
































A TIME FOR HEROES





A One-Round Living Jungle Adventure for heroes of all levels





Round 1





by Tom Prusa




















At last, the final confrontation with the tamara is at hand. All of the allies are gathered, even Bengoukee has returned. But he says that it is up to you. Now is the time your heroes are truly tested, for the jungle will survive or fall on your actions this day. An adventure for heroes of any level.
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�
This is a RPGA Network adventure game. A four�hour time block has been allocated for playing the game (or this round of the game), but the actual playing time will be about three hours. 


	It is a good idea to ask each player to put a name tag in front of him or her. The tag should have the player's name at the bottom, and the character's name, race, and gender at the top. This makes it easier for the players to keep track of who is playing which character.


	[paragraph for pre-gen games only] Pass out the player characters based on class, gender, and/or race. Instruct the players either to prepare their characters now, or wait until you read the introduction, depending on the requirements of the scenario as described below. When they have prepared their characters, you may continue with the game.


	Scoring the game for RPGA points: The RPGA has three ways to score this game. Consult your convention coordinator to determine which method to use:


No-vote scoring: The players write their names and numbers on the scoring packet grid, you fill in the top of the grid. That is all. No one is rated. This method is used for people who are just playing for fun.


Partial scoring: The players rate the game master and the scenario on their player voting sheet, and provide personal information, but don’t vote for other players. The game master rates the scenario and completes personal and event information, but does not rate the players as a team or vote for players. This method is used when there is no competition, but the convention coordinator wants information as to how the game masters are performing, or the game master wants feedback on his or her own performance.


Voting: Players and game masters complete the entire packet, including voting for best player. If this method is used, be sure to allow about 15-20 minutes for the players to briefly describe their characters to the other players, and about 5-10 minutes for voting. This method is used when the players want to know who played the best amongst them, or when the adventure is run in tournament format with winners and prizes. Multi-round adventures usually required advancing a smaller number of players than played the first round, so voting is required for multi-round adventures.


	When using Voting, rank the players in order of your voting choice while they are completing their forms, so that you are not influenced by their comments on your abilities.





The players are free to use the game rules to learn about equipment and weapons their characters are carrying.


	Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in bold italics. It is strongly recommended that you paraphrase the player text, instead of reading it aloud, as some of the text is general and must be adapted to the specific situation or to actions of the player characters. 








Adventure Summary and Background


	In this adventure, the war with the tamara is finally settled, once and for all. Since this is officially the last Living Jungle tournament, the procedure differs from a normal tournament. For instance, heroes are awarded a bunch of experience points after the introduction, rather than at the end of the module. 


	The adventure begins with a recap of the heroes latest adventure, an attempt to prevent the tamara from getting their hands on an artifact that could allow the tamara to reproduce. They succeeded, or so they thought. In fact, they succeeded in getting one of the two possible artifacts that the tamara needed.


	After the heroes are awarded their experience points, allow them to move up as many levels as their new total allow. For this tournament only, heroes may move up more than one level. In fact, 1st level heroes should make 5th level. Consequently, the module is not tiered low/high, just high/very high. 


	Bengoukee has one last mission for the heroes. They must go to the people of the snake, and bring back the snakemen allies. They are to bring them to the edge of the Huroola lands, near the plains of Ash, for that is where the final confrontation will take place.


	The heroes reach the snakemen lands, and have little difficulty finding the Snake Mother. She agrees to come, and with 500 snakemen, they start towards the final battle.


	Along the way, the heroes encounter three villages. One is a shu village, one a Huroola, the other is a village of the BooToo. The snakemen feel that if a village is not allying with them in this battle, they should be treated as food. It will be up to the heroes to convince the villages that they must send some help to the last battle. This is not a problem with the shu or the Huroola, but the BooToo are confirmed pacifists. 


	Upon reaching the site of the battle, the heroes find that the first battle has already happened, and the good tribes of Malatra were routed. Already tribes are breaking away to flee. Bengoukee calls them all together for one last chance to rally. It is up to the heroes, for at this time, Bengoukee ‘dies’, and assumes the form he has been hiding for over two years. He gives his life force to the Vizerathu, the spirit of lion. It is up to the heroes, by their stories of heroic deeds and sacrifices, to hearten the troops and lead them to victory. – The roleplaying here is vital, as it determines the heroes’ capability of fighting the tamara. 


	Once the troops are rallied, the plan is laid out. The heroes will be covered by a powerful warding spell, rendering them invisible to any, even the tamara. They must escort the Snake Mother to the temple of the tamara, where she will do battle with the brood mother. It is up to the heroes to handle any tamara guarding the brood mother. 


	On the way, the heroes see a huge battle going on, and are confronted with choices. Do they leave someone to die, but risk their ward and possible the loss of the whole jungle?


	Upon reaching the temple, the heroes are given the chance to fight three tamara, as well as a few undead the necromancer tamara has summoned. Upon defeating them, they may/may not face the brood mother, weakened from her battle with the Snake Mother. 





Note: in many places in this module, PC heroes’ names will be used. Several names are listed. Use them in the following order – 1st, pick one that is not at your table playing, 2nd pick one that the heroes at the table are familiar with, if they are not at the table. 





The Tamara





	The tamara have gathered and are preparing to finish of the jungle. There are six remaining. They are:





	The War Chief: Leader of the kretch and the other troops of the tamara. He is unmatched in battle tactics and fearsome in personal combat. He will be faced by NPCs and Heroes who are not at the table.





	The Spell Worker: The leading magic using tamara, fully the equal of Bengoukee or the Snake Mother – also faced by heroes off camera.





	The Necromancer: He is responsible for the death magic of the tamara. Not as powerful as the Spell Worker, he has command of certain undead, a fearsome foe in Malatra.





	The Soul-drainer: This tamara is responsible for drawing in all of the strength and life force gathered by the other servants of the tamara. She has the power to drain strength from her foes, and siphon it to the Brood Mother. The heroes will face her in the last encounter but one.





	The Weapon Master: The best single fighter of the tamara. That post was filled by another tamara, but he was killed in Snake Time. This one has morphed into the Weapon Master, which is a power of the tamara. The heroes will face him in the last encounter but one.





	The Brood Mother: The key to the tamara reproduction. She will face the Snake Mother while the heroes battle the other three tamara. Depending on the outcome of that battle, the heroes may have to face the Brood Mother as well, in the last encounter. 





Introduction





(Fill in players names with names of the heroes at your table. This may be important, since lower level characters may need these heroics in a later encounter).


	


	Weary and wounded, you look upon the village of the Saiyama with relief. You are returning from your latest venture against the Tamara. You were successful; in (Hero name #1) hand is the Cup of the Brood Mother, which Bengoukee sent you to retrieve. 


	It seemed a simple mission, finding a cave deep in the Jungle of Lost Tribes, and bringing back a ceramic cup. Of course Bengoukee’s missions are never simple, and always dangerous. (hero #2) took the first blow, and drew the first blood, slaying a kretch with a single savage blow. (Hero #3) was not to be outdone, risking his life to distract a gnasher that the kretch had tricked into attacking you. (S)he skillfully led the gnasher in a large circle, allowing the gnasher to have a nice lunch of kretch. 


