
































Night of the Dead Chiefs





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





Round 1





by Tom Prusa




















From all around the jungle, the drums roll. Tribe after tribe has lost their chieftain. Now, you must go on a mission to find and recover the one being who can bring hope to Malatra. It is time to bring back Bengoukee.
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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 jungle is in a crisis. The tamara, those who would bring evil and death to Malatra, have struck their most telling blow yet. No less than seven tribal chiefs were murdered in the same night, and several more lie gravely wounded. 


	In this vacuum of leadership steps Mirmirani, daughter of former chief Bagoomba, and mate of chief Reesta, who lies gravely wounded. The great witch doctor Bagoomba has been missing for six seasons, although she is sure he is still alive. The heroes are charged with tracking him down, and gaining his help against the tamara. 


	The adventure begins with the heroes learning of the catastrophe that has struck. They are summoned to the tribe of the Saiyama, the largest in the jungle. Almost every major tribe has lost its chief, or nearly so. Reesta survived only by the sacrifice of his cohort, Abu, and the aid of several of his friends. 





Introduction


	The jungle drums spoke all through the night. Across the jungle flashed messengers of all kinds. From the villages of the Rudra and the Koshiva came canoes filled with anxious warriors. From up on Fire Mountain came five butu with terror on their faces. Distant messages from the tribes of the Wise Ones and the Oscray were received. And all of them carried the same story. Our chief is dead, slain in the night! 


	Here at the tribe of the Saiyama, no one has slept much either. Reesta, charismatic chief of the tribe, and mate of the beautiful Mirmirani, lies near death. He has survived only through the sacrifice of one of Malatra’s most beloved figures, little Abu, the hedgehog Katanga and master trader. The two were fast friends, and according to Mirmirani, Abu surprised the assassin as he was about to put the finishing blow to Reesta. Instead, Abu took the blow, while making enough noise to rouse the village. The assassin fled, leaving behind only the tracks of a tiger Katanga. Or, perhaps, of a tamara. 


	Other chiefs were also spared through serendipity. Booda, chief of the Simbara was out in the jungle on business of his own, and little Traktani, his cousin, was sleeping in his hut. He was found dead by Booda when he returned. 


	But the survivors are few, compared to those lost.


	The Oscray are without a chief, as the venerable Bentfang was slain before he could draw his weapon.


	The Wise Ones mourn today, for Spirit of Lion was found clawed apart, dead in his hut.


	The Rudrans are in anguish, as M’klik’ta was slain from behind, never even seeing his attacker.


	The Koshiva, a normally peaceful tribe, today are ready for war, as their beloved chief, Kardonik was found dead in his bed, strangled.


	The Huroola once again beat the war drums, for their leader, brave Critachi, thought by many to be the single finest warrior in the jungle, was on a night hunt. She was found slain in the jungle, and the signs say that a single warrior defeated her.


	The Katimaya are at a loss, as the finest boaster in the jungle, Yrbom, chief of their tribe finally met a foe he could not avoid or outwit. He apparently died fighting bravely, for there was blood on his spear, but another was through his heart.


	Even lesser known tribes felt the loss. The tribe of Courage, a reclusive tribe of butu who inhabit the slopes of Fire Mountain came to say that their chief, Runs Fast and Fights Well was found dead in his cave, victim of a dagger in the back.


	And much news is still coming in. From a message received through a fire sending, it is clear that the clans of the lion Katanga were all hit, and several of their chieftains fell as well.


	Now the jungle is in peril, for the intent is obvious. The Tamara are preparing to strike at the good tribes of Malatra, and have attacked the chiefs to remove the leaders. For now, it seems to have worked, as no tribe is without doubt, confusion, or grief. 


	It is chance that you were on your way to the village of the Saiyama when the disaster struck, but so does fate work sometimes. At least that is what Mirmirani said when you appeared at the village, to find it filled with tribesmen in the grip of fear.


	“The time has come. We need Bengoukee to return to us in this time of crisis. I have found many powerful fetishes in his hut, and have attempted to locate him on more than one occasion. Always have I failed. So this morning, I tried something else. I searched for the amaranthys, the container of the flower of immortality. When last seen, it was worn by Bengoukee. And I met with success. It is out there somewhere, and I believe that wherever it is, Bengoukee cannot be far away. Please, for the sake of Malatra, say that you will accept this quest. Find Bengoukee, and bring back to us.”


	


Encounter One – A plea





	Mirmirani offers goods and supplies to the heroes. She also has plundered Bengoukee’s possessions to get them some magical aid.


	Assuming the heroes accept, and they are heroes, after all, Mirmirani continues.





	“The amaranthys is far to the southwest. You must travel down the River of Dreams, past the Sleepy Lake, farther than any here have traveled before. I sensed only that the flower of immortality was somewhere underground, somewhere dark.  When you get closer, you may use these.” She holds up three large emeralds. “When you crush one of these, and think of the flower of immortality, you will receive a vision, and a direction. Do not use them too soon, for there are no more. But do not hesitate to use them if you must, for without Bengoukee, all is surely lost. I have prepared other supplies for you as well.” She indicates a pair of canoes filled with supplies. 


	


	In the canoes, the heroes find the following:





Trail rations, quivers of arrows, waterskins, lizardskin cloaks, vine rope (250’).


One gourd of healing brew (as Cure Serious Wounds – 3d8+10) for each hero. This brew lasts one month. (no certs provided).


Divine Fetishes for: 


Cure Critical Wounds


Summon Monster IV





Arcane fetishes for:


Hold Monster


Monster Summoning IV





Certs are provided for these.


One quiver of keen arrows (20) – cert provided.


One brew of bull’s strength – 3 uses – cert provided.


One brew of cat’s grace – 3 uses – cert provided.








And most importantly 





	3 large emeralds, which when crushed function as a discern location spell. – no cert provided.





