magica l mean s. 
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(Encounter areas AI-AJ : Map J) 

The Ash Mi re itself is com posed of very 
fin e, abras ive ash pa rticles wh ich make 
movemenL by those no t accusLOmed LO its 
yie ldi ng surface very di ff icult. Pl aye r 
characters will sink LO their knees in the ash 
and will travel at on ly li normal movemenL 
ra te. 

Fortuna tely, where the mOUnLa ins and the 
Ash Mire meet there ex ists a so lid, level, 
rock pla tform like a beach a t the edge of the 
sea. T he pla tfo rm varies from a width of 
100 feet LO severa l m iles (see Map 3) and is 
rela tively free of ash , a llowing characters LO 
travel a t their normal ra tes. In a ll o ther 
respects, references to the As h Mire include 
this pla tform . 

The ash is occasiona lly lifted by howling 
winds in LO abrasive SLOrms (see Dust 
Storms - page 19), but even when the 
weather is calm, fin e dust particles rise 
from the surface LO form a kind of haze 
which ri ses LO about 50 feet above the 
ground. The haze restricts vision a t eye 
levelLO about ha lf a mile, but its o bscu ring 
effect dimini shes rapidly wi th height so 
tha t the mounta ins and especia lly the 
Ya tish d 'Ladet (see page 23) may be seen 
further away. Under normal circumstances 
the mounta ins and the Ya tish d 'Ladet may 
be seen looming above the haze from up LO 
5 miles away. 

T he presence of these fin e ash pa rticl es in 
th e a tmosphere causes the sun to be 
unusua ll y red and the sky LO be very blue 
during the day . 

T he dust haze will ca use 1 hit point of 
da mage per turn LO an y unprotected person 
brea thing it. Characters who cover their 
noses a nd mo uths with cloth w ill not suffer 
any adverse affects from it. Whenever 
characters move they w ill ca use the ash LO 
rise into the a ir around them, coa ting their 
clo thing and ha ir in its fi ne dust. 

Water 

Each character req ui res four wa terskins 
(i.e. 8 p in ts) of wa ter every day while in the 
Ash Mire. If travelling a t night, onl y ha lf 
this quantity is req u ired . A character loses 
I point of streng th every day (or ni ght) 
spent witho ut su ffi cient wa ter. T hey will 
regain I point per hour once they are g iven 
enough LO d rink. 



Characlers will nOl be abl e LO discover any 
waler in the Ash Mire and will need LO 
crea le wa ler magica ll y in o rder LO survi ve. 

RANDOM 
ENCOUNTERS 
In the Ash Mire a random encoulller will 

I 
occur on a roll o f I on Id8. Check every 6 
hours. If an encoulller is indica led roll Id6 
LO delermine which encounler LO use: 

I. 1-3 giant scorpions: AC 3; MV 15"; 
HD 5+5; hp 29 eac h ; #AT 3; 
D 1-10/ 1-10/ 1-4; SA P o ison sling; 
SD Nil; MR Sld; Inl Non; AL N; Size M; 
xp 824 each; THACO 13; MM. 

2.2-8 firedrakes : AC 5; MV 6"/18"; HD 4; 
hp 15 each ; #AT I; D 2-8; SA Brea lh ; 
SD Nil ; MR Sld; I III Semi; AL N; Size S; 
xp 185 each; T HACO 15; FF. 

3. 1-4 giant spitting snakes: AC 5; MVI2"; 
HD 4+2; hp 20 each ; #AT I ; D 1-3; 
SA Spilling, poison; SD Nil ; MR Sld ; 
Inl Animal; AL N; Size M; xp 490 each; 
THACO 15; MM . 

4. I ant lion: AC 2; MV 9"; HD 8; hp 38; 
#AT I; D 5-20; SA AULOmali c damage 
af l e r I Sl hil ; SD Nil ; MR Sld; 
IIll Anima l; AL N; Size L; xp 955; 
T H ACO 12; MMII. 

5.2-5 sandmen: AC 3; MV 9"; HD 4; hp 14 
each; #AT Ni l; D Ni l; SA Sleep ; 
SD Protection from normal missiles; 
MR 20%; IIll Ave; AL N(E ); Size M; 
xp 271 each ; THACO N/A; FF. 

6. 1-4 vortices: AC 0; MV 15"; HD 2+2; 
hp 12 each ; #AT I ; D 1-3 per ro und 
commencing on the second; SA Spin 
(5% cumulalive chance per round of 
killin g v ic lim ); SD Nil; MR . Sld; 
Inl Non; AL CN; Size Variabl e; xp 86 
each ; T HACO 16; FF. 

Dust Storms 

Each day lhere is a 25% chance (a ro ll of I on 
Id4) o f a dusl Slonn occurring in the Ash 
Mire. SLOrms lasl fo r 1-4 hours and ca use I 
hil po i III of damage each lurn lO anyone in 
lhe open . Cha raclers shelLered from lhe 
wind in a ca nyon or a lelll will suffer no 
damage. The pany has an 85% chance of 
becoming 10S l if lhey do nOl ha IL a ll 
movemenl during a dusl SLOrm. LOSl 
panies will lravel in a randomly deler-

mined direction, until they are a bk to find 
their bearings (see DMG p49). 

ENCOUNTERS 
AI. The Forbidden Valley 

Opening the door al the LOp of the slai rs 
(see THE WIND WALKERS' PASSAGES 
- page 17), the advelllurers w ill find 
lhemsel ves in a valley a llhe edge of the Ash 
Mire: 

You are slanding a l the head of a 
valley which is enclosed on lhree 
sides by Sleep rocky wa lls, which 
have been LOrn, fissured and worn 
illlo fan laslic shapes and angles. 

Looking down inLO the va ll ey you 
a re amazed LO see dislalll, wei rd 
mounla ins f10aling on a sea o f pale, 
dense misl. Some pea ks are rounded 
and smoolhed, whi le o lhers a re 
a n g u la r a n d rugged. In places, 
mass ive overhangs turn back on 
lhemselves LO form slrange, con
voluled shapes. 

Wilhoul any warning, a grey mist 
springs up aro und you and rapidly 
obscures your vision . lL invades your 
noses and mou ths, scouring your 
lh roa ls a nd burning your lungs. 
Fearfully you cas t round fo r lhe 
source of lhis vile sorcery bUl discover 
LO your rel ief lhat il is no more lhan 
fin e dusl lhrow n in LO the a ir by you r 
own movemenlS. 

The mounta ins were lwis led inLO slrange 
and diverse shapes during the Cataclysm 
and since lhen lhey have been worn and 
weathered by the wind. T his erosion has 
exaggera led lheir weird shapes, g lVlllg 
lhem an eerie appearance. 

A2. III Met in the Ash Mire 

As the cha raclers cross the dOlled line on 
Map 3 or 1-4 hours after a cleric o r druid 
cas ts a create food and/or water spell , a 
foraging band of 13 H ek 'l slell moullled on 
gialll str iders (see below and MEN AND 
MONSTERS - page 30) will p ick up lhe 
adven lurers' trai l and fo llow them . The 
band will sla lk the pany fo r up to 2-3 hours 
LO assess ilS slrenglh . Every ha lf-ho ur lhere 
is a 50% chance thal the pan y will nOlice 
them: 

A 1ll0Vl' lll ent behind c<l tches your 
eye. T urning- you see a nUlllbn of 
g- rey shapes in the distance. As you 
pelT a t thelll th ey seelll 10 fad e into 
the 'clinging dus!. 

Upon being spOiled Ihe for<lgi ng- band will 
disappear into the haze. If Ihe pany SlOpS, 
lhe Hek will hide until Ihe adventurers 
continue Iheir journey. Providing- lhe 
adventurers are carry ing wa leI' Ihe Hek 
diviner w ill a lways be abk 10 loca te Ihem. 

Aft er fo llow in g- lhe advenlu n'l fo r 2-3 
hours lhe Hek wi ll ma ke conl an: 

Approachi ng you a<TOSS the dUSI is a 
line of g-rey d ad riders 1II0unled o n 
lwo-legged beas ts. T hey ha lt 50 feel 
away and one o f the ridns holds up a 
hand in friendly g re{'[in g. 

If lhe adven turers ma ke no o ffensive moves 
the H ek wi II approach closer. Olherwise 
lhey wi ll sca ller inlo lhe Ash Mire and lhen 
re-gro up lO a llack (see bdow). 

The band is led by Aralek Feza l!' Desperate 
LO ga in the power whi ch the pany repre
senlS, he will in vile the adventurers LO 
accompany him to hi s camp. T hi s co nver
sa lion will be acco mp li shed Wilh some 
di ffi cult y a. he onl y spea ks H ek and 
archa ic common . However, he will do hi s 
ulmOSl LO convin ce the advenlurers LO 
accompany him, using f1 a llery and hinlsof 
g rea t 'r iches and power' to be ga ined. The 
DM should be sure LO poinl OUl lha t the 
H ek smell very unpleasa nl. 

If allacked before o r d uring the negolia 
lions, the H ek will fa ll back a nd disperse 
into the haze. If th e adventurers refuse lO 
accompany lhem, the Hek will relire. In 
bOlh cases Aralek will ga lher the o lher men 
of the tr ibe from the camp (see enCOUlller 
a rea A3) a nd attack the pany 1-2 nighls 
la ler. All lribesmen will be mounled on 
lhei r g ianl slriders and will a ttack LO kill, 
since Aralek wo uld ralher kill the adven 
lurers than run the risk o f o ne of the o ther 
H ek lribes capluring lhem. 

The Foraging Party 
This consisls o f Ara lek Feza ll , one o f hi s 
Iieulenallls, one of the lribal diviners, and 
10 lribesmen - a ll mounted on g iant 
slriders . The enlire Hek'Islell tribe, from 
which the fora g ing pany is drawn , is 
dela iled on page 20. The DM shou ld refer 
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to these statistics while running this 
l'ncounlt .... n'nH'mbl'ring to deduct any 
casualties from the tribl"s total numbers. 

THE HEK'ISLETT CAMP 
The Hl'k ' lslelt camp is located in a narrow 
canyon cut into an outlying group of 
mounta ins (st'(· Map 3a). It is we ll hiddcn 
and wi ll not bc found hy the adventurers on 
their own. The camp consists of tcnts. a 
compound for the gialll striders and caves 
where cpyCOlt roots are processed and the 
tribe 's water is stored. 

