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Overview

The Burning Cross is a two-part wilderness adventure set in the Holy Land (Israel and Jordan) during the time of the Crusades. Though it touches upon, and incorporates, many religious themes and icons, it is a story about a man and his attempt to save his people from oblivion.

The crux of the story revolves around the lengths to which a person will go to restore their people to a ‘proper’ place in the world, even if the world at large has passed them by. It is a tragedy, and only by compassion will the players find a solution.

In terms of game mechanics, there are some modifications to the basic AD&D 2nd Edition system to reflect the paucity of magical power (mana) upon the earth. While your players, particularly those that play magic-users, will find these changes vexing, you should allow them to remain, for they are a great part of both the story and the flavor of the adventure.

The Party

This module is designed for a party of 4-6 characters, of 5th to 7th level. Example characters are appended to the end of the module, in the event that you desire to play this as a standalone adventure. However, as long as your party consists of at least one Half-Elf, one Cleric, and one Magic-user, your players will be in good shape.

The example characters may also be used as NPC’s to round out an understrength party.

For The Players

Welcome to the Holy Land!

The year is 1107, the date is the 28th of March.  The time is that of the Crusades, as Western European knights attempt to reclaim the Holy Places of the East from the Moslems.  Presently you are residing in the town of Bethlehem, the birthplace of the Christian Messiah, Jesus.  Soon the festivities to celebrate Easter will begin and you intend to attend the various masses, celebrations and other events to mark the special occasion.

The Kingdom of Jerusalem rules most of the Holy Land - or Palestine - at this time, though the rule of King Baldwin of Edessa is constantly tested by the Arabic Emirs of Moab, Edom, Syria and Egypt.  Unlike the western kingdoms from which you hail, Baldwin the Bold is King only in name, otherwise he is but the greatest of many great Crusader nobles.  Many other nobles that came in the Great Crusade have equal land and prestige - Ludvig of Beersheba, Cecil of Navarre, Guifred of Tyre, Wulf of Hebron, the barons of Jaffa, Nazareth and Acre all have sizable domains and retinues.  Thus there is much intrigue and adventure!  A brave man with a good sword can make much more of himself here, on this Christian frontier, than he ever could at home in the crowded and stodgy west.

What you know about…

Bethlehem: The city of Bethlehem has special status in the Kingdom, it is administered not by a baron, as are most towns, but by two religious officials - Cardinal Giuseppi Fortuna (the Papal Legate to the Holy Land) and Patriarch Kristophoros Mixalos (the Byzantine representative).  They answer in truth only to the heads of their respective churches.  The city is currently waiting in considerable anticipation of the arrival of the True Cross - upon which Jesus met his end - which is being moved from the Monastery of Saint Basil on Mount Sinai in the desolate wastelands of the Sinai wilderness to Jerusalem.  It is expected to pass through town in another two days.  Already hundreds of 'fragments' have appeared in the curio stands surrounding the square of the Nativity.

The Byzantine Empire: The last remnant of the ancient Roman Empire, the Byzantine Emperor is currently Alexius Comnenus.  Through derided at home for failing to stop the Saracens from closing the pilgrimage route to Jerusalem, your time in the East has brought you into contact with many Byzantines.  Though they are schismatic, they are clever ones and their Emperor is adjudged by all to be a capable and wise man.  It is also said that the Byzantine spy service is the finest in the world, and all that occurs reaches the Emperor's ear sooner or later.

The Saracens: The Enemy!  Painted black as pitch by the Church, in truth of your experience they are brave warriors, honorable in battle and fierce to confront.  Though rarely as heavily armored as a Crusader, they are less affected by the heat - which is terrible - and often ride about in the heat of the day without seeming impairment.  They are fond of archery, which has moved King Baldwin to allow various non-nobles to practice that peasant art, so as to counteract the infidel.

Currently the Emirs of Syria and Egypt pose the greatest threat to the Kingdom, the Princes of Moab and Edom having been reduced to infrequent raiding across the Jordan.

Magic: Well, of course it exists, but no, you can't say that you've ever seen any really work.  There are charlatans, and diviners, and sleight-of-hand artists, and once there was this dancing girl from Palmyra who could do really amazing … Well, that's getting off the point.

The various ghosts and ghouls and demons and devils that the Church is always warning you about might be real, but you've never actually seen such a creature, so you're not going to worry about them until they show up and try to eat your foot.

On the other hand the Holy Office of the Inquisition does spend a lot of effort rooting out witches and other worshippers of the Evil One, so there must be something to it - Lord knows the Church doesn't like to spend money!

Player Handouts

These handouts are repeated in the Player Materials section at the end of the adventure.

The Vision of the Blood

Note: This vision is available to any player character who ingests or touches any of the blood that seeps from the pores of the True Cross.

A dull blue sea shimmers under a hot sun.  A dove wings above the slow surge of the waves.  The viewer floats in the heat, suspended in the heavy water.  In the distance a great tower looms.  There is the faint sound of battle.  Voices cry out for salvation.  The viewer rises from the waters and speeds over a desolate land.  A great mountain surrounded by the fume and smoke of battle rises from the plain.  Atop the mount a burning white light is distinct, even in the glare of the sun.  The viewer sweeps low over the rooftops and trees of a great city towards the light.  Suddenly it is cut off and darkness falls upon the land like a shroud.  Something enormous moves in the darkness and…

The Dream of Flight

Note: Carl Zuggot (the cleric) experiences this vision the night the True Cross is moved by air to Ul-Mejid in Aqaba. If Carl is dead, Harold Godwinson (the paladin) should experience the vision, failing that, Fingold (the ranger). If all three are dead, the party is in very bad shape.

Dreaming, you are flying high above the world.  Below you, the kingdoms of men sleep in ignorance.  High clouds drift below you, lit by the silvery light of the moon.  The stars are shining hard and bright in the vault of heaven above.  Your head turns, to catch sight of a great dark mass, filled with twisting and writhing coils.  Shuddering in horror, you turn away in time to see a great tongue of the sea stretching up over the curve of the world.  Even as you realize with a sudden shock that the world curves away below you like the surface of some vast globe, a burning point of red fire pierces your eye like a high arrow from the huddled cluster of lights at the end of the sea…

The History of the Peoples and Empire of Ancient Nabatea

Excerpt from a text by Quintus Florian, Historian of Rome

Written in the year 1063 Ab Urbe Condita

In ancient times, before the rise of the great and glorious Roman Empire, a mysterious tribe from out of Arabia Deserta settled in a hidden city in the land of Edom.  Approachable only through a narrow defile and guarded by a great fortress carved from the living rock, this city of Petra was watered by hidden springs.

From this unassailable sanctuary the Nabatean people built a great mercantile empire that stretched as far north as Damascus and down into deepest Arabia, even to far Sheba and fabled Gondar and Kush.  During the dark times before the coming of Rome, the Nabateans ruled over all of the land of Judah with an iron hand.  For they were allied with the powers of the deepest hells, and were powerful sorcerers and made hideous pacts with all sorts of diverse demons and devils.

However, soon after the Judean Rebellion, the Petrans' power failed and their dark allies deserted them.  The Roman Legions under the command of the General Titus Vespasianus conquered their empire and cast down their evil temples.  Under the wise and beneficent rule of Rome, Petra remained an important mercantile center, but over the past century it has faded from prominence.

Excerpt from a text, Histories of the Holy Land, by Axos Poliocrates

Written circa 1500 AUC

…all contact with the city of Petra was lost during the Moslem conquests of the Levantine provinces between the years 1387 and 1397 and the location of the fabled Rose City is now lost to us as well.

But though the city, the people and the empire of the Petrans have been swallowed whole by the sands of time, their knowledge of necromancy, divination, demonology and sorcery remains alive today, for the great wizards and mages of old were by great proportion Petran.  They were, by the accounts of Lysos of Rhodes, skilled, literate and careful sorcerers.  Their city, could it be found today, would doubtless yield a wealth of knowledge in the black arts and other skills now lost to man.

For the Dungeon Master

Scenario Outline

Module One - The Citadel of the Dead

1) Audience with Fortuna and Mixalos at Bethlehem

2) Investigations at Abu Kheit Wadi

3) Across the Desert to Zeelim Wadi

4) The Plateau of Masada

Module Two - The Demon-Haunted City

1) A Conversation in Titus' Camp

2) Travels in Edom

3) An Inn in Moab

4) The Rose-Red City

Game Master's Background Briefing

King Baldwin’s Plan

The situation in the Crusader Kingdom of Jerusalem in 1107 (as our story opens) is volatile.  King Baldwin has been on his throne for only seven years and he finds his power severely restricted by his various vassals.  He is no sovereign, only the most powerful of the various lords whose domains comprise the Christian Kingdom of Jerusalem.  Upon the advice of several of his advisors, including Cecil of Navarre, Baldwin had his pet priest, Bernard of Nantes, propose that the True Cross be moved to Jerusalem to protect it from 'Saracen pirates'.  By this, Baldwin hoped to ensure the steady passage of pilgrims through Jerusalem and thus gain greater tax revenues and power. Additionally, possession of the Cross would score one against the Greeks and add to Baldwin's prestige. Finally, Cecil of Navarre promised Baldwin his close alliance and cooperation, an event that would make Baldwin King rather than overlord.

Unfortunately, Cecil of Navarre is a close confederate of Guifred of Tyre (one of our major NPC villains) and the effort to move the Cross is the lynchpin of Guifred's plan for the overthrow of Baldwin and the creation of a Latin Empire in the Holy Land. Ludvig of Beersheba, another of Guifred's conspirators, led the opposition to the move. Since Baldwin and Ludvig hate each other with a cordial passion, this only served to make Baldwin throw even more weight behind the effort. The response of the Greek Church was muted but indignant, and served to inspire the Roman Church to support Baldwin's plan. Cardinal Fortuna, the administrator of Bethlehem, was one of Baldwin's staunchest and most vocal supporters.

Now that the cross has been moved, and - as per Guifred's plan - has been stolen, Baldwin stands to take a serious fall in prestige and power.  When the news becomes widespread that Baldwin's knights lost the Cross, the conspirators will move and seize control of Jerusalem.  At the same time Guifred expects to achieve his goals at Petra and be endowed with both eternal life and considerable sorcerous power. With his men in control of Jerusalem and the legions of the Underworld at his back, he sees no trouble in building a new Latin Empire on the bones of Saracen and Greek alike.

Guifred of Tyre’s Plan

The general plan is simple: The day they seize the True Cross, Guifred and his men will leave Jerusalem, ostensibly bound for Nablus.  However, once out of sight of the city, they will turn east to the Jordan River and then follow it south to Masada.

Meanwhile, Lukaas and his force of Knights and Petran scouts (having ambushed the caravan carrying the Cross) will first ride west towards El-Majd, but than double back to the east and south. After several days of hard travel they too reach Masada and set up camp. After another day or two Guifred and his party reach Masada and send the True Cross to Ul-Mejid by magical means. Guifred then gives Lukaas his final orders and takes command of the smaller party of knights. Lukaas takes the larger group and crosses the Negev to Beersheba. There, Lukaas meets Ludvig and his troops and they move as a group to Ashkelon, where they join Cecil of Navarre.

Meanwhile, Guifred has made a quick passage of the southern Jordan into Moab and south to Petra. Once there he and Ul-Majid complete the spell and attain great powers. Guifred then returns to Jerusalem. In the interim, Lukaas, Cecil and Ludvig have infiltrated their troops into the city in the press of pilgrims arriving for Easter. On Easter Monday Guifred plans to arrive in the city and the three rebel lords will launch their coup.

Magic on Crusader Earth

The vast majority of Crusader Earth is low-mana.  Magical creatures, weapons and effects are weak and erratic. In the Holy Land only the shrines of the Dome of the Rock in Jerusalem and the Church of the Nativity in Bethlehem are of normal magical power. The city of Petra in Moab is also a normal-mana area - a residual effect of the rule of the Sorcerer kings.

The various damascene weapons, and those made by the elves of Tharheim and the dwarves, retain their bonuses throughout all of Crusader Earth, since they carry their power with them. The various wands and rods borne by the party and various NPCs are affected by the level of local mana and are somewhat restricted in their use. Simply, the use of a wand/rod/stave in a low-mana area costs double the usual number of charges to produce an effect.

However, the use of spells by mages or priests in low-mana areas is restricted by a relatively high chance of failure. The following formula gives a percentage chance of spell success. The Game Master must roll this percentage (or less) each time that a player character or NPC attempts to cast a spell in a low-mana area. Spells cast in Church of the Nativity, on the grounds of the Dome of the Rock and within the boundaries of Petra (as noted on the map) do not have a chance of failure. Targets of spells, of course, still get any applicable magic resistance or saving throws.

The magic resistance enjoyed by the Petrans and their servitors is similarly affected. Outside of Petra their magic resistance is reduced to 5% (for normal Petrans) and 10% for Ul-Mejid. Their intrinsic spell powers require a successful roll to use.  These powers are considered 1st Level spells, while the Petran using the power is considered to be a mage of a level equal to his Hit Dice.

