Shadows Of Earth
Part Two In The Lacerial Trilogy

A Low Level (1st-5th) Living Jungle Adventure
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This is a standard RPGA Network tournament.  A four hour time block has been set aside for this event.  It is a good idea to ask each player toput a name tag in front of him or her.  The tag should have the players name at the bottom and the characters name, race, and gender at the top.  This makes it easier for the players to keep track of who is playing which character.

The actual playing time will be about three hours.  Make sure you use the last 20 or 30 minutes of the event time block to have the players capsulize their characters for each other and to vote.  The standard RPGA Network voting procedures will be used.  Make sure you have finished voting before you collect the players voting sheets.  This way you will not be influenced by their votes and comments.

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

The Living Jungle Campaign
Players bring their own characters to Living Jungle events, and are responsible for keeping records of the characters experience, wealth, and possessions.  Look over the characters that are brought to your table, both to familiarize yourself with them and to check for unusual magic items or discrepancies.  Magic in the Living Jungle is very rare, with permanent magic items being very, very rare.  Most Living Jungle possessions will be ornamental, symbolic, or items carried for barter.  If a player has an unusual item or items, question them where they got it.  If you are not satisfied with their answer, you may disallow the item for the round.

During the course of the adventure, the PC's will earn experience points based upon their accomplishments.  Some of these points are for overcoming obstacles, finding information, defeating monsters, and recovering treasure.  This is summarized at the end of the adventure.  All characters that contributed to the success of an encounter receive the listed experience points.  For example, if an encounter lists an experience point value of 100, then each participating character receives 100 points.  All points will be awarded at the end of the adventure.  Do not award experience points after each encounter.

DM's please note:  The maximum experience points available for this tournament is 2500.  This is attainable only if the PC's do everything correctly and make it through the entire scenario.

This module is designed for characters from 1st to 5th level.  As such, the opponents encountered in the module, their number and capabilities, will stay the same regardless of the total number of levels.

At Death's Door
Living adventures use a version of the Death's Door rule for the duration of the tournament.  If a PC is reduced to zero or less hit points, he/she does not die immediately.  Instead, the PC continues to lose one hit point at the end of each round until aided by another PC or NPC.  PC's who go unaided die when they reach -11 hit points.

A PC who is saved "At Death's Door" will have one hit point and will be unable to perform any physical action greater than walking unless magical healed.  Spellcasters who fall into the negative hit points lose their spells in memory.

DM’s Background - The Trilogy
“Shadows Of Earth” is part one of the “Lacerial Trilogy”.  Statistics on Lacerials is included at the end of the module.  Please familiarize yourself with it before reading on.

As stated in the entry, the Lacerials are a people whose lives are filled with tragedy.  The extent of the tragedy, and their effects on the lacerials, are the primary subject of the trilogy.  Through this plot device the lacerials will decide once and for all if they have a place in the Living Jungle.  In other words, can the Lacerials survive and prosper, or are they a dying people?

There is, however, another sub-plot that will be resolved by the trilogy.  The first has to do with the elemental forces found in Malatra.  In a number of modules, the elemental nobles of air, fire, and water have been prominently featured.  No ‘normal’ elementals have ever been witnessed, just the elemental nobility.  What interest these nobles have in Malatra will become apparent through the trilogy.  In practical terms, their machinations will change the very nature of the jungle itself and result in the conversion of the Living Jungle to AD&D 3rd edition.

DM’s Background - Shadow’s Of Earth
Malatra has suffered a tremendous tragedy.  While in pursuit of the last surviving ancient, the Coucil Of Elders is brutally attacked by the ancient.  (See the modules “Forgotten Father” and “Necromancer’s Stone).  Many of the elders are killed, others are wounded.  Bengoukee himself was attacked and badly wounded by the Katimayan traitor, Kural.

All of this comes at a time when Malatra is facing its greatest peril.  The servants of Tiger are now in total control of the Jungle of Lost Tribes.  Other old enemies, such as the Tasloi  and the Kukaputuri, a cannibal tribe, have been seen again in the Jungle.  The Rudrans threaten to make war on the Lacerials.  The Plantpeople and the Huroola have withdrawn themselves from all council matters.

In this module, Trueheart will send the heroes to the Jungle of Lost Tribes.  There they are to visit the room where the Forgotten Father was held for a thousand years, and retrieve the spelljamming helm that the ancient had used.

   They will first encounter a patrol of black leopard katangas. The BLs consider the Jungle of Lost Tribes to be their territory. While they do not like or respect the heroes, they agree that the heroes are a lesser evil than the servants of the Tamara, who now control most of the Jungle of Lost Tribes.

   The party is then attacked by zombies, created by the traitor Kural. This gives a hint of the involvement of Kural with the servants of the Tiger, since both kretch and nubari are among the zombies.

   The following morning, the heroes are captured by the kretch. Enough kretch show up to make any battle a moot point, they are going to be captured.

   The heroes are taken to the ruined city of the ancients, the same one they are seeking. During the night, the black leopards attack, providing the distraction they need to escape.

   Once in the room of the spelljamming helm, the heroes encounter Roshink, an earth elemental noble. He asks them if they have come to retrieve the key, so that they can open the gate of earth, the last gate left unopened by the ancients. Only through this can the jungle truly become one with the spirits of the land, or so he says.