Arrival at the Camp 

The adventurers first sight o f the camp will 
be in the company of Ara tek Fczatl and the 
foraging band: 

Protected from the relentless heat o f 
the sun by the high . shadowy walls o f 
a la rge ca nyon is an encampment. 
Numero us grey. bone and fibre tents 
lie sprawled aro und this gorge. their 
fl a ps stirred by an a lmos t (001 breeze. 
A cave leads into the rock on one side 
o f the canyon . and on the o ther 
s tands a compound ho lding more o f 
the strange two-legged beas ts. 

When they arrive. the adventurers wi ll be 
taken to the g ues t tent (see encounter area 
A3a) by Aratck. T he chief will ask the party 
to wait and will then leave. A meal will 
then be brought to the adventurers by 
femak H ek, but they wi II no t be o ffered any 
water. 

Stay at the Camp 

During their time a t the camp. the adven
turers will be free to roam around (see 
encounter area A3 - below) and no a ttempt 
will be made to prevent them from leaving. 
H owever. if they do leave, Aratek will 
gather up a ll his tribesmen and pursue the 
adventurt'l"s. If he does no t ye t know who 
the clerics and/or druids are, Ara tek and 
hi s men wi ll attack to kill the party . If 
po tential suppliers of water have been 
identified. the H ek attack will be made in 
an attl'mpt to capture these and to kill the 
res t. 

After the party arrives. Aratek will instruct 
his people to ca rryon their everyday 
business while he a ttempts to identify 

cha racters capable of producing water 
magica ll y. Once he thinks he knows who 
these are, Aratek wil l try to confirm his 
suspicions (if need be) by offering his 
jewelled necklace in exchange fo r the party 
using th eir powers to fill the tribe's cistern 
(cncounter a rea A3f) . Once he is sa ti sfi ed 
that he has identified the c1eric(s) and/or 
druid(s), he will a rrange a feas t at which he 
will attcmpt to kidnap them (see THE 
KIDNAP ATTEMPT - page 21). 

Whilc a t the camp. Aratek is accompa nied 
at a ll times by his two li eutenants. These 
three are the only members of the tribe who 
speak a rcha ic common . When he is not 
with the party, Aratek will usuall y be in hi s 
tent (encounter area A3b) . 

Ara tek is excep ti ona ll y intelligent and will 
attempt to lu re the adventurers into a sense 
of fal se security with flattery and apparent 
subservience. H e will speak of the legends 
of gods who walked the ea rth and who 
could ca use riches to spring from th eir 
hands. H e wi ll hint tha t the adventurers are 
these gods returned aga in to the land and 
will appear to be in awe of their power. 

Aratek has hea rd from the other H ek tribes 
o f the H ek' I1j 's a ttack on the temple o f 
Aumata-Perion . H e a lso knows tha t the 
cleric in Tikul's party was a ble to crea te 
water, seeming ly a t wi ll. Although he does 
no t understand how this could be done, 
Aratek is aware tha t it is a power possessed 
by mortals. This power would make the 
H ek' Islett the grea tes t H ek tribe in the Ash 
Mire. 

On no account will any mention be made 
o f T ikul's party or o f the fa te o f the H ek'I1j 
a t the temple (see TIKUL'S SAGA - page 
2). If asked about strangers, Aratek will 
claim that the adventurers are the onl y ones 
to have entered the Ash Mire. 

The DM should strive to make the adven
turers feel a t ease with the H ek. Altho ugh 
they cannot spea k with the adventurers, the 
tribesmen , women and children will be 
apparently subservient and wi ll a lways 
treat the adventurers with reverence. The 
DM may wish to have the adventurers 
fo llowed and constantl y pes tered by groups 
of g iggling H ek children . whose inna te 
curiosity will overcome their fea r o f such 
strange- looking and powerful cha racters. 
However, they will not enter the adven
turers' tent under any circumstances. 

The diviners wi ll remain in their tent whi le 
the adventurers are in the camp, a ttempting 
to se n se w hich ch aracters are a bl e to 
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produ ce wa ter by magic. T hey w ill no t be 
successful in this. To them, the adventurers 
a re objects of bo th fascina tion and ho rror, 
since they represent a power beyond 
understa nding. 

The adventurers wi II never be o ffered water 
while a t the H ek camp, but the Hek will 
accept g ifts o f wa ter with overwhelming 
g ra titude. If the party agrees to create water 
for the H ek. Ara tek will humbl y request 
th em to fill the tribe's cistern (encounter 
area A3£). This display of 'awesome' magic 
wi ll ca use the H ek to fa ll on their knees 
feigning worship . Aratek will be very 
pleased since the c\eric/druid(s) in the 
party will have identified themselves. 

Hek Knowledge of Aumata-Perion 

The H ek ' Islett have a long hi story o f 
contac t with the pries ts at the Temple of 
Aumata-Perion. In times of need the priests 
have provided them with much needed 
water. The Hek have a lways considered it 
as a wondrous place, 'full o f riches'. T hey 
are, however, a proud people and ca ll a t the 
temple o nl y in times of dire emergency. 

When com pelled by necess ity to visit the 
temple. the H ek bang the gong on the 
temple portico (see encounter area T5) 
three times and then wait to be show n in by 
o ne of the temple's clerics. 

T hey are wary of Kegen (see TEMPLE OF 
AUMATA-PERION - page 22) and fo llow
ing the defeat o f the H ek' I1j th ey have 
grow n even more fea rful o f him . 

If show n T ikul's map they will recogni se 
the draw ing o f Yatish d ' Lade t (see page 23) 
a nd say tha t it is a place of riches beyond 
their wildes t dreams. T hey will refu se to 
take the characters th ere and w ill speak in 
hushed tones o f the Torkis d 'Ladet (the 
Pro tector o f Power) - a creature inspiring 
grea t horror and fear. They are referring to 
the skeleton warrior of whose existence 
they have o nl y heard rumo urs. 

A3. The Camp 

Tents 

The ca mp consists most ly o f tents made o f 
woven epycott fibre (see page30) with poles 
made from g iant strider bones. The Hek 
ca rry a round a ll items o f value and their 
tents usua ll y con tai n onl y bedrolls. Any 
item s of particular interest to be found in 
the tents are listed below. 



a. Guest Tent 
When adventurers a rrive a l Ihe camp they 
will be shown LO this tent where they will 
be prov ided with bedd ing and fib re ma t· 
tresses. Food will then be brought to them. 
However, no wa ter will be given LO the 
adventurers, and the H ek will be evasive if 
asked fo r a ny. 

b. Tent of Aratek 
This tent is slightly larger tha n the others 
a nd houses Aratek a nd hi s two li eutenants , 
Grobid a nd Gannix. All three of them wi ll 
usua ll y be fo und here. Two tribesmen 
sta nd g uard outside the tent a t a ll times but 
they wi ll no t prevent the adventurers from 
elllering. 

c. Diviners' Tent 
T his tenl ho uses the tribe's two o ld female 
diviners . On a sma ll , low ta ble made of 
p lates o f bone a re a few ca rved bo nes used 
by the diviners LO loca te water. The tent is 
o therwise simple a nd p lain . 

d. Other Tents 
Each of the other tents ho uses 1-2 tribes
men, 1·2 fema les and 0-2 young. 

e. Giant Strider Compound 
The tribe's 30 g iant striders a re kept behind 
a fence which sea ls o ff th e mo uth o f a 
rav1l1e. 

Caves 

Here the Hek sLOre their water and grow 
their fungus food. 

f. Water Cistern 
The H ek's communa l water suppli es are 
kept here in a large SLOne basin . The door o f 
the chamber is made of bone a nd fibre. It is 
gua rded by two tribesmen and its ancient 
iro n lock is fas tened (A ra tek has the on ly 
key). The guards wi ll neither a id nor resist 
if the party a llempts LO enter the chamber. 
If magica l mean s a re used LO achi eve thi s, 
they wi ll be visibl y impressed . 

If th e pa rty has been providing th e H ek 
with water, it wi ll have been placed in the 
cistern. Otherwise o nly a few inches of 
muddy brown liquid will rema in a t the 
bOllom. 

g. Work Room 
Here th e epyco ll roots (see page 30) are 
processed inLO food for the fungi (see 
encounter area A3h), body wax a nd fibre 
for clo thing, ropes, tents and so on. The 
adven turers will note the a lmost over
powering smell o f body wax as they nea r 
the chamber. 

A few simple lools fOl' mashing and 
pulping the roots lie arou nd. NlInH'I'ous 
roots an' a lso herl'. These haw Il'alhery 
sk ins and fibrous , s li g hll y 1lI0iSI flesh. 
During daylight hours therl' wi ll alwa ys bl' 
2d4 fem a le Hek and 3d4 childn'n wOl'king 
here, beating the roots to eXlract Ihe juic('s 
a nd pla iting the fibres tog('lhel'. 

h. Fungus Rooms 
The fungi wh ich fo rm the sta pll' di('1 of Ih(' 
Hek are grown here. They grow into a 
va riety of strange forms , nourished by a 
6-inch-deep pool of green pulp eX lr<J('(ed 
from the epycoll roots (see A3g) . 

There a re a few baskets here but nothing of 
va lue. If the adventurers enter the roo III , 
their feet wi ll sink inLO the green mush. 

THE KIDNAP ATTEMPT 

Once the c1 eric/druid(s ) have been iden
tified the H ek will prepare LO cap ture the 
'providers of ri ches' and kill the other party 
members. T hat evening a feas t wi ll be held 
in Aratek's tent for the advenlurers, Ara tek, 
his lieutenants and 10 o f the tribesmen. 

The food wi ll be served by the women, a nd 
th e first di sh offered to the party wi ll 
contain untrea ted epycoll root. This is 
mildly poisonous (save vs. Poison a t +3 or 
retch for Id4+2 rounds , a fterwards char
ac ters fight a t -2 LO hit and damage, due LO 
nausea, for 1-3 turns). The characters will 
noti ce a strong unpleasant smell from the 
po isoned dish. Characters express ing sus
picion will a ULOmatica ll y detect the poison 
in the food by smell or taste. 