Percentage chance to successfully cast a spell equals…

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

Each ten minutes of uninterrupted, sequential, preparation adds 5% to the final chance of success. A maximum of +50% can be gained through preparation.  Blows, loud sudden noises, annoying chatter, the moans of the dying, and so on will disrupt the concentration of the caster.

Thus, a 5th Level Mage casting a 2nd level spell with no preparation time 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) save a bad smell and the aroma of ozone.

Wisdom Checks

Since the common run of humanity on Crusader Earth 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 in this particular case - comes face to face with the various undead or extra-dimensional creatures that frequent the dead places of the world, they get to make Wisdom Checks whenever they first see something particularly horrifying.

A given Wisdom Check is made on 1d20 against a character's wisdom. A result equal to or less than the affected character's wisdom is a success and the character is able to maintain his or her composure and wits. Otherwise, the character is filled with fear and, depending on the amount by which the Wisdom Check was missed, 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.

	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.

Skill Rolls

A roll is made on 1d20 against the Skill, with success indicated by rolling equal to or less than the Skill Level. A roll of 20 is always a failure, while a 1 is always a success (assuming that the character had any proficiency at all). A roll that is at least ten (10) or less than the Skill Level is a critical success. A roll that is ten (10) or more than the Skill Level is a critical failure.  Modifiers are expressed as a modifier to the die roll, NOT the Skill Level.

Example: A player with a tracking skill of 15 has to make a Tracking roll at +2.  The player would have to roll a 13 or less to succeed.  A roll of 1,2 or 3 would be a critical success.  A roll of 23 or more would be a critical failure - and extremely unlikely in this circumstance.

Damascene Weapons

"Damascene" is a term given to weapons forged and tempered with techniques imported from India and Japan. Most bear a distinctive rippled water pattern in the surface of the metal. They are exceptionally strong, unbreakable and capable of bearing an edge of surpassing sharpness. Due to this they gain bonuses to hit and to damage, as noted. However, they are not magical, and cannot affect extra-planer creatures as can a truly magical weapon. They cost nearly the same and are not obtainable save by paying exorbitant sums. The Petrans have many of these weapons, having obtained them from the tombs of the Dead Kings, and prize them highly.

The Nabatean Ceremony

The current state of Crusader Earth's mana field is in part due to the efforts of the Christian and Islamic Messiahs. Each drove much evil from the world by locking out the extra-dimensional portals that allowed creatures that men called demons and devils entrance to our world. This also blocked out much of the mana flow that powers sorcery. The spells and rituals that they employed are anchored and maintained by certain artifacts that were closely related to them in death. In this particular instance, the True Cross binds a goodly portion of this barrier to the Earth. If it is destroyed in a particular way, then the barriers defending the Middle East and Europe will be breached and fail. This is Axlotl's plan.

To destroy the True Cross it will have to be surrounded on all four sides by evil - in this case Ul-Mejid intends to have himself, Ibn Saud, Guifred and the Lady Ille stand at the points of a pentagram. A number of preparatory enchantments and wards will have to be cast by the sorcerer to ensure the completion of the rest of the ceremony. Then the spells scribed on the Greek Scroll that Guifred is bringing will be cast, allowing mortal weapons to damage the True Cross. The wooden splinters will then be cast into a fire consecrated to Axlotl (which, sadly, will have been ignited with the burning heart of an innocent) and the Cross and Barriers will be destroyed.

This will be accompanied by various atmospheric and geological phenomenon - earthquakes, freezing rains, the sun blotting out, the moon red as blood, rivers diverted, etc. When this is complete, Ul-Mejid will initiate a spell that will allow Axlotl to form a gateway to Crusader Earth and things will become uncomfortable. This gate will be anchored by the mummified hearts and livers of seven sorcerer-kings of Ancient Egypt, remains that Ul-Mejid has but recently recovered from the tombs of demon-haunted Karnak and the Valley of the Kings.

Each part of the ceremony will take about a half-hour.  The gifts that Axlotl will grant Ul-Mejid and Guifred are simple: each will be endowed with undying life - they will not age, though they could certainly be killed by mortal weapons, and each will acquire considerable sorcerous power, much like a lich. Ul-Majid will become a 14th level Necromancer, and Guifred will become a 6th level Mage (no specialization).

Notable Non-player Characters.

Cardinal Fortuna

Giuseppi Fortuna is the Roman Catholic Cardinal assigned by the Pope to share the administration of the Holy Places of Bethlehem. He is a literate well-read Italian from the city of Pavia. He is tall, with blond hair and an aquiline face. He wears his hair in a tonsure and is also a monk of the Cistercian Order. He has served in the Holy Land for three years now, and speaks a smattering of Arabic as well as Latin, Italian and Greek. He has been the prime mover behind the effort to have the Cross transferred from the guardianship of the Monks of Saint Basil in the Sinai to the protection of the Kingdom of Jerusalem. As a result he is very, very interested in seeing it recovered as speedily as possible.

Bishop Mixalos

Kristophoros Mixalos is a Greek Orthodox bishop from the island of Crete. Previous to the arrival of the western crusaders in the Holy Land he enjoyed the responsibility of the administration of the Holy Places of Bethlehem. He has been here for thirteen years and knows the city and its people very well. He maintains good relations with the Arabic elders and speaks Arabic as well as Greek, Latin, Armenian, Italian and Farsi (Persian). Previous to his 'retirement' here he served the Byzantine Emperor Alexius Comnenus as a magistranos, or Imperial Investigator. Simply put, he is the master of the Byzantine spy network in the Holy Land.

He knows many things, but being a curt and secretive man, tells little. He opposed the moving of the cross, having a good idea of the political scene in Jerusalem, but was overruled by King Baldwin.  The theft of the Cross has disturbed him greatly, and thus he has agreed to what he feels is a half-baked scheme on Fortuna's part to get it back before anyone in Jerusalem is aware of its disappearance…

The Lady Ille

Ille (pronounced ey-yeh) ar-Arain is the last Princess of the second Royal house of Petra. She is a slight, dark-haired woman of considerable grace and beauty. Betrothed to Ul-Mejid almost from birth, she finds this duty of little weight, as she has loved him since she was a small girl. Given her normal nature, she is quiet and solemn - as befits a Princess of Petra - but the cruel fate of her barrenness has laid a bitter resignation over her. Indeed, in these latter days she has taken to a withdrawn silence.

Even Ul-Mejid cannot wrest a smile from her. She feels the doom of Petra approaching and longs to be free of it. Too, she is well aware of the lusts of Ibn-Saud and cannot bring herself to tell Ul-Mejid, seeing that the cynical Arab is crucial to his plans. So great is her despair that she cannot even gain a glimmer of hope from Ul-Mejid's desperate plan to restore the Rose City. Her only recreation now is to wander by night in the tumbled ruins of her forefathers' greatness and weep in silence for the plight of her people.

Sir Wulf of Nablus

Wulf Hohenstaufen is the bailiff of the Barony of Nablus and is a bluff and hearty German.  He is also enraged that these “desert bandits” have managed to steal the most holy relic in Christendom out from under his nose. He has two other knights at his command and several squires, as well as some native scouts. The scouts he is willing to loan to the party, should they ask his assistance. His best guess is that the raiders are Egyptians and that they will strike out for Gaza on the Mediterranean coast, where the Saracens hold a fortress. Unfortunately, he must keep his fighting men at Nablus to prevent bandit activity. The Edomite Arabs, apparently, have been raiding across the border. He expects Baldwin to dispatch an expedition to recover the cross in a few days.

The Emir of Moab

Omar el-Quayyafa, a vassal of the Zangid Sultan of Damascus, is a stout fellow of bitter disposition. He has ruled the poor and mostly desert emirate of Moab for nineteen years. During that time he has seen many rulers come and go across the Jordan, and has raided all of them. It can be said that Omar is aware of all that occurs within his ever-changing domain, but cares little as long as his personal excesses are tolerated and the yearly tax makes it to Damascus. He is well aware of the Petrans, but considers them little more than an oddity of the desert. He is rightly wary of Ul-Mejid, but has little inkling that the thin scholar that sometimes haunts the libraries of Karak and Taifila is preparing to let loose a great plague upon the world. Needless to say, he would believe not a word of such a story carried by any Christian devil or their accomplice.

The Demon Duke Axlotl

Though Axlotl is by no wise the primary mover of this drama, he may indeed make a cameo appearance by play's end. He is a lesser vassal of the Great Prince Set and resides in a palace of sand and fire on the ninth of the abyssal planes. There, he plots and intrigues against his fellow Dukes to gain ever more souls and power. The petitions of Ul-Mejid reached Axlotl's bifurcated ears due to the soul contracts of the Petrans falling into his hands as result of a bet at soul spinning. Now that Axlotl has become their patron in the Abyssal planes, he feels some small responsibility to see that their souls reach him with the greatest haste, that he might pay off his other gambling debts and avoid annihilation in Set's ever hungry maw.

When the gate is opened he will send several Type One Demons to 'secure' the far end.  Should they meet with trouble, a Type Three or Two will be dispatched. Assuming no trouble, Axlotl will appear in his guise of a thousand ever-consuming snakes to anchor the portal and take a turn or two around Petra, just to see the sights. As you might guess, he cares not an imp for the tribulations of Ul-Mejid and the petty plotting of Guifred.

The True Cross

Though naught but a hunk of wood only two feet long and six inches by six inches, the True Cross is still a player on our stage. Imbued with tremendous magical power, it will attempt to maintain its mission and existence through two powers that it can spare from the more formidable task of shielding the Earth from invidious extra-planar creatures.

Its first power is to send dreams or visions to those of pure heart that are within line of sight to it. Thus when the byakhee carries it aloft to Ul-Mejid it will be able to send dreams of flight and the moon to Harold Godwineson. The second power is to seep blood from its pores. This blood, if tasted by the pure of heart, establishes a link between the cross and the character. Henceforth, the cross will be able to send visions to that character, even if not within sight.

Despite its current reduced state, the True Cross cannot be destroyed by mortal means and can be wielded as a +5 Mace of Disruption against evil creatures.

The Petrans

The Petrans are a degenerate race of half-human/half-Drow that once ruled a considerable Empire spanning northern Arabia and parts of Palestine. Their capital is the fabled Rose City of Petra, buried deep in the Edomite desert. Before the coming of the Christian and Islamic Messiahs they enjoyed great sorcerous power and were very wealthy. Now they are reduced to a few hundred farmers scraping a living out of the sere canyons and barren hills.

On the whole they are thin, pale beings with dark curly hair, olive-toned features and slightly pointed ears. Their night sight is passable and they have a few rudimentary magical powers. They can move and fight by day, but cannot use their inherent powers under the light of the sun. There are three general types of Petrans: general farmers, Scouts and the members of the War-Band - the last remnant of the Imperial Guard.

All Petrans have the following special abilities, which are only usable at night: 15% Magic Resistance, +1 on Saving Throws, create Darkness (once per night), create Dancing Lights (once per night), and cast Faerie Fire (also once per night).

There are six Petran Scouts with Lukaas at Masada and fifteen Guardsmen with Ibn-Saud at Petra. Another six scouts patrol the deserts around Petra.

General Petrans

1 HD, HP: 5, AC: 10, THAC0: 20, one attack per round with either staves (for men) (1d4), small daggers (1d3) (for women), or stones (for children) (1d2-1). They are usually garbed in dusty pale robes and loincloths. Their only skills are herding, farming and surviving in the pitiless desert. They will not talk to strangers and will quickly report any intruder to the nearest Scout or Guardsman.

Petran Scouts

1 HD, HP: 7, AC: 7, THAC0: 19, one attack per round with either scimitar (+1 Damascene) (1d8), short bow w/flight arrows (1d6), or dagger (1d4).  They are garbed in leather armor, small shields, loose robes, and kaffiyeh.  They spend most of their time on light steppe ponies (and can fight from horseback at no penalty).  They are skilled at tracking and desert survival, as well as hunting.  They constantly patrol the fringes of the Petran domain and few escape their notice.

Petran Guardsman

3 HD, HP: 16, AC: 3, THAC0: 18, one attack per round with either scimitar (+1 Damascene) (1d8), short bow w/flight arrows (1d6), dagger (1d4) or light horse lance (1d6+1).  They are garbed in light "damascene"  chain mail (of archaic make), medium round shields, and bronze half-helms with a ring mail fringe.  All of their equipment is very old and carefully maintained.  They ride light trained war-horses without barding.  They, like the scouts, are skilled at fighting from horseback and can easily shoot while charging at a full gallop.

Ul-Mejid's Imps of Darkness

2 HD, HP: 12, AC: 2, THAC0: 19, two attacks per round with small claws for 1d3+1 points of damage each.  These evil homunculi are creations of Ul-Mejid from the mummified remains of children taken from the Tombs of the Dead in the canyons of Petra. They resemble small (1' high) emaciated children with thin skeletal wings. Their skins are a deep black and they have a 98% Hide in Shadows skill. Only their small, sunken, eyes burn a pale yellow color.  Their voices are shrill and high-pitched. They have 120' ultravision and 5% Magic Resistance.  By days they sleep in large iron-bound coffins. Each night they must be fed blood and meat.