	After the goods and certs are passed out, Mirmirani wishes the heroes well.





	“Go swiftly, and bring hope back to the good tribes of Malatra. We need Bengoukee in this time of trouble, and only you can bring him back.”





Encounter Two – Huroola lands





	The heroes can travel up the River of Laughing Idols, and make the transition to the Dreaming River. When they have been on the Dreaming river for a few days, warn them that they are entering Huroola country. Any males of the Huroola tribe should be especially reminded that if they are seen carrying weapons, they will be killed on sight. Actually, no males are supposed to carry weapons in Huroola country. This stricture does not apply to aarakocra, lizardmen, lacerials, saru, and plantmen. (races where it’s hard for the Huroola to tell the sex of the being). 





	As you glide down the Dreaming River, the drums of the Huroola are ever-present. This tribe was always a warlike tribe, with the death of their greatest chief, they are certain to be suspicious and hostile. So far you have not encountered them, but you doubt that good luck will continue. 


	The solitude continues for several days, until you come to a narrowing of the river. A small village lies on the banks of the river, and canoes are already darting out from the shore to cut off your passage. There are six canoes, and each carries a hand of warriors (5), tall female nubari with sharp spears. “Who are you? Why have you come to the lands of the Huroola?” shouts a particularly tall warrior.  “Land your canoes here, and make no hostile moves, or your day shall end quickly.”





	The reaction is up to the heroes. Some may be able to escape, via flight or water breathing. (aarakocra, river tam’hi, or spells), but they cannot outrun the canoes of the Huroola. Nor can they defeat 30 Huroola warriors without some losses of their own. 





	The leader of this band of warriors S’tatoh, a 10th level fighter. She is not in the mood to bargain or parley, but the heroes have one advantage. Bengoukee once saved her life, and she will cooperate with the heroes as long as they are respectful and share the news of their quest with her.





Males with weapons: Any Huroola male foolish enough to carry weapons into Huroola country deserves what he gets, which is death. As long as he carries no weapons, merely has them in the canoe, he’ll be fine, although the Huroola look at him suspiciously. Any other recognizable male must leave his weapons in the canoe. To step on the shore in Huroola country would be breaking their most sacred law, and would surely draw an attack. S’tatoh warns them before they step out. 


	If a hero truly refuses to lay down his weapons to get out and talk, S’taloh warns him to stay in the canoe. She does not feel it is time for battle with other tribes at this time, but the law is clear, and she won’t see it broken. 





S’taloh: Female human Ftr10; CR 10; Medium-size humanoid; HD 10d10+20; hp 100; Init +2 (Dex); Spd 30 ft.; AC 14 (flat-footed 12); Atks +14/+9 melee (1d8+6 [crit 19-20/x3], longspear) or +12/+7 ranged (1d6+2 [x3], mighty short bow); AL LN; SV Fort +9, Ref +5, Will +4; Str 16, Dex 14, Con 14, Int 10, Wis 12, Cha 12.


	Skills and Feats: Hide +7, Listen +6, Sense Motive +4, Spot +10; Wilderness Lore +5; Combat Reflexes, Mobility, Weapon Focus (longspear), weapon specialization (longspear), power attack, improved critical (longspear).


	Possessions: leather armor, masterwork longspear, mighty short bow (+2), 20 arrows





Huroola warriors (30); Female human Ftr4; CR 4; Medium-size humanoid; HD 4d10+12; hp 32; Init +1 (Dex); Spd 30 ft.; AC 13 (flat-footed 12); Atks +7 melee (1d6+3 [x3], halfspear) or +5 ranged (1d6 [x3], short bow); AL LN; SV Fort +6, Ref +4, Will +1; Str 14, Dex 13, Con 17, Int 10, Wis 10, Cha 11.


	Skills and Feats: Hide +3, Listen +3, Spot +6; Wilderness Lore +2, boating +2; Weapon Focus (halfspear), weapon specialization (halfspear), power attack, toughness.


	Possessions: leather armor, masterwork halfspear, short bow, 20 arrows





	If combat ensues, the Huroola fight to the death. This probably means the round is over as well. If the heroes are foolish enough to provoke a fight, S’taloh gives them one chance to back off, after the first round. As a further out, you can have the kretch appear, allowing a quick reconciliation.





Talking to S’taloh:





	The heroes are expected to answer a few questions, immediately.


	


	Why have they invaded the Huroola lands? 


	If they answer truthfully, that they are passing through, in search of Bengoukee, the attitude of the Huroola improves immediately.


	Can you really find Bengoukee? What if he does not want to be found?


	The heroes may respond as they will. S’taloh at least is hopeful that they can find the witch doctor, and is looking for hope.





	As long as the heroes answer truthfully, the should have little trouble. The Huroola do not respect any male warrior. A prominent shaman or witch doctor (anyone 5th level or above) is treated with a bit of respect. Any female warrior is assumed to be the party leader, and questions are directed at her. Think proud, antagonistic, and suspicious. 


	


	The Huroola warleader can give the heroes the news that they have heard already.





Critachi was the finest warrior she ever saw (she once put down two kretch with one mighty blow, running her spear through both of them in one deadly thrust). She was found with her spear broken, and the point thrust through her own heart. She listens to the stories of other chiefs, but with little sympathy, being full of her own sorrow. She is interested in theories of who’s behind it all.


A village of plantmen that live north of Huroola country was also attacked. Their leader, the wise old shaman, Blue Leaf, was killed by fire, a horrible death for a plantman. They have withdrawn deep into the jungle, and she fears they won’t be seen again for generations of nubari.


The Huroola are ready for a fight. If the heroes can recover Bengoukee, and he can lead them against the Tamara, every warrior will be ready.