   With the key in hand, Roshink aids their escape, and the heroes proceed to the Great Rift, there to open the gate.

   Near the Great Rift, they encounter a few tontor (elephants) who guard the Rift. The elephants only let them pass if they bear the key (which they do).

Players Introduction
   The time of troubles has truly arrived. The servants of tiger control the Jungle of Lost Tribes, to the point that the Katimaya have had to leave their territory or face a horde of kretch that they cannot defeat. And in the midst of this, the lacerials have even more problems. No new lacerial young have been born since they have arrived in Malatra. Is the entire lacerial race doomed? You have come to the village of Lilac to help with this crisis.

   Trueblood, the greatest mage of the lacerials, and acting head of the council of elders has summoned you to his hut. He wears the stone of speaking, so that you may all understand him.

   “I thank you for coming in our hour of need. Long have we wrestled with this problem, and little hope have  we.  What chance we have for survival depends on you. 

   Recently, a group of heroes entered the Jungle of Lost Tribes, and there released an ancient, known as the Forgotten Father. Some of you may even have been on this quest. I was most interested to learn of the place where the Forgotten Father was imprisoned. 

   In this spot, heroes reported a huge chair, made of an unknown type of stone. From the legends I have found, I believe this chair is something that the ancients called a helm of spelljamming. With it, our tribe could take a ship and return to our long lost home, traveling through the very skies. 

   I ask you to venture into the Jungle of Lost Tribes, and return with this device. I will provide protection against the taboo of the jungle. I have also prepared an item to shrink this helm, since it weighs as much as ten saru. Against the kretch I can offer no protection, your stealth and all your skill will be your only protection.

    What say you, will you aid our tribe? 

   Let the heroes ask questions, and prepare as much as they want. 

· Trueblood provides them each with a small blue stone that he has enchanted to resist the taboo. It will last until the next new moon – about three weeks.

· He gives one member of the party a small cotton cloth in the shape of a chair. When placed on the chair, this will shrink the chair to one percent of its former size, where it can easily be carried.

· He provides directions to the lair of the Forgotten Father, in the center of a ruined city, deep within the Jungle of Lost Tribes. Heroes who participated in Forgotten Father, already know the way.

· Food and supplies are ready and waiting. Also provides other starting items as long as the request is reasonable in the context of the mission.

He answers any questions to the best of his ability. Questions about the birthing of lacerials are NOT answered, this is a very touchy subject. Trueblood should be visibly 

uncomfortable speaking about it. 

    When the party is ready, they set out on their quest. Trueblood urges them to hurry, they should set out by the next morning at the latest.

Encounter One – Black Leopards on Patrol.

   Four days have passed. Already you near the Jungle of Lost Tribes. You are making good time, but today the jungle feels different. Something is out there, something is watching you. With your senses alert, you are not surprised when bounding out of the think underbrush comes an old enemy. A large black leopard katanga is approaching. He is in biped form, and carries a spear. His spear is held at his side, not at ready. He stops and speaks.

   “I am Trisar, the slayer of many nubari, tam’hi, and garuda. You have invaded our hunting grounds. You must turn back now.

If you will not, there is only one answer. I challenge your strongest fighter to a duel to the death, in accordance with the code.”

   Heros with Jungle Lore proficiency may make a roll. If successful, they know that black leopard katangas have their own rigid sense of honor. A challenge according to the code means one on one combat, with no artificial weapons. Only those native to one’s self are to be used. If none of the heroes has decent natural weapons, they have two choices. 

· Ignore the katanga and continue on. Trisar calls them cowards, vows that they will pay for this insult and bounds off into the jungle. A short time later, the whole katanga patrol attacks. 

· Protest that without any decent natural weapons of their own, the fight would not be fair. If they make this claim, Trisar agrees to let their chosen representative use a dagger or knife. 

Heroes who do not know of the code get a short explanation from Trisar, who is obviously upset that the heroes do not know the code.

Trisar – black leopard male fighter (level equal to highest level fighter in party); AC 5; Mv 12; hp (5 per level); THAC0 (21 – fighter level); #Att 3; Dmg 1-3/1-3/1-6.

   Trisar has a spear, he will not use it. As soon as the challenge is accepted he changes to full leopard form and attacks. He fights to the death. 

If the hero wins: Within ten minutes, they find themselves surrounded by a dozen black leopard katanga. Continue with The Patrol, below.

If the hero loses. As soon as the challenged PC falls below zero hit points, Trisar changes back to biped form and shrills out his triumph. He starts to leave, stopping only if challenged by another hero. The mortally wounded hero may be saved by his compatriots either during a second challenge, or after Trisar has left. He does not hang around long enough to let the hero bleed to death, let the other heroes save him if at all possible.

If the other heroes intervene. This is the only truly wrong result. As long as the heroes play by the black leopard rules, they’ll be fine. No one actually stops the heroes from interfering, but if they do, Trisar breaks off combat, calls them oathbreakers, and attempts to escape into the jungle. He will return with the patrol.

The Patrol:

   The fight between Trisar and ?? has just concluded when you look up to see a full dozen black leopards, in full animal form, looking down on you from the trees. They spy the body of Trisar lying on the ground, and several of them bound down to the body. While unquestionably hostile, they are not threatening. The largest of the katanga reaches the body, stops, and changes to nubari form.

