Beyond Jerusalem
A D20 Campaign,

Set in the Holy Land at the time of the First Crusade
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Player

NPC

Character Name

Nomerius Longus, Shaman of the Eagle Clan

Race

Half-Orc

Class(es)

Sorcerer

Level

3

Physicality

4' 4" tall, 90 lbs. A spindly little wretch of a creature

Alignment

Lawful Evil

Hit Dice

3d4

Hit Points

9

Wounds

Initiative

+2

Base Attack

+1

Speed (per round)

30 feet

Armor Check

+0

Armor Class

10

Armor Bonus

+0

Shield

+0

Dex

+0

Base AC

+10

Attacks

Bonus

Weapon

Damage

Criticals

Notes

Primary

+1

Gladius

1d6 - 1

x2 dmg.

Piercing

Secondary

+1

Dagger

1d4 - 1

19-20, x2 dmg.

Piercing

Ranged

Strength (STR)

9

Bonus

-1

Saving Throws

Fortitude

+1

+4 with Cloak

Dexterity (DEX)

15

Bonus

+2

Reflex

+3

+6 with Cloak

Constitution (CON)

11

Bonus

+0

Will

+1

+4 with Cloak

Intelligence (INT)

16

Bonus

+3

Speaks

Orcish, Common (Greek), Dwarvish, Nabatean

Wisdom (WIS)

6

Bonus

-2

Charisma (CHA)

14

Bonus

+2

XP

3,000

Next Lvl

6,000

Skills

Ability

+ Ranks

= Total

Stat

Feats and Abilities

Alchemy

3

2

+5

Int

Darkvision (see up to 60' in the dark, b&w)

Concentration

0

1

+1

Con

Saving throws against Nomerius' spells are DC = 12 + Level

Arcane Knw (Nab.)

3

2

+5

Int

Nomerius used to have a familiar, but the other orcs ate it.

Scy

3

2

+5

Int

Spellcraft

3

3

+6

Int

Quicken Spell (

Magic Missile

) …can be cast without preparation

Escape Artist (cc)

2

2

+3

Dex

Spell Focus (Evocation) Add +2 to all DC for saving throws against these spells

Hide (cc)

2

2

+3

Dex

Specialized in 

Necromancy

 and 

Evocation

 spell domains

Move Silently (cc)

2

2

+3

Dex

Search (cc)

3

2

+4

Int

Desert Lore (cc)

-2

2

-1

Wis

Possessions

Notes

Gladius (shortsword), poor quality, in grmy sheath

Flint dagger in belt (stolen from the ruins of the citadelle)

Ragged black 

Cloak of Resistance +3

, heavy wool, with glyphs in blk.

Chipped and discolored brass crown of laurels

Leather satchel with trinkets, baubles and colored stones

Spells

Per Day

7 0th-Level, 6 1st-Level

Picture or Blazon

Known Spell

Level

Effects

Mem?

Detect Magic

0

For up to 3 minutes

q

Disrupt Undead

0

Does 1d6 HP to undead

q

Flare

0

Dazzled creature is -1 hit

q

Light

0

Lasts up to 30 minutes

q

Prestidigitation

0

Magic tricks

q

Cause Fear

1

1 creature < 5HD flees

q

Chill Touch

1

Does 1d6 HP and 1 STR

q

Magic Missile

1

Does 2 x 1d4+1 HP

q

q

q

q

q

q

q

q

q

q
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The Tomb of the Soldier (Thomas Harlan)
Summary

The Tomb of the Soldier is a wilderness adventure set in the abandoned city of Petra in the Holy Land (Jordan) during the time of the Crusades (1114 AD) in an alternate‑Earth. This is a world where the portals to other Realms are closed, sealed shut by the power of the True Cross and other ancient artifacts.

The adventure takes place some time (six months to a year) after the events depicted in Mysterious Ways, wherein the last Nabatean inhabitants of the city of Petra – a much reduced and degenerate tribe of drow (tieflings in the published module) – were defeated and scattered. Now the city has lain empty for a time, but darkness has crept back in, woken by the unwary and stirring up old ghosts…

In this case, a tribe of Orcs has disturbed the ghost of a long-dead Roman general (“Old Bones”), who has taken possession of their leader (Gormok). Under his tutelage, the Orcs have adopted the tactics, weapons and outlook of the long-lost Roman Legions. In addition, they are searching through the tombs and shattered houses of the city for an “icon” – a portrait of the Emperor much beloved of the ghost from ages past. Unfortunately, the portrait will have been painted on wood, and long ago decayed into ruin.

In the meantime, however, the Orcish Legion is rapidly establishing control over Petra and will only grow stronger.

In this alternate reality, the world has less magic than is common in the basic AD&D 3rd Edition system. This paucity of magic is at the core of the game’s story line, and should not be modified.

Party Composition

This module is designed for a party of 4-6 characters of 3rd to 5th level. The party should count a wizard or sorcerer among its members, as well as a cleric or paladin with the ability to Turn Undead.

Adventure Background

Magic in the Holy Land

The Christian and Islamic Messiahs each drove much evil from the world by closing and sealing the extra‑dimensional portals that allowed creatures that men called demons and devils entrance into the world.  This also blocked out much of the magic energy that powers wizardry and sorcery, though it left clerical magic unaffected.

The spells and rituals the Messiahs employed were anchored and are maintained by certain artifacts that were closely related to the Messiahs’ deaths. Examples of these objects are the True Cross and the Black Stone of the Ka’ba.

Politics

(situation in Edom and the Latin Kingdom of Jerusalem)

Technical Information – The Horror

Since the common run of humanity has never come face to face with a demon, devil, or undead spirit, they are unused to dealing with the outré and diabolical.  Thus, when a normal person — including the player characters — comes face to face with undead or extra‑dimensional creatures, they must make Will Saving Throws whenever they first see something particularly horrifying.

If the roll succeeds, the character is able to maintain his or her composure and wits.  Otherwise, the character is filled with fear and, depending on the amount of failure, do the following…

	Roll Missed by…
	Result

	1 – 3
	Character stunned by horror for a round.

	4 – 6
	Character flees in fear for a round.

	7 – 9
	Character frozen by fear for 2 rounds.

	10 – 12
	Character screams and faints for 2d10 minutes.

	13 – 15
	Character refuses to believe in the thing.

	16 or more
	Character rendered insane for several hours.


Characters that go insane are useless for 1d4 hours, spending the time gibbering, drooling and meeping in the nearest corner. When they recover their wisdom is reduced by 1 point and their Will Saving Throw modifier lowered if necessary.

Technical Information – Magic

Due to the influence of the barrier wards, magical creatures, weapons and effects are weak and erratic outside the ring of mountains surrounding Petra. Once among the tombs, however, the remnants of ancient magic still leak from the earth.

Masterwork, Elvish and Dwarvish weapons retain their bonuses, since they carry their power within them. The various wands and rods borne by the party and various NPCs are affected by the level of local magical power and are somewhat restricted in their use. Use of a wand/rod/stave in a low-power area costs twice the usual number of charges to produce an effect.

The use of spells by mages or priests in low-power areas is governed by the following formula. The DM must roll this percentage (or less) each time that a player character or NPC attempts to cast a spell in a low-power area. Targets of spells, of course, still get any applicable magic resistance or saving throws.

The percentage chance to successfully cast a spell equals:

% = 60 - (Level of Spell × 10) + (Level of Caster × 5)

Thus, a 5th Level Mage casting a 2nd level spell would have a (60 - (2 × 10) + (5 × 5) = 65% chance of getting a spell off correctly.  A failed spell has no harmful effect (from the spell anyway).

Random Encounters

A random encounter may occur every hour the party is within the city or the surrounding mountains, canyons and wadi (dry watercourses).

In The Siq (and other wadi)

	1d10
	Event
	Number
	Notes

	1
	Legion Patrol
	Legion squad
	See Legion Troops section.

	2
	Quartermaster with mules and supplies
	Legion squad
	See Legion Troops section, plus 1d6 mules heavy with supplies of all kinds.

	3
	No Encounter
	
	

	4
	Goblin foraging party going out
	Auxillia squad
	See Legion Troops section.

	5
	No Encounter
	
	

	6
	Goblin foraging party returning.
	Auxillia squad
	See Legion Troops section, plus rabbits, deer, sheep, goats, small children, whatever…

	7
	No Encounter
	
	

	8
	Legion Patrol
	Legion Squad
	See Legion Troops section.

	9
	No Encounter
	
	

	10
	Hermit
	One
	A religious ascetic, seeking solitude in the wilderness of Edom.


Among the Mountain Peaks and Ridges

	1d10
	Event
	Number
	Notes

	1
	Legion Patrol
	Legion squad
	See Legion Troops section.

	2
	Goblin foraging party
	Auxillia squad
	See Legion Troops section.

	3
	No Encounter
	
	

	4
	Work Party
	Legion squad, plus Goblin slingers
	See Legion Troops section, plus 2 Goblin slingers. Troops in light armor, with picks and shovels.

	5
	No Encounter
	
	

	6
	Dragonne
	One
	The creature is hunting ibex among the peaks.

	7
	No Encounter
	
	

	8
	Tanar’ri (Succubus)
	One
	One of ul-Mejid’s old servants, hunting among the old peak-temples for goodies or souls.

	9
	No Encounter
	
	

	10
	Bugbear Scout Party
	1d6 + 2
	Bugbear tribes inhabit the wilderness of Sinai and the lower Negev. Sometimes they raid into Edom, for slaves and loot.


Among the Canyon Tombs

	1d10
	Event
	Number
	Notes

	1
	Legion Patrol
	Legion squad
	See Legion Troops section.

	2
	Quartermaster with mules and supplies
	Legion squad
	See Legion Troops section, plus 1d6 mules heavy with supplies of all kinds.

	3
	No Encounter
	
	

	4
	Work Party
	Legion squad
	Picks, shovels and dirt-bags in hand. Looting tombs identified by Nomerius as being safe and useful.

	5
	No Encounter
	
	

	6
	Nomerius Longus
	The sorcerer, plus a squad to keep an eye on him
	Nomerius will be charting tombs and poking around, seeing what he can find.

	7
	No Encounter
	
	

	8
	Legion Patrol
	Legion squad
	See Legion Troops section.

	9
	No Encounter
	
	

	10
	Nabatean Petrans with grave gifts
	1d4+1
	Even though the Nabateans have fled, some of them return, from time to time, to pay their respects at the tombs of their ancestors. The Legion is under strict orders to let them pass unmolested.


The City Center

	1d10
	Event
	Number
	Notes

	1
	Legion Patrol
	Legion squad
	See Legion Troops section.

	2
	Quartermaster with mules and supplies
	Legion squad
	See Legion Troops section, plus 1d6 mules heavy with supplies of all kinds.