Kretch intervene:





	Have the heroes make Spot (DC5) rolls. At least 25 of the Huroola succeed at this roll. Success reveals the following: 





	As you speak with S’taloh, your attention is drawn upriver. Around a bend up the river come canoes. But they are filled with kretch! Six canoes, filled with four kretch each, are coming downriver towards you. Already the Huroola are moving to good vantage points, knocking arrows to bows. The kretch are making for shore, landing just out of good arrow range (110’). 


	S’taloh quickly turns to you; “It seems you have those who would stop you. Fear not, these will not stop you. Go now, find the Wise One. This is woman’s work, and we will surely smite them.


	


	The heroes can stay and help fight, but the Huroola will win this battle without their help. 





Kretch – Soldier: Large Outsider; (NA 23); HD 3d8+12 (25 hp); Initiative +5 (+1 dex, +4 Imp. Init.); Move 30, climb 20; AC 16 (-1 size, +1 dex, +6 natural); Attacks +9 melee (horn), +7 melee (2 claws), +7 melee (bite), +8 melee (improved grab); ranged attack +9 (spear); Dmg: d8+6 (horn), d6+3 (claws), d4+3 (bite), d6+4 (grapple), 1d6+6 (spear);


Special Attacks: spell-like abilities - Three/day polymorph any object (non-living only); Special Qualities: mimic animal sound, never sleep, 270 degree vision, fear immunity, poison immunity, darkvision 60'; Saves: Fort +7, Ref +2, Will +1


Abilities: Str 23, Dex 13, Con 19, Int 11, Wis 11, Cha 8


	Skills and Feats : climb +2, hide +4, move silently +4, listen +8, search +8, spot +8, knowledge  (military tactics) +4;  alertness, improved initiative, multi-attack.


Alignment:  always Lawful Evil  


Challenge Level: 3





Leader:


Kretch – Veteran: Large Outsider; (NA 1); HD 7d8+35 (68 hp); Initiative +4 (improved initiative); Move 40, climb 20; AC 18 (-1 size, +1 dex, +8 natural); Attacks: +14 melee (horn), +12 melee (2 claws), +12 melee (bite); +13 melee (improved grab); ranged attack +10/+10 (2 spears); Dmg: d8+7 (horn), d6+3 (claws), d4+3 (bite), d6+4 (grapple); d6+6 (spears); Special Attacks: Three/day polymorph any object (non-living only); Special Qualities: mimic animal sound, never sleep, 270 degree vision, fear immunity, poison immunity, darkvision 60'


Saves: Fort +9, Ref +2, Will +1; Abilities: Str 25, Dex 13, Con 21, Int 11, Wis 11, Cha 8





	Skills and Feats: climb +4, jump + 4, hide +4, move silently +4, listen +12, search +8, spot +12, 





If the heroes insist on staying and fighting, the combat runs as follows, subject to heroes actions.





	Round one: Huroola all fire arrows, killing two and wounding eight kretch for 10 points each. A dozen kretch land on the beach and close to 70’. . 10 of them polymorph short bows into flowers. 


	Round two: Huroola who have lost their bows close with spears. Other Huroola fire again, killing three more kretch. Five more are reduced to 10 hit points, and four to 20. The veteran is hit by S’taloh twice, taking 12 points of damage. Kretch close with Huroola, killing one warrior and wounding six others for 12 points each.  If a hero has closed, each hero draws one kretch soldier. Resolve attacks normally. The 10 still in canoes embark, and polymorph five short bows and five halfspears into flowers. If the heroes are present, one hero (the one who has done the most damage) has his weapon polymorphed into a flower.


	Round three: Any hero who has closed is engaged with a kretch soldier. Huroola are engaging the others at two to one odds. The other Huroola continue to fire at those kretch using their polymorph ability. This round, four Huroola and eight kretch die. S’taloh closes with the veteran. Unless a female hero fighter type is closed with the veteran, S’taloh assumes they cannot handle it, and comes to help out. 


	Round four: If the heroes are present, the kretch break off and flee into the trees. If the heroes went on, the combat continues as they float out of sight, but the kretch are clearly losing. 





Encounter Three: Water gnasher (obligatory garuda encounter)





	It has been two days since the Huroola village, and now you near the Sleepy Lake. It is the home of the raft people, the Zantira. They are much friendlier than the Huroola, and you expect a reasonable welcome. 


	As you move onto the lake, the water swirls strangely up ahead. A snake-like head appears, rearing out of the water as the water gnasher charges towards you.





Low tier: One elasmosaurus – HP 40, see Monster Manual page 55.





High tier: One elasmosaurus – HP 60, see Monster Manual page 55.





	Since this is a big monster for a low level party, the battle should follow slightly different paths.





	Low tier:


	The monster appears at 80’, and takes a full round to close. The second round, it tips over a canoe, attacking on the third round. It flees when it has taken 30 points of damage. It makes full use of its 10’ reach.





	High tier: 


	The monster appears at 50’, closing and getting one attack in the first round. The second round, it capsizes a canoe, again attacking once. It fight to the death. It makes full use of its 10’ reach.





	The heroes stuck in the water can be rescued by companions, or can make one swimming roll (DC 12) to make it to shore (about 120’). 





	If a very low level party is having trouble, a group of Zantira can appear in a canoe and help drive it off (they’ll do 10 points a round until it flees). If the party is high level, they arrive just after the battle is concluded.





Encounter Four – Zantira.





	As the battle ends, you spy a canoe full of Zantira gliding towards you. They appear ready to help, with weapons drawn. As they see the body of the monster (or, as they see the monster flee), they cheer. Their canoe pulls to a stop in front of you. The leader speaks. “I am Iflater, Welcome to our lake. That beast has bothered us before as well. It has not come near our village in some time, we thought it gone. 





	Iflater politely asks questions, why are the heroes here, what is their business, that sort of thing. He has heard of the chiefs that were killed, but the chief of the Zantira, Tokeli, is fine. He advises them to talk to Tokeli, as he may have more news. The heroes are guided to the raft village on the opposite shore.