	Once inside the caves, a strange beast entangled (hero #2) from above, but the sharp eye and firm hand of (hero #4) saw to it that the cave fisher would not feed upon a friend. 


	Upon reaching the cup, (hero#5) detected and foiled a trap, at great risk to his/her own life, swinging on a rope to snatch the cup just ahead of a ceramic blade that would have made two of him/her. 


	A guardian spirit was the final obstacle, he demanded combat or the cup. (hero #6) faced him in spell combat, and although stretched to the limit, managed to defeat this foe. 


	At least you thought it was the final obstacle. When you emerged from the cave, you faced a mass of kretch, more than you could possibly defeat. That is when (hero #1) came to the fore, grabbing the cup and threatening the kretch with utter destruction, and the ruin of all the tamara worked for, if you were not allowed to pass with the cup. A magnificent bluff and it worked, at least long enough to escape the kretch.  


	As is usual when you go on a quest for Bengoukee, he is waiting with rewards, and with a chance to heal and rest up.





Encounter One – Time to move up a level or more.





	Bengoukee greets you with a smile. While he still looks a fearsome old witch doctor, his time in the hands of the crocodile men left marks that will never heal. He seems to be aging by the day, although his eyes still have the spark that launched a thousand quests. And around his neck is the amaranthys, the spirit of immortality. Instead of the image of the flower that was once there, now there is the image of a lion, the spirit of the vizerathu.


	“Well done heroes. I have prepared these for you, you have earned them.” He hands you each a medallion in the shape of a five pointed star. “I call them the boon of Bengoukee, which is not to be taken lightly. They may aid you in the coming days. For now, rest, heal, and feast. Worse is to come, and soon. Now, I must take this cup and determine what the tamara’s next move will be, for denied this cup, they are incapable of starting the ritual that will allow them to reproduce, and their fate is sealed. 


	He and his apprentices, Gar Azor, S’tuth, Ffft, and Boo Dos retire to his hut, there to begin a great magic that will foretell the future. 


	Meanwhile, Reesta is his usual effervescent self – “Sure, and I be seein’ ya comin’ and we be havin’ a great feast.” And a great feast is held in your honor, as it seems that the defeat of the tamara is now all but assured.





	The heroes are now awarded either 10,000 XP, or the amount that the highest level PC at the table needs to move up one full level. Thus, if there is an 11th level PC at the table, ALL heroes get 11,000 XP. If there is a 12th level hero, all heroes get 12,000 XP. (There shouldn’t be any heroes above 12th). 


	Heroes may move up more than one level in this adventure only. A 1st level starting hero will just make 5th level. 





	Logic behind this: (can be shared with players) – Since this is the last official Living Jungle tournament, there seemed to be little point in allowing them to garner a whole slew of XP at the end of the adventure – “Here’s a lot of XP, now retire your character”. Instead, it has been decided to give the XP now, when they can do some good. 


	In game justification – The adventure they just completed (in boxed text), as well as their efforts in the war against tiger have earned them this XP award. 


	Reason for the large award – since they are fighting either three or four of the tamara, the normal XP award would be very high anyway. And if an award is to be made, it must allow everyone at the table to move up at least one level, or it really is of no benefit. “You just made eighth level? Here’s enough XP to almost make 9th, but you will never actually make 9th, since this is the last tournament.”  Further justification – there is no real way to make this adventure playable for 1st-3rd level characters. Even a table of all 5th levels will have their hands more than full.


	Fairness – Yes, for someone who is just 1st or 2nd, moving up to 5th is a huge jump. But technically, they will be just as many XP behind the higher level people as they were when they started. 


	Optional boost – If someone at the table ends up less than 1000 XP from gaining a 2nd level, you may increase the award by up to that much, but only up to that much.. Example – someone who was at 10,500 XP (5th) would end up at 20,500, making sixth, and just missing seventh. Increase the award by 500 (for all) to allow that PC to make seventh. 


	


Boon of Bengoukee – This medallion has two powers. The first is the property of a ring of nine lives. That is, when the hero would reach -10 hit points, heal is cast upon them, bringing them back to full health – one time only. 2nd, it helps focus the powers the heroes will receive in Encounter Four.





The Results of the Foretelling:





	As you rest and recuperate, Bengoukee and his apprentices work their great magic. After four days, they emerge from his hut. ‘Gather round heroes, for the time of our doom is at hand! cries Bengoukee.” 


	“We have seen much through the fire that Ffft controls. Far off, in the plains of Ash, a temple has arisen. There, the tamara work a foul magic. We have found that the Cup of the Brood Mother is but one of a pair. While you were risking your lives to get one, the tamara have recovered the other. They have begun their time of spawning. In three moons, the plains of Ash will begin to grow. By the time they are through, the plains will be three times their current size, consuming all of the lands of the Huroola, the Zantira, and the Sleepy Lake. Even worse, fifty new tamara will be spawned, dooming Malatra for all time. We must act quickly, and we must oppose them with all the power we have.”


	He turns to you “Messengers will be sent to all the allies of Malatra, to come to the western edge of Huroola lands, to the edge of the Plains of Ash. For as sure as we stand here, the kretch, the hyenas, and the spider Katanga are gathering now. On you falls the burden of going to the Snake Mother and guiding her and her warriors to the meeting place. Go quickly, and make all haste. The jungle is depending on you. With that, he turns to other bands of heroes and begins sending them to the other tribes, gathering allies for the final battle.





	The heroes are provided with canoes and supplies to aid in their trip. No brews or magic are provided, that must be saved for the battle to come. 


	Before they leave, Reesta/Gar Azor/Ffft takes them aside. “I know what you be thinkin’. You be going to the Snake Mother, givin her de message, and then making tracks for the meetin’ place. I gots to warn you, the Snake Mother and her warriors be movin’ through lots o’ country that not be used to seein’ snakemen. You be stayin’ wit dem, or we could be losin’ whole villages to her snakemen. Be rememberin’, they not be liking mammals, and if de be coming to a Huroola village what gots no warriors, it could be ugly. We fightin’ for de jungle, but dat mean de whole jungle, not just de warriors. You be keepin’ the rest of the jungle safe from de snakemen, while you be leadin them to our meeting place.





	Moving swiftly: It may be possible for the whole party to fly, or otherwise move swiftly. Let them make all the time they can. It will matter little, it will still take over a month to move the Snake Mother and 500 of her warriors through the jungle to the meeting place. 





Encounter Two – The Snake Mother





The heroes should travel two days down the River of Laughing Idols, and then strike out through the jungle to Snake Country. If they find other ways of travel (flying or whatever), adjust the description accordingly.





		At long last, you are on your way to the final confrontation. The snakemen have never been friendly, but for the most part have honored the truce. And some of you have even worked with the Snake Mother before (in Snake Time). You know the snakemen to be proud, but honorable. Of course their sense of honor is slightly different than most of yours, but their help will be sorely needed against the tamara. 


	Proceeding down the River of Laughing Idols, you pass by the village of the Koshiva and the Rudra. Both are busy preparing for war, with their best warriors, shamans, and witch doctors girding themselves for the coming battle. The news you bear, that Bengoukee has returned, gives hope to everyone.


	Leaving the river, you trek through the jungle. In just a few days, you have reached the edge of the swampy terrain that is snake country. It takes only a few hours before the expected sight of a dozen snake men appear out of the underbrush, surrounding you. “What bringssss the mammalsss to Sssnakemen’s landsss?” hisses a large snake man.