Whether the poison is detected or not, 3 
ro unds after the food has been delivered, 
the male H ek in the tent will allack, led by 
Aratek Feza tl. Two rounds later the re
maining 15 tribesmen w ill encircle the tent 
and burst in by slashing through its wa lls . 
The Hek wi ll attempt LO take th e clerics 
and/or druids prisoner and LO slay the 
o ther characters. 

If the adventurers have detected the poison 
a nd a re expecting an allack they will 
aULOmatica ll y ga in initiative in the firsl 
round of combat. 

If they receive 50% casua lties the H ek wi ll 
re trea tLO the giant strider compound. H ere 
they wi ll mount their beasts and rejoin the 
fight using the g iant striders ' fireballs LO 
good effect. The H ek will not surrender 
a nd if cl earl y los ing they will fl ee inLO th e 
Ash Mire. 

THE HEK'ISLETT 

Alllh(' IlIl'mbl'l's of Ih(' H('k ' lsll'lI Irih(' an' 
desnib('d bt'low , inclllding Ih(' fora ging 
party. Si nc(' Ih(' Irih(' will h(' canyingon ils 
usual husin('ss whill' Ih(' party an' in Ih(' 
call1p , Ih(' H('k ha v(' nol h('('n allocal('d 10 

sp('ci fic loca lions. 

ARA TEK FEZA TL - HEK LEADER, 
FIGHTER, LEVEL 7, MALE: AC 7; 
MV 6"; hp 46; #AT 3/2; D By w('apon pillS 
sll(' nglh bonus; SA +1 10 hi I; SI) Nil ; 
MR Sid ; AL LN; S 17 , 11 6, W 10, I) 13, CHi, 
Ch 14; xp S34; THAeO 12; N('w ilion SilT. 

C lol hing - rob('s , hal , Il'alhn annoIII' and 
sllIall shit'ld . 

Weapons - long sword, daggn, lighl horsl' 
lanc(' wh('n mounl('d. 

Languages - H('k <J1Il1 archaic COllllllon. 
Pnsonal Ireasur(' - w('11 nartt'll hon(' and 

hid(, wa tl'!' bOil Ie (va lue - 10gp) conlain
ing 1-2 da ys of wa tl'!' , a key 10 Ih(' wa in 
cistern (S(,l' l'ncou nllT ar('a A3f), a gold
hil ted, ("llrwd daggl'!' (va l Ul' - 150gp) and 
a jewelled neckl ace (valu(' - 5000gp). 

2 lieutenants: AC 7 (I('ath('r arlllour allli 
shield); MV 6"; F5; hp 30; #AT I; D I-S 
(long sword) or 1-6 (lance); SA + I to hi I; 
SD Nil ; MR Std; lnt Vl'!'Y; AL LN ; Siz(, S; 
xp 330; THACO 15; New mOllSter. 

2 diviners: AC 7 (I('athl'!' arlllour and 
shield); MV 6"; FO; hp 6each ; #AT I; D 1-4 
(dagger); SA Nil; SD Nil ; 
MR Std; lnl Excep tion a l; AL LN ; Siz(, S; 
xp 16 each ; THACO 20·; New 1lI0nSll'l'. 

25 Hek tribesmen: AC 7; MV 6"; FI; hp 7 
each ; #AT I; D 1-6 (s ho rt sword) or 1-6 
(lance); SA +1 10 hit ; SD Nil ; MR Std; 
lnt Ave; AL LN; Siz(, S; xp 34 ('ach; 
THACO 19; New monster. 

23 female Hek: AC 10; MV 6"; FO; hp 4 each; 
#AT I; D 1-4 (dagger) ; SA N il; SD Nil ; 

MR Std ; lnt Ave; AL LN ; Size S; xp 14 each; 
THACO 20·; New Illons tl'r. 

Il young Hek : AC 10; MV 6"; FO; hp 2('ach ; 
#AT Nil; D Nil; SA Nil ; SD Nil; MR Std; 

Inl Ave; AL LN; Size S; xp Nil; THACO 
N/A; New monster. 

30 giant striders: AC 4; MV IS"; HD 2; hp 10 
each ; #AT 2; D I-S/ I-IO; SA Fireballs; 
SD Cured by fire; MR Std , but +2 bonus on 
saving throws; I III Animal ; AL NE; Siz(, L; 
xp 93 each ; THACO 16; FF. 

The H ek a ll wea r robes a nd wid('-brimmed 
hats. The water bo ttles contain 2 days water 
(i.e. 2 pints ). 
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THE 'l'EMPLE OF AUMATA-PERION 
(Encounter areas TI-T23 : Map 3b) 

T his is the pa rt y's ultimate goa l. T he 
temple and village o f Auma ta- Peri on were 
built by the survivors of the Cat acl ys m. 
T he first high pri es t posses 'ed a decanter of 
endless water and the setl lement thri ved. 
T he command words fo r the decanter were 
passed down from fa ther to son , until one 
ni ght when a yo ung priest, impa tient to 
assume the high priesthood, murdered hi s 
fa ther. Next morning the son tri ed to ca ll 
forth the wa ters, bu t the words of power 
had di ed with the o ld pries t. 

Today the vill age is deserted and the 
temple is inhabited by Kegen, an 8th level 
cleric, and his famil y (see KEGEN & HIS 
FAMILY - below). 

Since he is able to cas t regula r create water 
spell s, Kegen contro ls the onl y suppl y o f 
wa ter in the region . H e provides wa ter in 
sma ll quantities to those H ek who humbly 
req uest it. H e has successfull y concea led 
from the H ek the fac t tha t he is able to 
crea te wa ter by making a grea t display of 
ca using the wa ter to iss ue from a crys ta l 
basi n (see encounter area T8) . 

Following T ikul 's a tlack on the temple 
with the H ek'Ilj (see TIKU L 'S SAGA -
page 2), Kegen has been a t great pa ins to 
im p ress on the tribes th a t any a tlempt to 
cap ture or ha rm him will offend the 
powers who provide the precious liquid . 

As well as threa tening tha t there will be no 
more wa ter, Kegen has been busy pro tect
ing himself and his famil y. H e has used 
animate dead spell s on those who fell in 
ba tlle aga inst the skeleton warr ior (see 
encounter area T4) and has p laced severa l 
glyphs of warding around the tem p le (see 
encounter areas T5, T 9 and TI 4). 
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KEGEN & HIS FAMILY 

Kegen is a direct descendant of the o rig ina l 
pri es ts and as a res ult o f cellturies of 
inbreeding is insane. H e is married to two 
of hi s sisters and Acdame (hi s elder son ) to 
the thi rd. The adults bear a striking 
resem blance to each o ther, being pa le, thin 
a nd approxima tel y 5 feet 9 inches ta ll. All 
have low sloping fo reheads and mis
shapen spines, and Acdame has a severely 
hunched back. They have irregula r clumps 
of hair miss ing and la rge numbers of 
decay ing tee th . Kegen 's three sisters, two 
sons and four da ughters are deta iled in 
encounter area T1 4. 

KEGEN - CLERIC, LEVEL 8, HUMAN, 
MALE: AC 2 (pla te mail and shield); MV 
61/; C8; hp 40; #AT I; D 2-7 (mace); SA/ SD 
Spell cas ting; MR Std ; AL LN ; S 8, 18, W 
14, D 10, C 6, Ch 10; xp 1380; T HACO 16. 

Clo thin g - ta tlered blue ro bes worn over 
p la te mail. 

Weapons - footman' s mace, 
Spell s memorised -
First level: create water (a lready cas t), 

fear, sanctuary, cure light wounds, light. 
Second level: hold person, snake charm 

x2. 
T hird level: prayer, animate dead, feign 

death . 
Fourth level: sticks to snakes, poison. 
Lang uages spoken - a rcha ic common and 

Hek. 
Personal treasure - a go ld circlet set with a 

fire opa l gem (tota l va lue - 1500gp) with 
which he contro ls the skeleton warrior 
(see encounter a rea T 8), two gold brace
lets (va lue - 50gp each ), go ld embroidery 
on robes (va lue - 40gp ), silver holy 
symbol (value - 50gp ). 



Tl. Yatish d'Ladet 

Ya ti sh d' Ladet o r Pinnacle o f Power (as it 
is know n in the common LOngue) is a 
renow ned landma rk of the Ash Mire. It is a 
fi a t-LOpped pi ll a r o f rock, 1000 feet high 
and 100 fee l wide a t its base, ta pering LO 20 
fee t at the LOp. It is visibl e for S mil es. 

Next LO it is the na rrow en trance LO the 
valley of Aumata-Peri on (see Map 3b). T he 
temple is loca ted a t th e fa r end o f th e va ll ey 
and is a ll tha t rema ins o f the once g rea t 
civiliza tion of the Kepta. 

T2. T he T emple Wall 

T hi s wa ll is built across the mo uth of th e 
valley of Auma ta- Perion : 

Bes ide the stark LOwering pinnacle, a 
cru m blin g SLOn e wa ll sea ls th e 
mouth o f a narrow va ll ey. Four 
rough steps lead up to an ancient 
ga teway. Behind its ba ttl em ents, 
d u s ty fi g ures s ta nd m o ti o nl ess. 
T heir dull eyes stare out across the 
wasteland. 

With a g ra ting sound, a ga te in the 
wa ll swings slowly open . Swirling 
dust dances through , then selli es as 
the door swings closed with an 
ominous ' thunk '. 

The wa ll is 20 fee t hi gh and 10 fee t thi ck. It 
has been neglected for centuries and 
altho ugh structurall y so und, is in o bvious 
need of ma intenance. Bo th ga tes are 10 feet 
wide and IS fee t high . T hey are neither 
locked no r trapped. 

Propped up behind the ba lliements are 20 
dummies dressed in rusted cha in ma il (of 
archa ic style) and clutching spea rs. T he 
dummies were made by Kegen 's famil y 
from o ld sacks stuffed with dust. T hey were 
placed here by Kegen fo llowing the ba ttl e 
with T ikul and the H ek 'Ilj, LO g ive the 
impression tha t the wa ll is well defended. 
T he wind which blows down the va lley 
ca uses the d ummies' cloaks LO fl ap , lending 
the fi gures a semblance of life. 