	Raft village:





	The Zantira welcome you. They seem strange, with their huts built on the rafts of bamboo. They reverence Jung’r’na, which is their name for Nagilla, the spirt of water. A hearty meal of fish, seaweed salad, and wine is served. You are invited to eat with Tokeli, the chief, Grevali the shaman, and Tokeli’s son, Torak. .





	Tokeli cannot contrbute a lot of help, but he can offer a few hints. He is at first concerned with what has happened. He expresses concern, as he was friendly with both Reesta and Kardonik. Tokeli is wise, conservative, and reasonably friendly. The water gnasher was a danger, but not a serious one. Still, the heroes may very well have saved the lives of at least a few tribesmen, and he won’t forget.





	Things Tokeli can offer:





Fresh supplies, mostly fish.


Knowledge of the area to the south west. The Zantira do not explore the jungle, as a rule. Still stories do come. To the immediate southwest, the plantmen rule. Well, not really, but there are no tribes there, and plantmen are occasionally sighted. Farther southwest are dim stories of five days travel of deep jungle, full of predators. Farther than that is the fabled land of the crocodiles, a swampy area ruled by those who can assume the form of the crocodile. It is rumored they eat other men, and even have the power to make the dead walk. The Zantira do not go that way.


The country in the other directions is wild, with good hunting but many predators. As long as a group takes normal precautions, nothing they can’t handle. But of course they have no reason to go in those directions.


Healing and shelter. The shamans of the tribe can come up with five Cure Light Wounds (d8+5), and one Cure Serious Wounds (3d8+7). The heroes are given a pair of huts on a raft three down from the chiefs hut.








Using a discern location gem. 


	If the party chooses to use a gem here (not a bad idea), they receive the following vision.





	As you crush the gem, you visualize the amaranthys. It was a red gem with an image of a flower inside. It is someplace dark, someplace underground. It seems like it is in a small space, but you cannot tell. The direction is clear, southwest, perhaps 10 or 12 days travel. 





Death in the night.





	During the night, death stalks Tokeli. He is murdered in his sleep. If the heroes suggested a guard, he laughed it off. Out here, Jung’r’na protects them. If the heroes insisted on keeping a watch, those on watch may make a spot roll (DC 25 low tier, 30 high tier – to spot a dark shape slipping out of the chiefs hut and going around the back. If they investigate, they fnd the chief dead. There is no sign or sound of the intruder. (the tamara teleported away). 





	What happened. The Boratacha, the Slayer Tamara has struck again. It has been following the heroes, at a distance, using it’s own discern location on the heroes gems. When it finds a chief, it cannot pass up the opportunity. The heroes have no chance of stopping it, short of actually being in the hut with the chief all night. If such a thing happens, the Boratacha, flees rather than face an open fight at this time. 





	If the heroes do not make the Spot roll, or do not keep watch, they awake to the following. If they do notice this, they probably provoke the following.





		You awake to a village in an uproar. Tokeli, the chief, was slain in the night, his throat cut. The general reaction is that the tamara have struck again, but some of the villagers glance at you sideways, suspicion clear on their faces. The shaman Grevali, and the chief’s son, Torak, have taken charge of the villagers. Torak questions you, do you know what has happened?





	Unless the heroes spotted the dark figure, they know no more than anyone else, but have history on their side. They should also get the impression that they might have been followed. Either way, Torak does not believe the heroes did this thing, nor does Grevali. They urge the heroes to find Bengoukee, and frankly, that it might be a good thing if they left this morning. Torak pledges that he will lead the Zantira, if Bengoukee or Reesta call. Grevali doesn’t look so sure.





Encounter Five: A new village





	For five days, you have trekked through the jungle. You have seen no sign of the plantmen, not surprising, if they don’t want to be seen. Now you are in country none of you have ever seen before. The jungle is unusually dense here, slowing travel. Finally you come to a small river, unknown to you. It cuts across your line of travel, and is small enough that you have no trouble crossing. Of interest is what you find on the bank. A canoe is drawn up here. There are footprints leading into the jungle.





	A tracking roll can be made. Knowledge depends on the total:


	DC 5 (10 high tier), reveals that two nubari and a shu embarked from the canoe, and headed into the jungle.


	DC 10 (15 high tier) reveals that one of them was a jungle tam’hi, one a nubari. They passed this way this morning (about five hours ago).


	


	If they party waits for about three hours, the Kolaki return from their hunt. If they follow the tracks (DC 15, 20 for high tier), they disturb their hunt.





Kolaki hunters – Trist, Elo, and Surefoot. The Kolaki hunters are astounded to see the party. They are suspicious at first, but not overtly hostile. Surefoot, the shu, is in charge of the hunt. He wants to know what the party is doing in this part of the jungle, and who are they. They don’t appear to be from the Satokoan. They have never heard of the Tamara, or of Bengoukee. The Kolaki speak with a pronounced accent, using a word the heroes do not understand occasionally. For instance, instead of shaman, they speak of otokors. This is defined as those who call upon our ancestors for healing and magic. 





	Questions should ensue.





	From the Kolaki:





	Who are you and where have you come from?


	


	Do you serve the Satokoan? (they ask this like they don’t really think so).





	Do you come from the land of the Amazons? (he’s referring to the Huroola, who almost wiped out the Kolaki over three hundred years ago. The legends all say that 20 days travel to the north lies lands where females hunt males for sport, or keep them as slaves. They are 8 feet tall, and can kill with a thought. He calls them the Haruli.)





	From the heroes:





	Who are you? We are the Kolaki. Ages ago, we fled the wrath of the Haruli, and settled here. We grew strong, and eventually met the Satokoan. We war against them, for always they seek to kidnap our young, to raise in their evil ways. 