Yaun Ti – Na (12) – see Monster Manual page 190.





The snakemen are led by Krakoss, a large fighter with a longspear. They are willing to listen to the heroes; there is a truce, after all. They do not show respect to any mammals, and only minimal respect to lizardmen. Lacerials are treated with respect, other yaun ti with contempt. 


	Determine if any of the heroes present played ‘Snake Time”. In that module, a hero (supposedly) sacrificed him/herself to uphold the truce. It was actually faked by the Snake Mother.


	If so, Krakoss has a bit more respect for them. “I saw your comrade sacrifice himself for honor, a strange thing from a mammal. You are permitted here.”


	If someone who was actually ‘sacrificed’ is present, Krakoss remarks that their form is similar to he who was sacrificed, perhaps a hatchmate? They do not recognize the hero as the one who was sacrificed; all mammals really do look pretty much alike to them. 





	Let the heroes tell their story, Krakoss listens intently. “Ssso, the time isss come. At last, we will teach those spiders and green apes who is strong in the jungle. Come, we go to the Snake Mother. You may keep your weaponsss, but draw them not. Here there iss a truce, and alliesss you are, but still you are mammals. (looks at any reptiles – snake or caiman Katanga for instance) or worse than mammals, sssince you travel with them. But ass you mammalsss say, the enemy of my enemy is my … not-enemy. Come, we go.”








	Guarded by a dozen snakemen, Krakoss leads you into the heart of Snake Country, to the village of the Snake Mother. It is well you have an escort, for the looks you get are not friendly. But the Snake Mother, at least, treats you with respect.


	“Ah, the heroes that Bengoukee spoke of. He hasss spoken with me, and we are nearly ready. You are to be our guides to the final battle, is it not so?”





	Let the heroes respond. She asks them into her dwelling, a large stone dome with a blue fire that burns continuously. Once there, she dismisses her guards, who don’t look pleased, but they don’t argue. As soon as they are alone, she questions the heroes.





How many allies will be coming to the final battle?


		(As far as the heroes know, all the tribes will be sending everyone who can fight.) 


How is Bengoukee? Has he recovered his full power? Will he be able to lead the fight?


What of the vizerathu? Will it be able to aid in the fight? It is potent against the tamara, but only one at a time. It must be used wisely, and Bengoukee is the one who can do it.





She tells the heroes that she has gathered a hand of hands (25), times the count of a mammal (fingers and toes = 20), a total of 500 snake men, including 20 witch doctors and 15 shamans to go to war with her. They will be assembled in only two more days, the heroes are barely in time.





		If the players wish, you may role play with the snakemen for a few minutes, but don’t drag it out. There’s still a lot to do, and the heroes aren’t exactly welcome. They are left alone, although food (raw meat) is provided, as well as a hut for them to rest in. A pair of snakemen guard them at all times, under orders from the Snake Mother. It is for their protection, rather than a lack of trust. Point out that as squads of snakemen enter the village, more than one remarks on the heroes as food, only to be warned off by the guards. “Thesse are alliess, not food.” The snakemen respond with looks of disbelief, but do not otherwise bother the heroes.








Encounter Three – Helpless Villagers





	It took only two more days for the Snakemen to prepare, and now you are on the move. Everywhere, as far as the eye can see, the landscape … crawls. Never have you seen such a large force, and all of them would like to eat you. But with the Snake Mother at your side, they follow your lead. Actually, once it was made clear to the snakemen who had never seen you before that you were allies, you have been treated with honor, if not with respect. 


	But the Snake Mother has truly kept her end of the truce, and brought a force nearly as large as the entire force that gathered for the battle at the Blood Bridge. It is up to you to see that they reach the meeting place in time. And to lead them around any Huroola villages you might pass by. 


	For several weeks, the trek is uneventful. You do come to one village, on an island in a small lake. Some of you recognize one of Malatra’s newest tribes, the V’rgan’a. Well, it is where they lived, for now it is deserted. Apparently every single member has gone to the battle. 


	Then, just a few days from Huroola lands, a hunting party of snakemen return. And they have prisoners. You see them carrying a dozen shu into camp, bound and gagged. 





	The heroes should investigate. The snakemen tell the heroes that these beings have not gone to the battle, so they are not allies, they are food. The heroes will have to intercede, or the shu will be eaten.





The shu are led by Taloki, a kwaku (rogue) of 5th level. They are a small village, only about 50 shu hidden in the jungle near Huroola lands. 





The heroes can either confront the chief hunter – Stasser, or can go to the Snake Mother. 





If they go to the Snake Mother, she is more reasonable than Stasser, but both will want to know why the shu have not sent people to the battle. If the heroes push the issue, they can get Taloki released and speak with her privately. 





Taloki – female shu, rogue 5th. Taloki is terrified, as would be expected when you see 500 snakemen invade your village. If the heroes calm her down a bit, she has a very good reason why they have not sent anyone to the battle. No one has asked them. In return for promises of safety for the rest of her village, she can offer a dozen shu slingers, and one minor shaman. 





	Let the heroes be responsible for working this out. Taloki and her troop stick very close to the heroes during the march, but otherwise are brave enough, for a party of a dozen shu in the midst of 500 snakemen. 





Village #2 – Pacifists.





Having picked up a dozen more allies in the form of Taloki and her shu slingers, you contine on the march. The next day, the leader of the hunt, Stasser, approaches you. “We have come across another village. Will you come and see if we can eat thesse, or are they allies too? Even for mammals, this group looksss like poor fighters.”


	Stasser leads you out to where a small collection of ramshackle huts is gathered. A dozen snakemen stand with spears ready. Your hearts sink as you see the entire village, perhaps 30 or 40 souls, standing there in clear sign of surrender. You have come across a village to Boo, the worst cowards in Malatra, or as some say, the most peaceful people in Malatra, since none of them will bear a weapon. This one could be tough.





	The leader of this Boo tribe is Boo Two, a small monkey Katanga. She is right up there surrendering with the rest. 





Boo Two – Female Monkey Katanga – Rogue 7. Boo Two’s only weapon is a rotten fruit, which she has already used on one of the snakemen. Let the heroes explain the situation to her. If they don’t fight, they get eaten. She says frankly that the Boo do not fight, it would be wrong. Couldn’t they just be allowed to run away instead?





Note on the Boo – While some of them are cowards, most are actually committed pacifists. In this case, Boo Two would actually rather die than take up a weapon. Not all of her tribe is like that, but if pushed into carrying weapons, they would certainly drop them and flee at the first sign of battle. 





Possible solution: An ally can do more than just fight. Carrying food and water to the troops, helping the wounded, there are many jobs in an army that do not involve carrying a weapon. If the heroes don’t think of this, and Boo Two is really up against it, she asks if there isn’t something they could do against the tamara that doesn’t involve carrying weapons and killing other beings. 


	If this is suggested, Boo Two discusses it with her tribe. Once she puts the alternatives to them – help out or be eaten, the entire tribe moves into servant mode, helping to fetch and carry, cook, whatever they can do. Of course the snakemen take this as their due, and there should be no trouble with the Boo for the rest of the trip.