T3. The Village of Aumata-Perion 

The vill age has been deserted fo r centuri es 
and is in an advanced sta te o f decay: 

Once-fine build ings line th e sides o f 
thi s desola te street. From somewhere 
comes the echo ing sound o f a door 
bang ing. T hrough the open doors 
and windows yo u see tha t the build
ings a re no thing more than empt y 
shell s. Any fl oors and roofs they once 
possessed have long since co lla psed. 

T he facades o f the buildings a re a ll th a t 
remain . T hey have been minima ll y ma in
ta ined by Kegen LO impress the Hek but it 
will be obvio us to the pa rty tha t the vi Il age 
IS 11l rUins. 

T 4. Dusty Graves 

When the adventurers reach the northern 
end of the vill age they will be a ttacked by 
zom bies previously animated by Kegen : 

Before you li es a low SLOne wa ll 
which has co ll a psed in severa l p laces . 
On bo th sides o f the wa ll the dust has 
been blow n in LO numerous long 
mounds. Across a grimy yai'd, beyond 
the wa ll , ri ses a temple entrance. 

T he mounds are sha llow g raves conta ining 
the remains o f the H ek ' Ilj tribesmen and 
the cleri c from T ikul' s pa rty. As a defence 
aga inst a llack, Kegen has used an animate 
dead spell LO turn them in LO zombies and 
has instructed them LO a llack any non-Hek. 

T here a re 3 I graves, each conta ining a 
zombie. Six teen zombies, incl uding the 
cleric, are buried on the no rth side o f the 
wa ll a nd the remaining I S a re on the south 
side. If a mound is examined the zom bie 
ins ide will rise up and a llack. On th e 
fo llowing round the o ther zombies w ill 
slowly ri se up from th eir graves and a ttack 
the party (see below). If left undi sturbed, 
they will anima te when cha rac ters draw 
leve l w ith the wa ll: 

A mound stirs in front o f you . A 
rOlled ske leta l a rm stretches up
wards, fo llowed by an emaciated 
head. With a shudder yo u rea lise tha t 
the mo unds a re releasing th eir dead. 
Soon yo ur pa th is blocked by a mass 
of dTcayed and decaying crea tures. As 
they move LOwa rds you, fl es h slowl y 
pee ls from their bodies and drops 
inLO the ever- present dust. 

30 zombies: AC 8; MV 6"; HD 2; hp 12 each ; 
#AT I ; D 1-8; SA Alwa ys lost, initiati ve; SD 
Nil ; MR ImmuIH' toslcep, charm and cold
based spells ; Int No n ; AL N; Size M; xp 44 
each ; T H ACO 16; MM. 

1 armoured zombie (cleric): AC 2 (plall' 
ma il and shidd ); MV 6" ; HD 2; hp 16; #AT 
I; D 1-8 ; SA Always loses initiat iw; Sf) Nil ; 
MR Immune to slcep, charm a lltl co ld
based spell s; Int NOll ; AL N; Size M; xp !i2 ; 
T H ACO 16; MM. 

The zo mbies will pursue and fight ulltil 
turned o r destroyed. T unll'd zomhies will 
a llempt 10 relUrll to their graves. Sillce 
these will have fi Ilcd wi th dust the wmhit,s 
will simply lie 0 11 to p of them. The zomhies 
have no treas ure. 

Entering the Temple 

T hc temple doors are ba ITed a lld trapped 
with a glyph of warding (see t'lKOUllllT 
a rea TS). Unless the adventurlTs take 
suita ble preca utio ns (c. g. silence spell ) th e 
inha bit ants will be a lert ed : Kegt'n will 
awa it the intruders in the Room of 
Command (T9). He will usc th e acoustic 
chambers (sce encoullter a rea T8) to o rder 
the adventurlTs to leave. If they refuse or 
show an y sign s o f hos tilit y, he will ordlT 
the skeleton wa rrior to a llack. If th e pa rt y 
kill s thi s crea ture Kegen will retrea t to the 
Sprin g Roo lll (T I6), where he will use hi s 
spell s in a las t-dit ch a tt empt to ddea t the 
adventurers. 

INSIDE THE TEMPLE 

With ill the temple thick dust lies ewry
where and it is eas il y disturbed . Plulll es o f 
it will ri se in LO the a ir whenever a door is 
opened o r a room sea rched. T hi s will ca lise 
cha racters to co ug h and choke unless th ey 
are suita bl y pro tected (see THE ASH 
MIRE - page 18). 

T5. The T emple Portico 

This is the onl y entrance to th e temple: 

S m oo th SLO n e s te p s lea d to a n 
ancient, wea thered pla tfo rm where 
wind-scoured pillars support a mass
ive SLO ne roof. At the back of the 
pla tfo rm two large wooden doors an ' 
firml y closed against the wind and 
the dust. 
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Since Ihe plalfol'ln is swqH Iwin' da ily by 
Kegen's YCllJllglT son , il is relalively free of 
dusl. II is of plain rock ('onslruClion and 
Ihe round pillars bear no ins<Tiptions or 
carvlllgs. 

The doors arc wooden and bound wilh 
iron . They show signs of wea lhering but 
arc struClura ll y sound. They are nOI 
locked, bUI prolecled by a glyph of warding 
which dclivlTS 16 hit points of electrical 
damage (half if a successful save vs . Spells 
is made) 10 anyone opening the doors. This 
will alert all the temple 's inhabitallls. The 
ghouls and ghasts (see encoulller area T7 ) 
will come Ihrough the se<Tet door and 
allack when the party enters the ha llway 
(encounter a rea T6). 

The gong is made of copper (value - 2gp) 
and has a slllall wooden hammer attached 
10 it by a lealhlT thong. 

T6. Entrance Hall 

Unless the adventurers enter the temple 
wilhout raising th e alarm they will be 
atlacked by eight ghouls and two ghasts 
from Ihe guardroom (T7) : 

A lo ng hallway with a mosa ic floor 
rings hollowly with the sound of 
your footsteps. Atthe far end wooden 
doors stand open revea ling a la rge 
room. Without warning a panel in 
Ihe wall slides open and a ghastly 
slench wafts from it. 

The ghouls and ghas ts will surprise the 
party on a roll of 1-3 on Id6. They will 
a tlack until destroyed. They have no 
treasure. 

2 ghasts : AC 4; MV 15"; HD 4; hp 23 each; 
#AT 3; D 1-4/1-4/1-8; SA Stench and 
paralyze ; SD Cold iron does doubl e 
damage; MR Immune to sleep, charm etc.; 
Inl Very ; AL CE; Size M; xp 282 each; 
THACO 15; MM. 

8 ghouls: AC 6; MV 9"; HD 2; hp II each; 
#AT 3; D 1-3/1-3/1-6; SA Paralyze; SD Nil; 
MR Immune 10 sleep, charm etc.; Int Low; 
AL CE; Size M; xp 87 each ; THACO 16; 
MM. 

T7. Ghoulish Guardroom 

This is home 10 the group of ghouls and 
ghas ts encountered in the Elllrance Hall : 

The stench from Ihis room is over
powering, a tlacking your senses and 
making breathing difficult. Scatter
ed around the floor are splilllered 
bones a nd fragments of shattered 
pottery . Brown stains disco lour the 
dust and noisome shreds o f decay ing 
flesh lie here and there. 

The smell comes from the ghasts who 
inhabit the room and from the decay ing 
fl es h. Characters must save vs. Poison or 
begin retching (d. ghas ts). Characters who 
take suita ble preca utions such as covering 
their noses and mouths with cloth will no t 
suffer any ill effects. 

Kegen knows of the ghasts and ghouls and 
a llows them a free run of the west wing of 
the temple (encoulller a reas T7, TIO-TII 
and TI8). In his deranged mind he 
considers them a part of hi s famil y, since 
they have feas ted on two of his children and 
on the remains of his ancestors. 

The remains and old blood stains a re from 
Kegen 's children who unwitting ly wan
dered into this part of the temple and were 
attacked by the ghouls. 

Under the dust in the north corner is a 
silver censer (value - 25gp) and two silver 
incense burners (value - 2gp each ). 

T8. Hall of Worship 

This the main room of the temple where 
Kegen carries out his create water ritua ls. 
As the adventurers enter they will be 
confronted by the skeleton warrior: 

The walls and floors of this room are 
decorated with majes tic, although 
faded, mosaics. At the far end of the 
room a crystal bowl rests on a 
lustre less blue cloth covering a 
yellow stone altar. 

From be hind th e altar steps a 
horrific figure. Shreds of decay ing 
muscl e dangl e from its thin bleached 
bones. Rotted red robes flap around 
its loa thsome cadaverous form as it 
draws a dark and sinister two-handed 
sword. Its empty eye sockets survey 
the room and its jaw swings slackly 
as it steps in front of the altar. A voice 
booms from it in the same strange 
dial ect as the tribesmen, and echoes 
round the room. 
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The voice belongs to Kegen who control s 
th e skeleton warrior from behind the secret 
door in the Room of Command (T9). 
When th e temple was built, the high priest 
had a seri es o f sma ll acoustic chambers 
built illlo the structure o f the building. 
These chambers amplify a spea ker 's voice 
and make it appea r to come from a bove the 
a lta r. Kegen will initia ll y spea k in Hek and 
a ll empt to persuade the characlers to leave. 
The characters will no t understand Kegen 
unless they use magic to do so (e.g. tongues 
spe ll ). H e will order the adventurers to 
lea ve in archa ic common , ca lling them 
defil ers and outsiders. H e will quickly 
work himself into a rage and if the 
adventurers as k why they must lea ve, he 
will yell curses without a ttempting to 
provide a sa ti sfaclOry answer. T he DM 
should make the mos t o f this scene, bea ring 
in mind the fact tha t Kegen onl y speaks 
a rcha ic common and H ek. Unless magic is 
used, certa in words and phrases will be 
completely unilllelligible 10 the players. 

If the cha racters touch the crystal bowl o r 
a ttack the skeleton warrior, Kegen will 
order the crea ture into melee. 

1 skeleton warrior: AC 2; MV 6"; HD 9+ 12; 
hp 70; #AT I ; D 2-11 (two-handed sword 
+1); SA Fear and +3 10 hit; SD Cannot be 
turned; MR 90%; Int Exceptiona l; AL N(E); 
Size M; xp 3530; THACO 6; FF. 