	What are the Satkoan? They are an evil race of crocodile shapeshifters who rule to the southwest. Their otokors can make the dead walk, and fight. They are rumored to be cannibals, but no Kolaki has ever witnessed this. They do keep captured Kolaki as slaves. Those that cannot take the shape generally wear crocodile hide and masks. 





	Where is your village – downstream about two hours. The heroes are welcome, if they come in peace. Their chief, Trydas, once ventured to the very heart of the Satokoan to rescue the woman who is now his wife. He may know much about the area the heroes are headed for.





Village of the Kolaki





	The village of the Kolaki lies on the river, in the trees. A collection of tree houses connected by vine bridges dots the area. Clearly this is a village built for defense, for none of the huts is easily reached from the ground or the water. Rope ladders are hang from a few of the huts, and perhaps a hand of hands of people are visible going about their normal daily tasks. Three warriors eye you as you approach, javelins at the ready. Surefoot calls that you are friends, but the warriors continue to watch. A large man, clearly a warrior, approaches. Surefoot introduces you. “This is our chief, the noble Trydas. These strange folk are from the land of the Amazons, where they have defeated many a fierce Haruli warrior.” The chief turns to you. “Is this so?”





	Let the heroes set him straight (Surefoot gets excited and exaggerates). He wants to know their business. He has heard of Bengoukee, but he has not heard of the tamara. He had assumed that Bengoukee was long since dead, since he heard of him from his grandfather. (he makes a gesture, touching his forehead, when he speaks of his grandfather). 





Trydas answers questions and shares some knowledge. He offers modest supplies, if the party needs them, but would actually prefer to trade (the lizardskin cloaks that Mirmirani provided look pretty nice here). 





	Trydas knowledge:


The lands to the southwest are truly ruled by the crocodile men. They keep slaves, and traffic with the dead. War it ever will be between the Kolaki and the Satokoan. But frankly, if they ever came in force, he fears for his tribe, for they outnumber the Kolaki by many to one. It is said that their empire stretches all the way to the fabled edge of the plateau. 


The lands are thick jungle, but not as dense as the heroes have just passed through. Farther southwest, a swamp begins, but that is a full ten days travel. He went there to rescue his beloved Ysani, who was kidnapped by the Satokoan. 


The crocodile men do not go underground, but they build strange huts. They have four sides, but come to a point on the top (a pyramid). They build these of stone, and this is where their unholy rituals are carried out. If Ysani had been taken to one of those, he could never have rescued her. It is said that they are magical places, where evil is strengthened and good weakened. 


The Kolaki are made up of nubari, jungle tam’hi, shu, and korobokuru. They have only three katanga, two monkeys and a pangolin. Needless to say, caiman katanga who show their biped or animal form are treated with a LOT of suspicion. 








	The heroes may assume that Trydas will be killed during the night. This does not happen. The Boratacha is still following them, and will strike, But not for two days. The heroes can continue their trek to the southwest. After three days, Elo catches them.





	Three days out from the Kolaki village, a familiar figure appears behind you. It is Elo, the jungle tam’hi you met in the village. He waves you to stop, and approaches out of breath. “I come to warn you. Two nights after you left, Trydas was out on a hunt. He was slain with his own spear. The tracks are not those of a Satokoan, instead they resemble those of the lion. My tribe remembered your stories of the tiger people (the tamara), and wanted me to warn you. If this thing is truly following you, you must be wary. And if you brought it to my village, we would ask that you do not return.” With that, he turns and heads back to the village.





	The heroes can stop Elo, if they wish. He clearly blames them for the death of his chief, although he knows they could have had nothing to do with it. He is not hostile, just resentful. He knows they probably did not intend harm to the chief, but it happened just the same. He still wishes them well against the Satokoan.





Using a discern location gem. 


	The party may choose to use a discern location gem at some point here. They receive the following vision. Note: If the party has not used one at all, remind them that they have little idea of what the actual direction they must go is, at this point. 





	You can tell you are getting closer. Four or five days (if cast in the village – it is seven to eight days) should see you to the location of the amaranthys. It is somewhere dark, surrounded by stone. Perhaps underground, perhaps not. The direction is clear, south by southwest. 








Encounter Six – the dead walk.





		The heroes encounter a raiding party of the Satokoan. They try to capture the heroes as slaves. Have the party make Listen rolls (DC 15 for low tier, 20 for high tier). This allows them to hear something moving towards them in the jungle. Unless the heroes have stated that they are moving silently, the Satokoan have heard them as well.





	The heroes may choose to hide, have each hero make a hide roll. Hiding up in the trees offers a +2 circumstance bonus to this roll. The Satokoan have a Spot of 18 (10 + their spot skill) for low tier, or 20 for high tier. Unless everyone in the party beats this spot check, the heroes are spotted.





	It has been two days since you received the news from Elo. According to him, you are in the country of the crocodile men now. 


	A strange and frightening group comes into view. A dozen dead things, flesh rotting off, lurch through the jungle, guided by two nubari. One wears a necklace of long teeth, the other has a headdress of crocodile jaws. Both carry short spears and bows. The one with the crocodile jaws also bears many strange fetishes about his person.





	Unless the heroes all hid successfully, continue with the following:





	The nubari bearing the headdress looks at you and seems to smile. “Surrender now, and you will not be killed. You serve the Satokoan now, whether dead or alive. Throw down your weapons, and surrender.”





	Since it is unlikely that the heroes will surrender, combat probably ensues. 





	Low Tier





Zombies – medium – HP 16 – NA 12 – see Monster Manual page 191. Note – the iron weapons from the module Iron Will do cause double damage to these undead.





T’ris, Satokoan warrior; male human Ftr4; CR 4; Medium-size humanoid; HD 4d10+8; hp 27; Init +1 (Dex); Spd 30 ft.; AC 13 (flat-footed 12); Atks +7 melee (1d6+6 [x3], shortspear) or +5 ranged (1d6 [x3], short bow); AL LN; SV Fort +6, Ref +4, Will +1; Str 14, Dex 13, Con 15, Int 8, Wis 10, Cha 11.