	3
	No Encounter
	
	

	4
	Work Party
	Legion squad
	Digging in the ruins for usable goods.

	5
	No Encounter
	
	

	6
	Wild mules
	1d6 + 1
	Braying creatures, which will eat anything.

	7
	No Encounter
	
	

	8
	Dust Devil
	
	Whirls past, coating everything with dust.

	9
	No Encounter
	
	

	10
	Hidden pit
	Save vs. Reflex
	The ruined city is filled with shaky footing and old pits, cisterns and buried houses.


Note: The Legion keeps out of the center of the valley, if it can, and to the area right around the High Place peak, and the Tomb. There are angry spirits in the western mountains and many hungry ghosts down in the old city center.

In the Tombs Themselves

	1d10
	Event
	Number
	Notes

	1
	Mummy
	One
	The desiccated corpse wakes, eyes glowing…

	2
	Cloaker(s)
	1-2
	Rust-colored desert variety

	3
	Dire Bats
	1d10
	A black cloud of fangs and leathery wings

	4
	Dust Mephits
	1d6
	Cruel tricksters, skulking about in the graves

	5
	Medium Skeletons
	3d6
	More of the uneasy dead

	6
	Wight(s)
	1-2
	Old Nabatean adepts with rusted swords

	7
	Wraith
	1
	Cold and cruel, a Nabatean wizard of old

	8
	Medium Zombies
	1d10
	Some of the more recent dead…

	9
	Shadows
	1d4
	Ul-Mejid’s spawn, set free to find their own haunts…

	10
	Nothing
	
	A blessedly quiet and empty tomb


Note: Due to the frightful magics practiced by the Nabateans, their tombs are the haunt of the undead and worse things…

The Village of Wadi Musa

(small and mean, Abu Shakira, the Baker, available supplies)

The Siq

(Legion lookout behind the Eagle Gate at the entrance, one manus (squad) of Orcs (10, plus officers) and five Goblin runners)

The Khazneh (the Treasury)

(Shadows and entombed Wraith in the Treasury itself, Ghoul pack in the half-buried tomb across the canyon. – if the Eagle Gate post has been attacked, two Squads of Legionnaires will be posted here, with Goblin runners to carry word to the main camp of an attack.)
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To the Sig Canyon and the village

Half-buried tomb where the Ghouls lair

The KHAZNEH

Canyon to Petra itself




The Street of Facades and the Theatre

(ruins, empty tombs, another Legion lookout post manned by an Orc manus (squad))

The High Place

(abandoned Citadelle, Nomerius Longus poking about? Evil residue. Old Bones at night.)

The Path Down

(Pass by the Lion tombs, through a hanging garden, little stream with a bit of water)

The Tomb of the Soldier

(the Legion camp, lots of orcs, Gormok, Nomerius Longus, “Old Bones”)

The Legio ORCUS

A tribe of “desert” orcs, under the influence of Old Bones, have adopted the military organization and tactics of the Roman Empire, particularly those practiced by the Legion Third Cyrenaicea in the 2nd Century. Cousins from the south, as well as some goblins drafted into their force as slingers, have supplemented the original tribe members.

They number two full centuries of Orcs (160 of the nasty buggers), as well as 20-odd Goblins and their commanders – the Legate Gormok, his brother, the wizard Nomerius Longus, and their “shadow”, the ghost of a Roman-era Petran general colloquially known as “Old Bones.” Another 300-odd orcish women, children, and slaves also occupy their camp.

Gormok, as Legate, commands both centuries. His brother Nomerius provides sorcerous “assistance.”

Each century of 80 orcs is composed of:

One Senior Centurion (a primus pilus)

One Standard Bearer (a signifier)

One Deputy Centurion (an optio)

One Watch Officer (a tesserarius)

The regular orcish Legionaries (the milites, or soldiers) are organized into four “files” (or banda) of 20 orcs each. In battle, each “file” is commanded by, respectively, the Senior Centurion, the Standard Bearer, the Deputy Centurion, and the Watch Officer. When actually fighting, the Eagle standard is carried by the Standard Bearer’s assistant, the aquilifier. Normally, there would also be a soldier to carry the Emperor’s image (painted on a gilded board), called the imaginifier. However, since there is no current imago, the position is vacant.

When fighting, each file deploys in a ten-orc frontage, shoulder to shoulder, shields up and their shortswords (gladius) at the ready. Should one orc fall, a man from the second rank will step up. If the combat frontage is short enough, the files will “stack”, allowing a deep reserve.

When patrolling or on work detail, each file is broken into two 10-orc “squads” (manus ) under a “double-pay” (duplicarius) non-commissioned officer (a sergeant). Patrolling squads are fully armed and armored, with their gear slung in a cloth bag on a pole over their shoulder. The pole doubles as an entrenching stake. They run everywhere, even in the killing heat of the Moabite summer.

Work parties, on the other hand, are in light armor (only leather jerkins), with their swords, but no javelins and shields. Instead, they have picks, shovels and reinforced leather bags they use to haul dirt in. (Wheelbarrows are a Chinese invention, and not used in Rome.)

The goblin auxillia (the slingers), are organized into four squads of six (6) each. They are abused and beaten by the orcish soldiers, but don’t have to run around in full armor, either.

Both the orcs and goblins, are of a “desert” variety with dark tan/ochre skins and stringy black hair. Due to centuries of life in the burning sands, they are not afflicted with the –1 modifier for fighting/being out during the day.

Equipment

The Legio Orcus has a confused mixture of weapons – under the direction of Old Bones many tombs and old storehouses have been excavated, yielding up old Roman arms and armor. More goods have been purchased from armorers in Ma’an and Taifla with gold scavenged from the tombs of the dead.

Generally, the officers of the Legion have the following equipment:

· Iron or Bronze Pot Helmet (cassis): A standard helmet, with an open face and cheek guards.
· Segmented Plate Cuirass and Body Armour Given the name lorica segmentata by modern historians, this form of steel plate armor was riveted together securely enough to withstand sword slashes yet with enough play between the plates that the armor would flex when the legionary moved about. This type of armor was much less expensive to fabricate than the fine chain mail that was more popular amongst the legions in the East. This is Banded Armor.

· Oval Shield or scutum: This is a Large Wooden Shield, made of laminated pine plywood covered with hide. Traditionally, these shields are painted red, with symbols indicating the soldier’s Legion. The orcs, however, are lacking any suitable paint, so theirs are a dark brown.

· Leather Walking Sandals (caligulae): Leather sandals with hobnailed bottoms and open uppers, strapped up to the calf. Tough and resilient.

· Long Red Military Cloak: Made of rough homespun and dyed with local earth or plant dyes. Not quite as striking as the traditional Roman military cloak, but good enough for the orcs!

· Short thrusting Sword (gladius) Roman battle tactics called for close - ordered, disciplined troops fighting as a team as opposed to individual heroics as used by many of their enemies. There were no heroes or champions in Roman armies, only trained soldiers, standing shoulder to shoulder for twenty minutes at a time, methodically killing their opponents. When an occasional lucky stroke by a barbarian warrior brought down a Roman soldier, another of his brethren immediately stepped forward to fill his spot. When the twenty-minute period of killing was finished, the legionary fell back and rested, to be replaced with a fresh man. 

These kinds of tactics called for a short thrusting sword instead of the long one used for slashing. The Roman gladius was 18 to 24 inches in length, double edged, and parallel sided. The last few inches of blade tapered to a point and the grip was terminated on the back side with a large ball shaped pommel. A short, powerful thrust going a few inches into a man was much more deadly, though less dramatic, than the wide, energy wasting slashes made by an individual warrior showboating in front of his buddies.

· Medium length Throwing Spear or Javelin (pilum) This is another standard weapon that almost defines the Roman legionary. The medium weight iron head was connected by a long, thin neck to either an iron socket into which the wooden shaft was fitted, or the metal was extended backward into a thin tang which fitted into a socket in the wood. The main point (No pun intended) is that the hardened head of the pilum would penetrate the enemy shield and the soft neck would bend over. Removing the head of the pilum from the shield would take too much time, so both pilum and shield were then thrown away.

The main mass of the orcs have much poorer equipment, as Gormok has not been able to re-equip them all yet. Though the tribe originally had a number of bowmen amongst their number, under Tenax’ influence they have stopped using them as a weapon of war. However, foraging parties are still using them to hunt birds, gazelles and ibex in the mountains.

In battle, they will form ranks in a shield wall (which gives them +2 AC while they maintain unit cohesion) and advance in lock-step. The first rank has swords, the second and rear ranks wield their pila. At javelin range, the rear ranks will hurl while they have pila remaining, and targets, and have not stepped up to replace the dead in the first rank.

Grasping a fresh pila from their quiver takes a round, so they will alternate by ranks. This means, when facing a full century of Orcs, they are in a 20-Orc wide frontage, and four ranks deep. So 40 javelins a round can be hurled for twelve rounds. That’s a lot of javelins.

“Old Bones”

A member of the old drowic Petran nobility, Scribonius Tenax left his homeland to join the Imperial Army in 167 AD. After a long and distinguished career, he retired a Legate and vastly rich. After a difficult death from plague in 229 AD, his family buried him in a massive tomb complex on the western side of the High Place (a sacred mountain overlooking the city). While other members of his family, and their descendants were also buried in the tomb complex, the ornate and imposing statue of Tenax that glowers down from the main façade has stamped his personality upon the area.

Unfortunately, Tenax did not go gently into death – his own innate powers, madness brought on by the plague, and the sorcery inherent in the very stones of Petra meant his ghost remained, brooding, mad and half-locked in a dream of Imperial Petra. Four months ago, the orc Gormok slept in the tomb and Tenax found a receptacle for his angry spirit.

Now, awakened, Tenax has driven Gormok and his tribe to refashion themselves as “proper soldiers”, adopting Roman tactics, and digging in the ruins for old Roman armor, weapons and gold. Tenax lives in a world half in a dream of old Petra – still filled with cosmopolitan life, and tens of thousands of citizens – and half in the present. He is awake only at night, however, so during the day, Gormok drives his soldiers relentlessly in training.

Tenax is also searching (fruitlessly) for an imago (portrait) of the current Emperor, which should stand next to the Eagle standard of his “legion”. But this dream eludes him like smoke … the portraits are painted on wood, which has long ago disintegrated in the desert heat and intervening centuries.

Gormok

[image: image1.png]



Nomerius Longus
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Player

NPC

Character Name

Gormok, Centurion of Eagle clan

Race

Half-Orc

Class(es)

Fighter

Level

4

Physicality

5' 9", burly, with massive arms and shoulders

Alignment

Lawful Evil

Hit Dice

4d10 + 8

Hit Points

40

Wounds

Initiative

+2

Base Attack

+4

Speed (per round)

20 feet

Armor Check

-4

Armor Class

19

Armor Bonus

6

Shield

2

Dex

1

Base AC

10

Attacks

Bonus

Weapon

Damage

Criticals

Notes

Primary

+10

Spatha

1d8 + 7

17-20, x2 dmg.