There are currently only two Imps of Darkness - one given as a gift to Guifred (which begins with Lukaas) and one with Ul-Mejid.

The Byakhee (Wind Demon)

4+3 HD, HP: 29, AC: 0, THAC0: 15, three attacks per round with two large taloned claws for 1d6+2, and one vicious bite for 1d8+2.  The bite of the Byakhee also causes sleep for those who fail a Save versus Poison.  As an extra-planer creature, the Byakhee has 20% Magic Resistance and may only be hit by a magical (not Damascene) weapon with a to hit modifier of +1 or greater.

These creatures are humanoid winged demons, with skeletal wings and dark corrugated skins.  Their eyes gleam a feverish yellow and their mouths are filled with pitted black teeth.  They also possess taloned claws and long snake-like tails.  Persons seeing one for the first time must make a Wisdom Check, as they are obviously Not Of This World!

The Hospitaller Knights

These members of the Order of the Hospital of Saint John are Guifred von Karlsruthe's household troops.  There are a total of fifteen belted knights, twenty-three men-at-arms and seventeen squires.  Each knight is accompanied by a squire (as are Lukaas and Guifred).  As the action begins there are five knights and eight men-at-arms with Lukaas, and ten knights and fifteen men-at-arms with Guifred. They are of varied nationalities: Germans, Franks, Normans, Italians, Hungarians, Aragonese, Poles and English. All are extremely loyal to Guifred and will - and may - follow him into Hell itself…

Knight of the Hospital of Saint John

3rd Level Human Warrior (18-24 years of age)

HP: 25, AC: 3, THAC0: 18.  1 attack / round.

Arms
Medium Horse Lance (1d6+1), Long Sword (1d8), Dagger (1d4), Horseman's Mace (1d6)

Wearing
Banded mail, Surcoat, Kite shield, Full helm.

Riding
Medium trained war-horse.  Light padded barding (AC: 8)

Proficient at
Riding, Gambling and Hunting

Hospitaller Man-at-Arms (Sergeant)

2nd Level Human Warrior (17-25 years of age)

HP: 16, AC: 4, THAC0: 19.  1 attack / round

Arms
Spears (two) (1d6 each), Morning Star (2d4), Dagger (1d4)

Wearing
Light padded chain mail, Tunic, Medium round shield, Open helm

Riding
Light trained war-horse, no barding.

Proficient at
Carousing, Gambling, Riding

Hospitaller Squire

1st Level Human Warrior (14-16 years of age)

HP: 8, AC: 8, THAC0: 20.  1 attack / round

Armed With
Dagger (1d4), Spear (1d6)

Wearing
Leather jerkin, no shield or helm.

Riding
Light riding horse, no barding.

Proficient at
Animal Handling, Armory.

Time Schedule for Guifred, Lukaas and Ul-Mejid

The following schedule shows the movement and activities of Guifred, his lieutenant Lukaas and Ul-Mejid assuming that nothing out of the ordinary happens. Hopefully for play interest the players will hopelessly disrupt the entire scheme. When this happens, this schedule will be useful as a guide to what the non-player characters are trying to accomplish and within what framework. Note that the dates for the ceremony are important from a cosmological sense. The ceremony will have the greatest effect if employed on Good Friday.

	Date (moon)
	Ul-Mejid
	Lukaas
	Guifred

	Tuesday, 3/27
	Leaves Cairo by camel for the port of Clysma on the Red Sea with the canoptic jars and shrouds.
	Raids caravan at Abu Kheit wadi.  Moves to El-Majd at night.  Imp to Guifred.
	Spends day in Jerusalem.  At night an imp comes from Abu Kehit.  Orders his men to prepare for travel.

	3/28
	Boards dhow in the port of Clysma, bound for Aqaba.
	Hard day ride to Eshtemoa, Rests troops there that night.
	Leaves "for Nablus", turns to the Jordan and reaches the town of Shuna that night.

	3/29 (New Moon)
	Aboard dhow.
	Day move to Tel-Arad.  Rest that night.  Fight in inn.
	Day travel to Ras Faksha at the top of the Dead Sea.

	3/30
	Aboard dhow.
	Day rest in Tel Arad.  Night move down Zeelim wadi to the Dead Sea
	Day travel to Mizpe Shalem on the Dead Sea

	3/31
	Aboard dhow.
	Day rest (very hot) at mouth of Zeelim wadi.  Night move to Masada.
	Rests at Mizpe Shalem in the heat.  Men scout for water.

	4/1
	Arrives in Aqaba in late afternoon.  Checks into inn.
	Rests during day at Masada.  Thin clouds form.  Cisterns are repaired in afternoon.
	Night travel to En Gedi.  Guifred visits the hot springs.

	4/2
	Rests during day, converses with Guifred by spirit that night.
	Petrans scout area.  More clouds gather.  Wall at the top of the Roman ramp is repaired.
	Night march to Masada.  Speaks with Ul-Mejid by spirit at midnight.

	4/3
	Waits all day in Aqaba.  Makes arrangements with caravan.  Attempts to send Byakhee.
	Lukaas turns over command to Guifred.  Rains all day and the cisterns fill.
	Arrives at Masada just after dawn.  Rains prevent arrival of Byakhee that day.

	4/4 Carl has dream of the Cross in flight
	Prepares during day, that night the Byakhee brings him the cross.  He swaddles it in several burial shrouds.
	Lukaas hangs out during the day and gets really drunk during that night.
	Day of rest.  At night Byakhee takes the cross to Ul-Mejid.  Scroll remains with Guifred.

	4/5
	Joins caravan bound for Damasus.  It reaches El-Quiwera that night.
	Sleeps off drunk and cleans weapons.
	Leaves Masada with small force, crosses the dry Joran and reaches Dhira in Moab by nightfall.

	4/6
	Caravan reaches Ras-en-Naqb
	Takes command of the main force and rides west across the Ben Yaif to Arad.
	Guifred reaches the town of Karak and hires more mules and horses.

	4/7
	Caravan reaches Ma'an.  Leaves caravan and takes lodging at house of Petran agent there.
	Day travel to Wadi An'nim, passing through Tel Arad.
	Hard travel day and night to Tafila, where he replaces the horses again.

	4/8
	Waits out day in Ma'an.  By night he meets Ibn-Saud outside of town and travels to Petra.
	Day travel towards the town of Beersheva.  Imp with orders comes.
	Day and night travel to Shanbak in Edom.  An imp is sent to Lukaas.

	4/9
	Rests during day with Ille.  At night he summons guardian shadows for the Temple and the entrances to the canyon.  Ibn-Saud patrols.
	Arrives in Beersheva.  Meets with Ludvig and drinks.  Plans for coup discussed.
	Day and evening ride to Petra, where they arrive late in the evening.

	4/10
	Prepares the Temple during the day.
	Leaves Beersheva for Ashkelon.
	Guifred rests and studies the scroll.  Meets with ibn-Saud.

	4/11 (Full Moon)
	Prepares the Altar and Pentagram.
	Arrives at Ashkelon and stays at the residence of Cecil of Navarre.
	Guifred practices his blade work, speaks with Ille and continues to rest.

	4/12
	Meditates and purifies himself.
	Cecil's troops gather.
	Guifred meditates and prepares.

	4/13 (Good Friday)
	Ceremonies during day. All Petra is present.  At night the ceremony is preformed and Axlotl comes.  The compact is sealed and the gate created.
	Lukaas, Ludvig and Cecil move their men to Jaffa on the Jerusalem road.
	Guifred participates in the ceremony. Axlotl comes.

	4/14
	Ul-Mejid rests and mana covers the land in an invisible tide.  The sun grows dark and the moon as red as blood.
	The conspirators and their men infiltrate a panicky and doom-stricken Jerusalem.
	Guifred practices his new powers and views the growing fear in Jerusalem by crystal.

	4/15 (Easter Sunday)
	An earthquake shakes the Aegean and the Hagia Sophia collapses in flames.  Ul-Mejid wakes and weds the Lady Ille.
	Lukaas, Ludvig and Cecil launch their attack on Baldwin’s palace and the coup begins.
	Summoning byakhee Guifred and his party fly to Jerusalem and he takes command of the conspirator forces.

	4/16
	Saint Peter's in Rome is shaken by an eruption at Vesuvius.  Naples is destroyed by a fiery ash storm.
	Fighting continues in the city between the Edessans and other knights loyal to Baldwin and Guifred's forces.
	Guifred collapses, unused to the strains of sorcery, Cecil commands.

	4/17
	Ul-Mejid assumes his full power and summons the desert tribes to war.  In the far south the sunken city of Irem rises from the depths of the Arabian sands.  Dark times come upon the Earth.
	Baldwin is killed and the Holy City falls to Guifred. Lukaas is killed when a building collapses on him.
	Guifred recovers and uses his new powers to break the gates of Baldwin's citadel.


The True History of Petra

This is a companion to the player handout which details all that Golonza knows about Petran history. This is the background information for the GM.

Petra lies in a narrow valley in the hills of Echarra. The stream of Wadi Musa flows out of the deep spring at the eastern end of the valley and thence to the dry Jordan beyond the hills.  The valley lies some hundred miles south of the Dead Sea, in the wastes of southern Edom.

Through it, of old, passed two major trade routes - the ancient King's Highway from Aqaba on the Red Sea north to Damascus and thence to the cities of Mesopotamia, and the route from Arabia through the Holy Land to Gaza and the Mediterranean.

At about 300 BC, the Nabateans - an Aramaic speaking race of Arabic people - fled from out of the southern reaches of Arabia following the destruction of their previous city, Sarnath, in a sorcerous conflagration.  Naturally gifted in sorcery, the Nabateans found the hidden valley of Petra a haven in a hostile world.  They also found the previous inhabitants, a dwindling tribe of outcast Drowic elves.  Since the Nabateans had worshipped a similar set of Dark Gods in their previous home, the two peoples soon intermarried and a new race sprang forth.

Over the next three centuries the Petrans built an extensive Empire on the strength of their sorcerous powers and the strategic position of their capital.  By the beginning of the Christian Era, the population of Petra was 40-50,000 people, supported by an extensive and magically enhanced agricultural system of terraces and gardens.  At its height, the Empire stretched from Damascus in the north to Sheba in the south.  Trade from places as distant as Khitai and India flowed through the markets, courts and gardens of the Rose City.  Great tombs were cut into the cliffs surrounding the city, and great palaces rose from the desert.  The city was a wonder and terror to behold.  Travelers from all corners of the world thronged the streets, brushing shoulders with creatures from beyond our world, or from its hidden recesses.

In AD 30, disaster struck with the death of the Christian Messiah, Jesus of Nazareth.  The flow of mana upon which the Petrans depended so heavily stuttered and then began to slow.  Great consultations were held and the opinion was advanced that the growing problem was the first move by the Roman Empire to destroy Petra.  Efforts were made to stem the tide, but to no avail.  After some research it was determined that the Earth itself was largely non-magical and that the power drawn upon by sorcerers was largely of non-terrestrial origin.

Before the Petrans could adjust, the Romans attack the Empire in the 80s and defeated the disorganized and demoralized Nabateans.  Petra fell and the great schools of Magical thought and learning were put to the torch.  The Empire became the Roman province of Arabia Petraea and the capital was moved to Bostra in the north.

Under Rome trade improved, but sorcery was banned.  Trade and traders drifted north to the Roman cities of Jerash and Palmyra.  An attempt to revive the study of sorcery in the early fourth century was put down when a Christian bishopric was established in the city.  This caused a breakdown in the transmission of the magical knowledge needed to maintain the agricultural system for the city.  Throughout the next century the population steadily dropped.

In the 600s the conquests of Mohammed closed the southern trade routes and upon the Prophet's death the remaining trickle of mana ceased completely.  Without the minimal sorcery maintaining the irrigation and water systems, the city began to die at last.  The Arabic conquest of the Levant and the ensuing siege and sack of the city reduced the population to a bare two thousand.

In the 800s the struggling city received another major blow when an earthquake toppled the remaining free standing buildings and the remains of the irrigation system.  Unable to feed itself, the death of the city was complete.  In 1107 only two hundred Petrans remain in the ruins of their ancient capital.  Inbreeding and a lack of sorcerous aids to childbirth have reduced their birthrate to nil.  The last baby to live out its infancy was born in 1100.  All since have died either in birth or soon after.

Major Non-player Characters

Character Name: Baron Guifred von Karlsruthe, Master of the Knights of the Hospital of Saint John.