	Skills and Feats: Hide +3, Listen +3, Spot +6; Wilderness Lore +2, Weapon Focus (halfspear), weapon specialization (halfspear), power attack, toughness.


	Possessions: leather armor, shortspear tipped with crocodile teeth (cert included) +1 to damage, short bow, 20 arrows





Oroni, Satokoan shaman; Female human Clr5; CR 5; Medium-size humanoid; HD 5d8+10; hp 32; Init +3 (Dex); Spd 30 ft.; AC 15 (flat-footed 12); Atks +5 melee (1d6+1 [x3], halfspear); AL LE; Saves: F +6, R +2, W +8; Str 12, Dex 17, Con 14, Int 13, Wis 16, Cha 9





	Skills and Feats: Concentration +7,Hide +4, Knowledge - necromancy +7, Heal +2, Knowledge - plants +4, Spellcraft +8, Spot +8, Wilderness Lore +4: Alertness, Lightning Reflexes, Dodge





	Possessions; leather armor, halfspear, crocodile headdress (cert provided). 





Spell Domains: Evil, Plant.





Spells: Orisons- cure minor wounds, detect magic, inflict minor wounds, light, resistance. 1st Level – Command, Entangle, Doom, Sanctuary, Protection From Good.  2nd Level – Barkskin, Bulls Strength, Hold Person x 2,.3rd Level – Animate Dead, Dispel Magic, Plant Growth.





Note; If facing a party of only 1st and 2nd level heroes, reduce the number of zombies to six, and assume that Oroni has already used one of her hold person spells for the day.





	High Tier.





Zombies – medium – HP 16 – NA 6 – see Monster Manual page 191. Note – the iron weapons from the module Iron Will do cause double damage to these undead.





Zombies – large – HP 29 -  NA 5 – see monster manual page 192. The iron weapons from the module Iron Will do cause double damage to these undead.





Zombie – huge – HP 55 – NA 1 – see monster manual page 192. The iron weapons from the module Iron Will do cause double damage to these undead.








T’ris, Satokoan warrior; male human Ftr7; CR 7; Medium-size humanoid; HD 7d10+9; hp 57; Init +1 (Dex); Spd 30 ft.; AC 13 (flat-footed 12); Atks +7 melee (1d6+7 [x3], shortspear) or +5 ranged (1d6 [x3], short bow); AL LN; SV Fort +6, Ref +4, Will +1; Str 16, Dex 13, Con 15, Int 8, Wis 10, Cha 11.


	Skills and Feats: Hide +3, Listen +3, Spot +6; Wilderness Lore +2, Weapon Focus (halfspear), weapon specialization (halfspear), power attack, toughness, modility, dodge.


	Possessions: leather armor, shortspear tipped with crocodile teeth (cert included) +1 to damage, short bow, 20 arrows





Oroni, Satokoan shaman; Female human Clr8; CR 5; Medium-size humanoid; HD 5d8+10; hp 32; Init +3 (Dex); Spd 30 ft.; AC 15 (flat-footed 12); Atks +5 melee (1d6+1 [x3], halfspear); AL LE; Saves: F +6, R +2, W +8; Str 12, Dex 17, Con 14, Int 13, Wis 17, Cha 10





	Skills and Feats: Concentration +9, Hide +5, Knowledge - necromancy +8, Heal +2, Knowledge - plants +4, Spellcraft +10, Spot +10, Wilderness Lore +5: Alertness, Lightning Reflexes, Dodge, Command undead.





	Possessions; leather armor, halfspear, crocodile headdress (cert provided). 





Spell Domains: Evil, Plant.





Spells: Orisons- cure minor wounds, detect magic, inflict minor wounds, light, resistance. 1st Level – Command, Entangle, Doom, Sanctuary, Protection From Good.  2nd Level – Barkskin, Bulls Strength, Hold Person x 2,.3rd Level – Animate Dead x2, Dispel Magic, Plant Growth, 4th level – Control plants, Cause Serious Wounds.





	


	Combat:





	The Satokoan do not expect fierce resistance from the heroes. This should quickly change.





	Round one: Oroni orders the zombies to grab the heroes. Zombies move to close, slowly (no run actions for zombies). 





	Round two: Assuming the heroes are fighting back, T’ris closes with the most powerful looking hero. He assumes that if he quickly puts down the leader, the others will surrender. Oroni casts hold person on a hero spellcaster or archer.





	Round three: Oroni cast another hold spell, combat ensues. The instructions for the zombies are changed to ‘kill them all’. If someone closes with Oroni, she uses a command to distract the hero, and attempts to flee. She has no loyalty to T’ris or the zombies. Of course, if she escapes, the heroes could be in big trouble








	If the heroes take one of the nubari prisoner, they can get little information. Neither of them know anything about Bengoukee. They do know that a Satokoan village is near the area the heroes are headed. 


	Exception – A caiman Katanga is at first treated with respect, then hatred (when s/he doesn’t immediately side with the Satokoan). 





Using a discern location gem.


	If the party chooses to use a gem here, they receive the following vision.





	The amaranthys is close. Perhaps a day or two at most. It is definitely surrounded by stone, and is not underground, but is someplace dark. 





By now, the heroes should have figured out that the amaranthys is located inside one of the pyramids. They may take the headdress and the necklace to pose as members of the Satokoan. 





Encounter Seven – the prison pyramid.


	





	At last you have reached the city of the crocodile men. It is a large village, larger than that of the Saiyama (over 500). At the north end of the village, in a small plain all by itself, is a strange hut, built of stone. It has four sides, rises to a point in the middle. Each of the walls appears to be steps to the top. An entrance is on the south side about midway up the pointy hut. 