Slashing, Longsword

Secondary

+7

Pilum

1d6 + 5

x2 dmg.

Piercing

Ranged

Strength (STR)

19

Bonus

+4

Saving Throws

Fortitude

+6

Dexterity (DEX)

15

Bonus

+2

Reflex

+3

Constitution (CON)

14

Bonus

+2

Will

+0

Intelligence (INT)

10

Bonus

+0

Speaks

Orcish, Common, some Elf, some Dwarf

Wisdom (WIS)

8

Bonus

-1

Charisma (CHA)

8

Bonus

-1

XP

6,000

Next Lvl

10,000

Skills

Ability

+ Ranks

= Total

Stat

Feats

Climb

4

0

4

Str

Quick Draw ~ draw weapon as a "free" action

Craft ~ Armory

0

3

3

Int

Weapon Focus (Spatha) ~ +1 to hit

Handle Camel

-1

3

2

Cha

Weapon Specialization (Spatha) ~ +2 damage

Jump

4

4

Str

Improved Critical (Spatha) ~ doubles critical no's.

Ride Camel

2

2

Dex

Point Blank Shot (Pilum) ~ +1 to hit, +1 to dmg w/in 30'

Search

0

0

Int

Spot

-1

1

0

Wis

Desert Lore

-1

1

0

Wis

Possessions

Banded mail (centurion's armor from a tomb, excellent quality)

12 gold aureii (GP)

Scuta (banded plywood shield, rectangular)

30 silver denarii (SP)

Spangenhelm-style full helm

Masterwork Spatha (longsword) of Indian steel, +1 to hit, +1 dmg

Six pilum in leather carrybag on his back

Hobnail boots, red cloak, tunic, etc.

Roman legion standard (VI Ferrata) in bronze and iron. +1 Morale

Spells

Level/No.

None

Picture or Blazon


Orc Officers

The Senior Centurions (primus pilus), Standard Bearers (signifier), Deputy Centurions (optio), and Watch Officers (tesserarius) are all 3d8 HD “great” orcs, in full banded armor and the spatha-type longsword. They have “horsetail” helmets with chin-guards and a “tail” to protect the back of the neck. They do not usually carry shields.

Senior Officers (3d8 HD, +3 Initiative, Speed 20 ft, AC 17 [Banded mail +6, Dex +1], Attacks: Longsword +4 melee (1d8+3 dmg). Saves: Fort +5, Ref +3, 

Each orcish squad is commanded by a “double-pay” non-com (a duplicarius), who is a 2d8+3 HD orc in partial banded armor, a gladius, javelins and a simple helmet.

Non-Coms (corporal equivalents, also a 2d8 HD orc).

Orc Legionary

The standard orcish milites is a 1d8 HD orc, in a mixture of leather and chain armor (whatever they could find, steal, buy or dig up). He is armed with six javelins (pila) and a scimitar-style sword. He has an iron cap or helmet, and an oval shield. He does, however, have the military cloak and a stamped copper identity tag on a string around his neck.

Legionary javelins are tipped with crude poison, so they do 1d6+2 HP of damage.

Goblin Slinger

The goblins are 1-1 HD creatures, with have iron caps, studded leather jerkins, hobnail sandals, their slings, a long knife (a big dagger) and a leather bag filled with lead and stone shot.

The Sephulchre of Aretas the First

Among the tumbled ruins of the Qasr al Bint (the sole remaining standing structure in the city itself) are a number of half-covered pits. One of these, near the center of the old temple, leads down into a tomb complex built very early in the cities history. Unlike all later tombs, it was excavated from the earth of the city center, rather than cut into the canyon walls. Aretas was a powerful Drow sorcerer and he took measures to protect his tomb from later intruders…

Part of the Nabatean funeral cult was the provision of ceremonial chambers where the descendants and friends of the deceased would meet regularly to feast and sing the praises of the departed. Generally, this also meant that more than one generation of a family would be buried in such a location. In the case of Aretas, since he was a powerful wizard, he provided various amusements to entertain those who came to honor his name.
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The Entry Hallways

Originally there were two sets of stairs that led down from buildings on either side of the Qasr al Bint temple. Both are now closed by fallen rubble, though the southern one is more intact. In each case the passages are vaulted and moderately broad. The walls are covered with a long progression of scenes cut (in low relief) into the stone, and then painted. These picture depict the founding of the city by the drow tribes from the south, and the reign of Aretas. Religious rites – mostly horrific – are frequently depicted, showing the drow worshipping a burning azure sphere (a manifestation of their patron, Azathoth) in the sky over a mountain-top.

Each hallway is closed by a heavy stone slab, carved (on both sides) with a geometric pattern of words and lines in Nabatean and Greek. The words state that this is the tomb of Aretas the Great, king of the Nabateans and prince of Petra and Bostra. Enemies should beware and Friends should be welcome. The stone slabs are very heavy, and more than a foot thick, so cutting through them will be difficult. Each slab also emanates a magical aura.

The slabs may be opened by placing the hands in matching positions among the geometric design and saying “praise Aretas, king of Nabatea” or the equivalent in Greek or Nabatean. In this case the slab will rotate away with a great grinding sound, opening the passage.

The Painted Hallway

The cross-corridor is lined with more painted scenes, set between column roundels every ten feet or so. The columns are original rock, carved into fluting, Doric style pillars. The first pillar on the left upon entering each section of the passage is a false (plaster) column. In a niche behind the column is a Mummy. If someone passes the column that has not praised Aretas, the column will shatter and the mummy will shamble forth.

Guardian Mummy (HP-60 68, HD 6d12+3, Init-1, AC 17, Attacks 1 Slam+6 [1d6+3+Mummy rot], Defenses: Resistant to Blows (physical attacks do half damage), Damage Reduction (1 hp from each 5), Vulnerable to fire (double dmg.), Saves Fort+2, Ref+1, Will+7) Special attacks: Despair (on sight, Will save DC 15 or paralyzed by fear for 1d4 rounds).

Half way down the cross-passage there is a break in the western wall, where an earthquake has cracked open the rock. That narrow passage (suitable only for one person at a time) leads off to a pit leading up to the surface.

Not quite opposite the break in the western wall, a section of the eastern wall shows a scene of men and women drinking and making merry in a temple. Casual scrutiny of this section of the wall will reveal that the paint seems new and fresh, not like everywhere else, where the passage of centuries has made it dull and chipped. This is an illusionary wall, disguising a passage leading into the feasting hall. To pass through the illusion, each character must make a Will save (DC 17). If they see other characters pass through, they get a +2 for each person that has passed through the wall.

The Pit Entrance

The narrow passage ends in a rubble-filled pit, about forty feet deep, that leads up into the Qasr al Bint temple itself. The sides are loose and jagged. Climbing without a rope will be at –4 to any skill check. The bottom is filled with dust and sharp stones, so anyone plunging to the bottom of the pit will suffer 3d6 points of damage (Reflex save, DC 18, to halve said dmg.).

The Feasting Hall

The western entrance to the feasting hall is a short (twenty foot) corridor of plain stone. Half way down it is an old wooden doorway. The centuries have not treated it well, leaving it half-open and splintered. Once it was fine mahogany.

Past the wooden door, there is a large, high-ceilinged chamber lined with two rows of stone pillars. Ancient stone tables also line the center of the room. A peculiar, musty smell fills the air. In the northeast corner of the room, a fissure has broken open in the earth, toppling one of the pillars and cracking the walls. High on the ceiling, there is a recessed shelf that runs around the circumference of the room. This has become the roost of a tribe of Dire Bats that – at night – fly out through the fissure or the pit entrance to hunt in the ruins of the city. They will not take kindly to have their roost disturbed by lights and fire.

Eight Dire Bats (HP-30 30 35 36 40 41 43 45, HD 4d8+12, Init+6, AC 20, Attacks: 1 Bite+5 for 1d8+4, Saves Fort+7, Ref+6, Will+6. Special: Echolocation – can see and fly in the dark. Negated by a silence spell.)

A Note about the Bats of Petra: In ancient times, the Nabateans believed the bats thronging the night skies over their mountain city were the spirits of their ancestors. While this was not true, the sorcerous powers which coalesce along the fault lines and gave birth to the wizardry of Petra also engendered a race of intelligent bats in the caves and tombs around the city. Though they rarely learn the speech of humans, they understand it well enough and are of human (or better) intelligence. Some rare Petran bats learn the use of magic.

The floor along the walls (under the roost) is littered with animal bones, a thick gray sludge of guano, and the skulls of some unwary orcs.

If the chamber is entered at night, spectral lights will fitfully illuminate the area, approximating torches and lanterns, and distant, indistinct sounds of music will fill the hall. When a person enters, at night, the lights will rise to provide standard illumination. The bats, not being human, do not trigger this magical effect. During daylight hours, this will not occur.

The Food Preparation Room

In the very northeast corner of the Feasting Hall is a standard-sized door opening in the wall, covered by an illusionary wall (Will save, DC 15 to pass through) like that in the Painted Hall. This disguises the entrance to the food preparation and servants area of the hall. The passage leads down a short dogleg corridor and into a rectangular room with a domed ceiling. Another passage curls out of the north wall of the room, ascending in a spiral staircase up into the Qasr al Bint temple above, where it exits through a concealed door (Spot Hidden DC 12 to find).

There is a great deal of debris in the food prep room, which had wooden fixtures. The tables and cupboards are now well rotted and fallen to the floor. 

The Funeral Temple

While the Feasting Hall is designed for the friends and family of the dead to visit regularly, the actual funerary temple is restricted. Here is where the lesser lights of the family are buried, in urns, after cremation. Here the restless dead must both be contained and protected from vandals and impious men.

A raised dais (statue columns – become animated four Statues, trapped casket, poison gas)

The secret door on the southern wall is trapped with a Lightning Sign (4d6 electrical dmg.)

(hidden room, with the actual body, now a sonomolent Lich, of Aretas. The lich has a fragment of the Chalice of Life in a silver locket around its neck. By its power, the body retains a fragment of life.)

The door to the actual tomb has this design, indicating Aretas was one of the Princes of the Cup.
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Aretas the First, Lich: HD 11d12+3, HP-112. AC 18, Initiative +3, Touch (+5 melee, 1d8+5 and paralysis [DC 16]). Turning resistance +4, Damage Resistance 15/+1, Immune to mind-influencing effects, poison, sleep, paralysis, stunning and disease. Not subject to critical hits, subdual damage, ability damage, energy drain or death from massive damage. Also immune to cold, electricity and polymorph attacks. Saves: Fort +4, Ref +7, Will +9.

When first woken from his captivity, Aretas will not have any magic items or armor at hand.

Aretas can also cast 5 Level 0, 5 Level 1, 5 Level 2, 5 Level 3, 4 Level 4, 2 Level 5 and 1 Level 6 spell per day. His specialty is Necromancy. His denied sphere is Illusion.