Kegen will command the warrior to fi ght 
ulllil des troyed. H e will then fl ee 10 the 
Spring Room (T 16) using one of his snake 
charm spell s to cross the snake pit (TI5). 

The crys ta l bowl (value - 25gp) is used by 
Kegen as a receptacle for his create water 
spells a nd is believed by the Hek to be the 
actua l source of the water. 

Next to the bowl on the a ltar are two sil ver 
candles ticks heav ily coa ted in wax (value-
75gp each) and two silver incen se burners 
(value - 25gp each) which conta in ha lf
burnt blocks o f blue incense. 

T9. Room of Command 

The secret door 10 the south of the room is 
protected by a glyph of warding. When th e 
door is opened the glyph will cause 
blindness, unless a successful save vs. 
Spells is made. 

This is the room used by Kegen to project 
his voice into the Hall of Worship. Any 
sounds made in thi s room a re amplified 
and projected into the Hall o f Worship: 



T hi s room is remarkab ly frce o f dust, 
but is o th erwise p la in and unin
teres ting. 

If the cha racters ta lk in here they will 
fa intl y hea r their vo ices echo ing round the 
Ha ll o f Worshi p (T8) . Should they in ves ti
ga te, they will fin d three ho les in the south 
door. Two of these are a t eye leve l and the 
third is a t ro ug hl y mo uth heigh t. T he first 
two a llow any person to see in to the H a ll o f 
Wors hip and t.he third ca rries the speaker 's 
voice in to the ha ll. 

TlO. Kitchen 

T hi s kitchen has no t been used for genera t
ions and is now the breed ing gro und fo r a 
patch of yellow mo ld: 

T hi s room appea rs to have once 
served a a kitchen but is now 
d isused. All the surfaces o f the 
rOlling tables, cha irs and work a reas, 
arc covered in the u biq ui to us dust. 
An ancient stove stands rusti ng in 
onc corner benea th a wa ll whi ch has 
yellowed with age. 

T he stove is in the northwes t corner and the 
ye ll owed wa ll behind it is the pa tch of 
ye ll ow mo ld. 

I yellow m old : AC 9; MV 0"; HD N/A; h p 
N/A; #AT I; D 1-8; SA Poison spores; SD 
Onl y a ffected by fire; MR Std; In t Non; AL 
N; Size M; xp N/A; THACO N/A; MM. 

The rock here is softer than elsew here. Over 
the cellluries the ghouls from the western 
most crypt (encou lller area T 18) have 
excavated a crude a 3-foo t-high passage 
linking this room with the crypt. 

TIl. Stores 

Va rio u 'po iled clerica l stores are kept 
here: 

Ro tted blue robes hang from stone 
pegs se t in to the wa lls o f thi s 
chamber. Various powders lie scat
tered over a stone bench runni ng 
aro und the wa ll s. T hree sil ver cen 
sers a nd a number of incense burners 
a re strew n across the fl oor. 

T he powdcrs on the bench are (TlIshed 
inccnsc. Tht' room has becn ransacked by 
gho ul s. Left behind a re three silvtT censtTs 
(va lue - 2Sgp each) and six incense bUl'lltTS 
(va lue - 2gp each ). T here is no thing- else of 
va lue. 

T12_ Vestry 

The ves try is used by Kegen to prepare 
himself fo r ceremoni es: 

Sha bby, dusty robes hang from the 
wa lls. A ta ble domina tes the centre o f 
the room . On it lies a ca rved sta ff , a 
sil ver thurible and a sil ver censer. 

T he staff is very o ld and non-magica l. If 
used in comba t it will brea k automaticall y. 
T he head is made of go ld and is worth 
SOgp. T he sil ver thurible (va lue - SOgp) 
conta ins a block of blue incense. The silver 
censer (va lue - 2Sgp ) conta ins ho ly wa ter. 

T here are three cloaks and eig ht robes. 
O nce fine, they are now very ta ltered, 
a ltho ugh the gold and silver thread with 
whi ch they are embroidered is 's till worth 
2Sgp per ro be o r cloak. 

A locked cup board on the no rth wa ll 
conta ins: 

- th ree via ls o f ho ly wa ter 
- asma ll ,ca rved ivory box(va lue -IOOgp) 

collla ining 12 blocks o f norm a l, blue 
II1cense 

- a pa ir o f sil ver incen e tongs (va lue -
10gp); fo ur sil ver candles ticks (va lue -
7Sgp each ) and 12 g reen candles. 

T 13. Kegen 's Room 

T his is where Kegen spends hi s time when 
he is not in the main worshi p ha ll: 

A brow n lea ther book stands open on 
a lectern in the middle o f thi s well 
kept room . On a ta ble is a small 
wooden whee l and eight ivory sticks. 
A bed lies aga inst the no rth wa ll with 
a cupboard next to it. 

T he book is an o ld and fragil e p rayer book, 
wrillen in a rcha ic common , and open a t a 
p rayer fo r a wedding. It ca n be read by a 
comprehend languages spell , o r by thieves 
with a +40% chance to read languages . If 
no t, the DM ca n hilll at its meaning. 

If tollched , I he pag-e will (Til III hlc' into d IISI , 
)'('\,ealing- a prayl'l' for IISC' al hapl iSllls . If 
this is handll'd , it too will lTlIlllhll' , 
revea ling- a prayl'l' for lISC' in time of floods ! 
If the book is pi cked up, the pag-es will 
di silllegra te Il'aving- only the cowr. 

T he book has g-reat significance for Keg-ell. 
H e has used the wedding pra yn fo r every 
occas ion since th e olll' dealing with hOllnti
f ul ha rVl's ts disintegra ted " yea rs ea rl in. He 
be1i l'Vl's th a I when th e tilne ('OIllC'S fo r the 
new word , the g-ods reveal it to him hy 
ca using the o ld pag-e to disa ppear. 

Unknown to Kegen thl'l'e is a sC·(T(·t COIll 
pa rtml'nt in the base of the I('(wl'll which 
conta ins a n elenrum slTolI ('ase (va lue -
2S0gp ). Inside the case is a dlTi('al s(,1'01I 
w ith cure serious wounds ami neutralise 
poison, bo th a t 8th leVl'1 of spdl use. 

The wheel o n the ta ble is an old pra yn 
w hecl marked with faded I'd ig- ious sym hols 
(va lue - Igp). The e ight ivOl'Y sti(,ks an' 
inset with sma ll a meth ysts (value - 200gp 
per sti ck) a nd a re used by Kegen 1'01' the 
casting o f auguries. 

T he cupboa rd is unlockcd and ('o nta ins 
va ri o us religio us rega lia , a gold-pla ted 
skull (va lue - SOgp ), a sil vlT ('ha rlll bran' let 
(va lue - ISgp ), a sil vtT ne('k la('e (va lue -
30gp), a silver bdt (va lue - ISgp) and 
va ri o us 'sacred bo nes' and strands o f 
'sa illll y ha ir ' la id o ut on ri ('h but rotten 
bl ue velvet cushions. 

T he bed is covered with o ld skins and is 
unremarka ble. T here IS nothing dse of 
va lue in the room. 

TI4, Family Room 

Members o f Kegen 's famil y spend most o f 
their day here. A glyph of warding will 
de li ver 16 hit po ints o f elcnri('a l damage 
(ha lf if a success ful save vs. Spel ls is madc ) 
to a nyone o penin g the door. If the ocC'u 
pa llls o f the temple arc alerted to the party's 
presence they wi ll ba r th e doo r a nd 
ba rricade it: 

When yo u fin a ll y fo rce yo ur way 
throug h the door, th e room appea rs 
to be deserted. It does, however, show 
signs o f recent occupa tion. Va rio us 
children 's toys a re sca llned a ro und 
th e room and heaped in a corn er a re 
th e di storted torsoes and legs of 
numero us bodies . 
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Cowering behind a ta ble a t the far side of 
the 1'00m a rc Kl'gen 's famil y who an ' a ll 
grim y and dressed in ta ttercd clo thin g. 

ACDAME - CLERIC, LEVEL 3, H UMAN, 
MALE, KEG EN'S ELDER SON . 
AC5 (('ha in ma il ); MV 9"; C3; hp 9; #AT I; 
0 2-7 (ma('e); SA/SO -I to hit , o therwise as 
std fo r cl ass a nd level ; MR Std ; AL LN; S 7; 
I 6; W 13; 0 8; C 6 ; C h 7; x p 12 1; 
T HACO 20·. 

Clothing - tattered blue robes over cha in 
mail. 

Spells memor ised -
Firs t level: cure light wounds, fear, 
sanctuary . 
Sc('ond level : snake charm. 

La ng uages spoken - a rcha ic fo rm of the 
common tongue. 

Pcrsona l treas ure - gold elllbro idery on 
ro bes (va lue - 2Sgp), sil ver ho ly sym bo l 
(va lue - 25gp). 

Zetek (Kegen 's yo un ger son ): AC 5 (cha in 
ma il ); MV 9"; C I; hp 4; #AT I; 0 2-7 
(ma('e) : SA/SO As standa rd fo r class and 
level ; MR Std ; Int Ave; AL LN ; Size M; 
xp 36; T H ACO 20. 

Spell memorised - resist cold . 

3 sisters: AC 10; MV 12"; FO; h p 3 each; 
#AT I ; 0 1-6 (cl ub); SA N il ; SO N il ; 
MR Std ; Int Ave; AL LN ; Size M; xp 13 
each; T H ACO 20· . 

4 daughters: AC 10; MV 12"; FO; h p 2 each ; 
#AT I; 0 1-6 (cl ub ); SA N il ; SO N il ; MR 
Std ; Int Ave; AL LN; Size M; xp 12 each; 
T H ACO 20· . 

T he torsoes and legs are parts o f dumm ies 
being prepared for the va lley wa ll . Strew n 
a bo ut are numerous o ld sacks from which 
the d um m ies are made before being filled 
with ash . 

T he o ther contents o f the room are eight 
ba rrels (conta in ing 4 ga llons o f wa ter 
each ), two wooden boxes (conta ining 
magica ll y crea ted food - d . cleri ca l create 
food and water sp ell ), four bundles o f 10 
torches, and a barrel o f o il. 