Class: Warrior

Level: 8th
Race: Human

Sex: Male

Age: 32


Height: 5' 8"

Weight: 192lbs

Speaks: German, French, Italian, Latin and Nabatean

STR 18/56
HP (+2) DA (+3) WA (160) MP (305) OD (13) BBLG (25%)

DEX 17

RA (+2) MAA (+2) DA (-3)

CON 18
HPA (+4) SS (99%) RS (100%)

INT 16

#L (5) SL (8th) CLS (70%) MSL (11)

WIS 10

MDA (+0) BS (0) CSF (15%)

CHA 19
M#H (20) LB (+10) RA (+8)







Saving Throws

Hit Points: 112




P/P/DM: 10
Pt/Pl: 11

Armor Class: 2




R/S/W: 12
Breath: 12

THAC0: 13




Spell: 13

Special Abilities




Weapon Proficiencies

Combat Totals

Attacks/Round: 2/1 (w/Bstd Swd)


Bastard Sword (specialized)
+4 hit, +6 dmg

Attacks Round  3/2 (Other Wpns)


Horseman's Mace

+2 hit, +3 dmg







Lance



+2 hit, +3 dmg







Dagger



+2 hit, +3 dmg

Equipment




Battle Axe


+2 hit, +3 dmg

Great Heaume w/ Chain coif

Large Kite Shield w/ Blazon


Non-Weapon Proficiencies
Skill Roll

Cotton padding undergarment


Heraldry


16

Loose Robes & cowl



Horsemanship


13

Medium War-horse



Etiquette 


19

  (3+3 HD, HP: 24, AC:7, 3 attks/round,1d8 each)
Intrigue



14

War saddle & gear



Religion



10

Light Lance (1d6/1d8)



Siege Engineering

13

2x finely made daggers & sheaths (1d4/1d3)

Horseman's mace & sling



Magic Items

Old nicked and stained Battle axe (1d8/1d8)
+2 Chain mail (Damascene)

Sheath for bastard sword



+1 Bastard Sword (Damascene) (1d8/1d12)

An ancient scroll, scribed in Nabatean,

 closed with heavy lead seals.

Squire (Willem Keels, 8HP, 1HD, AC:6, Dagger (1d4/1d3))

Water flagon

Character Notes

Baron Guifred is a tall, dark-haired, slim German of considerable breeding and poise.  He dresses well and is witty and elegant.  He is also very strong and quick and one of the finest warriors in the entire Kingdom of Jerusalem.  Since arriving in 1096 with Godfrey of Bouillon’s army he has done very well.  During the siege of Jerusalem he was master of engineers in the forces commanded by Godfrey.  Following the election of his liege to the Kingship, he was made Baron of Tyre.  When Godfrey died in 1100 and his brother Baldwin was made King, Guifred was removed from the Barony of Tyre - as he had become a Hospitaler in the interim.  This has not set well with the devious Guifred and now he plots to bring Baldwin low and achieve mastery over all the Holy Kingdom.

Guifred first made the acquaintance of the Petran necromancer Abd ul-Mejid during the clamour of the sack of Jerusalem.  The necromancer, who had been trapped in the city by the arrival of the Crusaders, had been cornered by Guifred's men in some rooms in the Armenian Quarter.  Guifred quickly realized that a live sorcerer might be more useful than a dead one and an 'arrangement' was reached.  Since then, the two have found each other of a common mind and scheme to gain terrible powers.  The Damascene chain mail was a gift of Ul-Mejid's, in recompense for saving the sorcerer's life.  It is very light and strong.

The Greek Scroll, now carried in Guifred's saddlebags was recently delivered to the Baron by a Greek agent of his - who managed to acquire it, at great personal expense, from a monastery library in Constantinople. The scroll contains the description of various rituals designed to make an extra-planar object vulnerable to local attack.

Guifred treats his men very well and they all, even those who have only served under him for a little time, worship him.  In battle he is a courageous leader.  Though he has not had a great deal of experience with leading large armies, he learns with frightening rapidity and rarely makes mistakes.  Unlike his Lieutenant Lukaas, he is very calm and assured under pressure.

Character Name: Sir Lukaas Solvengson, Knight-Bannerette of the Hospitlars, Liegeman of Baron Guifred

Class: Warrior

Level: 6th
Race: Human

Sex: Male

Age: 27


Height: 5' 4"

Weight: 200lbs

Speaks: German, Swedish and lots of Arabic curses

STR 17

HP (+1) DA (+1) WA (85) MP (220) OD (10) BBLG (13%)

DEX 15

RA (-0) MAA (+0) DA (-1)

CON 15
HPA (+1) SS (90%) RS (94%)

INT 12

#L (3) SL (6th) CLS (50%) MSL (7)

WIS 5

MDA (-1) BS (0) CSF (40%)

CHA 16
M#H (8) LB (+4) RA (+5)







Saving Throws

Hit Points: 66




P/P/DM: 11
Pt/Pl: 12

Armor Class: 4




R/S/W: 13
Breath: 13

THAC0: 15




Spell: 14

Special Abilities




Weapon Proficiencies

Combat Totals

Attacks/Round: 3/2 (Great Axe)


Great Axe (specialized)

+2 hit, +3 dmg

Attacks Per Round 1/1 (Other Wpns)

Lance



+1 hit, +1 dmg




Longsword


+1 hit, +1 dmg




Dagger



+1 hit, +1 dmg

Equipment

Great Axe (Varmsrotter) (1d8+1/1d8+3)

Non-Weapon Proficiencies
Skill Roll
Chain mail w/ padding



Horsemanship


12

Medium Kite Shield



Heraldry


12

Half-helm w/ chain coif



Animal Handling

12

Medium Horse Lance (1d6/2d6)


Hunting



5

2x daggers in plain leather sheaths (1d4/1d3)

Medium War-horse (3+3HD,HP: 20,

Magic Items

AC: 7, 3 attacks/round, 1d8 each)

Ring of Bastis (Egyptian artifact, grants 60' 

War saddle & gear



night vision, NOT infravision)

Wine flagon

Blanket roll

Squire ("Gus", 19 year old German boy, shock of red hair, sullen)

Character Notes

Sir Lukaas began his career as a knight by being banished from Sweden by the Jarl of Svealand; traveling down through Denmark into the Holy Roman Empire he fell in with various brigands and finally into one of the jails of Aachen.  There, Guifred found him and arranged his release.  Since then Lukaas has served Guifred as faithfully as any dog.  He was knighted three years ago in Tyre and now serves as Guifred's first lieutenant.  Sadly, Lukaas is not even tempered and given to beserk rages in battle.  He is also quick to take offense and quicker to strike out.  He often strikes his squire, Gus.  Lukaas is also a heavy drinker.  He does follow orders effectively, though he usually sticks to the letter.  He is devoted to Guifred and would never betray him.

Character Name: Abd ul-Mejid, Petran Necromancer and King of Nabatea

Class: Mage/Necromancer
Level: 9th
Race: Half-Drow


Sex: Male

Age: 52



Height: 5' 11"

Weight: 165lbs

Speaks: Nabatean, Latin, Greek, Arabic and Demotic Egyptian

STR 9

HP (+0) DA (+0) WA (35) MP (90) OD (5) BBLG (1%)

DEX 13

RA (-0) MAA (+0) DA (+0)

CON 9

HPA (+0) SS (65%) RS (70%)

INT 16

#L (5) SL (8th) CLS (70%) MSL (11)

WIS 16

MDA (+2) BS (2nd) CSF (0%)

CHA 14
M#H (6) LB (+1) RA (+2)







Saving Throws

Hit Points: 36




P/P/DM: 13
Pt/Pl: 11

Armor Class: 10




R/S/W: 9
Breath: 13

THAC0: 18




Spell: 10

Special Abilities




Weapon Proficiencies

Combat Totals
Casting Capacity: 



Dagger



+0 hit, +0 dmg

  4L1, 3L2, 3L3, 2L4, 1L5



Whip



+0 hit, +0 dmg

1st Level

Cantrip





Non-Weapon Proficiencies
Skill Roll
Chill Touch




Literacy (Nabatean)

17

Detect Undead




Spellcraft


14

Alarm





Astrology


16

Shield





Literacy (Greek)


14

Shocking Grasp

Read Magic




Magic Items

Detect Magic




+1 Dagger (1d4/1d3,black, evil, glows dull red)

Protection from Good 

2nd Level
Whip of Pain (1d2/1, save vs. R/S/W or be 

Spectral Hand
immobilized by hideous pain for 1d6 rounds).

Darkness, 15' Radius

Levitate
Wand of Polymorph (ray effect only, Ul-Mejid

Detect Good




must make a DEX roll to hit with it, then the 

Web





target gets a save)

Flaming Sphere

Summon Swarm




Drowic Abilities

Alter Self




20% Magic Resistance

3rd Level




30' Infravision

Feign Death




Intrinsic Spell Abilities:

Hold Undead




 Dancing Lights (1/day)

Vampiric Touch




Faerie Fire (1/day)

Dispel Magic




Darkness (1/day)

Wraithform

Monster Summoning I (2d4)


Equipment

Phantom Steed




Long tattered dusty black robes

Melf's Minute Meteors



Worn black skullcap

4th Level




Worn leather sheath for dagger

Contagion




Sandals

Enervation




Leather shoulder bag w/ lock

Minor Globe of Invulnerability


Cotton bags with components

Monster Summoning II (1d6)


Flint and tinder

5th Level




Six canoptic jars swaddled in wool,

Contact Other Plane



 containing various bodily remains.

Animate Dead

Monster Summoning III (1d4)

Summon Shadow

Monster Summoning Tables

Roll (1d10)
Summoning I


Summoning II


Summoning III

1

Ghouls



Death Dogs


Bugbears

2

Goblins



Hecuvai



Duergar Dwarves

3

Hobgoblins


Large Scorpions


Drow Warriors

4

Kobolds (3d4)


Huge Spiders


Ghasts

5

Orcs



Troglodytes


Kenku

6

Skeletons


Zombies


Wererats

7

Large Spiders


2HD Skeletons


Orog Orcs

8

Giant Rats


Gnolls



Giant Lizards

9

Giant Ants


Stirges



Sandling

10

Huge Bats


- Nothing -


- Nothing -

Character Notes

Abd ul-Mejid is the last of the Petran sorcerer kings.  Though his ancestors wielded terrific powers and ruled a far-flung domain along the Arabian Sea, this last descendant governs only a few hundred pathetic farmers huddling in the ruins of their once great city.  A tall, thin, handsome man, Ul-Mejid shows little of the Drowic ancestry of his people.  He is well versed in the classics, and speaks several languages fluently.  His bearing is regal, as befits a Prince, and he rarely speaks in haste or anger.  He sports a thin mustache and ties his hair back with a black leather coif.  He habitually wears long robes, now tattered through constant travel, and a worn leather skullcap.  Despite his fallen fortunes, Ul-Mejid has made himself the most powerful sorcerer on Earth.  By terrible sacrifices he has made contact with the oldest of his people's patrons in the underworld, the Demon Prince Axlotl.  Though Earth is mana poor and the creatures of the outer world cannot easily pass into it, Ul-Mejid has created a ritual that will allow Axlotl (with the proper sacrifices) to open a gate from the Abyssal Planes to Petra itself.  Once effected, mana will pour through and restore the land.  Petra, with Ul-Mejid as its King, will once more rule.

Ul-Mejid is utterly committed to his vision of Petran grandeur.  If he can pull it off, his people will flourish once more - and even more importantly the Lady Ille, Ul-Mejid's beloved, will be able to bear children.  Like far too many of the Petran women, she is barren and unable to conceive.  Thus, this plan is the last hope of the Petran people.  He is determined not to fail.

Character Name: Ghazi ibn-Saud, Petran War Leader, Right Hand of Darkness

Class: Warrior

Level: 5th
Race: Half-Drow

Sex: Male

Age: 34


Height: 5' 8"

Weight: 178lbs

Speaks: Nabatean and Arabic

STR 17

HP (+1) DA (+1) WA (85) MP (220) OD (10) BBLG (13%)

DEX 18

RA (+2) MAA (+2) DA (-4)

CON 12
HPA (+0) SS (80%) RS (85%)

INT 10

#L (2) SL (5th) CLS (40%) MSL (7)

WIS 9

MDA (+0) BS (0) CSF (20%)

CHA 15
M#H (7) LB (+3) RA (+3)







Saving Throws

Hit Points: 43




P/P/DM: 11
Pt/Pl: 12

Armor Class: 2




R/S/W: 13
Breath: 13

THAC0: 16




Spell: 14

Special Abilities




Weapon Proficiencies

Combat Totals

Melee Wpn Attacks: 1/1



Scimitar



+2 hit, +2 dmg

Missle Wpn Attacks: 2/1



Short bow (Specialized

+6 hit, +4 dmg

15% Magic Resistance



Dagger



+1 hit, +1 dmg

30' Infravision

Spell-like abilities:



Non-Weapon Proficiencies
Skill Roll

 Darkness (1/day)



Bower/Fletcher


17

 Faerie Fire (1/day)



Tracking


9

 Dancing Lights (1/day)



Hunting



9







Desert Survival


13

Equipment

Long robes




Magic Items

Kaffiyeh (headcloth)



+2 Drowic Chain mail

Bronze war mask (Demon-face)


+1 Short bow

2x daggers & sheaths (1d4/1d3)


+1 Scimitar (Damascene) (1d8/1d8)

Box Quiver of 20 flight arrows (1d6/1d6)

Round medium shield w/blazon

Steel cap w/ chain mail coif

Light war-horse

Saddle & tack

High leather boots w/spurs

Scabbard for scimitar

Ring mail gloves with spikes (+2 on punching)

Character Notes

Ibn-Saud is the right hand of the Petran Sorcerer, Ul-Mejid.  He is an outcast Arab who wandered into Petra about eleven years ago.  Though an outsider, he was accepted into the community on the strength of his ability with a blade and bow.  Since then he has proved himself the finest fighter in the ruined city.  Ul-Mejid has made him captain of the city guard and, when contact was first made with Axlotl, Ibn-Saud was the first to pledge to the compact.  In return, Ibn Saud became a Petran in body and soul - thus his intrinsic powers.  Since the ceremony he constantly wears a bronze demon mask or a heavy scarf to conceal his 'inhuman features'.  Also since the ceremony he has grown distant and rarely speaks unless spoken to.  His orders are curt and to the point.