Village #3 – Huroola village





	You have passed into the lands of the Huroola now, and have avoided several villages. But this one you cannot avoid, as it sits right on the ford of a swift stream, at the best place to cross. Most of the village is deserted, only men and children remain, the warriors have gone to the battle. You explained this to the snakemen and they are passing by the village with no incidents. But as you set up camp for the night, you are accosted by a young female nubari. She is perhaps 12, and carries a spear much too big for her. “Are you going to the battle against the forces of tiger?” (wait for response). “Well, I’m coming too. My name is Jenniger.  I can fight as well as any woman, and certainly better than any man.”





Jenniger: Female Nubari – Fighter 1st.





	Harass the heroes with Jenniger for a few minutes. Letting her go along is clearly a death sentence, she is barely capable of carrying her spear, let alone using it in a battle. But she is determined. She uses arguments like





	“If we don’t win, what does it matter if I’m safe here, nobody will be safe, isn’t that right?”





	“If I can take out one stupid hyena or kretch, it might make the difference in winning or losing. Can we afford to take that chance?”





	“Hey, you’re letting men fight, aren’t you. I can be any worse than those weaklings” (points at any male fighters in the party). 





Eventually, they’ll just have to tell her no. She insists, showing every intention of following them. If they check in the village, they can find her father, Jeriso, who scolds her for bothering the heroes. “Your mother has gone to the battle, our family is represented well. You must stay and grow up to be a fine warrior, like her.”





Note: if the heroes decide to let her come along, her father eventually runs her down, and scolds the heroes for allowing a child to go off to certain death. Make them feel guilty about that.





Encounter Four – Heroic Speeches





	After almost a moon on the trail, today you will reach the meeting place. But already things don’t look good. The first sign was a fleeing Simbari warrior. He charged right out of the jungle and stumbled over a nearby snakeman. “Flee for your lives! The tamara are too strong. Everyone is dead! Bengoukee is dead! Reesta is dead! Ahg and Ffft and Flood and Grey Shadow are all dead! There is no hope! Run!” He stumbles to his feet and tries to continue fleeing.





	The heroes can stop Lionheart, if they wish. If they do so, it takes a few minutes to calm him down enough to talk. He has the following news.





The first battle happened early this morning. The hyena, the kretch, and the spider Katanga attacked. We had a good defensible position in the jungle, and we were winning. But then came the War Leader and the Spell Worker. Wherever they went, death followed.


Bengoukee went out to challenge them with a group of heroes, led by Reesta/Kacela/Shake-Shake-Click-Click. But when Bengoukee used the spirit of lion to weaken the tamara, it didn’t work! He fell over unconscious, and everyone was killed. It’s over, the jungle has lost!


With more questioning, they find that he ran when Bengoukee fell, he did not actually see anyone else killed, but he’s sure it happened. He did see the tribes retreating, and he’s sure that the battle is over, a hopeless rout. 





Obviously, he panicked and fled. Things are not as bad as he makes them out to be, but they are not good. If they try to inspire him, he will accompany them, but he remains near the back of the march. He is no help for the rest of the march.





	Sooner than you expected, you have come upon the camp of the good tribes of Malatra. And things are not well. Everywhere you see wounded warriors, with shamans doing their best to save as many as they can. You spy a number of heroes, many wounded as well. It seems as if almost every tribe in Malatra is represented, but many have smaller numbers than you would have expected. The command center is a large pavilion near the rear of the camp, where you can see Reesta and a weakened Bengoukee. The Snake Mother turns to you. “Come; let us see what is truly happening here.”


	Bengoukee looks even worse than he did the last time you saw him. In his eyes you see something you have never seen before, the specter of defeat. 


	“So, you have come at last. No, I do not say you got here too late; it would have made no difference. It is my folly that has cost us this day.” He turns to the Snake Mother. “You were right; the Vizerathu cannot affect more than one tamara at once. I should have listened to you, but in my pride, I cost the life of many a brave warrior. Come, I would speak with you, there is one more chance we have left to play.” And with that, he and the Snake Mother retreat to the pavilion.


	Meanwhile Reesta/Ffft/S’tuth comes over to you. “It is good that you came, for what chance we have rested upon your arriving today. After what happened, you may be our only hope.”





	The heroes really should question them as to what happened. Read or paraphrase:





	We knew that they would attack today, and we were ready. From the gathered tribes, a hand of hand times the measure of a mammal, counted twice (almost 1000 warriors) were gathered. But against them was twice that number of hyena, many, many kretch, and dozens of spider Katanga as well. 


	The battle was going well; some tribes of hyenas were turning to flee, when the Warleader and the Spellworker came. Bengoukee was ready. He and a picked group of heroes went out to meet them. But when the Vizerathu gave out with its roar, nothing happened! Perhaps they have found a defense against it. But only through the bravery of Ahg and Ooshka was Bengoukee saved from death. As the War Leader bent over him to slay him, Ahg and Ooshka struck him from behind, and actually wounded him! It bought Chaka/Mwa/Jakra time to pick up Bengoukee and get him safely out of the battle. Ahg was slain, but Ooshka did manage to bring his head out, so that he can be buried with honor, if we survive for such rituals.” 


	“But now, I do not know what we can do. Look at these warriors.” He turns to look out over the camp, and you can see what he means. This is a camp of the defeated. Even with the influx of hands and hands of snakemen, the army is despondent. If there is a battle tomorrow, it could be over before it starts. Reesta/Ffft/S’tuth looks at you. “Do you see a way we can win? For I do not.” He goes and sits by the fire, as Mashok Bonedrinker/Gof/Oola comes over to heal his wounds.





	Let the heroes wander about the camp for a bit, if they wish. Any shamans can quickly use up all their healing spells on wounded warriors and heroes. Morale is rock bottom. Of course the snakemen are not defeated, but they are quickly losing respect for their supposed allies, and are beginning to feel that they have come to their deaths. Something must be done.


	Let the heroes run into other heroes who are not at your table (use heroes known in your area. If they are not at the table, they were in the battle, and were lucky to escape with their lives.)





	Finally, Bengoukee and the Snake Mother call upon the heroes again.





	A messenger finds you and says you are wanted at the pavilion. “Bengoukee says to hurry.”


	Once at the pavilion, Bengoukee and the Snake Mother await with Reesta, Ffft, Gar Azor, Boo Dos, and S’tuth. All look worried except Bengoukee, who looks … resigned.


	He speaks; “This army will not win the battle tomorrow. And if we flee, all is lost. There are many brave heroes here, but even they have lost heart. We are certain it is a working of the tamara, but something no ordinary magic can counter. Somehow we must put the heart back into these warriors, these heroes, or Malatra is lost.”


	“As for me, my time is ended. I knew what I had to do, but I was afraid. In the morning, I will do it. But I cannot do it alone, the tamara must be defeated. Without them, the battle would be a rout. With them, we cannot win. A party must seek out the brood mother, and stop her. Your party must seek out the Brood Mother.” 


	The Snake Mother rears up to her full height, that of three nubari. “But you go not alone, for the Brood Mother is mine to face. As best we can determine, there are three other tamara guarding and aiding her, the Necromancer, the Soul-Drainer, and the Weapon Master. These you must face while I defeat the Brood Mother. And of this you have my vow; I will defeat her even if it causes my death.”


