The rod of the Ancients is in the possession of Yzon, a Sorcer that BooDos has been trading spells with for many years. Yzon lives(ed) in a series of caves in a bluff overlooking the River of Laughing Idols. The party will need to travel up the river towards Fire Mountain the bluff is easily seen from the water. There are two idols at the water line that look like ravens. A path lies between these idols that leads to Yzon’s caves.

The unfortunate thing is that unknown to BooDos is that Yzon died several months ago in a failed magical experiment. Yzon was a very private man belonging to no tribe. Because of this he has protected himself and his caves with various mechanical and magic traps. 

Traveling up the River of Laughing Idols a bluff slowly rises along the North bank, above it the heights of Fire Mountain can be seen. The river makes a sharp turn towards the bluff, as the water reaches the base of the bluff you see a pair of idols that have been painted black one is of a bird perched the other is in flight, Both have unusually large beaks. Between the two is a path leading into the jungle toward the bluff.

The party can easily pull their boats up to the shore they can be pulled up the bank or tied to the idols.

Traveling up the path not far from the river you come across a closed gate blocking the path. It is made of bamboo it has several skulls attached to it. It is tied shut.

The gate merely blocks the path and can be walked around with ease. Yzon means it as a warning.

A little farther up the path as it begins ascending the bluff you come to a pair of spears  standing but first in the ground forming a X in the path. 

Another warning from Yzon.

About twenty yards beyond the spears is a trip wire (vine) across the path. Tripping the trap will result in the area 10 feet before and after the vine to be pelted with coconuts falling from the trees above. Anyone in the area will take 1-2 points of damage. This is the last of Yzon’s warnings. The chance of any person walking the path tripping the trap is 5 in 10 minus their dexterity bonus. Example a player with a eighteen dexterity has an adjustment of +3 that works out to 5-3=2 so on a roll of 1 or 2 on a ten sided die will result in the trap being activated. There is a 50% chance of anyone traveling in the trees spotting the trap. Anyone examine the coconuts will find that they are quite old it has been at least eight months since they were harvested.

As the path grows steeper suddenly you come under attack by a hail of coconuts. 

The opening to Yzons cave is just beyond the coconuts. It is a opening in the bluff about 6 foot tall by 2 foot wide. The hill is mostly dirt with rocks mixed in. the entire cave complex has been shored up with wood and rock. The floor is loose river rock. All smoke within the complex will drift towards the secret door in Yzon’s laboratory. As there is a draft moving trough the complex from the entrance to the secret exit in the lab. There are four rooms in the cave 

Fire area

The first they will come to is the fire area a small 15 by 15 room with a fire pit in the center. The coals are cold and dust lies heavy on everything. There are two other exits from this room one leads to the storage area the other to Yzons bed chamber. The room is lit by a monkey skull hanging in the middle of the ceiling with a continual light spell cast upon it. Attempting to remove the skull from will cause the cealing to collapse causing XXXX damage to everyone within the area. 

Storage

The storage area is down a short 5 foot passage and is blocked by a bamboo gate to keep animals out. Opening the gate will cause a trap to trigger in the ceiling releasing a cloud of dust into the passage and fire area. Everyone in these areas must make a save or suffer 1d6 damage from the dust getting in their eyes, mouths and lungs. Within the storage area are various baskets and a wicker chest. They contain lots of trinkets and rooting food. The wicker chest is trapped with a poison needle trap. DC=  3d6 damage save for half. 

Bed Chamber

Yzon’s bead chamber is down the other 5 foot passage it is nothing more thatn a 6 by 6 area strewn with half burnt animal skins. The skins closest to the exit leading to the lab are more burnt that the others. Most of Yzon’s positions burned in the fire. On one wall is a medium sized hide shield  behind the shield is a space containing (insert some certed baubles) removing the shield from the wall will relaes a burning hands spell causing all with in the room to make a save of suffer XXXXXXXX.

Laboratory,

Everything  within this 10 x 10 area is badly bunt. It appers that tables lined the walls and different decoration had hung from the walls. Lying near the middle of the room is a skeleton clutching a staff. Here Yzon meet his doom trying to bring the fireball spell to the jungle. In the far wall is a Grate made of hardened oak set deep within the walls. It had been covered by a leather wall hanging that was burnt in the explosion. The grate leads to a two foot by two foot passage that leads to the surface about 50 yards up and to the right of the main entrance. It is blocked at the surface by the same type of grill as the lab end.

A three by three section of the floor in the middle of the room is made of wood and appers unhurt from the fire. Beneath this planking is Yzon’s treasures (insert more baubles and a fetish or two) including the rood of the Ancients the party is seeking. The planking itself is un-burnt because it is a Mimic and has had time to heal. 