A la rge ta ble in th e middle o f the room is 
covered in scraps of parchment, burnt-out 
candl e stu bs, and assorted cu tlery ( II forks, 
13 spoons, 14 kni ves - a ll sil ver, tota l va lue 
-18gp) . A la rge cup board aga inst one wa ll 
conta ins assorted pew ter pla tes, mugs and 
go blets (10 o f each , tota l va lue - Ssp). A 
sma ll basket on top of the cupboa rd 
conta ins sewing implements. 

TI 5. Snake Pit 

Beyond the door, is a snake pit: 

A fli ght of steps leads down 4 feet 
into a sha llow p it. At the bo ttom, 
writhing and slid ing over each o ther 
are ma ny brightl y coloured snakes. 
Sensing your presence, their loath
some rept ilian forms sli ther towa rds 
you, with forked tongues fli cking 
between their fangs. 

T he snakes will reach the LOp of the steps I 
round a fter the party enters the room and 
will allack until kill ed. 

8 poisonous snakes: AC 6; MV IS"; HD 2+ I ; 
hp5each ; #AT I; 0 I; SA Poison (save a t-I 
to avo id sick ness & incapacita tion for 1-4 
days); SO N il ; MR Std; Int Ani ma l; AL N; 
Size S; xp 270 each; THACO 16; MMI I. 

T16. Spring Room 

U nl ess p rev io us ly kill ed o r cap tured , 
Kegen will be here. O n hea ring the party 
entering the snake pit (T IS) he will cas t hi s 
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slicks to snakes spe ll. H e wi ll then cas t a 
prayer spell and wa it, ready to cast a hold 
p erson spell: 

T his octagona l room is domi na ted 
by a stone sta lUe of a large pi ranha
headed ma n, sh rouded w ith serp
enti ne fo rm s. More snakes! T hey 
drop LO the ground with a series of 
d ull thuds and slither towards you a t 
an a la rm ing rate. T hree of them rai e 
their fl allened heads, eyes gl illering 
ma lignantly. Behi nd come more of 
the crea tures, some of them thicker 
than a man's arm. 

T he snakes are Kegen 's magica ll y trans
fo rmed sticks. T hey will allack until 
destroyed . 

3 poisonous snakes: AC 6; MV IS"; HO 2+ I; 
h p 7 each ; #AT I; 0 I; SA Poison (save at +2 
or d ie); SO Nil ; MR Std; Int Ani ma l; AL 
Size S; xp 276 each; THACO 16; MM II . 

5 constr ictor snakes: AC 6; MV 9"; HO 3+2; 
hp 15 each; #AT 2; 0 111-3; SA Constrict
ion ; SO N il ; MR Std; Int Ani ma l; AL N; 
Size M; xp 14S each; T H ACO 16; MM II. 



In front o f the slatue is an 8-foot-deep , 5-
foot-di ameler receplacle wilh 3 feel of dusl 
in the botLOm. The statue is 10 feet ta ll and 
stands on a 3-foot-diameter plinlh aga inst 
the north wa ll. 

Kegen is slandin g behind th e sla tue a nd 
will cas t hi s hold person spe ll on the first 
three cha raclers LO enter the room. H e will 
then cha rge inLO the allack using hi s mace. 
If captured he will rant and rave and 
genera lly make very lillie sense. 

Examining the Sla lue will revea l the neck 
of the decanter of endless water in the 
stat ue's mouth. T he head ca n be removed 
easi ly by twi stin g it. The characters will 
then be able LO extraCl the deca nter. It is 
made from lead crysta l (apparelll va lue -
300gp) but is as strong as stee l. The o nl y 
record of th e command words was buried 
with Teaxaco tl , th e high priest (see en
counter a rea T20). 

The wall s o f the room , except for the 
northern o ne, a re covered with wooden 
racks conta ining row upo n row o f g lass 
bOll les. There a re 200 bOlll es in a ll , of 
whi ch 180 each collla in a quart o f fe tid 
water. T he other 20 arc empty. 

Beh ind th e racks LO the east and west are 
two bricked-up passages. The mortar in 
these is o ld and ca n easi ly be removed 
giving access LO the crypts beyond. 

T17. Sealed Crypt 

There arc eight ghoul s a nd two ghasts in 
here whi ch a llack if th e wa ll is opened : 

Without wa rning long blackened 
fingernails cla w their way through 
the masonry LOwards you. Abruptly, 
the wall co llapses and ghoulish 
shapes pour through the rubble
st rewn open ing, accompa ni ed by th e 
reek of dea th . 

The ghoul s and g has ts will a llack ulllil 
they are des troyed . 

2 ghasts: AC 4; MV 15"; HO 4; hp 25 each; 
#AT 3; 01 -4/ 1-4/ 1-8; SA Pa ra lyze, stench ; 
SO Cold iron does d o ubl e d a mage; 
MR Immune LO sleep , elC; Int Very; AL CE; 
Size M; xp 290 each; THACO 15; MM. 

S ghouls: AC 6; MV 9"; HO 2; hp 10 each; 
#AT 3; 0 1-3/ 1-3/1-6; SA Para lyze; SO Nil ; 
MR Immune LO s leep , charm etc; Int Low; 

AL CI::; Size M; xp 85 each; THACO 16; 
MM. 

The crypt con tains 10 ni ches cut into the 
solid walls o f lhl' rock. There is nothing of 
va lue here. 

TIS. Opened Crypt 

The g ho ul s here have tunnell ed their way 
inLO the kitchen (T I 0) and o nly two rem a in 
in the room . They will allack anyo ne 
entering via the tunnel or from th e Spring 
Room (TI6): 

CUl inLO the wa ll s o f thi s chamber art' 
a number o f co m partmenls which 
look as tho ug h they were mealll as 
res ting places fo r the dead. Now they 
are emply bUl something tell s yo u 
tha l their inhabitants are nOl fa r 
away . 

T he ghouls will allack ullli l destroyed . 

2 ghouls: AC 6; MV 9"; HO 2; hp 9 each; 
#AT 3; 01-3/1-3/ 1-6; SA Paralyze; SO Nil; 
MR Immune LO sleep , charm elc.; Int Low; 
AL CE; Size M; xp 83 each ; THACO 16; 
MM. 

There are 10 burial niches in the cryplS. 
There is nothing o f va lue. 

T19. Hall of Anceslors 

The existence o f this ha ll way was forgotten 
long ago by the pri ests and it has lain 
undisturbed for centuries: 

Yo ur foo tsteps echo around this 
room. Underneath the dust yo u ca n 
see a dull shine from a mosa ic 
running down the leng th o f the 
chamber. Fires burn in sma ll shin y 
bowls held by a 12-foot-h ig h fo ur
armed green sta tue. T he statue is a 
naked woman with an eagle's head . 

In alcoves on either side of th e room 
are dark shadowy fi gures. They do 
not move but their presence is 
unselliing. 

The mosa ic is a I O-foot-deep piltrap which 
will open as soon as anyone steps on it. It 
depicls Windgate standin g on the weSl side 
of a range of mo ullla ins. Characters falling 

into th e pil will sllffn I-( j hil poinls of 
damage. The pil conlains 20 ("; 11 sk('iclo", 
which will allack ; IIIY charaCin ill Ih(' pi!. 

20 animal skeletons (cat): /\(: 8: MV (1": 
HO I-I : hp 4 each ; #/\T I: J) 1-4: S/\ Nil : 
SD blgl'd Wl'apO IlS do oll ly !-> da magt', 
cinics I urll al + I ;llld affcn d6 +6; 
MR Immull e 10 sk('p . charm, cold t'te: 
Int Non ; AL N ; Siz(' S: xp 14 each ; 
THACO 20; MMII. 

T he figun 's ill Ihl' aicovt's an' 1l11llllmies. 
They wi ll a ll ack as SOOIl as anyollt' 
approaches 10 Wi lhill 10 f('('1 of an aicov('or 
if Ih l' pit Irap is sprull g . Th('y wilillOI be 
a ble to a llack a charaClt'r in Iht' pi!. 
Charanns ill Ih t' pi I wi IlnOI b(' alT('(wd by 
the Illummi l's ' fear until they lea ve the pil 
a nd see the llIummil's for Ihl' firsl lime. 

4 mummies: AC :l; MV 6"; HD 6+:l; hp :l5 
each ; #AT I; 0 1-12; S/\ (:ausl'fear, disl'a s(,: 
SO Specia l; MR Immune 10 sleq>, charm , 
co ld e tc; lilt Low; AL LI::; Size M; xp 14:l0 
each; THACO 13: MM. 

The four bowls a re made from go ld (valll('-
25gp each ) a nd burn wil h a magica l l'vn
lasting fl ame. T he flames can be l'xlill 
g ui shed norma ll y, bw ca nllOI be reli!. 

The g ret'll sla tue is made fmm coppn 
(value - I Ogp) and co nct'a ls a doorway inlo 
th e LOmb o f Tt'axaco tl. II ca n be mOVt'd by 
pulling dow n o n any IWO of ils a rms . 

T20. Tomb of T eaxacotl 

Th is LOmb ho lds the rt'ma llls of the 
temple' s first high priesl: 

With a creak tht' slatut' moves. 
Beyond is a brightl y painted room ill 
whi ch a n orna le SLOne sarcophagus 
rests on lOp of a bl ack slab. 

There a re frescoes on th e east a nd Wl'SI 
wa ll s showing Windgate before a nd during 
the Cataclysm. The wt'st wa ll depicts 
Windgate as it used LO be: 

The west wa ll shows mounta ins 
under a cl ea r blue sky. Beneath the 
mountains is a thriving city a nd 
fertil e plains. From the ci ty a grea t 
road leads slraighl a nd true, it crosses 
ma ny spark ling blue cana ls before 
disappearing inLO the dislance. 
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The fresco on the opposite wall depicts the 
horror of the Ca taclysm : 

The eas t wa ll is markedl y differeI1l to 
the wes tern one. The mounta ins now 
seem to thrust upwards belching 
smoke and fire into a black and red 
sky . Cracked, and bleeding red lava, 
they a re a fearsome sig ht. The city is 
in ruins and grea t chasms cri ss-cross 
the pla ins. From the chasms hungry 
fires lick upwards to consume pla11ls, 
animals and men. 