Spells
[0th] Disrupt Living (1d6), Ray of Frost, Mage Hand, Open/Close, Arcane Mark, Detect Magic, Read Magic, Flare, Light, Mending.

[1st] Cause Fear, Chill Touch, Ray of Enfeeblement, Hold Portal, Shield, Obscuring Mist, Comprehend Languages, Identify, Sleep.

[2nd] Ghoul Touch, Scare, Spectral Hand, Protection from Arrows, Summon Monster II, Locate Object, Darkness, Flaming Sphere, Knock, Alter Self.

[3rd] Dispel Magic, Phantom Steed, Summon Monster III, Tongues, Lightning Bolt, Gentle Repose, Halt Undead, Vampiric Touch, Fly, Haste.

[4th] Contagion, Enervation, Fear, Minor Globe of Invulnerability, Evard’s Black Tentacles, Arcane Eye, Wall of Fire, Dimension Door.

[5th] Animate Dead, Magic Jar, Dismissal, Summon Monster IV.

[6th] Circle of Death, Chain Lightning.

(this list should be customized, to differentiate him from his successor and grand-son Obodas)

The Tomb of Aaron

South and a little west of the city, there is a high peak among the mountains between the valley of Petra and the bed of the Dry Jordan beyond. The approach is desolate and barren, long denuded of the orchards and forests which graced this land during the rule of the Princes of the Cup.
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A narrow winding stair ascends Mount Hor, leading up – past old Nabatean tombs, and cisterns and ancient, wind-worn statuary – to the summit. There the mountaintop is a jumble of dark stone and a Moslem mosque stands close to the sky. This is the Djebel Nabi-Haroun, the tomb of Aaron.
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In the first month of the thirty-ninth year after the Exodus, the Hebrews camped at Cades, where Mary, Aaron's sister, died and was buried. There the people were in want of water and soon murmured against Moses and Aaron. Then God said to Moses: "Take the rod, and assemble the people together thou and Aaron thy brother, and speak to the rock before them, and it shall yield waters" (Num., xx, 8).

Moses obeyed and struck the rock twice with the rod, so that there came forth water in great abundance. We learn from Ps. cv, 33, that Moses in this circumstance was inconsiderate in his words, perhaps when he expressed a doubt as to whether he and Aaron could bring forth water out of the rock. Anyway God showed himself greatly displeased at the two brothers and declared that they would not bring the people into the Land of Promise. This divine word received, four months later, its fulfillment in Aaron's case. When the Hebrews reached Mount Hor, on the borders of Edom, God announced to Moses that his brother's last day had come, and commanded him to bring him up on the mountain.

In sight of all the people, Moses went up with Aaron and Eleazar. Then he stripped Aaron of all the priestly garments wherewith he vested Eleazar, and Aaron died. Moses then came down with Eleazar and all the multitude mourned for Aaron thirty days.

By his marriage with Elizabeth Nahason's sister four sons were born to Aaron. The first two, Nadab and Abiu, died without leaving posterity, but the descendants of the two others, Eleazar and Ithamar, became very numerous. None of them, however, honoured Aaron's blood as much as John the Baptist, who besides being the Precursor of the Messias, was proclaimed by the Word made Flesh "the greatest among them that are born of women" (Matt., xi, 11).
The whitewashed mosque contains only a single room, which holds the sarcophagus of an Ummayad sultan. However, the floor is hollow and tapping about will reveal loose stones at one corner. There an ancient stairwell leads down into darkness. There is a second tomb under the mosque, one reached only by a step descent on ancient, time-hollowed steps. At the bottom is a narrow cave which ends in a bricked up wall. Two great bulls rise from the rock on either side, crudely carved, yet very reminiscent of Egyptian temple statuary.
Beyond this wall lies Aaron’s tomb, and the corpse of the brother of Moses. Cursed by the will of the Lord, he has never passed into the Promised Land. Indeed, his spirit – attenuated by long ages, driven mad by solitude and the knowledge he would never come to the land of milk and honey – prowls beyond, in the darkness. For – lying in this darkness, forgotten in the wilderness – Aaron has not heard the word of the coming of a Jewish Messiah. He has not heard of Jesus, son of a carpenter.
Breaking down the wall is a bad idea, unless a Christian priest of suitably strong will is around! The ghost of Aaron will attack – the temperature dropping like a stone, phantasms of all kinds surging out of the darkness. Aaron can be laid to rest if he accepts the sacrament (thus allowing him to pass into heaven) and accepts the love of God. This requires the priest weather 1d4 rounds of fear/phantasm attack while grappling Will to Will with the mad prophet, and subdue him and convince Aaron to accept forgiveness. (Sort of a tall order…)

Each round the party remains in the cave after the wall has been broken, everyone suffers 3d6 of Cold damage from the dreadful frost. There are also terrible illusions, nightmares and frights assaulting anyone in the tomb.
Aaron (Ghost): The Fear attack is DC 25 vs. Will. Failure causes the character to flee for 2d6 rounds – and then must pass a Will check (DC 20) to re-enter the tomb. A second failure (after re-entry) causes heedless flight for 4d6 rounds and will probably involve plunging off the side of the mountain.

Getting Aaron to listen to reason requires a Christian priest to win a DC 20 Will saving throw. Convincing him to accept the sacrament is a DC 22 Charisma check.
If Aaron finds peace, his tomb is revealed as an empty slab and narrow walls. Some burial goods were left by the Jews long ago, but they have disintegrating into dust, leaving only a crude wooden rod behind. This is the Staff of Aaron. This is a moderately puissant magical weapon:
	Aaron's Staff (DC 14 to activate, +Wis bonus.

	1
	Water Becomes Blood (within X × 10’ feet)

	2
	Giant Frogs (X in number)

	3
	Swarms of Gnats (-X Will save to continue fighting)

	4
	Pest of Flies (-X Will save to continue fighting)

	5
	Murrain (kills beasts of burden within X × 10 feet)

	6
	Boils on Men and Beasts (Xd4 dmg.)

	7
	Fierce Hail (-X to hit for those within the hailstorm)

	8
	Plague of Locusts (Fear attack, -X to Will save)

	9
	Sandstorm (Str 15+X blow to knockdown)

	10
	Death of the Firstborn (X in 20 are slain)

	11
	Lightning (Xd6 lightning dmg)

	12
	Meteors (Xd6 flame dmg)


Where X is the level of the priest commanding the Staff to smite his enemies.
The Chapel of Obodas

Among the jumbled badlands south of the High Place is the hidden, grassy, green vale of the Obodas Chapel, where another Petra king lies entombed, frozen in gold and stone. This is Obodas the Sixth, a particularly cruel and evil Nabatean, His burial place is guarded by huge spiders (he is a drow, after all), an enslaved Dragonne, and a gang of ogres and half-orcs.
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The Watching Eyes

Soon after entering the ravine leading up to the Chapel, the way narrows and two Pit Spiders are lurking above, their lair shrouded with sandstone colored webs.

Two Large Spiders: HD 4d8+4, HP 41, 25. AC 14, Initiative +0, Claw (+5 melee, 1d6+3) × 2, Sting (+0 melee, 1d6 + 1 + Poison). Spits entangling web.

The spider lair is choked with skulls and cracked bone, as well as their egg sacs.

The Pillars

Some distance past the spiders is a confusing area of fluted sandstone pillars that rise up in the canyon bottom like trees. In this maze lives a Dragonne, enslaved by the power of Obodas (an iron collar encircles the creature’s neck). Sly and bitter, the lion-like creature will wait silently until trespassers are among the pillars, then it will sweep down upon them with a deafening roar.

Dragonne: HD 9d10+27, HP-58. AC 18, Initiative +6, Bite (+12 melee, 2d6+4), Claw (+7 melee, 2d4+2) × 2. Deafening roar (DC 15 or STR halved for 2d6 rounds).

The half-orcs under Obodas sway take away all the loot from the Dragonne (and spiders) prey. The bones remain.

The Glade

A stream passes down the center of the glade around the chapel, and the canyon is thick with brush and flowering trees. Carved tombs loom on all sides, with the largest sitting at the base of a towering, dark red massif. In the tombs live a rough tribe of Half-Orcs and their Ogre masters. They have only recently arrived to serve the spirit in the tomb.

30 Half Orcs: HD 2d8+2, HP-7, 8, 9, 5, 16, 5, 12, 15, 5, 7, 12, 14, 17, 14, 8, 14, 15, 16, 10, 7, 12, 11, 13, 12, 9, 13, 9, 7, 16. AC 15, Initiative +2, Bow (+3 ranged, 1d6+1), Scimitar (+4 melee, 1d8+2).

10 Ogres: HD 4d8+8, HP-16, 32, 22, 24, 30, 29, 27, 24, 18, 23. AC 16, Initiative –1, Greatspear (+8 melee, 2d6+7 or +1 ranged, 2d6+5).

Also among the tombs are held 30-40 human slaves, who grub in a few plots of land, and serve as sacrifices to the power in the chapel, which is slowly regaining its ancient strength and yearning for human form.

These half-orcs and ogres are not part of the Orc Legion tribe. They have infiltrated the mountains around the valley as part of the expansion of the Ogre Emirate from the south. In fact, the growing power of the Emirate was the original impetous for the Orc Legion to move into the valley of Petra.

This group, however, has fallen under the sway of the Petran prince Obodas, and are trying to restore him to life.

The Chapel

The chapel is a pillared hall cut back into the rock. The rooms are very cold and dank. The floor is littered with tribute (coins and other loot). At the back of the tomb, a sacrificial block rises from the floor. Above this blood-stained stone is the statue of a powerful, haughty man. This is Obodas in life. The statue is painted with gold, and brilliant ruby eyes stare down. His casement of stone is covered with ancient carvings of signs and wards, imprisoning him within. Over the centuries they have worn away. They are only enough, now, to keep his undead flesh contained. His mind roams free…

Within the statue is Obodas himself, a mummified but not quite-dead corpse. Around his neck, in an amulet of silver, is a fragment of the Chalice of Life. A sparkling piece of blue glass – one piece of three that lie hid within the city. This sustains his dreadful half-life.

Though partially imprisoned, Obodas is still able to exert his will upon the unwary, as per a suggestion spell (DC 15), and will attempt to make those that fall under his sway release him.

Obodas the Sixth, Lich: HD 11d12+3, HP-112. AC 18, Initiative +3, Touch (+5 melee, 1d8+5 and paralysis [DC 16]). Turning resistance +4, Damage Resistance 15/+1, Immune to mind-influencing effects, poison, sleep, paralysis, stunning and disease. Not subject to critical hits, subdual damage, ability damage, energy drain or death from massive damage. Also immune to cold, electricity and polymorph attacks. Saves: Fort +4, Ref +7, Will +9.

When first woken from his captivity, Obodas will not have any magic items or armor at hand. If given time to root among the tribute on the floor of the tomb, he will be able to acquire some items (listed hereafter).