   “How was this done? Did the fight go according to the code?”

   Let the heroes respond. The leader of the patrol, Urnik, carefully examines the body. If he finds any wounds caused by other than claws, teeth, or a dagger, he charges them with violating the code. Heroes has better talk fast to avoid a direct confrontation. 

   Urnik tells the party that his patrol is not in hunting mode, else the party would already be under attack. They are a patrol, charged with keeping unworthy intruders out. He lets slip a comment about the kretch, as the most unworthy of all, but they have not the strength to defeat them, yet.

   If the heroes cheated on the fight with Trisar, and it is discovered, Urnik orders all the leopards to attack.

Black leopard patrol (12); mf2; AC 5; Mv 12; AL LE; hd 2; hp 13; THAC0 19; #Att 3; Dmg 1-3/1-3/1-6. 

Urnik: mf5; AC 5; Mv 12; AL LE; hd 5; hp 30; THAC0 16; #Att 3; Dmg 1-3/1-3/1-6. 


The leopards, if they must attack, do it in leopard form. They fight until ½ of them are dead or unconcious, then break off to retreat and get reinforcements. 

   Assuming the heroes won the challenge fairly, Urnik looks at the winner with some respect. He asks them what their business is in the territory of the black leopards. 

   Urnik is blunt, hostile, and on edge. His territory has been taken over by the fiercest enemy he has ever faced (the kretch). He does not think that the future of the black leopard tribe is very bright, he worries that his may be the last generation. If the heroes are honest and open with him (not necessarily friendly), he shares this with them.

   Let the heroes talk with the Urnik for a few minutes. Urnik asks them if they know that the jungle of Lost Tribes is a taboo area, and how will they survive the green monsters that inhabit it. He is interested in their reply, but only where the information might help him against the kretch.

   As long as the party conducts themselves honorably, the leopard katanga do so as well. They are openly hostile, but do not attack. If the party won the challenge, they are permitted to pass. If they lost the challenge, they are expected to turn back. If they insist that they can not do so, Urnik is willing to listen to their reasons. Saving the lacerials is not a good reason, as far as he is concerned. Opposing tiger is a valid reason. In order to pass, they must acknowledge the superiority of the leopard katanga, and must be on business that would defeat tiger. Either way, as they leave, they hear Urnik say – well, that’s the last we’ll ever see of them.

Encounter Two – dead things.

   Having passed the leopard katanga patrol, you near the Jungle of Lost Tribes. Tonight, you camp near the border of this ancient place. Tomorrow, you enter the taboo area, and set upon your real mission. The feeling of being watched persists, you know that the leopards are out there somewhere. (if they are). 

   Then the jungle changes. All the night noises have gone silent, something approaches. Ready for a double-cross from the treacherous leopards, you are awake and alert when the attack comes. But it is not a group of black leopards. Instead, you see a kretch, then two. But they are accompanied by nubari, lizardmen, even one lacerial. But none of the creatures shows any expression on their faces, it is almost as if they are dead. No, they are dead. Two of the kretch bear what must have been fatal stab wounds in their chests. These are the undead, a most vile perversion.

Kural, the traitorous shamen, has raised up a troop of undead, and set them on the heroes. He is attempting to get prisoners for the servants of Tiger. They would be used for a ceremony in another tournament (Comes a Tiger). The heroes should be able to beat them off, as they are really only zombies. Kural does not involve himself in this fight, nor does he show himself, except at a distance. He will show himself in the morning.

Zombies: (NA 12); AC 8; Mv 9; HD 2; hp 10; #Att 1; dmg 1-6; ML 19.

   The zombies are a mixed bunch, ranging from kretch to shu. If you know of any PCs who have died in the jungle, the heroes will recognize them. If you do not, then you can mention Heart-healer – a lacerial, Reesta Nifari and Kizzi, nubari, and Boo Two, a monkey katanga (in biped form). 

   The zombies fight to the finish.

Encounter Three: Captured. 

The morning brings bad tidings. As you prepare for the trek into the jungle, the jungle noises again go quiet. Preparing for a battle, you are shocked to see kretch appearing out of the jungle, all around you. And not just three or four of them, instead there must be 10 or 15 times your number. Far too many to defeat, and they have you surrounded. A small korobokuru in shaman’s robes steps forward. It is Kural, the traitorous shaman of the Katimaya, he who almost slew Bengoukee. 

   “We have plans for you. Surrender peacefully, and you will live, for a short time. Fight, and you may die now.” As he speaks, you hear kretch moving into place behind you.

   Kural wants these prisoners, and insists that the kretch capture them alive. 

   The heroes may fight, but they cannot win. You may roll a few times if you wish, but the kretch use all their attacks to grapple, and capture the heroes. The kretch believe completely in their superiority, taking only large weapons (spears, axes, tridents), and leaving the rest with the heroes. They also do not bother with fetishes, or any other items. As far as they are concerned, nothing can stand up to their kind.