Unknown to Ul-Mejid, a serpent has crawled into the bosom of the New Petra.  For years now, Ibn-Saud has loved the Lady Ille, even to the point of becoming one of her race.  Sadly, the lady loves only the Lord Ul-Mejid and will have nothing to do with this outlander, even if he now sports the power of her kinfolk.  Thus jealousy works at the heart of the Arab.  He has suffered, in truth, no bodily disfigurement, no scars, no scales.  But in his heart, the son of the Prophet's tribe knows that he has cast all away and has gained nothing in return.  A bitter despair is his only recompense…

Part I - The Road To The Citadel Of The Dead

An Audience with Cardinal Fortuna and Bishop Mixalos

The date is Wednesday the 28th of March, 1107 Anno Domini.

The party is initially gathered from the various churches and inns of Bethlehem by servants of the Cardinal. They are then led to the Monastery that adjoins the Church of the Nativity on the western side. They are shown through a quiet garden-filled inner courtyard into cool dim halls on the other side. The first time the group meets each other is in a small atrium outside of Fortuna's office. A few moments later, they are shown into a large and airy room. Windows on the northern wall are partially open, revealing another courtyard filled with flowers. A large desk dominates the chamber. It is covered with papers and books. There are three chairs placed in front of the desk.

Mixalos is standing by one of the windows, staring pensively out at the distant heat-shrouded hills. Fortuna is sitting behind the desk, his long face creased with worry. When Golonza, Carl and Harold have taken the offered seats and introductions are made, Fortuna will request their help and give them the following briefing:

Read Aloud To Players:

“As you know, the True Cross is in the process of being moved from the Monastery of Saint Basil in the Sinai to the Church of the Holy Sepulcher in Jerusalem, there to be placed under the care and guardianship of the Kingdom of Jerusalem.  This effort has been sponsored by His Grace King Baldwin and by the Roman Church, as represented by myself.  The intent of this effort has been to better safeguard this holy relic.”

Mixalos snorts and continues to stare out the window.  Fortuna glares at him and continues.

“Unfortunately, a day ago the caravan carrying the Cross was attacked at Abu Kheit Wadi, just south of the town of Hebron.  The knights escorting it were slain and the drovers and animals scattered.  The cross, as well as other objects of worth, were taken and the raiders vanished back into the desert from which they came.  This news reached me about three hours ago.  It is of surpassing importance to recover the cross immediately.  I have determined, therefore, to dispatch a small group of skilled knights and men to recover it from these brigands.  If you are willing to aid the cause of God, I beseech you to take up this quest.”

Fortuna awaits the characters' response.  Presumably Carl will accept it with due gravity and Harold will eagerly assent.  Should Golonza demur, the Cardinal can mention his questionable profession and the interest of the Holy Inquisition in sorcerers, Then…

“This much we know from an Orthodox monk who escaped the slaughter and made it to Hebron before dying; that the raiders number some twenty men, and they were riding desert horses and in the garb of the Saracen.  They attacked the caravan yesterday evening at sunset.  Sir Wulf, the bailiff of Hebron, received word of the attack an hour or two later and immediately dispatched a rider to me.  I have sent word to Jerusalem, but swift action is needed to rectify the situation.”

Fortuna is not going to give them a detailed explanation of the political situation or his personal life – that is not in his interest - and will urge them to get on the road as quickly as possible.  Mixalos remains silent throughout the entire conversation and leaves immediately after.

Hanging out in Bethlehem

The characters have nearly all of the equipment that they should require; however, they can waste as much time in Bethlehem looking for gear as they would like.  The town is small and perched on the top of a high hill.  The buildings are clustered densely together and the focal point of the town is the square in front of the Church of the Nativity.  Nearly all of the shops there sell religious trinkets, books, curios and 'artifacts'.  Talismans, charms, holy water and so on can be easily acquired - though none of it has any true power.  If the players attempt to acquire a map they can purchase the one included in the map packet for the paltry sum of 2 ducats (gp).  It is hand-drawn and badly lettered.  It was also in a fire once and suffered therefrom, but it's all that's available.

Mixalos will retire to the Byzantine prefectory - which is across the square, in an unremarkable building on a side street between a rug shop and a tin ware store.  Should one of the characters request an audience, his servant will admit them and show them upstairs into a dark and cluttered office.  The Patriarch will answer their questions curtly and advise them that their countrymen are not wholly on the side of God.  With a smirk, he will warn them that the Arabs are more honorable than the Crusaders.  Mixalos does not know that Guifred von Karlsruthe is behind the plot, nor does he know of the Petrans (other than from ancient history).  If pressed he might speculate that Ludvig of Beersheba might profit from the theft of the cross and the ensuing embarrassment to Baldwin.

GM Note! If this information comes to the attention of the players, they may be convinced to not follow the trail carefully from Abu Kheit and instead, follow the reported direction of raider movement west to Beersheva. In pursuit of "Ludvig's raiders".  This should be allowed, though you'll have to improvise their adventures in Beersheva and Ludvig's domain.

Investigations at the Abu Kheit Wadi

By horse it takes a day of hard riding to reach Hebron. The road is good and winds down through barren hills. There are no large mountains to cross and the road winds down the Beit Ummar valley along the slopes of the Ain el-Arrub hills. Various small villages dot the plain, and the party passes the oasis of Solomon's Pools on the left side of the road only two hours out of Bethlehem. Orchards of olive trees and fields of wheat and barley line the road. The entire valley is the domain of Wulf of Hebron. The only people they are likely to meet on the road are farmers with livestock and a few passing Egyptian merchants.

Upon reaching the bustling town of Hebron (El Khalil to the Palestinian natives) they are met at the northern gate by two German sergeants in the household of Sir Wulf Hohenstaufen.  They are informed that the baron will meet them at the Gaza tower on the southern end of town. If it is evening when they reach Hebron they will be given lodgings at the tower (where the Baron has his administrative offices). Otherwise, the large and hearty Wulf will meet them there and offer to take them to Abu Kheit himself, or send two of his Palestinian scouts to show them the way and the site.

Abu Kheit is a large dry wash - or wadi - about six miles south of Hebron. A few buildings stand on the Hebron side of the crossing - an inn, a stable and two houses. The natives have cleared out due to the trouble, leaving only a scrawny goat or two. The sides of the dry river are lined with palms and olives, as well as a lot of scrub brush. One of Wulf's sergeants (a Burgundian) is here, with a corvee of six laborers, to bury the bodies of the slain. A priest is supposed to come from Bethlehem, but has not arrived as yet, to sanctify the ground and read a mass for the dead. Wulf, once he realizes that Carl is a priest, will request that these services be performed.

The scene of the crime lies at the southern edge of the wadi. The following will be apparent to Fingold or Manwys, should they examine the scene:

Apparently, the caravan was allowed to enter the sandy bottom of the wadi and then a tree was felled behind the last wagon. Mounted men then charged out from behind the inn and fell upon the guards from the front. A fierce fight ensued before the guards were slain. At the same time, other attackers fired on the wagons with arrows, killing the priests and drivers. A few of the servants escaped, along with one monk - who later died of his wounds.

The tracks of the assailants are of two kinds - small unshod horses (desert ponies) and larger shod horses (chargers). A successful Tracking Roll will reveal that the shoes of the horses use German-style square-headed nails, rather than the circular style favored by the Arabs and Normans. The attackers then departed to the west along the wadi in the direction of El Majd (a small village twelve or so miles to the west over a range of hills).

Should they be examined, the arrows are of Edomite make.

Wulf is of the opinion that the attackers are raiders out of the Saracen fortress of Gaza - far to the west on the Mediterranean - and that they will try and make for the deep Negev to avoid the Crusader castles at Beersheva and Ashkelon.

There is a conspicuous lack of natives about. The sergeant commanding the burial detail relates that they always head for the hills when trouble occurs, to avoid reprisals.

Across the Desert

Careful tracking on the part of Fingold shows that the attackers traveled west from Abu Kheit through the Duran hills to the town of El Majd. No apparent effort was taken to obscure their trail and it leads clearly over hill and dale to the tiny village. The locals are reticent and reclusive. Should one be questioned, he will say only that: “the desert wolves came by night and left at dawn, heading west.”

Should Carl spend any time in the town, he will become convinced that something or someone evil recently passed through. There is, to him, an almost palpable sense of darkness clinging to the whitewashed buildings. It seems to have passed, however, leaving behind only a troubling memory.

The trail from El Majd does start out west, but beyond the town it turns sharply south and then back east and passes to the south of the village and into the tumbled wasteland of the southern Duran hills. Here the trail is obscured and hard to follow (a tracking roll at +2). It runs roughly southeast back over the Duran hills, across the road to Hebron - and along which the monks traveled several days before - and then parallel to the road from Hebron to Eshtemoa.

At Eshtemoa the locals are still discussing the strange party of travelers that had arrived on the night of the 28th. Apparently, they arrived well after dark with tired horses, booted the innkeeper out of his home, moved in, slept, and then departed again at first light, taking all the wine, cheese, figs and dates that were in the inn. One youth reports that the strangers were “Rumish” [Roman or Byzantine in the local parlance], while another argues that they were Edomite raiders. Everyone agrees that they acted in a suspicious manner and were in a big hurry. There are no supplies to be had here, save water.

From Eshtemoa the trail is fairly clear. Following a shepherd's trail south through the jagged crags and tumbled ravines of the Adasho hills to the deserted ruin of Tel'Arad. There the remains of a largish camp are clear. Another tracking Roll (no modifier) can determine that the attackers camped here for a full day or so and ate the wine, cheese and figs from Eshtemoa. Both types of horses were here, and someone wearing a blue woolen tunic stood guard on the top of the remaining intact building in the ruin.

One oddity stands out. In the rear room of the intact building there is a pool of still-wet blood on the floor in one of the corners. Despite the desert heat, it has not dried. This peculiar remnant was left by the True Cross, which occasionally seeps the blood of the Messiah from its pores. Anyone touching or tasting the blood will collapse to the ground in a sudden faint and experience a vision:

A dull blue sea shimmers under a hot sun. A dove wings above the slow surge of the waves. The viewer floats in the heat, suspended in the heavy water. In the distance a great tower looms. There is the faint sound of battle. Voices cry out for salvation. The viewer rises from the waters and speeds over a desolate land. A great mountain surrounded by the fume and smoke of battle rises from the plain. Atop the mount a burning white light is distinct, even in the glare of the sun. The viewer sweeps low over the rooftops and trees of a great city towards the light. Suddenly it is cut off and darkness falls upon the land like a shroud.  Something enormous moves in the darkness and…

The character experiencing the vision wakes with a shout, covered with sweat and trembling.

GM Note: The handout (The Vision of the Blood) with the vision on it should be given to the player whose character experiences it, and then retrieved. The receiving player only gets to read it once, and must then remember it as best he can. The player should not be allowed to write it down.

From Tel'Arad the trail is plain and turns a little north and east to the top of the Zeelim wadi.  The dry river then runs down through ever-higher cliffs and an ever narrower canyon to the plain at the edge of the Dead Sea. At the end of the wadi, as it comes out of the high sandstone cliffs of the canyon, there is a tumbled old building - little more than a ring of stones - set against the northern cliff face. A shallow cave lies at the back, and there are the remains of many, many fires. During the day the cave and old fort lie in shadow. It is apparent to the trained eye that the attackers camped here for a day, in the shade under the cliffs. Here the trail turns south and runs along the base of the cliffs in a southerly direction to the mesa of Masada.

GM Note: If the party passes through the canyon mouth on or after the 2nd of April, then the Petran scouts from Masada will attempt to ambush them as they examine the camp in the old fort. There are six Petrans snooping around, and they will attempt to kill the party's horses with arrow fire before scampering back to Masada to warn Lukaas. Should one (or more) be captured, they will say, nothing, preferring to die first. Fingold will be able to tell almost immediately that they are partially Drow, will be filled with an overpowering rage and an intense desire to kill them in the most gruesome way possible.

Masada ~ The Citadel of the Dead

General Description

The plateau of Masada is a high, wedge-shaped, mesa that lies about three miles from the western shore of the Dead Sea. Its north-south axis is about six hundred yards long and three hundred wide at the middle.  It tapers at the northern and southern ends.  The southern half of the mesa is bounded by a wide valley, with a dry stream running down the middle.  At the north-western corner of the mesa, a plateau almost abuts the base of the mesa.  Once a stream ran along the base of the mesa cliffs and thence down to the Dead Sea.  However, during the Roman siege of 72-73 AD, a large siege ramp was built from the plateau up to the top of the mesa.  This served to dam the stream and to block one of the aqueducts leading to the cistern network (see next item).