Obodas can also cast 5 Level 0, 5 Level 1, 5 Level 2, 5 Level 3, 4 Level 4, 2 Level 5 and 1 Level 6 spell per day. His specialty is Necromancy. His denied sphere is Illusion.

Spells
[0th] Disrupt Living (1d6), Ray of Frost, Mage Hand, Open/Close, Arcane Mark, Detect Magic, Read Magic, Flare, Light, Mending.

[1st] Cause Fear, Chill Touch, Ray of Enfeeblement, Hold Portal, Shield, Obscuring Mist, Comprehend Languages, Identify, Sleep.

[2nd] Ghoul Touch, Scare, Spectral Hand, Protection from Arrows, Summon Monster II, Locate Object, Darkness, Flaming Sphere, Knock, Alter Self.

[3rd] Dispel Magic, Phantom Steed, Summon Monster III, Tongues, Lightning Bolt, Gentle Repose, Halt Undead, Vampiric Touch, Fly, Haste.

[4th] Contagion, Enervation, Fear, Minor Globe of Invulnerability, Evard’s Black Tentacles, Arcane Eye, Wall of Fire, Dimension Door.

[5th] Animate Dead, Magic Jar, Dismissal, Summon Monster IV.

[6th] Circle of Death, Chain Lightning.

The Tribute: On the floor of the chapel, among a great deal of debris, cracked skulls, rotted flesh and bits and pieces of skin are: 960 sp, 250gp, +1 Splinted Mail of Shadow, +2 Great axe, Potion of Delay Poison, Potion of Ghoul Touch, Potion of Cure Light Wounds, Ring of Mind Shielding, Staff of Defense, Dust of Tracelessness and Myrlund’s Spoon.

The Doom of Theokostios

An ancient monastery, carved from the side of a ravine in middle Jordan (close by the Dead Sea, and far to the north of Petra) has been destroyed by an ancient, unexpected evil. Only one of the monks – Caesenius - escapes, fleeing to the church at Mount Nebo, though he has already been infected by the crawling horror woken under the monastery.

The monks, continuing to carve their rooms from the shale, broke into a Nabatean tomb, built to imprison an artifact of Azi Tohak, the Destroyer – the plinth of darkness – a slab graven with ancient spells and mind-shattering revelations.

Within a night, the monks within the monastery were driven mad and fell upon each other with any weapon at hand, slaughtering each other. Only Caesenius fled – though he too is infected with the blood-thirst radiating from the Plinth. Once in Mount Nebo, he will begin slaking his unnatural thirst one victim at a time.

Mount Nebo

Caesenius [ 5th-Level Human Vampire Monk: HD 5d12 ]

HP 50, Init +7 (+3 Dex, +4 Imprv Init), AC 23 (+3 from Dex, +2 from Wis, +6 from vampirism, +1 from Dodge, +1 Monk ability)

2 Melee Attacks: +9 to hit, 1d8+6 Open Hand / +9 to hit, 1d8+6 Open Hand

Special Attacks: Domination (Will save DC 15 to resist), Energy Drain (2 Levels, Fort DC 15 to resist), Blood Drain (Grapple attack, 1d4 Con per round), Children of the Night (Summon 4d8 dire rats or bats), Create Spawn (by Blood Drain or Energy Drain).

Special Defenses: Damage Reduction (Blocks 15hp per hit/+1 or better to negate), Turn Resistance (+4), Resistant to Cold and Energy Attacks, Gaseous Form (at will), Spider Climb (at will), Alternate Form (Bat or Jackal), Fast Healing (5hp per round).

Monk Abilities: Improved Unarmed Strike, Stunning Attack (1/day, Fort DC 14), Evasion (Reflex save to take no damage from an attack where a save takes half damage), Deflect Arrows (Reflex save, DC 20, to avoid normal arrows), Slow Fall (20’).
Feats: Ambidextrous (Fight off-hand at no minus), Alertness (+2 on Listen and Spot), Combat Reflexes (up to 3 extra attacks of “opportunity”), Dodge/Mobility (+1 to AC), Improved Initiative (+4 to initiative), Lightning Reflexes (+2 to Reflex saves).

Stats: Str 22 (+6), Dex 16 (+3), Con 0, Int 12 (+1), Wis 15 (+2), Cha 17 (+3).

Saves: Fortitude +4, Reflex+9, Will +6

CR: 8

As each monk falls, they become Vampire Spawn.

Vampire Spawn [transformed monks from Mount Nebo; HD 4d12]

HP 26, 37, 24, 12, 29, 14, 39, 36, 32, 34. Init +6 (+2 Dex, +4 Imp. Init), AC 15 (+2 Dex, +3 Natural).

One Melee Attack: Slam (+5 to hit, 1d6+4 plus Energy Drain)

Special Attacks: Charm (Will save DC 14 to resist), Energy Drain (1 negative level, Fort save DC 14 to resist), Blood Drain (After successful grapple, 1d4 Con per round)

Special Defenses: Damage Reduction (Blocks 10hp/Silver or better to negate), Turn Resistance (+2), Resistant to cold and electricity (10hp), Gaseous Form (at will), Spider Climb (at will), Fast Healing (2hp per round).

Feats: Alertness (+2 on Listen and Spot), Improved Initiative (+4 to initiative), Lightning Reflexes (+2 to Reflex saves).

Stats: Str 16 (+3), Dex 14 (+2), Con 0, Int 13 (+1), Wis 13 (+1), Cha 14 (+2).

Saves: Fortitude +1, Reflex +5, Will +5.

CR: 4

The Hanging Monastery

Meanwhile, in Theokostios, the plinth has stirred to unlife the dead monks, making two Devourers, and seven Wraiths from the collected bodies, to protect itself. The Wraiths stalk the upper level, and the Devourers below. At the moment, they only patrol randomly, for the plinth is engaged in a mind-struggle with the Bishop Oratio. The old prelate is slowly being seduced to the evil oozing from the plinth, yet he still resists, though he is trapped in the very spell-shrouded chamber of the plinth itself.

Each day, the Bishop (a 12th-level Cleric, Wisdom 20 (+5)) makes an opposed d20 check against the Plinth’s evil (Strength 100, a +3 bonus). The loser’s strength/wisdom is reduced by the amount of their failure. If Oratio is reduced to Wisdom 0, he becomes evil and embraces the Plinth, becoming a 12th-Level Vampire Priest. If the Plinth is defeated, Oratio manages to wrench himself free of its Fascination ability and flees.

Anyone coming within 20’ of the Plinth must make the same opposed d20 check (unless shielded against mind influences, which gets them a +5) or crawl to the base of the obsidian pillar to drink deep of evil.

To re-imprison the Plinth, the door must be resealed and its spells restored by a 6th level (or better) Priest or Wizard. This requires a DC 20 check against Spellcraft. The Plinth itself cannot be destroyed, only hidden away from the eyes of men.
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Devourers [HD 12d12, HP 67, 85. Init +4, AC 18]

Melee Attacks:  2 × Claws (+11 to hit, 1d6+5 dmg).

Special Attacks: Energy Drain (1 Level, Fortitude Save DC 19 to resist), Trap Essence (Normal melee hit, Fortitude save DC 19 to resist or Die Instantly and become trapped in the Devourer’s body and used as fuel for spell effects.), Spells at 18th Level (Confusion, Control Undead, Ghoul Touch, Lesser Planar Ally, Ray of Enfeeblement, Spectral Hand, Suggestion, True Seeing).

Special Defenses: Undead (Immune to mind influencing effects, poison, sleep, paralysis, stunning, disease. Not subject to critical hits, subdual damage, energy drain), Spell Deflection (many spells affect the trapped essence, SR 21).

Saves: Fort +4, Ref +4, Will +11.

Feats: Alertness (+2 on Listen and Spot), Blindfighting (no minus in complete darkness), Combat Casting, Expertise, Improved Initiative (+4 Init), Weapon Focus (claw, +1 hit/dmg).

Skills: Climb +10, Concentration +18, Jump +17, Listen +17, Move Silently +12, Spot +17

Stats: Str 21 (+5), Dex 10 (+0), Con 0, Int 16 (+3), Wis 16 (+3), Cha 17 (+3)
CR: 11

Energy In Trapped Victims: 2 (pitiful monks) = 10 spell abilities

The Devourers are very large, so they cannot crawl through all of the various tunnels and adits cut by the monks, but they will roam the second level, watching for intruders. Under the Plinth’s influence, they are still getting their wits about them and have not, yet, summoned any Lesser Planar Allies, preferring to reserve their strength. However, if strongly attacked, they will flee into the tunnels, invoke their allies, then return to wreak destruction once reinforced.

Wraiths [HD 5d12, HP- 38, 34, 26, 18, 19. Init +7, AC 15 ]

Melee Attack: Touch (+5, 1d4 dmg + 1d6 CON drain).

Special Attacks: CON drain, Create Spawn (if creature reduced to 0 Con).

Special Defenses: Undead, Incorporeal (+1 or better to hit), +2 Resistance to Turning.

CR 5 each

If Oratio fails to resist the Plinth’s influence, he becomes (like Caesenius) a vampire.

Oratio the Vampire [ 13th Level Vampire Cleric: HD 13d12 ]

HP 82, Init +7 (+3 Dex, +4 Imprv Init), AC 20 (+3 from Dex, +6 from vampirism, +1 from Dodge)

2 Melee Attacks: Slam +9 to hit, 1d8+3 dmg / Slam +4 to hit, 1d8+3 dmg

Special Attacks: Domination (Will save DC 15 to resist), Energy Drain (2 Levels, Fort DC 15 to resist), Blood Drain (Grapple attack, 1d4 Con per round), Children of the Night (Summon 4d8 dire rats or bats), Create Spawn (by Blood Drain or Energy Drain).

Special Defenses: Damage Reduction (Blocks 15hp per hit/+1 or better to negate), Turn Resistance (+4), Resistant to Cold and Energy Attacks, Gaseous Form (at will), Spider Climb (at will), Alternate Form (Bat or Jackal), Fast Healing (5hp per round).

Cleric Abilities: Command Undead, Spells: 7 Lvl 1, 6 Lvl 2, 6 Lvl 3, 5 Lvl 4, 4 Lvl 5, 3 Lvl 6, 2 Lvl 7.
Feats: Ambidextrous (Fight off-hand at no minus), Alertness (+2 on Listen and Spot), Combat Reflexes (up to 3 extra attacks of “opportunity”), Dodge/Mobility (+1 to AC), Improved Initiative (+4 to initiative), Lightning Reflexes (+2 to Reflex saves).