Flying heroes (mages and aarakocra) may be able to escape. Unless the entire party can fly, they still have the same basic problem. If the whole party can fly, the kretch attack immediately, throwing nets, and using their Polymorph Any Object to do things like turning a belt into a 200 lb. rock, to hold down the aarakocra until they can be captured. (one round).  Heroes that attempt to flee on the ground or through the trees are soon encounter at least five kretch, with nets and ropes to capture the heroes. This applies to heroes who might have been away from the camp (sleeping in the trees, scouting ahead, whatever). The only heroes with a chance to actually avoid capture are flyers who are not surprised.

Kretch: NA (enough); Int High (14); Mv 12; AL LE; HD 7; hp 42;  #Att 2/1/1; THAC0 13; Dmg 1-6+7x2 (claws), 1-4 (bite), 1-8 (horn); SA polymorph object 3/day, mimic any animal sound; SD surprised only on a 1, immune to poison, never sleep; SZ L (8’); ML 20 (fearless).

The heroes are marched into the jungle by the kretch, finally ending up almost exactly where they were headed in the first place. 

Flying heroes may follow at a distance, arriving after dark to help with the escape.

   The heroes are placed in a large cage, made of tough bamboo (-20% BB/LG roll). There are no vines securing it, the kretch used their polymorph any object ability to build the cage. There is a single door, it is secured by a vine of incredible toughness (vine, polymorphed into a steel cable.). 

   The heroes will of course be looking for a way to escape. Within a little while, one will present itself. 

   So here you are. Trapped in a cage within sight of your destination. The kretch have shown no respect for you, not even bothering to take spell fetishes or small weapons. In fact,  the rest of your weapons lie on a pile, just out of reach. No kretch are even on guard, although there are plenty of them in plain sight, moving about the ruins. Many of them seem to be involved in some sort of contruction project, carrying stones and logs to the east. Whatever they are doing is out of your sight, but it seems to have most of them busy. Unfortunately, there are always at least three dozen of them in plain sight, an escape would be noticed rather quickly. Only once are you even visited. Kural, accompanied by a large kretch, comes to the cage and chuckles to himself. He speaks in a language you have never heard before, it does not even sound like a language. The kretch replies in the same language. Together the two discuss you for a moment, and then go back to their business, leaving you alone.

If anyone has either the comprehend languages or tongues spell memorized, they can understand and translate.

Kural: Are these not fine specimens?

Kretch: They will do, for a start. We’ll need more, many more. And if we were to follow your bungling lead, we would not even have these.

Kural: I am prostrate with shame. Let me prove that I can do better. More, many more will be forthcoming great one.


Kretch: Call me not that, for I am but a servant of the great ones. Soon, very soon, upon the death of these, you will see what I mean. They will not be as forgiving as I have been. The tamara give no one a second chance. Come, we have much to do before the sacrifices commence.

Kural and the kretch ignore any comments the heroes may make. 

Escape: 

The hereoes have any number of escape options, depending on race and class. They need a diversion, and around dark, one will be provided.

Let the heroes spend the day in the cage. It is hot, they are given no food or water, and they are ignored. Exception – should someone try to break out in broad daylight, warn them as soon as they start that a number of kretch are now paying attention to them. If necessary, the kretch fix any broken cage bars, repair the steel cable holding the door, whatever is necessary. Then they return to their business.

Darkness: Read or paraphrase the following:

   The day passes slowly in captivity. The cage is remarkably sturdy, for bamboo. Kretch pass all around, all busy at something. Some kind of construction must be going on, but you cannot see what is going on. The kretch ignore you, but there are always some in sight, more than you’d want to take on even if you did escape. And frankly, you are pretty sure you can. The bars are strong, but not that strong. The openings in the bars could be slipped through, for those small enough. But as night falls, you see that the kretch are not even stopping to rest. They just keep on working, with the added effect of always keeping you in their sight.

   Then, your break happens. From a few hundred yards away, you hear a sound you have heard just recently. It is the cry of a black leopard, challenging combat. Then you hear more. It seems as though the patrol that you ran across has attacked whatever it is the kretch are doing. As the sounds intensify, you realize that it must be more than just a patrol. Now the kretch in your area are paying attention, and moving towards the sounds. Now they are running. Now, you are alone.

     The heroes have several options:

1. Break the vine or the cage. A –20% to the BB/LG roll. Multiple heroes may collaborate. The strongest PC rolls, with one additional strength class for each other hero helping. (five PCs try, Saru with 19 strength then rolls as though he had a 23 strength).

2. A monkey katanga in monkey form can squirm out on a ½ of dexterity check.

3. A snake katanga can slip through (in snake form)  with no check required.

4. A sharp knife (certed item with at least +1 on damage) can be used to hack through the steel cable. Such use takes a normal strength roll, and permanently damages the knife/dagger. Change the cert, removing the extra damage, being sure to date and initial the change.

5. A flying hero can come to their aid. There is actually no way to open the cage from the outside, short of having magical help. (The steel cable was placed there via a polymorph any object spell, it is not tied.)

6. Knock, or that kind of spell does no good. If cast, the door attempts to open, but the steel cable holds it shut. (the cable is one continuous loop).

7. Heat metal will melt the cable, allowing the door to open with a simple push (by a kretch that is. Open doors roll required).

8. If anyone asks, the night is cloudy, with a promise of rain. A call lightning would destroy a section of the cage, allowing escape.