	Bengoukee looks at you. “Right now, you are the only heroes here with the heart for the fight. Tomorrow, before the battle, we will ascend to the platform, where all can see us and hear us. I will do what I must, but then you must put heart back into these good people. This is the time for tales of heroism, of sacrifice. Remind them what Malatra stands for, what they are fighting for. And while you do this, remember the boon you have upon your neck. For in such stories of heroism is also to be found strength to fight the tamara.





Give the heroes a few minutes to plan their stories. They are urged to come up with tales of heroism and of sacrifice, tales that will put the heart back into the heroes of Malatra. They are also told that this will focus the power of Malatra into them, to give them strength to fight the tamara.





	The night passes uneventfully. The heroes can replenish spells, rest and plan their stories. Note: Shamans who attempt to use healing spells in the new day are advised to save them, they will probably be needed by the party.





When they are ready, Bengoukee, ascends to the platform.





	“People of Malatra, the time is come. I have brought heroes to remind you of what you are fighting for. Before they speak, I must say goodbye. It is time for the vizerathu to return in full strength, and time for me to go.” With that, a shimmer surrounds his body, and Bengoukee begins to fade away. His body is replaced with that of a full grown lion in the prime of life, the vizerathu. All there can tell this is not a mere shapeshifting, Bengoukee is giving the last of his life force that the vizerathu may live. When the glow fades, Bengoukee is gone, forever. In the minds of everyone present, the vizerathu speaks. “Hear now the tales of these heroes of Malatra, hear and be heartened.”  All eyes turn to you.





	Allow each hero to speak, telling what tales they will. The powers that they receive depend on the job they do. For purposes of this tournament, the powers they receive will be in charges, or uses. 





Hero gets up and does a perfunctory job. “I tell them the tales of when I defeated a gnasher.” and then sits down.  Result – 3 charges. (base minimum)


Heroes tells a heroic tale, involving some detail. Result - +1 charge.


Hero mentions others on the platform with him/her - +1 charge.


Hero does a truly magnificent job of telling a tale - +2 charges


Heroes tale mentions the heroic death of another hero - +1 charge.


Hero vows to die for the good of Malatra - +1 charge.





Maximum possible charges – 6.





What they can do with each charge:





Causes a weapon to act as +5 to hit and damage for one round. This also gives the weapon the ghost touch and keen properties.


Causes a spell to receive +20 on spell penetration (one casting of the spell only).


Allows a hero to automatically save or resist one tamara power or attack.


Heroic sacrifice power: When all charges are used up, the heroes may use their own life force to power attacks on the tamara, focused through the medallion (expends constitution points permanently, causing 10 points per con point expended to a tamara. Note: once started, this does not stop until the hero is completely drained and dead. This takes the form of a ray, with a range of ‘line of sight’, and automatically hits as long as the hero can see the tamara.





Do NOT make the heroes aware of the # of charges they receive or the powers of these charges until all have had a chance to speak. This is about roleplaying.


	 Merely tell them that as they speak they can tell that the medallion they received from Bengoukee is beginning to glow. They can feel that power is being gathered in the medallion. The power of hope and the heroes of Malatra is being fused into their medallions.





	As each of you tell your tales, you can see the glimmer of hope appearing in an eye here and there. Soon, the entire army is on their feet, cheering the tales of heroism that you tell. Snakemen stand side by side with nubari, impala Katanga with tiger Katanga, lacerials with Rudra, all cheering, all willing to fight for the jungle. As the last of you conclude, Reesta/Kacela/Grey Shadow jump to the platform. “These heroes will face the Brood Mother, and the tamara who guard her. Who will face the army of the tamara?” A resounding roar screams back “We will!” ‘And who will win?”. “We will”. 





	As Reesta/Kacela/Grey Shadow continue to incite the crowd, the voice of the Vizerathu sounds in your head. “Come with me heroes.”


	You withdraw with him to the large hut where the Snake Mother awakes. “In the center of the army of the tamara is a large hut, called by some a pyramid. In it, the Brood Mother does her foul work. I will place a ward over you. No one, not even a tamara can detect you within this ward, until you reach the home of the Brood Mother. There, my powers do not extend. Make your way through the battle, and fall upon the tamara in the pyramid. Be warned, any physical contact with those outside of the ward, any spell casting on others than yourselves will cause this ward to end. You must stay within three nubari lengths of the Snake Mother, she will be the center of the ward. Are you ready for your part in this story? The Snake Mother shifts her shape to that of a parrot, and flies up on (pick a fighter) shoulders. “I am ready”.





Wait for responses. The heroes may have questions:





What are the powers of the tamara:





	The heroes have likely seen tamara before (in Snake Time, Comes the Lion, or Night of the Dead Chiefs). The vizerathu has seen them in two of those. He knows the following:





All tamara are greatly resistant to magic (SR of 25 or 30).





All tamara are greatly resistant to weapons (DR 30/+5). 





Each tamara has its own powers, unique to itself. These are not known to him (or to them). They do know that the weapon master is proficient and specialized with all weapons, but other than that, the other tamara powers are unknown. 





Which tamara will we be facing?





The Weapon Master, the Necromancer, and the Soul Drainer are thought to be guarding the Brood Mother.





What are the effects of the ward?





The heroes will not be able to speak to anyone outside the ward. Physical contact or spell casting upon others will break the ward. 





When the heroes are ready, the Vizerathu speaks a single word – “Protect”. The heroes feel a cloak of magic settle over them, the air appears a bit darker, and they feel as though they are partly outside of the ‘real world’. The vizerathu then leaves, joining a picked group of heroes who will take on the War Leader and the Spell Worker.





Encounter Five: Moving Through the Battle.





	Note: Several places during the next scene the heroes will see flashy magic used. If a saru fails his save vs. viewing flashy magic, the Snake Mother is ready with a Remove Fear to keep them from leaving the ward.





	Reesta/Kacela/Grey Shadow stands at the front of the troops. “Now is the time, victory for the jungle!” With a roar, the troops charge through the jungle.


	As you follow, you can see that the army of the tamara is even larger than stories made it. In the distance, the pyramid of the Brood Mother stands, but between you and it are hordes of hyena (over 1500), dozens of spider Katanga and kretch (over 200 each), and of course the War Leader and the Spell Worker. 





The following read-to text is strictly off camera, and can be ignored if necessary, or if your players just don’t care. It describes what is happening while the heroes move through the battle. The effect of the ward also keep any opponents from blundering into the heroes, they can walk unmolested through the battle.


	The heroes do run into several scenes that they may have a chance to influence, with smart play. These should be read to the heroes.





(off camera)


	The armies of Malatra stream out of the jungle with a mighty roar. They are answered by the spells and spears of the kretch and the spider Katanga. As you move forward, you see snakemen grappling with hyena, saru and kretch rolling about in a dance of death, and everywhere the heroes of Malatra leading the fight. Quickly the heroes of the jungle lead their forces deep into the army of the tamara, it almost seems as if a rout might go the other way. But then the War Leader and his picked group of veteran and elite kretch respond, and the battle draws even. 