Stats: Str 16 (+3), Dex 16 (+3), Con 0, Int 20 (+5), Wis 17 (+3), Cha 15 (+2)

Saves: Fortitude +8, Reflex +7, Will +11

CR: 15

Cleric Spells: [1st Level] Cause Fear, Comprehend Languages, Cure/Inflict Light Wounds (1d8+5), Curse Water, Divine Favor (+4 to hit, +4 to dmg), Endure Elements (absorbs 5hp from energy type), Entropic Shield (deflects ranged attacks at 20%), Protection from Good (+2 to AC and saves), Sanctuary (no attacks across barrier). [2nd Level] Cure/Inflict Moderate Wounds (2d8+10), Enthrall (everyone within 120 ft.), Lesser Restoration (repairs 1d4 points of ability dmg.), Silence (15 ft. radius), Spirit Weapon (+9 to hit, 1d8 dmg.), Hold Person (12 rounds), Death Knell (kills dying creature, gains 1d8 hp, +2 str, +1 level). [3rd Level] Animate Dead (up to 13 HD of zombies and skeletons), Cure/Inflict Serious Wounds (3d8+13), Contagion (infects with disease), Invisibility Purge (60’ radius), Deepest Darkness (60’ radius), Dispel Magic. [4th Level] Cure/Inflict Critical Wounds (4d8+12), Dismissal (banishes creature to native plane), Greater Magic Weapon (+4 to hit), Restoration (restores level and ability score drains), Lesser Planar Ally (summons 8 HD Outsider). [5th Level] Circle of Doom (13d8+13 hp dmg in all directions), Ethereal Jaunt (13 rounds), Healing Circle (13d8+13 hp healing), Raise Dead (restores to life person who died up to 13 days previous). [6th Level] Create Undead (up to 13 HD of undead), Harm (all but 1d4 hp), Heal (all damage, diseases, mental conditions). [7th Level] Resurrection (fully restores dead subject), Control Weather (in local area).

The Alarm

Meanwhile, an alarm has been sent to Petra by the spells once encasing the Plinth. Unfortunately, the ancient kings are dead, or imprisoned. This leaves only lady Ille to respond, and her powers are weak in comparison to those of the elder days. Yet, she rushes north on a Byakhee to reach Theokostios two days after Caesenius reaches Nebo.

Lady Ille of Petra (6th Level Sorcerer) See character stats from DUNGEON article.

The Byakhee [Incubus demon; ]

Encounters in Moab
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Bats out of Shadow
As noted previously, the bats of Petra are intelligent. Not only do they have a language and a culture … they remember, know love and most assuredly know hate.
Among the tribe of Dire Bats referenced in The Sephulchre of Aretas, there is a young bat of great promise. In the original campaign, the rest of the tribe was slaughtered by the party, leaving only this one bat who, though badly injured, escaped. As time passed, the young bat tried again and again to revenge the murder of his parents and siblings – appearing at the most inopportune times, and sometimes with allies – ogres, giants and so on.
After a fierce battle on the Jabal Al Harun (Mount Hor, see the Tomb of Aaron) the young bat was crippled. After this – and his eventual crawling return to the caves of his people – he became known as One Wing. His hatred continued to grow as the weeks passed, and eventually he was nursed back to health and set out – now carried by his cousin – to find the party again.
This time, he was content to wait and to watch, dogging their steps and lurking in the background. In time, he saw them defeat the evil dwelling within Theokoistos and there – in the doom-haunted canyon – he found his destiny. Though the party rescued the priest Oratio and sealed the chamber of the plinth, they could not destroy the artifact of the Destroyer… and One Wing crept down, into the tunnels and caves and he search, and clawed, and wiggled into dark spaces where no human could go… and in time made his way into that eldritch and terrible place where the Plinth whispers and promises and holds open a window to the darkness behind the stars.

And there One Wing learned, and grew strong, and his shattered wing was restored – though nothing of this Earth replaced what he had lost – and there too, in the darkness, he found allies and servants. And now he is strong, and flies (or walks, as he pleases) under starless skies, searching for his enemies…

The Shadow Flight
One Wing (demon Bat)

One Wing appears as either a tall, lean raven-haired human with one arm made of shining bone; or as a bat of truly enormous size with one wing formed of white bone and spiderweb. A sense of unquenchable grief and loss radiates from the fiendish bat, and he will stop at nothing to destroy those who murdered his family.

One Wing now serves Azi Tohak, the Destroyer, an entirely inhuman force which only desires to consume the world. He is a “blackguard” or anti-Paladin, and has learned some cruel spells from the Plinth, and has dredged some evil weapons and armor from hidden tombs. He’s kind of tough… (but note, no ranged weapons or spells) and he wants to feel his enemies die under his own hand.
Touch spell effects must be delivered by his Bone hand, as they are resident in the Plinth’s “gift.”

One Wing [ 12th Level Fiendish Dire Bat Blackguard: HD 12d10+36 ]

HP 144, Init +10 (+6 Dex, +4 Improved Initiative), AC 24 (+6 from Dex, +8 from +2 Banded Mail of Fortification)

3 Melee Attacks: +19/+14/+9 with +3 Bastard Sword (1d10+8 hp/d)
Special Attacks: Smite Good (+2 to hit, +12 hp of damage, once per day), Cause Disease (4/week), Summon Undead (as 10th level Cleric), Aura of Despair (-2 to saves), Sneak Attack (+3d6 dmg)

Special Defenses: Change shape (human to bat, and vice versa) at will. Cold and Fire Resistance (20hp), Damage Resistance (10hp/+3 or better to hit), Blindsight (in bat form), Darkvision (in human form)

Feats: Weapon Focus (Bastard Sword, +1 to hit), Improved Critical (Bastard Sword, 17-20), Weapon Specialization (Bastard Sword, +2 dmg), Improved Initiative (+4 init), Dodge (+1 AC against one opponent)
Stats: Str 17 (+3), Dex 22 (+6), Con 17 (+3), Int 13 (+1), Wis 12 (+1), Cha 15 (+2)

Saves: Fortitude +13, Reflex +12, Will +7

Spells: [3 L1, 3 L2, 3 L3, 2 L4] Level One: Cause Fear (1 creature, -2 on rolls + flight), Cure Light Wounds (1d8+5hp), Inflict Light Wounds (1d8+5hp). Level Two: Bull’s Strength (1d4+1 STR), Cure Moderate Wounds (2d8+10hp), Inflict Moderate Wounds (2d8+10hp). Level Three: Cure Serious Wounds (3d8+12hp), Inflict Serious Wounds  (3d8+12hp), Deeper Darkness (Complete darkness in 60’ radius from object). Level Four: Summon Monster IV (more Bats), Inflict Critical Wounds (4d8+12hp).
Equipment: +2 Banded Mail of Fortification (negates Critical Hits 75% of the time), +3 Bastard Sword (1d10+3, Critical 17-20,x2)
Challenge Rating: 13

Hollow Eyes in the Sky
6 Bonebats [HD 4d12, HP- 10, 21, 26, 35, 23, 39. Init +1, AC 13 ]

Melee Attack: Bite (+3, 1d6+1 plus paralysis), 2 Claws (1d4)
Special Attacks: Paralysis bite (DC 14, for 1d6+2 minutes)
Special Defenses: Undead (immune to mind influences, poison, sleep, paralysis, stunning and disease. Not subject to critical hits, subdual damage, energy drain or death from massive damage), Weapon Immunity (half damage from piercing and slashing weapons), See Invisibility.
CR 2 each

These skeletal bats are One Wing’s eyes. They constantly drift soundlessly above and around him, watching for enemies. He may also send them forth as messengers or spies. Unless an enemy is asleep or incapacitated, they will not attack. They speak Deep Bat, as does One Wing.
Fangsky Pack
12 Night Hunter Dire Bats [HD 5d8+15, HP- 48, 39, 43, 40, 42, 44, 47, 41, 47, 44, 42, 41. Init +6, AC 20 ]

Melee Attack: Bite +8 (1d8+6 plus poison)

Special Attacks: Poison (DC 18, Fortitude save, suffer agonizing and debilitating pain for 1d6+2 rounds, taking 2d6 HP damage each round from the nerve poison. A Will save vs. DC 20 is required to act during this time.)

Special Defenses: Soundless flight, Blindsight, Darkvision. Swift flight (60’ round)

CR 3 each

These are One Wing’s cousins, who have also grown fierce and huge under the Plinth’s influence. Their bite has grown poisonous as well. They attack in a swarm, following One Wing’s will – usually to strike at wizards or sorcerer’s among the enemy first.

Cloaker Lords

Associated with One Wing are two Cloaker Lords, who also serve the Plinth and are helping One Wing – though they are not his servants and would resent the implication. They have their own purposes. For amusement, they travel on One Wing, draped around his shoulders… until they rise in battle like a terrible shroud. In a town, One Wing will keep them in great trunks, only releasing them at night, to feed.
2 Cloaker Lords [HD 9d8+45, HP-81, 81. Init +5, AC 17 ]

Melee Attack: Tail slap (+12, Dmg 2d6+8), Bite (+7, Dmg 2d4+4)
Special Attacks: Moan (subsonic, nonaudible attack, DC 16: Unnerve [-2 to hit and damage, area effect], Fear [Will save or flee 2 rounds, area effect], Nausea [Fortitude save or being retching for 1d4+1 rounds, area effect], Stupor [Fortitude save or be Held for 6 rounds, single target]), Engulf (attack at +7, strikes on the cloaker do half dmg to the creature, half to the engulfed target), Spellcasting
Special Defenses: Shadow Shift (creates Obscured Vision or Mirror Image or Silent Image), Plane Shift (to and from the Plane of Shadow, at will)
Saves: Fort +8, Ref +6, Will +9
Stats: Str 26, Dex 13, Con 20, Int 18, Wis 17, Cha 15
Spells: [As a 9th level Wizard: 5 L1, 5 L2, 4 L3, 3 L4, 1 L5] 1st-Level: Chill Touch, Ray of Enfeeblement, Sleep. 2nd-Level: Blur, Darkness, Scare, Spectral Hand. 3rd-Level: Gaseous Form, Nondetection, Phantom Steed. 4th-Level: Enervation, Evard’s black Tentacles, Fear, Minor Creation. 5th-Level: Greater Shadow Conjuration, Major Creation.
CR 3 each

The greater shadow conjuration spell allows a Cloaker Lord to cast a faux-wizard spell of up to 5th level at 40% strength (shadow lightning, shadow fireball, etc.). If forced to fight, the Cloaker Lords will shadow shift copies of themselves (and since they don’t make any noise usually, they’ll be really good copies), then cast spells from a distance while the Cloakers and Bats engage in the fisticuffs.