9. Tunnelling – korobokuru, butu, pangolin or hedgehog katanga can tunnel out from under the cage. It takes a hole six feet deep to get to the bottom of the bars. Others can help, but not to do it before the kretch return. Inform them of this, if they attempt this method. 

10. The bars take 100 points of damage to cut through. If this method is attempted, make a save vs. crushing blow for every 25 points of damage done (four saves to cut through a single bar). One bar must be cut through in two places for anyone of korobokuru size or smaller, two bars (in two places) for nubari size, and three for oscray, saru, or large (level 5+) plantmen.

Somehow, the heroes should break free and head for the lair of the Forgotten Father.

Last ditch attempt – if the heroes have tried a number of things, and failed just do to bad dice rolls, allow a wisdom roll. Anyone who beats ½ of wisdom notices one section (above) that seems of slightly different texture than the others. This area was not transformed into the hardened bamboo, and can be broken with a BB/LG roll at a +10 to the chance. 

Encounter Four: Roshink – Earth Noble

   As you make your escape, the battle still seems to be going on. The screams of leopards’ challenges has been replaced with the screams of leopards in pain. They are surely losing, you can hear the weird hooting of the kretch as they carry the battle to their brave but foolish foes. You don’t have much time. 

   The heroes can make their way to the building they need. Once inside, they see a simple room with an arch in the back. Stairs lead down for a count of 500. At the base of the stairs is a doorway, with the imprint of a six fingered hand in it. Any nubari with such a hand may simply place the hand there to open the door. Otherwise, the door must be forced (BB/LG roll required, up to four heroes can try at once).

   Finally, you have reached your destination. The door opens to reveal a small room, with several shelves and a single large chair  with a helmet placed to fit over the head of anyone sitting in the chair. 

   Whoever has the cloth chair may now place it on the spelljamming helm. This is where the problem occurs. 

   As you place the bit of cloth on the chair, it indeed starts to change. It is moving away from you. No, actually it isn’t, that’s just the effect. Instead, it is shrinking. It is shrinking rapidly. Trueblood told you that would happen. He didn’t mention that the chair would begin to rattle and rock, and that it would emit that high-pitched whine. The sound quickly gets unbearable.

Have each hero make a saving throw vs. breath weapon. Failure means they are on the ground in pain, unable to do anything but hold their hands over their ears. Lacerials save at –4, anyone still outside of the room saves at +4.

   The whine gets louder and louder, it surely must be heard outside by now. The chair is now the size of your fist, but the shaking has intensified until the small chair blurs to your vision. Abruptly the whine stops, and the chair falls to the ground. Then, it explodes into a million small pieces. 

   Each hero in the room takes one point of damage from abrasion. Let them look around, Only one piece bigger than a small pebble survives. It is in the shape of a crude nubari, with ruby chips for teeth. 

About that time, they have a visitor.

   As you stare at each other in disbelief, the room itself begins to shake and rock. Remembering that you are far below the surface, you turn to the stairs, only to hear a rumble as the roof above the stairs collapses, sealing you in. Behind you, the room of the chair continues to shake and rattle. Now cracks are appearing in the floor and the ceiling. Suddenly, it all stops, and then the floor erupts.

Call for dexterity rolls to keep ones feet. No damage, unless a natural 20 is rolled, then the heros falls and hits their head, taking 1 pt/level.

   Stretching out of the floor is a granite statue. A granite statue that moves. The figure towers a full 20 feet, its head brushing the ceiling. It looks about and spots you, still picking yourselves up. “It is time!” the figure shouts in a deep voice. “You have come to set the last gate. Which of you is speaker for the gatekeepers?”

   Let the heroes answer as they will. They have no idea what the earth noble is talking about.

Roshink, Earth elemental noble; AC 2; Int high (13); Mv 6, Br 18; HD 16; #Att 1; THAC0 7; Dmg 5-30; SA earthquake; SD +2 or better weapons to hit; Sz H (20' tall); ML 17 (fanatic). Special guardian abilities: detect lie, detect evil (both at will).
More than likely, they will question Roshink, as in “What are you talking about?”

Roshink will harass them for a bit, but when convinced they don’t know what he’s talking about, he tells them his tale.

   You are the gatekeepers, you must be. You carry the final key. I serve those who set up the gates, those who would live with the spirits of the land. A little while ago, a few thousand of your moons ago, I came here to await the placement of the last gate. I was to be at the call of the father, the ancient who guarded the gates. He always preferred the spirits of air, so I settled down to a good sleep in the warm earth. Now, I awake to find him gone, and the gates are not ready. Why are the gates not ready?

  Again – what gates?

   Each element has its own stake in the plateau. And it’s own place. The place of air is near hear, you would call it the mountain that no one can see. The place of water was called Lake Kovo in the old days, it was home to the great white apes. And the place of fire is of course in the heart of the burning mountain. But never did the gatekeepers come to finish the last and most important gate, mine! The place of earth was to be at the bottom of the Great Rift, closest to the heart of the earth. I was allowed to rest here, the old ones told me I would be summoned when it was time. Now you tell me you know nothing of any gates? This cannot be. You must open the gates, all of them, or the new way cannot be. The way of the jungle, the way of life. For if not, this world will soon grow to resemble that of Athas, known to others as the World of the Dark Sun, a place of death and misery. You must open the last gate. Now, are you those who would open the last gate?