	To the south lies the village. You can see many people going about normal daily tasks. An occasional caiman-katanga, in biped form, or nubari with a crocodile headdress moves through the village. In every case, the normal people stop and bow before them. As for the pyramid itself, there is no activity near by. However, the line of sight is clear, any attempt to reach the pyramid would expose you to the view of dozens of eyes. 


	After watching for a short time, a party of subservient nubari follow a caiman Katanga (in biped form) to the base of the pyramid. One of them is carrying a waterskin, the other a small sack. At the base, the caiman takes the sack and the skin and climbs to the entrance, disappearing inside for a few minutes. When he emerges, he does not have either. The nubari bow as he descends, and follow him back into the village.





	As long as the party takes reasonable precautions, they can reach a point where they can watch the pyramid without being observed (from about 200 yards away, at the edge of the jungle). 





Discern Location Gem:


	The amaranthys is in the pyramid. At ground level, the north end.





The Pyramid


	The pyramid is 50’ on a side, at the base, rising to about 50’ at the apex. There are no other buildings for around, to a distance of 100’. The heroes have several options for entry. These include bluff, or stealth, and night or day. The frontal attack approach draws lots and lots of Satokoan warriors. If anyone proposes this, tell them that it is obvious that approach will not work. 


	Traps and guards – The pyramid is guarded by several magical effects. There is a permanent protection from good, and an invisibility purge. There is also a ward that prevents any magic unless it has the descriptors death or evil. Otherwise, it simply doesn’t work. There are also a pair of unsleeping guardians (zombies) inside the pyramid. The zombies attack anyone who is not of crocodile form, or wearing such a mask or headdress. 





Possible approaches:


Bluff: The heroes could pretend to be slaves of one or more heroes wearing the headdress or in caiman bipedform. To be truly effective, only those with the caiman form or headdress can go in, otherwise the zombies attack.





Stealth: During the day, a hide roll of 30 (low tier), 35 (high tier) is required to reach the entrance unseen. There are just too many eyes to succeed easily. At night, the hide roll is 15 (low tier), or 20 (high tier), with a circumstance bonus of +5 for darkness. 





As long as the heroes don’t make a great deal of noise, or draw attention to themselves, don’t worry about starting a battle with an entire village. The Satokoan do not expect anyone to try to enter their pyramid, because no one ever does. 





	When the heroes approach the pyramid, continue:





	As you approach the strange pointy hut, a palpable sense of evil washes over you. This is a foul place, who knows what horrid rituals are practiced here. As you climb the steps to the entrance, you feel somewhat weakened. 


	(a side effect of the evil and the spells is that all good aligned heroes suffer a -1 to attacks, damage, and skill checks). 


	The entrance is an open arch, leading into darkness. (they must provide some light, if necessary). Inside, a few steps lead down into an open area. At the center of this area is an altar, its surface stained with blood. Towards the back are three cages. Two are empty, while the third holds a huddled figure. On either side of the entrance an unmoving snake, smelling of death, rears up as if alive. 


	(unless the party is all caiman in biped form, or wearing a headdress)


	The snakes silently move towards you.





	Low Tier: 





Large zombies – NA 2 – hp 29 – See Monster Manual Page 192.





	High Tier:





Huge Zombies – NA 2 – hp 55 – See Monster Manual Page 192.





	The zombies of course fight silently. Remember that in the area of the temple, all good creatures suffer a -1 to attack, damage, and skill checks. A protection from evil  spell counters this effect for one round, then the protection is overcome by the stronger evil of the pyramid, and goes down.





	When/if the battle is concluded, the heroes may investigate the cage:





	As you approach the cave, the figure slowly rolls over to face you. “Well, it certainly took you long enough to get here.” The voice is unmistakable. It is Bengoukee. It is well you recognize the voice, for you certainly don’t recognize the figure. Always a twisted old korobokuru who looked to be older than the mountain, this figure is a wisp of his former self, and he appears to be two steps past dead already. Only the eyes reveal a touch of the old Bengoukee, the fire that frightened many a hero into many a quest. Around his neck hangs the red stone that glows with an inner light. Surprisingly, instead of a flower image in the center, the image is now that of a healthy lion. But it is the amaranthys. 


	‘Well, are you going to get me out of here, or do you wish to join me? Time’s awasting, we have things to do while you stand here gawking.” Yes, it’s definitely Bengoukee.


	(if they bluffed their way in during the day) Bengoukee continues. “Nice bluff. How are you going to get me out of here in broad daylight. Haven’t you ever heard of the cover of night. Now we’ll have to hang around until dark. Lucky for you that I get fed once a day, and I’ve already had my slop for the day. You don’t have any real food, do you?” 





	If they are trapped there for the rest of the day, Bengoukee can answer the questions listed at the start of the next encounter. That is, after he eats and rests for a few more hours.





	Bengoukee talks a good game, but he is weak. The heroes can break him out of the cage with a open lock (DC 10), or a break (DC 15). And they do have time to take 10 or 20. He rises, takes two steps, and passes out in their arms. They’ll have to carry him away. 





	At this point, let the heroes escape without much fuss. Unless they are bluffing their way out in broad daylight, they should have no trouble.





	Encounter Eight – Slayer Tamara





	You snuck out of the Satokoan village, carrying the unconscious Bengoukee. What was once the most powerful spellcaster in all of Malatra is now a shell. But it is not only his power you need, it is his wisdom and indomitable spirit. That he still has.


	As you move to safety, Bengoukee awakens. “I can walk. Do you think I’m old? Well, I am old, but I don’t need the likes of you youngsters to carry me.” He takes two more steps and falls to the ground. “Well, don’t just stand there, can’t you see I’m old. Carry me.” Indomitable spirit is right.


	Finally you reach a safe place to camp. Bengoukee awakens, and eats heartily. Already he looks stronger, freedom is having a positive effect on him.





	The heroes no doubt have questions for Bengoukee. He answers them as best he can.