A Frightful Wardrobe
8 Cloakers [HD 6d8+18, HP-48, 46, 37, 44, 42, 42, 55, 48. Init +7, AC 19 ]

Melee Attack: Tail Slap (+8, Dmg 1d6+5), Bite (+3, Dmg 1d4+2)
Special Attacks: Moan (subsonic, nonaudible attack, DC 15: Unnerve [-2 to hit and damage, area effect], Fear [Will save or flee 2 rounds, area effect], Nausea [Fortitude save or being retching for 1d4+1 rounds, area effect], Stupor [Fortitude save or be Held for 5 rounds, single target]), Engulf (grapple attack at +4, strikes on the cloaker do half dmg to the creature, half to the engulfed target)
Special Defenses: Shadow Shift (creates Obscured Vision or Mirror Image or Silent Image)
CR 5 each

The Cloaker Lords have a coterie of minions – lesser Cloakers, but still frightfully dangerous to the unwary. In battle, four of the Cloakers will hang back, protecting the two Cloaker Lords and making Moan attacks – while the other four attempt to Engulf the enemy. If fighting in concert with the Fangsky pack, the Cloakers will drift along the ground, shrouded in shadow, until they can spring upon an otherwise-engaged enemy.
The Sand Ogre Emirate

A longer term challenge for adventurers working in the Petra area is the expansion – from the south and west – of a Sand Ogre kingdom. These creatures are moving up into human-settled lands (into Moab and Nabatea) from out of the An’Nefud (the anvil of God) and the Hedjaz, where they have lived as nomads for many centuries. They are Moslem, and they have also driven the human tribes out of the coastal areas.

For convenience sake, the Sand Ogres worship Bahomet (as do the ogres in the Forgotten Realms/Faerun campaign setting), and are ruled by Ogre Magi, with a clan of Sand Giants as their heavy hitting power. Large numbers of Bugbears and half-Orcs also serve them. Occasionally a Ghaur Demon may be summoned to help the Ogres.

In at least one battle, the Ogre Magi lured a pair of Landsharks (Bulletes) into an area where their enemies would have to pass, resulting in great confusion and slaughter.

These Sand Ogres, obviously, are of human intelligence. Their migration means more and more Ogre groups – or outright armies – will be working their way up from the south. The Ogre sorcerers ruling the Emirate are also fond of employing spies among the human populations – so their agents will be present in Ma’an, Jerash and other cities of Nabatea and Moab, including the critical port of Aelana (at Aqaba at the head of the Gulf of Aqaba).

(papers found in the mayors hidden strongbox)

These are business documents reflecting bribes paid to the Mayor by a “certain gentleman” who is only referred to as R. Apparently the Mayor was sheltering persons (fugitives?) passing through from and to Aelana (to the south) in secret. There are also references to a stockpile of arms provided by R., which are hidden in “the church.”

The coins found with these documents are new, and were struck in the form of old Byzantine coins from the mint at Jerash (north of modern Amman). The silver is not diluted.

The very last of the documents (and apparently the oldest from the yellowing of the parchment) is a letter of introduction, from R., requesting the recipient (the Mayor) provide all aid and assistance to the bearer (someone with a big, smudged thumb) in their “righteous and holy cause.”

(papers found hidden in the mayor’s desk)

Partial drafts of letters from the Mayor to a councilor (a relative?) in the Emir’s court at Ma’an, requesting assistance and a garrison in the village, against “brigands and outlaws” which had begun to frequent the area. Also, requests for information about “the church” and a note reminding him (the Mayor? The cousin?) to “find a wizard who can divine the true face of a thing.”

Unholy Beginnings (Jeff HoldawaY)

Unholy Beginnings is designed for four 1st-level characters.  Surviving characters should achieve 2nd level.  This adventure may be a stand-alone adventure to introduce players to adventuring in an early 12th Century alternate-Earth setting or may be used as the beginning of an involved campaign to save the residents of the Holy Land from a growing, plotting evil.

Background:

In the year 329 A.D., a twisted Roman half-elf and dark acolyte named Marius Latiacum sought to learn powerful magic by scouring the libraries of Rome for ancient and unholy texts.  From one such scroll, Marius inadvertently made contact with Dak’moro, an ambitious osyluth from the Lower Planes.  Dak’moro promised great rewards if Marius would construct a shrine to Dak’moro in the Holy Land of the Jews and Christians.  Dak’moro hoped to disrupt the activities of righteous Jews and Christians and eventually beguile Marius into summoning the osyluth to Earth.  Marius began construction of a hidden shrine in an obscure, forsaken box canyon in the hills between Jerusalem and Bethlehem but was slain while on one of the osyluth’s errands by suspicious Jewish Zealots.

The incomplete shrine remained lost for long centuries.  In the summer of 1099, a young and evil nomad woman discovered the shrine while fleeing the city of Jerusalem.  This woman, Alzen Aman, had been cast out and stoned by her tribesmen for secretly experimenting on the tribe with her apparently inborn mystical powers.  Alzen was left for dead on the road to Jerusalem and taken into the city by a kindly Muslim trader.  Upon recovering from her wounds, she promptly slew the trader in his sleep to cover her trail and fled into the Roman ruins upon which her benefactor’s home had been built.  Eager to explore the ruins, Alzen was frustrated by the shouting in the streets above that announced the approach of the Crusader armies.  She anticipated the imminent slaughter and fled the city to the south through the Tanner’s Gate, wandering until she chanced upon the base of the hill containing the shrine.  Suspecting something unusual about an obscure crevasse in a haunted, windy canyon, Alzen used her mystical powers to climb the cliff and enter the shrine. 

The shrine had suffered somewhat over the years and Alzen knew that she would need physical laborers to clean out some of the rooms.  She left the shrine, traveled east and discovered a small band of half-orc brigands wandering north along the Dead Sea.  The tribe was from the mountains surrounding Petra but a rash of undead awakenings scattered the tribe from their hill caves, forcing them to seek homes elsewhere.  Although originally unwilling to cooperate with the sorceress, three agreed after Alzen slew one with a pair of magic missiles and put another two to sleep.

The shrine was cleaned up to an extent and Alzen established a base of operations.  At this time, Alzen discovered a strange altar in a ceremonial chamber of the shrine, carved with a strange scorpion motif (when he communed with the osyluth Dak’moro centuries ago, Marius’s mind could not comprehend Dak’moro’s form and he eventually began conceptualizing the devil as a great scorpion beast).  While examining the altar, Alzen fell victim to an ancient suggestion left on the altar by Dak’moro, intended for Marius.  Dak’moro had wanted to test the depth of Marius’s commitment and so he left an enchantment designed to make Marius kidnap and sacrifice a random person on the altar.  When Alzen failed to resist the suggestion, she was consumed by the desire to complete Marius’s task and sent her guards out to capture the first person they could find.

Adventure Synopsis:

This adventure is set in the hills south of Jerusalem in the spring of 1113.  The adventurers, newly arrived to the Holy Land an acquainted with one another, are journeying to Bethlehem to view the holy sites there.  About mid-way to their destination, the party encounters a teen-aged Jewish girl who attempts to enlist their aid in finding her little brother.  The boy has apparently wandered away from the shepherd family’s camp while the rest of the family is off working.  If the party follows, the girl takes them into the hills east of the road some distance, moving beyond the family’s group of tents to where she last saw her brother.

The adventurers discover boot prints and other clues indicating that the boy has been kidnapped.  Successfully following the tracks leads the adventurers another few miles into a particularly desolate group of hills and a lonely box canyon.  Upon entering the canyon, the party encounters Alzen’s guards and discovers the obscure entrance to the shrine.  After entering the shrine, the party must deal with the remaining guards and defenses before attempting to rescue the boy from Alzen’s sacrificial knife.

Encounters/Events:

1. Into the Hills: A frantic teen-aged Jewish girl, Jael Salk, hails the party (she understands pidgin German, pidgin Latin, and pidgin French from selling sheep products to Crusaders in Jerusalem) from off of the road.  She is looking for her ten-year-old brother David whom she was supposed to be watching while their parents and older siblings watch the sheep and tend to their shepherd’s camp.  She takes willing adventurers with her into the hills to the east of the road, both talking and pantomiming wildly (for the benefit of those who can’t understand her) while hurrying the party along.


If Jael cannot find any altruistic souls in the party, she attempts bribery for those adventurers who can understand.  As shepherds go, her family is relatively successful and she promises great rewards (in the form of skins and foodstuffs) in return for assistance.

2. The Kidnap Site: Jael last saw her brother about one half of a mile up an old game trail into the hills beyond her family’s camp.  He was throwing stones at an old rock formation off to the north side of the trail.


A casual check of the rock formation reveals a number of smooth stones lying near the formation, having been thrown there by David.  A successful Search (DC 5, automatic if more than 10 minutes are used) of the area in front of the formation reveals a small collection of the stones scattered in a small area and partially covered by the sand that lines the trail.  If the party is thorough (more than 10 minutes of searching) or meets a DC of 10, they also discover faint and partially concealed tracks heading northwest over a small rise.  A successful Wilderness Lore check (DC 10) reveals that three to five boot-clad individuals left the area within the hour and attempted to conceal their tracks.  Once discovered, the tracks are easily followed in the sand and loose soil.


The tracks appear to wander aimlessly, heading briefly northwest than generally east following shallow valleys but with numerous cutbacks.  Along the route, a successfully Spot (DC 10) indicates that the individuals being pursued stopped and struggled briefly with something on several occasions.

3.  The Welcoming Committee: The track leads about two miles into the hills then abruptly turns north into a box canyon about two hundred feet deep.  The surrounding hills are between seventy-five and one hundred feet tall with steep, almost vertical slopes.  The party is immediately struck by the strange howling that even the slightest breeze makes as it sweeps down into the small canyon.

  A successful Spot (DC 10) allows the party to notice the three veiled warriors resting in the afternoon shadows on the west side of the canyon.  The guards’ features are completely concealed by the cloth strips that are wrapped around their heads and faces save a narrow slit for the eyes.  The guards bear Egyptian scimitars, leather armor, and small shields and have attempted to make their cloth headdresses appear to be like the turbans frequently worn by the Muslim tribesmen.  The wrappings conceal the semi-bestial features of the half-orc guards.

Guards: 3 Half-Orc Warriors, Initiative +1, AC 14 (13 flatfooted, 11 touch), HP 7, F/R/W +4/+1/+0, Attack (Scimitar) +3, Damage d6+2 (18-20, x2); S 15, D 13, C 14, I 10, W 10, C 9; Feat: Endurance; Skills: Climb +6, Jump +6; Languages: Orcish, Arabic


If the party fails to detect the guards, both parties will be surprised because the guards have never had anyone brave enough to enter the howling (haunted) canyon.  The guards attack without provocation upon seeing the party, however.


If one of the guards is disabled, the other two must make a Will save (DC 10) or panic.  A failure by either indicates that first one and then the other flees.  As soon as two are down, the remaining guard automatically runs.  The guards run approximately one hundred feet to a rope ladder that descends from a curious and inconspicuous crack about seventy feet up on one of the taller cliff faces on the east side of the canyon.


Defeated guards each possess d4 ducats, a water skin, and an assortment of junky trinkets and bone jewelry.  Any guard that is captured alive may be interrogated, assuming the party can speak either Orcish or Arabic.  An Intimidate check (DC 10) or a Diplomacy check (DC 15) will reveal Alzen’s name, that she exercises strange powers, and that she calls the shots.