   If they answer no, Roshink begins to sink back down into the floor. Chunks of the ceiling fall as he does this. You might mention to the heroes that they will be trapped here, unless the kretch dig them out in time. 

   If they answer yes, Roshink breaks out into a broad grin (his teeth are rubies). 

   Finally. It is so simple. You have the key. ‘Place it  in the designated spot, at the deepest point of the Great Rift, and I shall know it and come to you. Now go swiftly, I await the new time of the spirits most eagerly. None have the patience of the earth, but even I grow weary of this long sleep.

Again he starts to sink into the ground. Remind the heroes that they have several hundred feet of unstable earth over their heads, and dozens of kretch who have certainly found out about their escape by now.

   As long as they stop Roshink, he can help.

   “What? You cannot travel through the earth. How limiting. Very well, I will help as much as I can. Come, all of you must enter me. Come, we have little time.” He kneels, opens his arms, and waits.

  As soon as a hero touches his arms or his chest, they are sucked into his body. There they are in a state of suspended animation, not requiring air, food, or water. They do have a sense of what is around them, and what is happening.

   If a hero absolutely refuses, Roshink is perfectly willing to leave them here to die. Anyone inside knows this, and with an act of will (wisdom roll required), can stick their head out and reassure the panicky hero. 

Once they are all inside, they feel a sense of movement. This goes on for an undetermined amount of time. Suddenly, they come flying out (think of them ejecting from the wormhole in Sliders). They land in a river.

   Looking about, you recognize the idol on the side of the river. You are standing on the edge of the River of Laughing Idols. Roshink speaks “Until the gate is opened, I can go no farther. For this.. this… this… water is the province of my wet brother, I may not pass. Go with my good will, and open the last gate.

Note: Any damage the heroes may have taken is gone. They also find themselves neither hungry or thirsty. Rest is also not required, they feel as fresh as if they just awoke from a long sleep.

   Let the heroes cross the river, and proceed onto the Rayanna Savannah. When they approach the Great Rift, move to the next encounter.

If the party chooses to forego the rift, and wants to head back to the village of Lilac instead, they have a vision:

Trueblood appears to you in a vision. “I am aware of what you do. Return not, for what you do know may aid my people much more than your original quest. The helm would have allowed us escape. If the earth gate is opened, it may allow us life. Go, and hurry. Return when you are finished.”
Encounter Five: The Great Rift.

   There in the distance is your next destination, the Great Rift. A gigantic slash in the earth, it is another area of great taboo You can only hope that the key you hold will protect you from the taboo. As you draw within a mile of the Rift, you see a herd of tantor moving slowly towards you. It is apparent that they are trying to get between you and the rift.

   The heroes should not worry about talking to the tantor, no hero has been attacked by a tantor in hundreds of seasons.

   The lead tantor trumpets to get your attention. When (if) you wait for them, the slowly move their magnificent forms towards you. There are three, one large and very old, and the other two in the prime of tantor life. “Go back little ones. This area is forbidden to your kind. 

   The tantor too have legends. One of them says that they must keep the nubari, and their allies, from entering the Great Rift under any circumstances. Another says that in the time of troubles, a gatekeeper will appear, one who can unlock the secrets of the earth. 

Tantor (Beliz, Wortu, Parac);  Int 14 (high); AC 4; Mv 6; HD 12; hp 60; THAC) 10; #Att 2 (tusks); dmg 3-18; ML 17.

The tantor are not hostile or aggressive, instead preferring to use their intelligence to talk the heroes into leaving the way they came.

Let the heroes explain. Once they identify themselves as the gatekeepers, Beliz insists on seeing one of the keys. Once shown the statuette he believes and aids the party. Remember that tantors tend to be nearsighted, they actually have to let him take the statue in his trunk and hold it up to his eye to examine it. Once they do, he is convinced, and returns it to the hero who gave it to him.

The tantor know the following:

· The lowest point of the Great Rift is about ten miles to the north. Climbing down will be difficult, but not impossible for the monkey forms they wear.

· The Great Rift is home to many fell creatures, some call them the “demons of the deep”. 

· Unless the gate is opened, the spirits of the land can never truly be free. The tantor have waited many generations of their kind, and tantor live to be well over a century old. They offer aid, if they can. 

· Aid probably consists of the tantor lowering the party in on ropes, and being ready to pull them back out, when they are finished. 

The Climb

The tantor can lead the party to the lowest point of the rift, if asked. The climb is steep, but not impossible. The heroes must climb down over 500 feet, to the bottom of the rift.

Climbing rolls have the following modifiers:

If climbing skill is possessed (saru, rogue,  monkey or climbing proficiency), they use that. Otherwise, the climbing roll is dexterity –2.  Three rolls must be made to reach the bottom safely.

· Ropes provide a +4/+20% bonus to the respective skill/ability.

· Using the tantor to help lower them means that the first roll is automatically successful. If the party possesses an unusual amount of rope (more than 200’ total), they can make the first two rolls automatically successful.

· Anyone with rope use or weaving proficiency can make more rope in a few hours, up to 200’. 

· The rift is wide enough the aarakocra can circle down into it on their wings, meaning a safe descent. Because of the terrain, butu also have an extra +4 to the climbing rolls. 