The slopes of the mesa rise at about 45 degrees from the streams bounding the western, eastern and southern sides for about three hundred feet of vertical distance.  Cliffs then begin and rise another two hundred feet to the top of the plateau.  The northern side of the mesa is essentially sheer cliff from top to bottom.  To the north and west the plain at the base of the mesa runs to the Dead Sea and is pretty much flat.  The aforementioned plateau rises to the west beyond a shallow canyon containing the dammed stream.  To the south there is a rugged steep-sided canyon, beyond which rises another, larger, mesa that abuts on the Nar Ben Yaif mountains.

The fortress of Masada was first built by King Herod of Judea as a refuge and a vacation palace, in 43 AD. Herod feared the power of the Nabatean Petrans to the east, and the rebellious nature of his own subjects. He sought, therefore, a remote and unassailable fortress to which he could flee if worst came to worst.

In 72 AD, after the Jewish revolt had been crushed by the Roman Emperor-to-be Vespasian, his son Titus laid siege to the mesa. At that time it was occupied by Jewish rebels, the Zealots, who had escaped the destruction of Jerusalem.

The Siege Ramp and Aqueducts

The most apparent artifacts that can be seen as the party approaches Masada are the massive siege ramp on the north-western corner of the mesa and the two aqueducts that run from the western reaches of the stream along the western plateau and then along the side of the mesa cliffs to empty into the cisterns under Herod's Hanging Palace.  The stream shows the remains of a large diversion dam about a mile to the west of the mesa (just before it splits to pass on either side of the mesa).  Water halted by the dam would then flow into the aqueducts and run into the cisterns.

The ramp is passable all the way to the very top, where some of it has fallen away. If Lukaas has had sufficient time, the top of the ramp will be restored to such a degree that horses can be brought onto the top of the mesa.  Otherwise the horses for his party will be stabled under Petran guard in the trees lining the stream in the southern valley.  It takes about a half-hour to climb the ramp to the top.

The Roman Fortifications

During the siege of 72-73 AD, the Roman general Titus constructed a massive circumvallation, or encircling fortified wall, around the western, northern and eastern sides of the mesa.  Various fortified camps were also built at regular intervals and on the mesa overlooking Masada from the south. All of these edifices have since fallen into ruin and are visible only as long mounds and various regularly placed elevations and depressions. It is unlikely that the party will find interest in excavating the Roman ruins; but should they do so, they will find a varied set of cooking pots, coins and other rubbish.

The Snake Path Gate

Other than the ramp, the only access to the top of Masada is via a narrow, twisting path that runs up the north-eastern face of the mesa.  This is the Snake Path and it twists as such.  It is very hard to find and is known only to the Petran scouts with Lukaas.  Extensive searching would be required to find it.  It takes about an hour for a fit person to ascend the path to the small gate in the rampart at the top.

The Cliff Top Rampart

When Herod's engineers finished his fortress atop Masada in 43 AD, they included a twelve-foot high double casement wall that girded the top of the mesa, except for the cliff tops around the northern palace complex. In addition to the walkway at the top and a crenellated battlement, the wall contained a series of rooms between the double walls.

At this point (in 1107 AD), the vast majority of the rampart has fallen into ruin.  The only parts still standing are at the Western Gate and the Southern Bastion, where the original were built up during the siege in 72-73 AD. The Snake Path Gate and the Water Gate exist only as tumbled piles of debris.  Though difficult to move through due to the jumbled boulders and paving stones, it does not present any particular cover for persons attempting to cross it.

The Western Gate and the Crusader Rampart

Unlike most of the rampart, the walls covering the West Gate are still intact.  Two towers rise above the end of the Roman Ramp, each about fifteen feet high.  The southern one has been restored enough that a Hospitaller guard can mount a watch. During the day, a blanket forms a sun-shade. At night, a small fire is lit in the corner of the stone floor.  A Hospitaller Sargent is usually on guard here.

The large guard building that once adjoined the gate and the Western Palace has completely fallen into ruin, leaving only isolated pieces of wall standing.

At the top of the Roman Ramp, a secondary ramp has been constructed by the Hospitallers so that horses can be brought onto the mesa.  In addition, a stairway climbs the twelve feet from the top of the Roman Ramp to the Gate.  It is wide enough for one man to pass at a time and is a relic of the Roman garrison stationed here in the time of Emperor Diocletian.  The gateway at the top of both ramp and staircase is wide enough to admit two men abreast.

Herod's Western Palace

This once magnificent building has suffered in the intervening years.  It was burnt at the end of the 72-73 siege and was never rebuilt.  As a result, the top two floors have collapsed into the lower, making a huge mound of rubble about twelve feet high.  There are two internal courtyards, which are mostly choked with rubble.  Footing is dangerous on the mound, requiring a 3d6+3 check against Dexterity for each round of movement.

The Swimming Pool

An odd anachronism from the time when the top of Masada was a well watered garden, complete with orchards and grass.  It now consists of a low wall with mosaics around a large (20' by 20') bathing pool.  The bottom three feet of the pool is now filled with blown in debris, but the marble walls and motifs can still be seen around the sides.  The small building to the south is mostly in ruins, but the remains of a beautiful oceanscape can be made out in the cracked mosaics of the floor.

The Two Small Palaces

Both of these buildings, and the various extensions built by the Zealots during the siege, have also suffered.  The more northern palace still retains its exterior walls, but the roof and interior have collapsed.  The southern palace is entirely in ruins.

The Byzantine Mosaic Workshop

Built in the 600s, this building is still in pretty good shape.  It has only one room, but all walls and the roof are still intact.  The tables that once existed here for the mosaic workers to work at are long gone into the fires of passerby, but the floor is still covered by hundreds of brightly colored stone chips.

The Eastern Water Cache

Once a tile-lined pool to collect run-off from the northern expanse of the mesa top.  It is now choked with rubble and dust.  The remains of once expensive orchards and gardens can still be made out throughout the northern quarter of the mesa top.  The old irrigation system, however, has fallen into utter disuse and the trees were long ago cut down for firewood.

The Zealots' Living Quarters

Constructed as they were from mud and straw, these buildings have long since been reduced to nothing but irregular mounds in the dirt.

The Mikve and the Southern Water Gate

This particular part of the casement wall is roughly intact and was modified into a Jewish ritual bath (a mikve). The roof is crumbling and will soon collapse into the pool, but the remains of the immersion pool and the catchment to fill it remain.  Due to the residual effects of the ceremonies once performed here, spells cast within the pool have a +10% to their chance of success.

The ruins around the southern gate were also built by the Zealots from mud and have been long since ground down by the elements. The water gate leads out onto a path that runs down the southern face of the mesa about thirty feet to a series of ledges that contain entrances to various shallow caves.

The Cliff Caves

During the siege, many of the Zealots lived here, in these caves and left behind numerous personal artifacts.  The caves are fairly large and dry.  There are a few desert bats now roosted in them, and plenty of evidence - in the form of soot staining - of human occupation.  In the back of the third cave from the path, there are the bodily remains of six Zealots, now reduced to naught but bones and tattered garments.

The Huge Underground Cistern

In Herod's time, the runoff from the top of Masada was collected in the cache pool at the eastern edge of the mesa and here.  Various collection canals ran from the various courtyards and from the rampart tops to fill this large chamber.  A narrow stairway runs down from a crumbling, block-house-like building, into this 30'x 30' x 60' chamber.  It is very dark and has a muddy floor.  Curious persons digging in the mud on the floor will find scattered human bones and other relics of the siege.  At the end of the Roman Siege the remaining Zealots gathered here and committed suicide.

If investigated after the rains on the 3rd of March, it will have about a foot of water in the bottom and a good foot of mud under that.  Persons hanging about in it after dark will feel it fill with a curious chill and then hear the lamentations of the martyred Zealots.  When ghostly forms begin to rise from the ooze it'll be time for Wisdom Checks all round!

The Southern Bastion

At one time this edifice consisted of a thick-walled three storied building overlooking the southern canyon and the escarpment above.  Now, it has suffered the loss of the roof and the floor of the third story.  The first floor remains intact, though soot-stained.  The second floor and the stairs leading up to it are choked with debris.

The first floor contains several rooms (now without doors) and a cistern in the back, nearest the wall.  An open stair also runs from the back of the first floor onto the rampart.

The Byzantine Church

This structure, of all those atop Masada, is in the best shape.  Built in the 600s by a group of Byzantine monks, it retains its roof, walls and altar.  The Hospitallers have taken it over as their dwelling while here on Masada.  Their horses are stabled in the ruins of the Apartment Building.  The doors are intact, as are most of the windows.

During the day, unless Lukaas has them sweating in the sun rebuilding the cisterns or the top of the ramp, the Hospitallers will be hiding out here in the cool church, playing at dice or telling outrageous stories.  This means that there will usually be all five knights here, and six of the men-at arms.  The five squires will be scattered between the Apartment Building - where they'll be tending the animals or hauling water - and here.  Lukaas spends his days poking through the ruins of Herod's Hanging Palace or the ruins near there.  One of the men-at-arms will be at the Western Gate and one at the Water Gate, keeping watch.

The Apartment Building

Previously the largest building on Masada dedicated to housing people, the once two storied structure has now lost most of the upper floor.  The bottom floor is intact and currently serves as the stables for the Hospitallers.  The squires sleep here at night so as to keep an eye on the various animals - a total of nineteen horses and three pack mules.

The upper floor is very unstable and will collapse if someone walks on it.  The room indicated on the small map as having a hoard of silver shekels does indeed have three hundred of them (each equivalent to a silver penny) buried under it.

The structure in the center of the courtyard is the remains of an old Byzantine shrine.  It has long since lost any power it might have had.

The Administrative Building

During Herod's time this edifice was a large one-story structure that housed the offices of the court.  Now, however, it has completely fallen into ruin, surviving only as a scattered set of standing columns, partial walls and tumbled piles of debris.  During the day Lukaas often wanders about here, looking for 'treasure'.

The Storerooms

In a similar state of ruin as the Administration Building, these two buildings consist of long parallel lines of collapsed walls.  Between the rows of stone the remains of amphorae and urns can be seen.

The Large Bath-House

Built on the plan of a traditional Roman bathhouse, this edifice has also survived the centuries since Herod's time - at least to the extent of its exterior and interior walls.  The Petrans have taken it over to house themselves and their horses.  By day, they are invariably out scouting the surrounding countryside for snoopers.  By night, they cluster in the bathhouse to worship their devilish gods. As a result the walls are now scrawled with invocations to Axlotl and the other demon-princes.  A small altar has been built in the northern recess of the caldarium and is strewn with sacrifices - small birds, rabbits, etc.

The horses are quartered in the courtyard outside, as the wall around it is well preserved.  The frigidarium and apoditerium were once opulently decorated, but have been stripped of their once magnificent mosaics.

The Hanging Palace

This structure steps down the northern face of Masada with three tiers.  An exterior stairway runs down the western side of the three levels, allowing access.  This is entered from a small side gate on the square fronting the bath-house.  Portions of it have fallen away over the centuries and it is rather dangerous to traverse.

The highest terrace, which is composed of a vaulted building with several large rooms (now open to the sky and filled with broken roof), sits at the highest point on Masada.  Once grand doors lead into a central room.  A semi-circular arcade, complete with columns and benches then fronts to the north.  A fountain once played in the middle and the remains of a wicker roof can be discerned.  From a small room on the eastern side, a very narrow and hard to find stair then leads down through the wall supporting the arcade to the second level, which is sixty feet below.

The second terrace consists of another set of small rooms built into the wall that supports the first terrace and a circular building composed of two rings of arched columns and a domed roof - which, of course, has fallen in.  At one time this was a Roman Temple, complete with statuary.  Unfortunately, the statues were tipped over the cliff by the Zealots and smashed to bits.  The 'hidden' stair continues downwards to the third level from one of the rooms in the wall.  The exterior stair is all but collapsed from here on down, and will most likely crumble away under the feet of anyone who tries to use it.

Another forty-five feet below the second terrace is the third.  This terrace is almost entirely built upon a massive retaining wall and artificial platform built out of the cliff.  Below it, there is a three hundred feet drop to the desert floor.  The retaining wall, which is very visible from below, reaches down eighty feet.  Because of its inaccessibility, this is the best preserved of the levels of the Hanging Palace.

The lower terrace is comprised of two parts.  The first is a double-colonnaded building with extensive wall frescoes and a great view of the desert and the distant Dead Sea.  The other is a small bath-house built out on a spur of the platform.  The bath-house, which maintains the same plan as the upper one, is wholly intact and shows considerable evidence of its once opulent furnishings.  This was the residence of King Herod himself when he vacationed in his 'desert sanctuary'.

Now Lukaas has taken it as his dwelling.  The cross is kept in the frigidarium of the bath-house, wrapped in skins.  Another small pool of blood has collected under it.  Lukaas is living in the front rooms and his squire is usually moping about the place.  When the byakhee is summoned by Guifred on the night of the 4th the ceremony will be enacted in the lower building.  Lukass has had his squire clean it up for just such a purpose.

The Water Gate and the Cisterns

There is usually a Hospitaller man-at-arms standing watch here.