The north wall bears an inscription 
which is bo th familiar and strange. 
Whil e some words are clea rl y in the 
common tongue others make no 
sense a t a ll. 

The inscription is written in a rchaic 
common and can be read by means of a 
comprehend languages or by thieves with a 
+40% chance to their read languages 
a bility. Characters reading the inscriptions 
witho ut magic o r thi eves who fa il their 
read languages throw will be able to make 
out small pa rts o f the text but be una ble to 
understand its genera l meaning. In this 
case the DM should read out random words 
from the text to the players. 

The Inscription 

'My people, the Kepta, were proud. We 
bui lt great monuments and our armies 
spread like summer f ire over the dry 
plains. Soon all we surveyed was ours. 
A II except the land beyond the moun
tains. The great k ing, T erazel lusting 
after furth er conquests commanded a 
great tunnel to be bored through the 
earth. With the aid of the dark mage 
Kahoatep th is was accomplished, bu t 
the price was high. Under Kahoatep's 
influence the Kepta turned to evil ways 
and the gods were angered. Fire poured 
from the earth, the heavens screamed in 
black anger and the mountains moved 

from their foundatl:ons. 

Tak ing w hat little I could I led the 
remaining believers to safety. H ere we 
suffered and many died, but water was 
ours, for I possessed the words of power 
and the g lass of life. Finally we built th is 
temple to our gods and prayed for 
forgiveness. A las, absolution has not 
been granted and I fear that I will be 
den ied the voyage to the golden shore. 
Keeper of the Wat er and Flame, I may 
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be, but the tunnels are sealed and the 
land is wasted. I go to m y rest a 

sorrowful man. ' 

The wes t side of the sarcophagus is carved 
with scenes of fl owing wa ter and shows the 
piranha-headed man from the Sp ring 
Room (TI6) spouting water from his 
mouth into the receptacle. The eas t side 
depicts T eaxacotl , wearing purp le robes 
and carrying a sta ff while overseeing the 
construction of the temple and the village. 
Engraved on the south side is a picture of 
the decanter of endless water spouting 
water into the air. The north side bears an 
inscription in a rchai c common (see a bove 
for chances of reading): 

'T eaxacotl, saviour of his people lies 
here. H is body rests bu t his sou l soars on 

winds of vapour.' 

T he sarcophagus lid is heavy and requires 
a combined streng th of 2S o r grea ter to 
open . It is inhabited by a drelb which will 
a ttack as soon as the sarcophagus is 
opened. 

1 drelb: AC 2; MV 6//; HD S+3; hp 30; #AT 
I; D 3-12; SA Chill ; SD Illusion , imitate/ 
refl ect psionics, need magica l weapons to 
hit; MR Std; Int Very; AL N(E); Size M; 
xp 980; THACO IS; MMII. 

The sarcophagus has been cursed and any 
character removing an item from T eaxa
cotl' s corpse will suffer the full effects of the 
curse (no saving throw). A remove curse 
spell , cast upon the .coffin before it is 
opened will render the tomb harmless for 
24 hours. The curse causes a ll physica l 
a ttacks on the affected cha racter to be made 
a t +S to hit. The curse can be removed by a 
12th level cleric or by limited wish. Inside 
th e sa rco ph ag u s li e th e re m a in s of 
Teaxacotl : 

Lying in the sarcophagus is the 
shrivelled form of a man dressed in 
archa ic pla te mail. In his withered 
hands he grips a wooden sta ff and a 
shield lies · across hi s knees. His 
hands bear two rings, one plain gold, 
the o ther flashing in the light. Three 
ivory tubes lie behind his head and a 
jewelled ivory box a t his feet. 

The items on and around T eaxacotl a re: 

- plate mail +2 
- medium shield +2 
- staff of striking (20 charges) 

- clerical ring of spell storing (plain 
gold): speak with animals; 

speak with dead; 
speak with plants; 
tongues. 

- go ld ring set with star ruby (va lue -
ISOOgp ) 

- 3 ca rved and jewelled ivory scroll ca es 
(va lue - 1000gp each ) conta ining: 

# 1: protection from undead scro ll 
#2: protection from possession scro ll 
#3: conta ins a dead beetle and a 
ta ttered piece of pa rchment. The word 
'cra tle' is written on the parchment 
and is the only rema ining command 
word fo r the decanter of endless water. 
The o ther five command words were 
lost when the beetl e, accidentl y sea led 
in the case, a te the parchment they 
were on . Commanding the decanter 
with 'cra tle' ca uses it to po ur out I 
ga llon of fresh wa ter per round. If a 
comprehend languages spell is cast or 
if a thi ef is successful in a read 
languages a llempt (see above), the 
word will be transla ted as 'fl ow'. 

- jewell ed ivory box (va lue - SOOOgp): 
containing 20 sticks o f magica l red 
incense a nd a piece of pa rchment. T he 
incense radia tes magic and can be used 
to rekindle the magica l fl ame in the 
Windga te ha ll of departure (W20). The 
pa rchme11l bea rs a picture of the ha ll of 
departure and shows the incense burn
ing on the fl a t pla tfo rm in the hoop . 

The sla b on which the body is res tin g can 
be removed by a combined streng th of 20 or 
grea ter to revea l a pla tinum box (va lue -
SOOOgp ) and a lea ther bag. 

The box is locked and the key, which was 
or ig ina ll y kep t by th e hi gh pri es t of the 
temple, di sappeared ce11luries ago. T he 
box is g uarded by a glyph of warding, cas t 
by a 12th level cleric. Anyone opening the 
box must make a success ful saving throw 
vs. Spells o r suffer the effects of a cause 
blindness spell. T he box conta ins: 

- a jewelled pla tinum neckl ace (va lue -
12000gp) 

- 164gems(value - 4 x 1000gp; 1Ox SOOgp; 
SO x 100gp; 100 x 10gp ) 

- a jade sta tuette of a pa11lher-headed man 
(va lue - 2S00gp ) 

- a sil ver brooch with ge ms (va lue -
3000gp) 

- a gem-encrusted gold cha lice (va lue -
4000gp ) 

T he bag is a bag of holding (1000 pound 
ca pacity) which c011lains 1000pp, 4000gp 
a nd a stone of weight. 



'I'HE FINAL ENCOllNI'ER 
Unknown to the adventurers, they were 
seen hea din g LOwards the templ e o f 
Aumata-Perion by a H ek fo raging band. 
Fearing that a second allack on the temple 
would ca use the gods to cease th e supply of 
water, the Hek tribes have united. Twelve 
tribes have gathered led by Taw Tepok the 
eldest of the Hek leaders. The tri besmen are 
des pera te; th e loss of the water from the 
temple could eas il y result in their extinct
ion. They will a llempt to kill the pany 
unless they a re persuaded that they can 
survive without the temple (for example by 
being g iven the decanter of endless water). 
If g iven th e decal1ler and shown how to 
opera te itthey wi ll a llow the party to leave. 

An hour after leav ing the temple the 
advel1lurers will be surro unded by the 
tribes. T he leader of each tribe wi ll ride 
forw ard to negotiate with the party: 

After an ho ur 's journey through the 
dusty haze the ground begins to 
trem ble. Slight vibrations build to a 
deep thrumming and then sudden ly 
stop. All is quiet but the a ir is full of 
tension . 

Slowly the vibrations start again. 
This time they are different. Lighter, 
slower and a ll around. Something is 
out there in the mist and it is closing 
in on you. 

Wishing that this haze would lift fo r 
just a momel1l you stare around . 
There is movement ahead and hun
dreds of grey clad figures are slowl y 
emerging. Sixty feet from you, a ll but 
twelve stop. T hese twelve ride to
wards you with grim express ions on 
their faces. 

They ha lt and the eldes t of the riders 
a lmost spits these words a t you. 
' Defilers, ye have trod where none 
but Hek may go. Angered are lhe 
gods, the ways and the "riches" 
di sturbed . For thi s ye outsiders sha ll 
die'. H e stares coldly a t you, waiting 
for your answer. Slowly, the riders 
begin to turn their moul1ls as though 
to depart. 

Un less the party open negotia tions, Taw 
a nd the other leaders will rejoin the res t of 
their people and the a llack will commence. 
Taw and the leaders will listen to whatever 
the party have to say (they speak archaic 
common and Hek) but will be unimpressed 
by a ny claims tha t the san ctity of the 

temple is intact. As far as the H ek a re 
concerned the temple has been ransacked 
and Kegen 's threa t of there being no more 
water is the truth. 

To conv ince th e H ek to ca ll off th eir allack 
the party will have to provide them with a 
means of creating water. Giving them the 
decanter of endless water is an obvious way 
of doing so. If shown the decal1ler the H ek 
wi ll be very impressed and awed by the 
sight. Taw will demand tha t it is g iven to 
him and he be shown how to opera te it. If 
the party tell him the correct command 
word he will use it and ho ld it up hig h to 
the accompani ment o f numerous cries 
from the assembled Hek. Taw will not 
return the decal1ler to the party and will 
simply tell them tha t they can leave and 
will signa l to the H ek to open a passage to 
a llow the party to 'pass. Prov ided the 
advel1lurers depart they will not be troubled 
by the H ek. If they stay Taw will get visibly 
annoyed and order them to leave, pointing 
out tha t he has spared their miserable lives 
but their presence will no t be tolerated 
much longer. 

If the party does not wa nt to part with the 
deca l1ler, then o ffers by spell -casters to 
accompany the H ek will, of course, be 
accepted. Taw will inform these tha t th ey 
wi ll be bound, a nd other pa rty members 
will be put to dea th . 

Any aggress ive ac t by the adventurers will 
result in a massed cha rge by the assembled 
Hek. T he g iant striders will project their 
fireballs and th e H ek will sweep into the 
party. T hi s wi ll occur even if their leaders 
are ki ll ed o r captured . The H ek will fi ght 
ul1lil the biller end , for they see no hope 
without the 'ri ches' from the temple. 