4. The Front Door: Defeating the guards allows the party to examine the rope ladder and the cliff face it apparently leads into.  If no guards escape, the party may easily climb the ladder and enter the five-foot tall, three-foot wide crack.  The roughly rectangular room beyond is carved into the sandy stone of the cliff, thirty feet wide, thirty feet deep and ten feet tall.  The room is mostly empty.  A ten-foot open archway leads directly east from the center of the far wall.  Next to the archway against the wall is a medium-size wicker basket.  Characters who disturb the basket without opening it will hear a hissing sound on a successful Listen check (DC 10).  Those who open the basket quickly must contend with the medium-size viper that has recently woken up.

Medium Viper: statistics same as those in Monster Manual


If any guards escaped, the party is in for a challenge.  First, at least one character must succeed at a Climb check (DC 10).  At the opening of the crack/door, the character must also deal with the pet viper left by the guard on top of the rope ladder, which has been hastily piled next to the wall.  As soon as the character climbs into the opening, the recently disturbed viper attacks, quite possibly by surprise.  Fully entering the room and/or using the rope ladder to assist the rest of the party both require dealing with the serpent.  In any event, surviving characters will note the overturned wicker basket lying in the middle of the room.

5. The Dining Room:  Through the archway is a second 30x30 room, dimly lit by the sunlight streaming in from the entry room.  A solid-looking black door is set in the eastern wall while another archway sits in the center of the south wall.  The north half of the room is occupied by a crude wooden table and two benches, the table being covered with the particles from a number of previous meals.  In the southeast corner of the room there is a three-foot-square opening in the floor within which is a ladder descending into darkness.  The southern archway is likewise deeply shadowed.

6. Storage Pit:  Characters descending the ladder enter a dark and somewhat cooler 20x20 room.  There are two shelves on each wall, half-full of dried meat, grain, and other foodstuffs.  Though much of the mutton is ill preserved and the grain beginning to mold, there are two rounds of cheese and some dried fruits—sufficient food for a total of 12 meals, or one day’s worth for a party of four.  Alzen periodically comes down to check the food supply and move the more palatable items into her personal quarters.

7. Barracks:  This roughly 20X20 room is fairly dim, though the half-orc residents find it more comfortable than out in the bright sun.  Three bedrolls with dingy, lice infested blankets are spread out on the floor along the south wall.  A foul-smelling chamber pot sits in the northwest corner.  Each guard keeps a few belongings in old sacks that double as pillows at night.  The first bag contains 7 ducats and several cloves of garlic.  The second bag holds 4 ducats, a pearl (50 ducats value), and more garlic.  The third bag contains 6 ducats and a strangely carved coin, about 2 inches across.  The coin is the only clue that the guards are not from this area, having been forced away from the Petran hills by the recent awakening of dark and powerful things that rule the night.  There is a bit of Nabatean writing on the coin, only readable by magic or a tremendous effort at Deciphering Script (DC 20).  Roughly speaking, the text reads: 

Bright is the Day but Strong is the Night.

8. Stair and Hall:  The eastern door fits tightly within its stone frame and yet it yields easily to the touch, pushing outward.  Beyond the door is a 10’ landing and then stairs that climb for 20’ to the east.  The light from the outside is almost gone at the foot of the stairs, yet characters without an artificial light source will be able to detect a glimmer of light from beyond the top of the stairs on a successful Spot check (DC 10).  A successful Listen check (DC 15) yields that there is also a faint whistling sound coming from the same location.

  At the top of the stairs, the hall continues for ten more feet before the party encounters something quite strange.  The next ten square feet of hallway (from wall-to-wall and extending ten feet eastward) is broken into 25 two-foot square blocks.  Each block has been carved in such a way that each is distinct from the others.  Each block is also carved with a sequential Roman numeral or numerals, beginning at the near left block and going right with each new line of numerals beginning on the left:

	XXI
	XXII
	XXIII
	XXIV
	XXV

	XVI
	XVII
	XVIII
	  XIX
	 XX

	 XI
	 XII
	 XIII
	  XIV
	 XV

	 VI
	 VII
	 VIII
	   IX
	   X

	   I
	   II
	  III
	   IV
	   V



Also conspicuous is the fact that a one-inch diameter hole has been drilled in the ceiling above each numeral so that a slender beam of light illuminates each numbered block.  A successful Search (DC 15) reveals that numerous small holes have also been drilled closely around the numerals on the floor.  A decent Listen check (DC 10) indicates that the wind is passing down through the ceiling holes and through the floor, creating a whistling sound.  Beyond the strangely designed 10’ of floor is another 10’ stretch of normal floor and another black wood door heading east.


Although the floor looks like some kind of trap, it is actually a simple but massive warning device.  Long ago, Marius had this placed carved so that the wind would flow down into the chamber and under the floor into his personal areas beyond.  The wind pushes up through similar holes beyond the eastern door and creates a whistling sound with a distinct, soft pitch.  Whenever ANY of the blocks are stepped on, the pitch of the whistling changes and occupants beyond the door are warned of someone approaching the door.  Marius also hoped that the lighting and numerals would distract trespassers from the whistling and delay them or dissuade them from passing into his personal area.


Alzen avoided the floor entirely by means of a spider climb, suspecting a trap herself when she first viewed the area.  Afterwards she forced the guards to walk the floor, satisfying herself that the supposed trap was faulty or discharged earlier.


Because Alzen is not familiar with the warning system, she is not automatically warned by the characters’ walking on the blocks.  However, the DM should roll a Listen check for her (DC 15).  If she succeeds, she notices the change in pitch (she has long wondered about the soft whistling sound) and reluctantly delays the sacrificial ritual to casually inspect the hallway.

  The door at the end of the hall opens into the hall, revealing a 10x10 foyer with an archway to the south, leading into Marius’s/Alzen’s personal room and workshop.  There is also an archway directly to the east, revealing a vast, dimly lit hemispherical room.

9. The Sacrificial Chamber: This vast room is dome-shaped and spherical, the height of the chamber being half the distance across the floor (30 feet).  The walls and ceiling are covered with bas-relief scorpions in intertwined positions.  The ceiling is again pierced by a few holes drilled up to the top of the hill above, but these are filled by cut pieces of crystal.  The crystal allows dim light to stream down into the chamber but prevents wind from rushing in as in the hallway.  The crystals form the eyes of particularly sinister scorpions overhead.  The floor is dominated by shining obsidian fragments that have been carefully placed to form a great scorpion insignia in the center of the floor.  A soft whistling sound is everywhere


Just beyond the scorpion-in-the-floor, facing the door but closer to the opposite wall is a black altar.  Resting atop the four-foot wide altar is a struggling boy, bound, gagged and terrified.  


If Alzen became aware of trespassers (i.e. she heard something and listened or checked at the door and noticed the party), she will have already prepared her defenses by casting summon monster II, bringing a medium-sized monstrous scorpion into the chamber.  The scorpion immediately attacks—giving chase if necessary—though it prefers to attack and then consume a single target, ignoring other opponents.  Although her own magic consisted of mostly tricks or strange insights before discovering the shrine, Alzen has learned to use the scorpion-in-the-floor as a focus and an entry point for the summoning, allowing her to increase her own power (and function as a 4th-level sorceress).


If caught unaware, Alzen’s first action will be to execute the summoning.  In either case, Alzen will position herself behind the altar and the boy, using them as 50% cover (+4 to AC from missile weapons and +2 to Reflex saves).  She will then use the strange rose-stem wand she discovered in Marius’s room (wand of sleep, DC 11, 7 charges remaining) to try to subdue each character before using any more of her own spells.

Medium Monstrous Scorpion, statistics as found in Monster Manual.

Alzen Aman, Human Female Sor4: Medium-Size (5’ 2”); HD 4d4; hp 16; Init +2; Spd 30 ft.; AC 12 (Dex) or 13 (w/ Dodge feat); Atk +2 Melee (d4, dagger); SA Spells; AL NE; SV Fort +2, Ref +3, Will +6; Str 11, Dex 14, Con 13, Int 15, Wis 14, Chr 15.
Skills: Concentration +8, Knowledge (Arcana) +9, Knowledge (Local History) +9, Spellcraft +9, Spot +4 (from Alertness feat), Listen +4 (from Alertness).

Feats: Alertness, Combat Casting, Dodge.
Possessions: Wand of sleep (7 charges, command phrase is “Pro Patria” and is inscribed on handle of wand), loose robes, dagger, 50-ducat garnet, 18 ducats.
Spells (Knows 6/3/1; Can Cast 5/4/1, has already cast spells today):
0—Light, Ghost Sound, Mage Hand, Arcane Mark, Detect Magic, Read Magic; 1st—Comprehend Languages, Magic Missile, Spider Climb; 2nd—Summon Monster II (monstrous scorpion only, only in sacrificial chamber, only one at a time).


If taken alive, Alzen is still obsessed about killing the boy and makes every effort to do so.  She refuses to answer questions under any circumstances short of being enchanted.  If freed, the boy is hysterical with fright and will attempt to flee.  A successful Diplomacy check by someone speaking French, German, or Latin (DC 10) will calm the boy, although he continues to weep until returned home.

10. Alzen’s Quarters: This plain 20x20 room has a simple cot, a shelf lined with food (12 meals worth of decent quality), a single stool at a desk, and a chamber pot.

The Curse of En’Gedi

I ended up having the otherwise prosperous En'gedi suffering from serious problems when the characters arrived over the hills to the north. Somehow the springs that feed the vineyards had become tainted near the source. The bad water poisoned the new crop of grapes and killed off a number of animals and a few people. The people sent to the springs never returned.


Exacerbating the bad water is the fact that the inbound caravans have vanished and those sent out to export En'gedi goods likewise failed to return. Again, those sent to trouble-shoot have vanished.


What had happened is that a fiendish imp has come into the world as a result of Ul Mejid's experiments with contacting the Lower Planes. The imp escaped Ul Mejid's notice when more important matters regarding the True Cross distracted him. Making his way north, the imp sought a populated area to cause trouble. He skipped around the desolate and Ul-Mejid controlled Masada and found En'gedi.


The imp realized the fun he could have by poisoning the springs but realized that he needed some muscle to cut off the trade routes. He crept into the wilderness to find one of the few Anakim ('long-necked'--i.e. giant kin) still hiding out. Using his suggestion power, the imp has recruited a power ally. I used a somewhat weakened hill giant, but an augmented ogre would do.


Once the heroes identified the source of the trouble, fought wandering desert reptiles, and discovered the main spring, they surprised the imp, who promptly fled. Imagine their dismay when the imp shortly returned, sitting on the shoulder of an enormous, powerful humanoid. The imp had one claw grasping the giant's ear and could constantly be seen furiously directing and prodding the giant on during the battle. Fortunately, right before my wife's character died she realized that taking out the imp with missile fire/magic would be far more practical than continuing to slug it out with the Anakim.

The Imp: 

The Anakim (Sand Ogre): 
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