A small gate behind the ruined Administrative Building leads out onto a stairway carved from the cliff itself.  The stairway leads down to a series of eight cisterns on two levels.  The upper level lies about fifty feet below the terraces, and the second level sixty feet below that.  Each cistern is fed from the aqueduct, which runs along the western face of Masada.  Each cistern is a large cavity about thirteen feet cube.  The eight cisterns provided Herodian Masada with a water reserve of 1.4 million gallons.  Only the upper cisterns have been repaired by Lukaas' men.  The aqueduct leading to the lower cisterns is broken in many places and will spill what water reaches it in waterfalls down the cliff.

A note on the aqueducts: These are rather small, being about a foot square in cross section.  They are mostly intact, however, and a daring fellow could crawl along them from the base of the western plateau to the upper level of the cisterns, thus gaining entrance to the top of Masada via the Water Gate.  This is why there is usually a guard posted here.

The Synagogue

Once a tower built to command the approach along the aqueduct and to support the Water Gate, it was converted by the Zealots into a synagogue.  It is simply composed of a large room with stone benches and a small sanctuary - both areas are currently empty and partially filled with blown dust.  Since it remains a Holy Place, the Petrans, imps and byakhee will not enter it.  The Hospitallers feel that it is cursed and do not enter either.

What Happens at Masada?

If the player characters do not intervene, then Lukaas and his men will arrive, set up camp, repair various things and await Guifred.  When the Baron arrives he will also camp - his men being quartered in the upper portions of the Hanging Palace - and summon a byakhee to carry the cross to Ul-Mejid in Aqaba.  Then the two forces will be swapped and then Guifred and Lukaas will go their separate ways.

Thus the players will have to hustle to get to Masada before the cross leaves.  Luckily for our heroes there are various delays built in due to travel time and rainstorms, so they should be able to get to Masada by the evening of the 1st of April.  This will give them a full day and a night to figure out a way to wrinkle Lukaas out of his position before Guifred shows up on the morning of the 3rd to make their lives difficult.

When Guifred arrives (and the enemy forces number about sixty) it should be darned difficult for them to prevent him from sending the Cross out.  Still they have all of the 3rd and the day of the 4th before the weather clears and the byakhee can arrive to carry the cross away.  If it comes to this, the day of the 3rd will be their best time to try and get onto Masada, since it'll be raining.

And Then…

If our heroes succeed in getting the cross before Guifred arrives, they'll have to scram pretty quick to avoid him and his troops.  It'll take three really hard days to get to Hebron with the goods.

However, if they decide to wait it out, they'll have to defend Masada against a very angry Guifred and the thirty-five men under his command.  On the plus side, they'll have water and he won't.

On the 5th of April, Sir Wulf and a force of knights will arrive from Nablus - assuming that the party has kept him informed of their efforts in the meantime -and Guifred will hightail it out of Judea entirely, heading for Petra and the dubious safety of Ul-Mejid.

If Guifred's forces - for some reason - are trapped on Masada, then Wulf's men and the party will have to besiege him in turn.  Otherwise, the second scenario will begin with Cardianl Fortuna and the party having a talk in the ruins of the Roman camp at the base of the Great Ramp…

Part II - The Demon Haunted City

A Conversation in the Camp of Titus

Depending on how the first module went, our heroes will have either a) retrieved the True Cross, or b) it will have been carried off to Petra.  If the True Cross has been retrieved, then Cardinal Fortuna will give the party new orders, as detailed in section A.  If the True Cross has been sent into Edom, then he gives them the orders in section B.

In either case, Wulf of Nablus and Fortuna have made camp in the Roman camp marked E (on the Masada top-view map), which lies at the base of the siege ramp, just on the southern side of the aqueduct.

Fortuna Speaks! (A)
“Gentlemen, you have performed mighty deeds in the service of the Holy Mother Church, and she thanks you most profusely.  Her gratitude shall ride with you for the rest of your days, may they be long.  Under these grim desert skies you have triumphed over the greatest of evils, that which lies in our own hearts, our own camp, our own holy army.

“However, as you may have guessed, there is more deviltry afoot here than the treachery of Guifred of Tyre, more evil in the land than that practiced by these false Hospitallers!  Nay a more ancient evil is at work here, a serpent striking from the deeps of the southern sands.  Yea agents of my employ have determined that the heretic Guifred had conversations with an Arab of unhealthy reputation, one Umejjid by name, who hails from the southern hills of Edom - across that dry and desolate land to the east, o'er Jordan's dry and sandy bed.

“From this fount of sin, Guifred it seems has drunk deep of black evil.  Now that his treachery is laid bare, we must still strike at the root, at this sorcerer, this wizard, this thaumaturge hailing from the darkest recesses of Babylon!

“The servants of good Sir Wulf here have reported that this … minion of the Serpent … is well known and feared in the lands under the sway of the Saracen, across the Jordan and that there are those there who might be able to lead you to him in his lair of deviltry.

“I ask this of you, that you would once more take up the sword of righteousness and smite the heathen.  I ask you, in the name of our Lord, Jesus Christ, and the Church that is his successor on Earth, to seek out this evil and destroy it.  To this end I have paid for and received certain services from certain persons who live across the valley to the east.  These persons have indicated that the demonologist Umejjid oft passes through the towns of Karak and Taifla, heading both north and south.

“I enjoin you, then, to pass in the semblance of native peoples into the lands of Moab and Edom and to find the hiding place and sanctuary of this spawn of the Evil One and destroy him.”

If Guifred is still alive and retains the Greek Scroll, he will make for Petra himself, in hopes of salvaging the entire enterprise.  If this has happened, then Fortuna will indicate this in the above speech.  If he lives, but has lost the Scroll, then he will be seeking to escape the Holy Land by other means and will vanish from the rest of the scenario.

Fortuna Speaks! (B)

“Dire times indeed are upon us.  Despite valiant efforts on your part the True Cross has fallen into the hands of the blackest of villains.  Guifred of Tyre, a man previously renowned for his piety and generosity to the Church, has shown his true colors and they are those of the Serpent himself!  We have learned … from certain persons … that the Cross has been taken into the land of Edom, there across the Jordan, and that it has, most likely, fallen into the hands of an Arab sorcerer by the name of Umejjid.

“This minion of the Dark One resides somewhere in southern Edom, perhaps near the town of Taifla, perhaps further south.  The mission that I enjoin you to undertake is no less than to seek this demon out and recover the Cross of Our Lord's Sacrifice from his clutches.  Do with this miscreant as you will, but do not fail!  The loss of this most Holy relic has far reaching repercussions throughout all of Christendom.

“Go in haste then, and with all sure speed, and bring back the Cross of Golgotha.  If it can be brought to Bethlehem by the morn of Easter Sunday, on the fifteenth of this month, then all will be well.  Otherwise, bring it back as quick as you can and the favor of the Mother Church will smile upon you.  Else, there will be Hell itself to pay…”

Thus will Fortuna finish his oration and entertain the questions of the party.  Again, he urges them to make haste on the trail, for various 'knowledgeable' persons in the Holy Land feel that the storm has yet to break in this matter.  Sir Wulf will advise the party that the Emir of Moab, Omar, has a repute of cruelty and vices uncommon to the Saracens.  It is said, for example, that he is fond of wine.  Wulf will provide the party with fresh horses, should they need them and bid them good luck on the path.  Just before departure, Fortuna will entrust Carl with two names - Elizach ben Hasan, and Abu Shakira.  The first is a contact in Karak, the second in Taifla.

Travels in Edom

From Masada the crossing of the dry lower Jordan River can best be done at the narrow sandy beach that runs along the border between the Dead Sea itself and the low marshy swamps of the El’Lisan.  There is a well-marked trail here, for the traders of Hebron and Karak sometimes pass around the southern end of the Sea of Death.  There are no distinct tracks in the sand, however, and the trail winds up out of the valley of the Bahret Lut (Dead Sea) along a series of crumbling red sandstone cliffs to reach the plateau of Moab.

The small village of Dhira sits at the top of the cliffs and it is here that the travelers will meet their first test - assuming that they do not avoid the village altogether.  The Emir of Moab maintains a small garrison of five soldiers here to keep an eye on the Unbelievers across the Bahret Lut.  Though Carl and Fingold would be able to pass the scrutiny of the garrison, the others particularly Harold, simply do not have the experience to do so, if they are relying on native wit alone.  If Golonza has provided them with some 'aid' (like a small illusion) then they may well be able to pass through unmolested.

If they are discovered then a fight will most likely break out and several villagers will beat feet for the town of Badhan, which is about six miles away. From there, an alarm can be sent to Karak. Assuming that the party escapes, the alarm will soon be raised and the Emir will roll his corpulent form over from a plate of candied figs and order out the guard to hunt down the invaders.

Moabite Soldiers

1 HD, HP: 7, AC: 7, THAC0: 19, one attack per round with either scimitar (1d8), short bow w/flight arrows (1d6), or dagger (1d4).  They are garbed in leather armor, small shields, loose robes, and kaffiyeh.  They spend most of their time on light steppe ponies (and can fight from horseback at no penalty).  They are skilled at tracking and desert survival, as well as hunting.

The sensible course is to avoid any of the small towns and follow the reasonably well marked road from Dhira to Karak.  There the press of travelers along the Damascus Road - from Aqaba to Syria - is heavy and a few men with white faces will not be remarked upon, particularly if they follow the norms of behavior.

If Guifred is making for Petra then some few merchants will report selling horses and travelling gear to a set of “Circassians” - Caucasian Moslems - who passed through.

Karak is a bustling trade town with narrow streets, dark souks and alleyways, minarets and mosques in abundance.  It perches atop a high hill overlooking the Damascus Road.  The town is dominated by the imposing bulk of the palace of Omar, Emir of Moab.  His men are oft seen in the streets, where they are regarded with caution.  Many caravans pass through Karak.

The Emir's troops at Karak consist of five Bashars (sergeants) and fifteen regular soldiers, with the stats noted below. If searching for the party, they will receive a middling amount of help from the locals (who despise the Crusaders and the Emir equally) in their investigations.

Moabite Bashars

3 HD, HP: 16, AC: 4, THAC0: 18, one attack per round with either scimitar (+1 Damascene) (1d8), short bow w/flight arrows (1d6), dagger (1d4) or light horse lance (1d6+1).  They are garbed in light chain mail, medium round shields, and iron half-helms with a ring mail fringe. They ride light trained war-horses without barding. They, like the scouts, are skilled at fighting from horseback and can easily shoot while charging at a full gallop.

Genial inquiries into the whereabouts of Elizach ben Hasan will receive a positive response, that worthy is a well-known banker and caravan master. His caravansarai is set at the foot of the hill, right on the Road.  It has stout walls, vigilant guards and a friendly reputation.  Elizach is an elderly Arab of great experience over the years. His house is filled with children, dogs and sheep. The occasional camel has to be evicted. The party will be warmly welcomed and, should Fortuna's name be mentioned, they will be given fine rooms and a lavish dinner of rice, mutton and green tea.

After this meal, Ben Hasan will come and sit with the party for a time and tell them what he knows of the object of their quest:

“Through many years, I have had dealings with the men of Rum [Rome] and have oft carried their men in my caravans south and north, through the lands of the Caliphs.  You are not the first and my pocketbook prays, not the last.  This business, though, that you embark upon, this is a dire proposition.

“I have had dealings with Umejjid, and he is a man of unknown depths.  He is a slight man but tall, about your height [pointing to Harold], and pleasing for the eye to look upon.  He goes about in old robes of black, with a small yamikah upon his head.  Every time that I have seen him, he has had many books with him, and I have heard said that he values them highly.  Everyone along the Road to Damascus knows that he is a sorcerer, and that he lives in a tower in the hills of Ain' Musa deep in the desert south of Taifla.  When I first met him, he traveled a great deal, selling potions and charms, but in the years since he has abstained from these tricks, and now speaks with strange and devious men.

“He is not one to cheat at the bargaining table and I have never heard that he is unfair or petty himself.  Despite his evil reputation, it is known to me that he is fond of children and will often give them small, magical, gifts.  Once he stayed here, in my very house, and entertained all the children with a puppet show telling the tale of the Boy in the Labyrinth and the Trail of String.  My son, who was only five then, still remembers it vividly and with fondness.

“Yes he is a strange man, but one I would welcome to my house as an honored guest were he not a trafficker in demons and hidden secrets."

This is, indeed all that Ben Hasan knows of 'Umejjid'. None of the magical gifts remain, all having been lost or broken in past years. Ul-Mejid has not stayed in this caravansari in almost three years. Ben Hasan's son is now a grown man of twenty. Ben Hasan, by the way, has worked for the Greeks for all these years, NOT the Catholics.

Ben Hasan can arrange for the party to travel with a caravan of his south as far as they please, even to Aqaba or distant, fabled Gondar [Ethiopia] or Sheba.  He has heard of this Abu Shakira and thinks that he lives in either Taifla or Ma'an, and is of dubious reputation.