	As soon as the vizerathu appears, the Spell Worker draws near to the War Leader, together they are an unstoppable bulwark in the battle, and many are the snakeman or nubari that fall before them. But the heroes of Malatra are not without their plan. Reesta/Kacela/Mwa engages the War Leader, while Ffft/Flood/Gar Azor and Boo Dos/S’tuth/Kamak Thuldar engage the Spell Worker with their spells. Both are losing, but it allows Red Eye/Mali/Frond to jump the Spell Worker from behind. Together they roll away, until the Spell Worker can speak a single word that leaves his attacker stunned in the dust. But the distance is just enough, the vizerathu gives out a roar, and the Spell Worker is suddenly stripped of protection. Like a swarm of bees, heroes attack, while spells blast the Spell Worker from all sides. The Spell Worker goes down, not to rise again. With a roar of frustration, the War Leader manages to wound the vizerathu, robbing it of its voice. As you move off, you see heroes of Malatra going down before the War Leader, but still, they are able to wound it, even if only slightly. 





(scene for the heroes)





	As you move forward, a sight greets you that tears at your heart. It is little Jenniger, the Huroola lass, facing a hyena warrior. One arm dangles at her side, clearly broken. The hyena laughs an evil laugh as he closes with his spear. Jenniger bears only a knife in her left hand, but she faces her death bravely.





	Stop here and let the heroes intervene if they wish. If someone wants to cast a spell or make an attack, the Snake Mother warns them that this would shatter the ward, and possibly doom the jungle. They must watch as Jenniger dies. When they have reached that decision, continue





	Just as the hyena closes, you see Ooshka, fighting a pair of kretch, turn and with a mighty swing, club the hyena almost into the ground. The kretch take advantage of this opportunity to wound Ooshka severely. Ooshka is wounded, probably fatally, but she manages to gather both the kretch in a tremendous bear hug, before she goes down in death. Jenniger, showing good presence of mind, uses her dagger to make sure that neither of the kretch arise either. A dying blow from one of the kretch rips open her chest, Jenniger goes down in a heap, struggling to move, but clearly bleeding to death.





Pause again. Here the heroes have a few options.





Leave a healing brew on the ground near her, and move away. The brew would (apparently) just magically appear.


Look around for a nearby shaman or other hero who might have a healing brew. They can spot Gohai/Safoi/Baweepga. Several methods could be used to inform the hero of Jenniger’s plight. These include spells like messenger, or summoning a small creature to get their attention, or even just drawing an arrow on the ground pointing to her. Throwing a stone and hitting the hero constitutes physical contact, throwing a stone NEAR the hero does not.





The key is no physical contact, no spells cast upon her. If they get the heroes attention, the hero does have a healing brew. As the party moves off, Jenniger has had it administered, and the hero is carrying her to safety.





(scene for the heroes)


	As you continue through the battle, you have reached the edges of the Ash Plains. Everywhere a haze of ashes has been thrown up by the battle. A small group of heroes has penetrated this far, and is facing a larger group of spider Katanga and kretch. They are led by Chaka/Kraq/Mwa. Their plight is made worse by the fact that it seems that all of their weapons have been changed by the kretch into flowers or other useless items. Several of them are wounded and a few are down, as well.





	Obvious ploy here is to leave them a few extra weapons. Their leader (Chaka/Kraq/Mwa) all have good natural attacks, but the others could use some weapons. Again, throwing a stone near the heroes can get their attention, and let them notice the extra weapons. If the heroes have extra brews, they could be useful as well.





(Weapons left behind can be recovered by the heroes later, brews are assumed to be used up).





Read if it applies:


	As you move off, the heroes are discovering the weapons (and brews) you left. With their spirit for battle renewed, they fall upon the spiders and kretch, carving a swath through them to join up with a troop of snakemen fighting nearby.





(off camera)


	As you approach the pyramid, the fighting become extremely fierce. Reesta/Mali/Kacela is leading a charge at the War Leader, as Gof/Mashok Bonedrinker/Ffft conjures an elemental to face it. The War Leader makes a gesture, and Gof/Mashok Bonedrinker/Ffft find themselves facing their own elemental, while Reesta/Mali/Kacela takes a viscious blow from a war axe. As the battle seems about to turn, the heroes play the oldest trick in the book. Behind the war leader, you see Jakra/Moo-Lana/TrueRunk crouch down. With a mighty shove, Reesta/Mali/Kacela pushes the War Leader over, and he falls to the ground, followed by at least three mighty heroes. With many a wound taken, they manage to grapple him to the gound, while other heroes close in for the kill. Kretch rush to rescue the War Leader, but other heroes, led by Red Eye/Gareth/Shake Shake Click Click move to hold them off. As you move to the entrance of the pyramid, the battle seems to be going well.





(scene for the heroes)





	Now you approach the entrance to the pyramid, a yawning hole in the dark. The tunnel is about two nubari across, and a saru tall. Standing in front of it are two figures you recognize. It is Mirmirani, wife of Reesta, and Krunch/Gar Azor/Nabu, a faithful Saiyama tribesman. Mirmirani is saying “I don’t know if they have passed this way yet. Either way, they can use our help. They step forward, and a flash of electricity plays around them, blackening their features and causing their hair to stand up on end. They crumple to the ground.





	Mirmirani has set off the trap that guarded the entrance to the tunnel, so that the heroes don’t have to face it. But, she WILL die if something is not done. The heroes can see that she and the other hero are both at -8 or -9 hit points, and will die before any help can reach them. Of course they are right outside the pyramid, and were told that the ward would end as soon as they entered it. 


	If they look about, they can see that help is on the way, but it is a few minutes, at least, from reaching them. Several shamans are making their way towards them, but a pack of hyena oppose them. Otherwise, the area is relatively clear, as the kretch guardians of the pyramid have gone to help the War Leader.


	The heroes can do what they will, if they ignore them, the PC hero (Krunch/Gar Azor/Nabu) stabilizes on their own, but Mirmirani dies. If they provide any healing (Cure Minor Wounds), or even a first aid roll, the two stabilize, and the ward ends. Time to enter the pyramid.





Encounter Six: Three Tamara, and more!





As they enter the tunnel, they feel an aura of despair wash over them. They are in ground that is unhallowed, carrying a -1 morale penalty to hit, damage, and skill checks. This can be countered by a prayer





	The Snake Mother warns them that this is a good time to ‘power up’. She can offer a bull’s strength, cat’s grace, or endurance. She has one endurance memorized, and can cast up to three bull’s strength or cat’s grace (total for both), on PC heroes. She also makes herself invisible (using a spell fetish as a scroll). Allow the heroes no more than three rounds to prepare, then the Snake Mother urges them to hurry.





	As you proceed down the tunnel, you come to an opening. Inside, the pyramid is hollow, ten nubari lengths on a side,  with a putrescent green light shining from the top. At the back is a small room with a single opening, currently blocked by a flickering web of energy. 


	The pyramid is occupied by five dark figures. All of them radiate evil, in varying degrees. The three tamara gaze at you with hate in their eyes. Two other figures gaze with hunger and cold death. They seem to flicker, as though insubstantial. 


	The Snake Mother whispers to you “That room, that contains the Brood Mother. I go now. Fight well”. There is a small ‘pop’, as she disappears from (Heroes) shoulder. The tamara that is darkest of all shouts “My children, it is time to feed’, and the incorporeal creatures move towards you, followed by the weapon master. 





	Time for initiative. 