	Where did you go?


	I had to leave to save the spirit of lion. He holds up the amaranthys. It is partially contained in the amaranthys, the rest I cannot reveal as yet.


	


	How did you end up here?


	I was foolish. Yes, even I can still be foolish. I found the pyramids, and since they blocked off all of my magic, I thought they could protect me from the tamara indefinitely. Instead, I fell prey to those slave-takers. I’m glad you came when you did. Their local shaman said that the eldest of their tribe was coming to turn me into something he called a speectry, or spectre, or something like that. Didn’t sound like much fun.





	Is the spirit of lion ready to lead the attack on the tamara?


	Soon, very soon. My months of imprisonment accomplished one thing, the spirit of lion has grown stronger. 





	We think there is an assassin tamara chasing us. 


	And you led him right to me? Thanks a bunch. I suggest we keep a real good watch.





	Nothing happens for the first two nights. Bengoukee is still too weak to study spells  Eventually, the tamara comes for him.





Tamara attack





	The heroes had better be taking all sorts of precautions. As long as they are watching Bengoukee, they have a decent chance of noticing the tamara.


	Have those on watch make Spot Checks (DC 15 low tier, 20 high tier).





	Suddenly, from out of the night, a dark figure appears. It just blinked in over Bengoukee’s sleeping form, and raised a knife. You have only seconds to act.





	If they try to attack, they cannot stop the blow. Tell them this. If they interpose (throw their body over Bengoukee’s, they can). Award a hero point, and have the hero take ½ of their hit points in damage. 


	Then, read the following. If the heroes all failed their spot roll, start here.





	A might roar sounds from the center of the camp. You see Bengoukee, standing proud and powerful, and the roar is coming from him. As he finishes, he collapses. Standing next to him is a figure that was cloaked in darkness, but no stands revealed as a tamara. A tamara that looks like it wants to flee! From Bengoukee you hear a groan – “kill it now, you fools.” Then his eyes roll back in his head and he passes out again.








Low Tier:


Tamara (The boratacha, the slayer). CR 8; Medium outsider; HD 8d8+32; HP 80, Init +9, Move 30, AC 15 (+2 natural, +3 dex), Atks +10/+5 melee (black knife 1d4+6 crit x3), +8 melee – bite (1d10+2). SA assassin strike, SR 30, DR 30/+5, Not subject to death from massive damage. Saves Fort +10, Ref +10, Wil +10; Str 18, Dex 16, Con 18, Int 17, Wis 18, Chr 8. 





	Special powers: discern location 3/day, teleport without error 7/day.





	Assassin’s strike – one strike per round, causes an automatic critical, causing death unless fortitude save (DC 15) is made. 





High Tier:


Tamara (The boratacha, the slayer). CR 13; Medium outsider; HD 12d8+32; HP 120, Init +9, Move 30, AC 20 (+5 natural, +5 dex), Atks +15/+10/+5 melee (black knife 1d4+6, crit x3), +13 melee – bite (1d10+2). SA assassin strike, SR 30, DR 30/+5, Not subject to death from massive damage. Saves Fort +10, Ref +10, Wil +10; Str 18, Dex 20, Con 18, Int 17, Wis 18, Chr 8. 





	Special powers: discern location 3/day, teleport without error 7/day.





	Assassin’s strike – one strike per round, causing an automatic critical, causing death unless a fortitude save (DC 15) is made. 





The Lion’s Roar: Bengoukee, who currently houses the spirt of lion, uses the power of the Vizerathu to negate the powers of the tamara. The effects:





Low Tier – negates SR, DR, and special powers, including assassin’s strike.





High Tier – negates DR, special powers, including death save, but not automatic critical.





	These effects last for ten rounds.





	The slayer tamara fights for a round or two, but it doesn’t want to stick around. If the heroes have surrounded it, it should have little chance to escape.











Conclusion





	With the tamara defeated, the trip back is much quicker. That is because Bengoukee finally recovers enough to memorize spells. He then summons a large air elemental, which sweeps you all up and carries you back to the village of the Saiyama.


	There, you are truly given a heroes welcome. A still wounded Reesta greets his old witch doctor with loud cries of gladness. “Now we be havin’ a real chance aginst de forces o’ tiger.” The third tamara is dead, only six remain. And the most powerful foe of the tamara has returned. But there are still a lot of tribes out there without a chief, so the jubilation is mixed. And little Abu is gone, sacrificed for his cohort, Reesta. But for today, the jungle is stronger than it was.


	Of course the village is treated to Bengoukee confronting his old apprentice, Mirmirani. “What do you do to my hut? Did you give away everything I owned! How am I going to negotiate with the elders to get Abu back if I don’t have anything left. We need to talk, Mirmirani!”





	Rewards; Each hero is awarded a hero point. This is in ADDITION to any hero points they may have earned during the adventure. They may also keep those items  The other reward lies in the experience points, which are much higher than is normal for an adventure. But then they’ve done things that are not normally done in an adventure.











The End








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	3000 xp





Discretionary roleplaying award	0-300 xp





Total possible experience	3300 xp








Treasure Summary





Encounter One





Divine Fetish for 


	Summon Monster IV


	Cure Critical Wounds





Arcane Fetish for:


	Summon Monster IV


	Hold Monster





Quiver of keen arrows.





Brew of Bull’s Strength – 3 uses





Brew of Cat’s Grace  - 3 uses








Encounter Six


Crocodile Headress





Spear tipped with crocodile teeth, +1 to damage.


�



Application to be Chief











Name of Hero:





Name of Tribe;








Vital statistics (race/level/class) – note – no witch doctors need apply








Hero hut possessed – Y/N








Other accomplishments that make you worthy of being chief.

















Return to Tom Prusa at 2217 E, Lincoln NE, 68510, or send this information to PRUSATOM@aol.com 








Deadline – June 30th, 2003.
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