Failure indicates a slide down the steep slope. The failing hero takes 1 pt/level damage from abrasions. A strength roll is required to stop themselves from a longer fall. If this is failed, the hero lands badly. Have them roll a save vs. paralyzation. If successful, they take 1d6 points of extra damage. If failed, they take 2d6 and break a leg. (must have at least 2 cure light wounds or equivalent healing to be able to walk normally again).

Encounter Six: The demons of the Rift.

   Having reached the bottom of the rift, you look about. The rift is several miles across, although it is much narrower down here. Still it spans a few hundred yards, quite a gash in the earth. The first thing you notice is a clearly marked trail running down the rift, near the middle. Something with clawed feet has used this trail for a long time. The trail leads both ways, but to the north the rift slopes down.

   If the party chooses to go up, they can travel for miles without encountering anyone. The trail continues to climb, albeit gradually. Eventually they will encounter a patrol of demons of the rift.

   If they continue down, after less than a mile, the trail enters a large cave. As they approach the cave, have the party make surprise rolls. Success means they hear the sounds of claws on rocks, and spy motion along the sides of the walls. The demons of the rift are gathering.

   The sense of being watched is back, and you know why. The movement along the walls is clearly towards you. As you prepare for a battle against unknown foes, they come into sight. It is indeed the demons of the deep, that the shamans call troglodytes. Their main intent seems to be to protect the cave entrance, although you can hear movement behind and to the sides. Once again, you are surrounded.

   Let the party prepare as they will. If they ask, they are not being attacked, the trogs are moving to block them from the cave. After a few moments, five trogs move forward. As long as the party doesn’t blast them in their tracks, they attempt to speak with the party (using sign language).

Troglodytes: (24); AC 5; Int low; AL CE; Mv 12; HD 2; hp 12; THAC0 19; #Att 3 or 1; Dmg 1-2/1-2/2-5 or 2-8 (javelin); SA smell; SD chameleon power.

   The demons of the deep approach, at least five of them do. Four of them carry javelins at the ready, but the largest has his hands open. In sign language, he signals to you.

   If anyone has the sign language proficiency, they can understand it, although it is not completely clear. If no one possesses this proficiency, they may use intelligence at a –4 to at least understand the trogs. Obviously, tongues or comprehend languages allows complete understanding.

   You must go back. This is a holy/cursed?? place. Not for you.

The misunderstood word might possibly mean holy, or cursed, or something in between. If they have a spell to understand, the word actually means sacred.  
   Let the party communicate. The demons insist that this is not a place for the party. They must leave. Showing the key (the granite statuette) produces an instant reaction. 

   When you take out the statuette you obtained from the room of the chair, the change in the demons of the rift is immediate. Most drop their weapons on the ground, and fall to their knees. Could they be afraid, or are they actually worshipping you?

   The trogs are worshipping, but not the heroes. It is the key, the key to the earth. Trogs are of course in tune with the spirits of the earth, and consider the heroes as the fulfillment of a legend.

   You have come. For generations uncounted we have waited, now, you ancients have come to free the spirit of the earth, and lead us to greatness. Enter freely, and place the keys to open the gate. We will await you here. Beware the guardian, for it is a fierce foe, but one that will not hamper the likes of you.

The trogs did say keys, they know that four are actually needed. None of them know exactly what the guardian is, since they do not enter the cave. This too is a legend of the trogs, which says that in ancient times, trogs did try to enter the cave, but without the keys, they were never seen again.

If the party chooses to attack, the trogs fight fiercely, but break off when they see the key.

Special option, if the party is having trouble defeating the trogs, or if time is running short. Have one of the trogs hit the hero carrying the key, causing it to spill out on the ground. As soon as they see it, they drop weapons and grovel on the ground. 

Encounter Seven: The earth gate.

   You enter the cave of the earth gate. It is a large cave, with only the one entrance. The cave is lit by natural lichen, glowing a soft green. Near the back you can see an arch etched into the wall. As you approach, a large boulder rises up and turns into a rather large monster. The monster is unlike any you have ever seen, claws as long as daggers, skin made of rock, eyes that seem to suck your sight in and cause you to lose your thoughts. It stands ready to prevent you from reaching the arch.

Umber Hulk: (1); AC 2; Mv 12, br 6; Int ave; AL N; HD 6+6; hp 44; THAC0 12; #Att 1; Dmg 3-18; SA confusion stare.

The umber hulk does not communicate with the party, but if the key is presented, it burrows back into the cave floor.

The Arch

   As you approach the arch, you can see that it is indeed ancient. There are four holes in the arch, two at the base, and two at the top. The one to the top left clearly is meant for the statuette you hold. The others resemble a star, a fish, and a fire.

   The heroes do not have the other keys, that’s for another adventure. But they can place the statuette in the arch, and achieve a limited measure of success, although they won’t know it at first.

Placing the statuette in the arch yields the following result. 

   As you place the statuette into its place, the stone wall underneath the carving of the arch begins to change. It turns several shades of brown, gradually deepening to a full black. With a thunderclap, you are not alone, Roshink has joined you. “At last, the gate will be open. Hurry, place the other keys in the gate, that the power may pour forth freely.”