Notes on this battle:





This should be a very nasty battle. But it is one the heroes should win. Of course they have their ‘boon of Bengoukee’ to bring them back the first time they reach -10, so don’t pull any punches. Some people should die in this combat, or at least come very close. 


	Conversely, a Total Party Kill that means the heroes lose and Malatra is destroyed is hardly the heroic ending that people would wish to see for the end of the campaign. Not that a TPK is not possible, it is. But it should not result in a loss of the battle. Remind them if they start to go down that their medallions can be used to drain con points from themselves, and cause damage to the tamara.





Final chance to win for a defeated party. If the heroes are all falling, when you get to the last PC, remind him/her of the ‘last gasp’ power of the medallion. Also, tell her that she can feel the spirit of the other heroes gathered around her. If she uses up her own con points, she can then begin to use the other heroes con points as well, shifting targets until she wipes out all of the tamara. Allow the other heroes to decide whether they will offer the last of their life essence for this cause, but realistically, they are dead already. Oh, and if someone asks, this will not impair reincarnation.





Note: If the party is all 5th level, cut it back to one spectre. If they are all 8th and 9th, bump it up to three. Otherwise, they are on their own.





Remind them that they have the ‘charges’ on their medallions have power against the tamara. They should each have a record of the charges they have earned.





What they can do with each charge:





Causes a weapon to act as +5 to hit and damage for one round. (enhancement bonus). This also gives the weapon the ghost touch and keen properties.


Causes a spell to receive +20 on spell penetration (one casting of the spell only).


Allows a hero to automatically save or resist one tamara power or attack.


Heroic sacrifice power: When all charges are used up, the heroes may use their own life force to power attacks on the tamara, focused through the medallion (expends constitution points permanently, causing 10 points per con point expended to a tamara. Note: once started, this does not stop until the hero is completely drained and dead. This takes the form of a ray, with a range of ‘line of sight’, and automatically hits as long as the hero can see the tamara.








The Weapon Master – tamara - medium outsider; hd 16d8+ 112; hp 184; Spd 50 ft: Init +9 (+4 Imp. Init, +5 dex); AC 20 (+5 dex, +5 natural); Attacks +19/+14/+9/+4 melee (great two handed scimitar – 2d6+9, crit 19-20 x3), +17 melee (bite – 1d10+2); or +19/+14/+9/+4 ranged (strength longbow, 1d8+5); SA fighter feats, rake 1d8+2; SQ SR 30, DR 30/+5, Scent, Fast Healing 2; AL NE; SV Fort +17, Ref +12, Will +10; Str 20, Dex 20, Con 25, Int 15, Wis 15, Cha 11; 


	Skills; Listen +10, Spot +10, Move silently +10, Hide +15; Feats: proficient and specialized with all weapons, possesses all fighter feats listed on the fighter list.





Possessions; A lot of weapons. He prefers to stay with his great scimitar or his strength longbow. 


Special: Not subject to death from massive damage, immune to poison.





The Necromancer – Tamara - medium outsider; hd 14d8+ 70; hp 133; Spd 50 ft: Init +8 (+4 Imp. Init, +4 dex); AC 19 (+4 dex, +5 natural); Attacks +14 melee (2 claws 1d6+2), +12 melee (bite – 1d10+1); SA rake 1d8+2; SQ SR 30, DR 30/+5, Scent, Fast Healing 2; AL NE; SV Fort +10, Ref +12, Will +17; Str 14, Dex 18, Con 20, Int 19, Wis 15, Cha 11; 


	Skills; Concentration +15, Listen +10, Spot +10, Move silently +10, Hide +10, Spellcraft +10; Feats: Improved Initiative, maximize spell, combat casting, multi-attack, channel necromancy*, spell focus necromancy. Quicken spell


	Spells (as 14th wizard) (Save DC 15+spell level, 17+spell level for necromancy spells)


0-Level-ray of frostx2, flarex2, 1st-level-burning hands, magic missilex2, shocking graspx2, 2nd-level-quickened magic missilex2, detect invisible**, ghoul touch*, spectral hand*, 3rd level-fireball, lightning bolt, vampiric touchx3*, 4th level- maximized magic missile, enervationx2*, stoneskin**, dimension door, 5th level-quickened maximized magic missilex2, hold monster, maximized acid arrow, 6th level, maximized vampiric touchx2*, disintegrate, 7th level-finger of death*x2


*  Necromancy spell


** already cast





Channel Necromancy – this feat allows the Necromancer to channel any spell into a necromancy spell of one level lower. It also allows him to summon undead with channeled spells. For this battle, the only spell he might channel to undead summoning is a 7th level spell, to summon additional spectre.


Note: The Necromancer is not specifically A necromancer. That is, he is not a specialized wizard who gets an extra necromancy spell and must forego another school of magic. He just has an affinity for necromancy spells.





The Soul Drainer – Tamara - medium outsider; hd 14d8+ 56; hp 122; Spd 50 ft: Init +9 (+4 Imp. Init, +5 dex); AC 20 (+5 dex, +5 natural); Attacks +14 melee (2 claws 1d8+2), +12 melee (bite – 1d10+1) or ranged +14/+14 (soul drain ray); SA rake 1d8+1, souldrain; SQ SR 30, DR 30/+5, Scent, Fast Healing 2; AL NE; SV Fort +17, Ref +14, Will +17; Str 14, Dex 20, Con 18, Int 15, Wis 15, Cha 20; 


	Skills; Concentration +15, Listen +10, Spot +10, Move silently +10, Hide +10, Spellcraft +10; Feats: .Improved Initiative, great fortitude, lightning reflexes, toughness, multi-attack.





Souldrain: The soul drainer can drain ability points from the heroes and use it to restore lost hit points or pass them on to the Brood Mother to strengthen her. It attacks with a ranged touch attack that drains 1d6 points of strength with a successful hit. A saving throw is allowed – Fort DC 17. Success on a save means one point of strength is drained. Each point drained heals the soul drainer for 1d8 points per strength point drained. It can also use this power in melee, with each of its claw attacks. It does not ‘store’ the extra hit points, it cannot heal itself above its normal maximum. 





Special: Not subject to death from massive damage, immune to poison, immune to death magic and effects.





Spectres (1-3): See Monster Manual page 169.





Tactics: The specters, being incorporeal, dart down through the floor and come up to attack from a flanking position. They target spell casters first. The Weapon Master attacks the largest hero first, concentrating on him/her until she is down. 


	The Necromancer likes enervation and quickened magic missiles. He’ll start with a fireball, targeting as many heroes as possible. He relies on his stoneskin to protect him, and freely uses his maximized magic missile as many times as he can. He can channel his 7th level spell into summoning one more spectre, if they go too fast. 


	The soul drainer uses his ability on fighter types, especially those that are attacking either the Weapon Master or himself. If someone closes with him, he uses both of his claw attacks to attempt to drain the hero to zero strength, putting them out of the battle. (Note: A hero may use ‘charges’ from the medallion to avoid the draining. If all charges are exhausted, he may still use the heroic sacrifice power, even without enough strength to stand.)





	The tamara fight to the death, this is for all the marbles. 