12 Hek leaders: AC 7 (leather and shi eld); 
MV 6"; F7; hp 46 each ; #AT 3/2; D 2-9 
(long sword and strength bonus); SA + I to 
hit; SD Nil; MR Std; AL LN; Int High; Size 
S; xp 835 each; T H ACO 13; New mo nster. 

24 Hek lieutenants: AC 7 (leather and 
shi e ld ); MV 6"; F5; hp 30 each ; #AT I; 
D 1-8 (long sword); SA +1 to hit; SD Nil; 
Int Very; AL LN; Size S; xp 330 each ; 
THACO 15; New monster. 

324 Hek tribesmen: AC 7 (leather and 
shield ); MV 6"; FI; hp 7 each ; #AT I; D 1-6 
(short sword); SA + I to hit; SD Nil ; MR Std; 
Int Ave; AL LN; Size S; xp 34 each; 
T H ACO 19; New monster. 

360 giant striders: AC 4; MV IS"; HD 2; 
hp 10 each; #AT 2; D 1-8 / 1-10; 
SA Fireballs; SD Cured by fire; MR Std, but 
a ll saves a t +2; Int Anima l; AL NE; Size L; 
xp 93 each; THACO 16; FF. 

ENDING THE ADVENTURE 

After the enCO Ul1ler with the massed Hek 
tribes, the cha racters will be faced with the 
problem of returning through the Wind 
Walkers ' Passages to the Indicara and the 
civili sed world beyond . 

By using the magica l red incense from 
Teaxacotl's tomb the adventurers sho uld 
be able to opera te the transport sys tem in 
the chamber of departure at Windgate and 
so return to Terabar. If the characters 
destroyed the gate a t Windgate (encounter 
a rea W23), then no new devils will have 
been a ble to el1ler the passages. In this case, 
the characters will only have to deal with 
any prev iously undestroyed devils. If the 
gate is still il1lac t, the DM may replace 
devils des troyed or add extra ones . H ow
ever, the DM should not make it too 
difficult for the players to return through 
the passages. 
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THEATEM 
FREQUENCY: Uncommon 
NO. APPEARING: 7-12 or 70-120 
ARMOUR CLASS: 9 
MOVE : 12" 
HIT DICE: 1-6 lip 
% IN LAIR: 50% 
TREASURE TYPE: See below 
NO. OF ATTACKS: 1 
DAMAGE/ATTACK: By weapon type 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENCES: Nil 
MAGIC RESISTANCE: Standard 
INTELLIGENCE: Average 
ALIGNMENT: N eutral 
SIZE: Medium 
PSIONIC AB ILITY: Nil 

Allack/Defence Modes: Nil 
LEVEL/ X.P . VALUE: Vanable 

T he Atem a re a fi erce race o f humans who 
inhabit the Indica ra Jungle. They jea lously 
guard their hUlllin g grounds, killing a ll 
who enter their lands. The females a re 
tra ined warri ors and fight as well as the 
males, even the young are taught LO use 
spears a t an early age. In any group of Atem 
encountered, the mix between the sexes 
wi ll be approx imately even. 

An Atem village comprises a number of 
huts made from branches and woven grass, 
o ften with a more substanti a l building 
serv ing as a shrine or temple. T here will be 
70-120 ordinary warriors in a typical 
vill age, in add ition LO leader types and 
druidi c wise women as follows: 

- 3rd level fighters (both sexes) : one for 
every 15 ord inary warriors 

- a chief (6th level fighter - ma le) 
- 1-4 bodyguards (4th level fi ghters - both 

sexes) 
- a wise woman (7 th leve l druid - fema le) 
- 1-4 assistants (4 th level druids - female) 

Outside a village, Atem will be enco ulllered 
in hunting parties of 7-12 o rdinary warriors 
(both sexes) led by a 3rd leve l leader type. 
Some hunting parties (25%) will be accom
panied by a 4th level druid. 

Atem value bright shiny SLOnes, and these 
will be worn as part of bone and teeth 
necklaces. Warriors will have necklaces 
worth 1- I Ogp, leaders 10-40gp, bodyguards 
50- 1 OOgp and the chief I 00-400gp. The wise 
women wea r no jewellery. Atem wear 
animal skins, body paint and carry l a~ge 
shields. Each of them will usually carry 
two throwing spears, a shorter stabbing 
spear (damage: 1-6/ 1-6) and a long knife 
(equ iva lent LO a dagger). 
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The H ek are sma ll humans. In the years 
following the Cataclysm they adapted to 
the harsh cond itions o f the Ash Mire. They 
are short and sLOcky. Body tempera ture is 
high ( IIOF). To prevent water loss from 
sweating, they coat their bodies with a 
waxy substance derived from the roots of 
the epycoll p lant. They are a ble LO su rv ive 
on only a pint o f water a day. 

The Hek are obsessed with water. To them 
it sy mbolises life, wea lth and power. 
Certain H ek females are a ble to sense and 
locate wa ter up LO a mile away. These 
diviners are also ab le LO sense the casting of 
spell s such as create water or create food 
and water, from up LO 5 miles away. 

T he H ek live in sma ll tribal groups 
consisting of: 

17th level fighter-leader 
2-3 5th level fi ghter- li eutenallls 

20-40 I st level fighter-tri besmen 
1-2 0 level fema le diviners 

20-30 0 level females 
10-150 level young 

Whil e in the Ash Mire each H ek wi ll carry 2 
days' water in a bea utifull y fashioned bone 
and hide water bOllle. 

The warriors of H ek tribes are a ll sk illed 
riders o f gialll striders, and th eir sk ill with 
their weapons g ives them +1 on th eir " LO 
hit" rolls. 

The H ek speak their own language, but 
leaders and li eutenants a lso speak an 
archaic form of the common LOngue. 

The Epycott Plant: the H ek surv ive in the 
Ash Mire by co llecting the roots of the 

THEHEK 
FREQUENCY: Uncommon 
NO . APPEARING: 20-40 
ARMOUR CLASS: 7 
MOVE: 6" 
HIT DICE: Idl0 
% IN LAIR: 15% 
TREASU RE TYPE: None 
NO. OF ATTACKS: 1 
DAMAGE/ ATTACK: By weapon type 
SPECIAL ATTACKS: +] to hit 
SPECIAL DEFENCES: Nil 
MAGIC RESISTAN CE: Standard 
INTELLIGENCE: Vanab le 
ALIGNMENT: Lawful N eu tral 
SIZE: Small (4'+ tall) 
PSIONIC AB ILITY: Nil 

Attack/Defence Modes: Nil 
LEVEL/ X.P . VALUE: Vanable 

epyco tt plant. This is a hardy p lant tha t 
grows o nly in th e As h Mire. It has a 
vigorous root system tha t ex tends over 
many mil es benea th the dust. At sporadic 
interva ls the roo ts push LOwards the surface 
where bushes sprou t rap idl y. The bushes 
li ve for on ly a few days before being 
shrivell ed by the sun . During this time the 
H ek loca te the bushes, di g down and 
harves t the roots. 

T he roo ts are po unded LO separate fibres 
from the hard o uter skin , leaving the 
mushy fl esh and a waxy juice. T he fibres 
are used LO produce clothing, footwear and 
tellls. The fl esh is used LO feed the H ek's 
underground fun g us gardens and their 
g iant striders. The juice is used as body wax 
which, a fter a few hours exposure LO the air, 
begins LO smell very unpleasant LO any 
non-Hek. 
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SUGGESTED CHARACTER ROSTER 
NAME Lyr Tula Lacesso Dwarkin Illic Delana Sir 

Cascus Ayllayn Meraly Dunstill the Quick Grizzlebeard the Grey Redblade Palimor 

CLASS Cleric C leri cl C leric! Fighter Fighterl Fighterl Mage Thief Paladin 
Fighter Mage Mage T hief 

RACE Human Half-elf Half-elf Human Elf Dwarf Human Human Human 

SEX Male Female Female Male Male M ale Male Female Male 

STRENGTH II 17 9 18/89 16 15 13 8 16 

INTELLIGENCE 15 11 15 11 16 13 15 11 12 

WISDOM 18 16 14 9 11 9 12 16 13 

DEXTERITY 12 9 9 13 10 14 10 17 9 

CONSTITUTION 16 9 15 15 13 16 17 15 15 

CHARISMA II 14 II II 12 10 15 13 17 

CLOTHING Yellow Blue tunic Red leather Banded Elven chain Brown tunic Grey tunic Leather Plate 
surcoat over over armor, mail and and shield and cloak and cloak armor armor, 
chainmail , chainmail , shield shield shield 

shield shield 

WEAPONS Footman's Long Footman 's Spear, Long Hammer, Staff, Dagger, Bastard 
mace Sword , mace, It. crossbow sword , It. crossbow dagger sling sword 

longbow hammer 

HIT POINTS 32/37/42 19126130 14/17122 37/42/48 

PRE-ROLLED CHARACTERS 

Listed above are nine characters suitable for use in this 
adventure. Hit points have been given for each character 
at levels 5, 6, and 7 (or 313, 4/4, and SIS) respectively. 
Once the players have been allocated characters, the 
DM should decide on a level between 5 and 7 for each 
one, which is strong enough (but not too strong) for the 
adventure (say 35-40 levels total). Players may, of 
course, use other characters of suitable level and equip
ment. 

The allocation of magical items to the characters from 
the list provided is at the discretion of the DM, who 
should take account of the levels of the characters con
cerned in order to ensure a balanced adventure. 

longbow 

14119123 20/26/32 14/ 19125 2 1125128 31 /38/46 

MAGICAL ITEMS 

Each character should receive 1-3 magical items. The 
items are listed in the order corresponding to the listed 
characters . 

Potion of extra healing; footman's mace +1 ; shield +2; 
longsword +1; 10 arrows +1 ; chain mail +2 ; potion of 
speed; staff of striking (18 charges) ; cloak of displace
ment ; potion of superheroism; spear +1 ; banded mail 
+2; longsword +1; boots of speed; wand of conjuration 
(16 charges); two javelins of piercing; hammer +2; 
bracers AC 4; wand of frost (20 charges); ring of invis
ibility ; potion of fire resistance ; potion of healing ; 
dagger +2; ring of shooting stars ; 1 jar Keogtom's oint
ment ; bastard sword +1 ; plate mail +1. 

91 26XXX1501 