   The party does not have the other keys, and cannot get away with using substitutes. (They need the other three specific keys.)  Let them try for a few minutes, but they have failed, again.

   Roshink stares at you in horror. “No, it is not right. After all this time, to be missing the keys we need. The gate is open, but only partially. You must hurry, you must return. As he speaks, you can see Roshink gradually being pulled into the black stone at the center of the arch. His last words are “Bring the other keys, that we might truly be at one with the land.” With that, he is gone. The gate has not changed, and it seems that your only choice now is to return to Trueblood and report failure. Well, not exactly failure, more like partial success. Perhaps the council can locate the remaining keys. At least, you hope so.

   The heroes have no choice but to return to Trueblood and report failure. As they start on their way, make a point of telling any shamens and mages in the party that they feel somehow that things are different. Their spells are difficult to memorize. It’s almost as if the nature of magic is changing, but slowly.

Encounter Eight: Return as failures?

   You almost dread returning to Lilac. You have not succeeded in your quest, nor did you succeed in your second quest. You bring back little hope for the life of the lacerials.

   That is why your reception is so surprising. The lacerials see you and come running. The air is filled with the smell of apples, indicating joy. The lacerials are crowding around, patting you on the back, and finally they hoist you up and carry you into the village like heroes. It is hard to make you, but from the sign language flashing, the lacerials are crediting you with saving their race. How could this be? Finally, you are placed on the ground near Trueblood’s hut.

   Trueblood invites them inside.

   First, he asks for a report on just what happened. 

   When it is given, he has some things to tell them.

   You may think you failed, and you did, but only partially. You have succeeded in partially opening the gate, and so some of the promised life has returned to the land. Metila, a young bladeback, has laid the first egg since we have come to this land. And it bears the traditional blue markings. Yes, a blue-scale lacerial is about to be born. This is a wondrous thing. However, our traditins also say that two more are needed to bring about our true rebirths. The soul singer and the nature weaver should manifest themselves in living lacerials. This has not happened, nor will it until the gate is fully open. This information is NOT to be shared with the other lacerials, it could cause despair at a time when my people finally have hope. I will meet with the council, we will seek out the locations of the other keys. I may be calling on you again, for your help has been truly heroic. For now, go and enjoy the rewards of bring new hope to a people who have had none. 

The lacerials are ready to reward the heroes. These rewards consist of; (one per hero)

· a bladeback flail, with training in it’s use. This flail is made of a obsidian, and is very well balanced. It provides a +2 to hit. Note that non-lacerials normally have a –2 to hit with this weapon.

· A runestick with the spells tongues, fly, and levitate. This is for all effects and purposes a scroll. In 2nd edition, it may also be used as spell fetishes, but in 3rd edition it will just act as a scroll.

· A runestick with the spells cure serious wounds, cure critical wounds, and bless.
· A bracelet made of beaten gold. It is engraved with a lacerial facing a gnasher.

· A medallion consisting of a single perfect emerald. It glows in the sunlight.

· A firestarting glass, salvaged from their flight out of the Valley of Spirits.

Experience Points:

Encounter One: 

Fight the challenge honorably (one on one, with the weapons provided)   - 200 pts.

Encounter Two:

Defeat the zombies  -    150 pts.

Encounter Three: 

Surrender and play for time – 50 pts.

Intelligent escape plans  -   200 pts.

Encounter Four

Treat Roshink with respect, agree to help him open the gate -               300 pts.

Encounter Five

Successful climb (no one with a broken leg) – 100 pts.

Negotiate amicably with the tantor – 100 pts.

Encounter Six:

Do not attack the trogs – 100 pts.

Encounter Seven:

Present the key instead of attacking the umber hulk  -  200 pts.

Encounter Eight:

Agree to keep secret the truth of their ‘success’   200 pts.

Discretionary roleplaying – 100-900

Total possible -  2500.

Malatra Treasure Certificate

You have been awarded a bladeback flail, and trained in its use. The flail is made of obsidian, and is very well balanced. It receives a +2 to hit.

Earned in the module: Shadows of Earth.

Convention _______

DM             _______

Malatra Treasure Certificate

You have been awarded a runestick. It contains the spells, Fly, levitate, and tongues. Note: In 3rd edition, this acts as a scroll. In 2nd edition, it can also be used as spell fetishes. 
Earned in the module: Shadows of Earth.

Convention _______

DM             _______

Malatra Treasure Certificate

You have been awarded a bracelet of beaten gold, with an engraving of a lacerial facing a gnasher. It was awarded by a grateful tribe for you help in bringing life back to the lacerials.

Earned in the module: Shadows of Earth.

Convention _______

DM             _______

Malatra Treasure Certificate

You have been awarded a runestick. It contains the spells, Cure serious wounds, cure critical wounds, and bless.. 
Earned in the module: Shadows of Earth.

Convention _______

DM             _______

Malatra Treasure Certificate

You have been awarded a medallion with a single perfect emerald set in gold. It was awarded by a grateful tribe for you help in bringing life back to the lacerials.

Earned in the module: Shadows of Earth.

Convention _______

DM             _______

Malatra Treasure Certificate

You have been awarded a firestarting glass. It was awarded by a grateful tribe for you help in bringing life back to the lacerials.

Earned in the module: Shadows of Earth.

Convention _______

DM             _______