Troubleshooting:


	The heroes may want to go and aid the Snake Mother. The room at the back is blocked off by a wall of force which the heroes cannot pass. The Snake Mother got around it with a  dimension door, but no heroes have that spell. As the battle draws to a close, the wall of force expires, allowing the heroes to move to the next encounter, provided they have won this one.


	If the heroes just barely win (one or two survive, heroes are weakened and drained of many levels), the next encounter is optional. If they defeat the tamara in fine shape, they have one more tamara to face. 





If the battle is too easy: If the heroes rush in and immediately cast a pair of polymorph other spells, and turn the necromancer and weapon master to carps, you might consider fudging the dice rolls to say that they made their saves. Remember that if you have to do this, you owe them some breaks later in the battle, have them fail a few saves they would have made, or have the soul drainer miss with a ray attack that would have finished off a character. As the DM, you are responsible for making sure they feel like they have had the fight of their lives. It shouldn’t be a problem, but even the DM rolls bad dice once in a while. 


	If dice fudging is against your creed, simply rule that immobilizing spells wear off after one full round (the effect of the pyramid). The tamara are not subject to coup de grace attacks, but the heroes could do a lot of damage to them before they snap out of it. 





(If they win, but are unable to continue – half the party down, majority of the heroes drained of levels or wounded to severaly to continue)





	The Snake Mother emerges from the small room covered with blood, her own. But there is a smile on her face as she slumps onto the ground. “We won. It’s over. The Jungle is safe” With that, she breaths her last. (move to epilogue).





(If they win in fine shape, some of them even have charges left on their medallions)





	As the last tamara falls, you look to the room at the back, where the Snake Mother and the Brood Mother are engaged. The flickering wall of force that hedged you out of the room has disappeared. Through the opening, you see the Snake Mother move towards you. It appears she has won also. But then you notice that she is covered in green blood, her own. And as she lurches out of the room, she has time to gasp out only “I have failed, Avenge me” before she dies. In the room you can still see movement, something still lives. 


	


Encounter Seven: The Brood Mother


This encounter is optional. If time is short, or if the party absolutely cannot handle this battle, then the Snake Mother won, at the cost of her own life. If the party is still able to fight, the Snake Mother failed, it is up to the heroes.





	As you approach the room at the back, you see a hellish sight. A thing, which must be the brood mother, lurks in the back. It is large, has at least a dozen tentacles, and at the very center, a huge mouth and four eyes. Two of the tentacles hold the artifact known as the Cup of the Brood Mother, twin to the one you had redeemed. The eyes are leering at you, and the mouth smiles. “I always knew I could take that snake, what chance do you have? Lie down before me and feed me with your life force!”





	This is the brood mother using her mass suggestion power (Will save, DC 20). Note: If anyone has even one charge left on their medallion, they can negate the effect on everyone with one charge. If all fail, the medallion with the most charges does it for them automatically, at the cost of one charge.





The Brood Mother – Tamara – large outsider; HD 20d8+ 200; hp 290 (currently 101); Spd 10 ft: Face/Reach 10ftx15ft/10 ft; Init +0 (+4 Imp. Init, -4 dex); AC 20 (-1 size, -4 dex, +15 natural); Attacks +14 melee (4 tentacles 1d8+7 + life drain), +12 melee (bite – 3d10+3 + save or die) SQ SR 30, DR 30/+5, lifedrain, spell-like abilities, constriction. AL NE; SV Fort +22, Ref +4, Will +15; Str 24, Dex 2, Con 30, Int 15, Wis 15, Cha 11; 


	Skills; Concentration +23, Listen +15, Spot +15, Feats: .Improved Initiative, multi-attack, Improved grab.





Life Drain: The Brood Mother can grasp with her tentacles and drain the life force from the heroes. This drains 1d4 points of constitution with each hit, no save allowed. This does not heal her, instead it goes to fuel the magic she is working to extend the ash plains. It will also bring about the birth of many more tamara. 





Spell Like Abilities: (Save DC 12 + spell level) 1/day mass suggestion, horrid wilting (used on Snake Mother), circle of death (used on Snake Mother), 3/day magic missile, enervation, inflict critical wounds(2 used on Snake Mother), at will detect good, see invisible (already cast).





Constriction: If the Brood Mother succeeds with a hit, she may grapple a hero and constrict, doing 1d8+7 each round, as well as draining 1d4 points of constitution each round. Tentacles are AC 14, and take 10 points of damage to sever. This damage does not count against the total for the Brood Mother. 





Tactics: The Brood Mother really just wants to be left alone to complete her ritual. Getting the cup from her interrupts the ritual, and would assure the success of the party. But it should not be easy. 


	She can attack with only four tentacles per round, but once she starts constricting a hero, she can use other tentacles to keep her # of attacks at four. She can also use a spell-like ability each round, in addition to her tentacle attacks. In lieu of a spell-like ability, she may also bite a constricted hero, causing 3d10+3 points of damage, and requiring a saving throw (Fort DC 13) or die. (Note – Bengoukee’s boon will not rescue a hero from this, but a charge from a medallion will). 





Trouble Shooting





	The party takes on the Brood Mother, and is losing:


	They should still have the last gasp effort from their medallions, which should easily let them defeat her (at the cost of a life, of course). 


	


	The party goes after the cup


	Someone may choose to attempt to grapple the cup, which is possible, but not likely. If they are successful, she uses all of her attacks on whoever holds the cup. As another possibility, someone may choose to hit the cup with a weapon that is enhanced to +5 by the medallion. If they do so, warn them that this could be dangerous. Even fatal. If they do it anyway, the weapon, the Brood Mother, and the cup are destroyed. The hero who struck the blow takes 20d6 points of damage, no save. Everyone else within the pyramid takes 10d6 points of damage, Reflex DC 15 for ½ damage. But they win. 





Conclusion





Epilogue





	As you emerge from the pyramid, you can see that the forces of the tamara have been routed. With the death of the Brood Mother, the magic holding the army together fractured, causing the hyena and spiders to flee. The kretch are soon mopped up.


	With the defeat of the threat of the tamara a time of peace settles over the jungle. It is a time of joy, but also a time of sadness. Many brave heroes gave their all for the safety of Malatra. Ahg, Ooshka, Reesta, Kacela (include any heroes who might have died in the last two encounters), Syana of the Simbara, Bengoukee, Mirmirani (if they didn’t save her) and a host of heroes gave their lives for the jungle. In the cycle of life, some may return in other forms, others, like Bengoukee are gone for good. 


	It has been a long and harsh war, but one in which you have made many new friends, gone on many a heroic adventure, and done deeds you never would have dreamed off when you were young. One thing you have learned, as long as there are heroes, the jungle will survive.





Thank you for playing in the Living Jungle campaign.





The End. (for now).





Experience Point Summary


.


	Award the total value to each character, depending on how far they got. If they did not finish, award 50-90%, depending on how much they completed, and the roleplaying involved.





Experience objective	1000 xp





Discretionary roleplaying award	0-500 xp





Total possible experience	1500 xp


Note: This is an additional reward to the XP received in encounter one.








Treasure Summary





Encounter One





Boon of Bengoukee – This medallion in the shape of a five pointed star has two effects. 1. When a hero is wounded to -10 hit points, it causes a heal spell to be cast upon them, instantly bringing them back to full health (one time only). 2. Focuses the power of the jungle for use against the tamara.�
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