An Inn in Moab

The caravan is slow, and will take three days to reach Taifla.  Men on horses will take but a day-and-a-half.  The road is well patrolled by the Emir's men and there are few bandits.  Taifla is much like Karak, though it sits in a plane filled with olive and fig trees.  Inquires into the whereabouts of one 'Abu Shakira' will elicit screams of outrage, a torrent of invective, and thrown crockery.

Abu Shakira, it would seem, is a notorious confidence man, womanizer, pimp and general rogue. He was living here about five months ago, but was at last revealed and run out of town.  He owed a lot of money and the town elders have posted a reward of fifty dinars for his head on a stick.  Numerous husbands are also looking for him and they are not happy.

The "Circassians" - should they be travelling through these parts, are remembered by the master of the caravansarai on the northern side of town, for they paid with Rumish (Byzantine) coins of heavy weight and a new minting.

By caravan it is six days to the large trading center of Ma'an in southern Edom.  By horse it would only take three days.  On the way the road becomes intermittent, rough, washed out and generally bad.  It passes through three towns of note: Rashadiya, Shaubak and Wadi Musa.

Rashadiya and Shaubak are small farming villages with caravansari and wells.  Otherwise they evince a monotonous similarity to each other and hundreds of other villages throughout the Holy Land.

Wadi Musa, on the other hand, sits up in the hills above the plain in a well-watered valley and has a landmark.

A stele (or obelisk) stands square in the middle of the town, surrounded by cramped and dingy houses.  The upper third of the great granite monument (which is about thirty feet high) bears inscriptions in ancient Nabatean proclaiming the reign of the Emperor Obodas III in the year 372 of the City. Various reliefs (now seriously worn with time) also adorn the top of the obelisk. The middle third bears the top half of a set of secondary plates of stone (apparently placed on top of the older Nabatean reliefs) which bear Roman designs, reliefs and inscriptions.  On these it can be made out that this point marks the southern border of the Roman province of Arabia Petraea and that these plates were installed during the reign of Titus Flavius Domitianus in the year 83 AD (by the reckoning of Golonza).  The bottom third is utterly defaced with graffiti and other abuses.

Wadi Musa also has an inn, from which the sounds of revelry and shouting can be heard.  In the inn, there is a dice game in progress and a considerable amount of money is changing hands.  There is also relief from the sun, cool drinks and chairs upon which to rest one's weary feet.

In addition to all of these attractions, there are two Petran scouts and a swindler by name of Abu Shakira.  Abu is running the dice game (and making quite a bundle off of it) and the Petrans are standing at the kitchen door, conversing in low tones with the proprietor of the inn.

The Petrans' horses are around back.  They are dressed in their usual garb - which will be instantly recognizable to Fingold or Manwys or anyone else who examined any of the bodies from Masada.  Fingold, indeed, will be able to smell the half-Drow Petrans should he encounter them outside or away from the raucous dice game.

The Petrans will leave Wadi Musa as soon as they notice that there are foreigners around, to report. They will ride south towards Ma'an first, and then double back into the hills around Petra. It will take them several hours to get to the city.

Abu Shakira, should anyone figure out that he is, indeed, he - or ask after him, will be quite willing to talk and to accept money, gifts, bribes or anything else the party cares to ply him with.  He has worked as a stringer for "the Greeks" for several years and in this case knows a little bit about 'Umejjid' but not much.

“Umejjid, yeah, I know him. He's that tall stick with the black clothes. Never play cards or dice with him, no way. He has … POWERS … if'n you know what I means. People 'round here are damned scared of him and no mistake. He lives up in them hills, somewhere beyond the spring of Moses. I hear tell once that there are whole palaces and cities hidden in those hills. Me, I never want a thing to do with 'em. Too spooky. Them two fellahs that were talking to Rasif o'er there, they're Umejjid's people. Don't talk much. Don't do much. Just come in and go out.”

The villagers of Wadi Musa don’t know a great deal about the 'strange hill people' but do know that they live in the ruins of a great city, and that the cliffs around the city are filled with palaces and castles.  The road to that place is fairly apparent, leaving from the western side of the town and making a beeline for the towering cliffs of the Echara Hills. It is said that there is only one way into the city, through a perilous canyon.

The Rose-Red City

See the section on Petran history in the DM's notes before reading (or running) this section.  The handout on Nabatean history should be given to Golonza's player whenever he asks about his history skill.

A note on the architecture of Petra: Through their long history, the Petrans focussed their creative energies on sorcery and only paid the service of admiration to the other arts - music, dance, oratory, architecture, painting, sculpture, etc. As a result the buildings of the Rose city are a hodgepodge of Minoan, Assyrian, Classical Greek, Hellenic, Sheban and Roman styles [This is historically true]. The characters may note this as they explore the city. Nearly every bas-relief, frieze and statue also evinces various demonic or evil aspects. As a result, Harold and Carl will be both outraged and nauseated by most of the city. There is also a definite aura of malignant and long-abiding evil throughout the place [Not historically true!].

The Approaches to Petra

Despite the legends of the local peoples, there are truly four ways into the valley of Petra - The first is the eastern path from Wadi Musa through the towering cliffs of the Echara and down the cramped confines of the El Siq gorge.

The second and third are the old roads from the north and south (which of old comprised the King's Highway from Aqaba to Damascus) which are clearly marked on the Petra Area Map.  Both of these roads are still visible as flat places with the remains of old paving stones.  The Romans expanded and rebuilt much of the Highway and it still remains viable, though unused by the local peoples.

The fourth way into Petra is up the western gorge of the El Siq from the dry Jordan.  This is rendered difficult by a number of waterfalls along the way.  Without extensive work no animals will be able to make it up this path.

Points of Interest in the Surrounding Area

Other than the abandoned village of Sabra to the south of Petra (at the edge of the map), and a number of mountaintops (Umm Es Sahoun, Col Du Ras el Hor, Ed Deir, Bab es Sikh, El Fega, and De Haroun) - which are carefully noted on the map - the only other interesting sights are the springs of Ain el Mikwan and Ain Mousa (The Springs of Moses).  These two springs are formed from deep pools in the gorges of the Echara hills.  Both feed an intermittent stream into the Wadi Mousa, which in turn flows down through Petra and out to the dry Jordan.  The pools vary in depth with the rains, and during the summer they sink ten to fifteen feet below the worn sandstone lips.  During the spring rainy season (as it is now) they spill over and feed the stream.

The Wadi currently has a steady flow of about three inches in depth in it.  This will not prevent the passage of horses and men through the El Siq, though they will get their feet wet.

The El Siq Gorge

The eastern approach to the city passes into a high walled narrow gorge called the El Siq.  This is about fifteen feet wide through most of its passage, and narrows as it climbs the hundred feet to the end of the gorge. It twists and turns for just over a mile from its beginning under the Bab el Sikh mountain. Currently the gorge is filled from side to side with a shallow sheet of water. The marks of infrequent desert flash floods mark the walls up to the ten-foot level.

At the eastern entrance of the Gorge, there are the remains of a dam (now silted up) and an arched gate with an eagle statue on the top of it. The Romans built this arch. It is very precarious and the Petrans tend to dash under it. It could collapse at any time.

The dam, in ancient days, diverted water away from the gorge of the Siq (to keep it from flooding) and diverted it down a ravine to the north. About sixty feet down the ravine, the watercourse enters a tunnel hewn from the side of the mountain. That tunnel goes about eighty feet and comes out in a steep-sided wadi that, eventually leads off to a streambed to the north of the city.

At the western end of the gorge the walls close down to less than ten feet across and the stream turns sharply right into the open area before the El Khasne treasury. This area is currently filled with about two feet of water built up behind the first Flow Dam.

The picture labeled "El Siq" in the detail map packet shows the view from the El Siq out into the open area in front of the El Khasne. The picture marked "El Khasne" shows the front edifice of that structure.

The El Khasne' (The Treasury)

This imposing structure (most recently featured in Mortal Kombat: Annihilation) is only one of hundreds of tombs that surround the city of Petra. It consists of a series of three rooms (one central with one on either side) that are utterly plain and unadorned. Sort of disappointing after seeing the outside. More importantly its upper floor commands an excellent view of the end of the El Siq.

On and after April 9th, Ul-Mejid will have summoned Shadows to guard this entrance to the valley. Before that time, two Scouts will be stationed not in the Khasne, but atop the cliff above the Flow Dam. Should they see anyone they will signal the Citadel atop the Sacred Mountain by mirror or fire, and then settle in to watch the fun.

The Flow Dam is a low, wide brick structure designed to break the flow of water down the El Siq - not stop it - so that downtown Petra is not washed away by flash floods. It has only recently been dug out (it had silted up) and has backed up a shallow pool behind it. There are steps up and over it on the northern side. There is a ramp on the southern end so that horses and carts can drive up over it.

The Second Flow Dam and the Theatre

As the wadi comes out from beneath the towering walls of the Houbdje and the Sacred Mountain, it widens slightly and passes between two sandstone cliffs.  Both cliff sides are lined with twenty or thirty tombs carved into the rock.  On the southern side the remains of a large Roman theatre are evident.  Since the current residents despise the Romans and all their works parts of the theatre have been torn down and defaced.

The tombs along this section of the wadi, however, are the current abodes of the majority of the current population.  Since a massive earthquake in the 800's wrecked most of the old downtown buildings everyone moved into the tombs, since they weathered the quake without any damage at all.

During the day, this area will be quiet and deserted, as the people of the city will be asleep in the tombs.  At dusk and dawn, they will be up and about, going to and fro. The men walk to the remaining terraces and gardens (mainly those by the Petit Theatre) to tend the crops and to work on refurbishing the canals and irrigation system.  The women will sit in the entrances to the tombs and work on refurbishing armor, carding wool or otherwise tending to the needs of the remaining population.

At night, the Petrans converse, drink, eat and visit one another.  The few children still young enough are allowed out to play - under constant watch by the Guardsmen and Scouts.  Sometimes the plays of ancient days are staged on the old stones of the Theatre, or Ul-Mejid summons the people to a ceremony atop the Montagne Sacree (the Zub Ataue) at the Platform of Obelisks.

The Montagne Sacree
Of old, this was the center of Petran religious life.  The Platform of Obelisks is the site of an ancient and powerful gateway to the ‘exterior’ realms. The Citadelle is the remains of an ancient tower in which the Sorcerer-Kings of Petra resided. The Haut Lieu Nabateen (High Place of the Nabateans) is a lone obelisk perched atop the highest summit of the Sacred Mountain. From here, the Sorcerer-Kings of old watched the heavens, charting the passage of the stars, calculating the correct times for the hideous ceremonies that they performed on the blood stained altars below.

The Sacred Stairs

The pathway from the valley of the Siq below is carved from the side of the mountain itself, and consists of eight hundred and thirty steps. Each is broad and low, and the edges of the stairway were once decorated with statues of demons and princes of the ancient city. Most have been cast down in the intervening ages, but a few have recently been restored (and are obviously new). The Stairs end on the eastern side of the Platform of Obelisks.

The Second Stair

There is a second pathway to the Platform, from the western side of the Sacred Mountain. This path rises up in a steep series of switchbacked staircases from the El’Farasa stream. It passes many tombs, including one marked by a magnificent statue of a Roman soldier, and a stream where carved lions jet water from their mouths. If anything, it is steeper and harder to navigate than the Sacred Stairs. It enters the Platform of the Obelisks from the west.

The Platform of the Obelisks

This space, below the bulk of the Citadelle, is reached from the east by the Sacred Stairs and the west by the Second Stair.

At this time, the Platform of the Obelisks has been cleared off, the obelisks refinished with arcane symbols, the mystic signs graven in the stone of the mountain redone and once more wetted with blood. There is a shimmering aura of evil around the place, for Axlotl has appeared here on two occasions now.

On and after the night of April 9th, Ul-Mejid will have summoned one or more Shadows to guard and watch over the Platform, so that his preparations are not disturbed.

It is here, on the night of April 13th, that Ul-Mejid will summon Axlotl to Earth entire.

The Citadelle
Once a towering building with six floors, this edifice was all but destroyed by the earthquake in the 800s. The upper parts tumbled into the canyon containing the Sacred Path. However, one of Ul-Mejid's first actions after becoming King was to order its restoration. The collapsed upper floors were cleared off and the debris dumped down the other side of the mountain. The first floor was completely restored and a new roof built. This is now the dwelling place of ul-Mejid and his wife, the Lady Ille'.

As can be seen from the map (on the detail map sheets, called "The Citadel of Petra") the new citadel consists of only one floor, with thick foundation walls running about it.  The ceilings of these rooms are rather high (12 to 15 feet) and consist of thick wooden beams that support a slate roof above.

The Roof

Atop the roof are a variety of astronomical devices and a large heliograph and watch-tower made of wood. There are also drains at each corner of the roof which divert any rainwater down into the cisterns within. A Guardsman is on duty here at all times. The top of the roof is surrounded by a crenellated battlement, which is about six feet high, with various arrow slits and other firing ports.

1. The Entrance Hall

The entrance to the citadel consists of two large wooden doors, reinforced with iron bars slotted into the stone (100 points of damage to destroy, AC 5), a short passage with a floor made of loosely joined paving stones and another door, this one faced with iron plates (200 points of damage to destroy, AC 2) which is also reinforced with slotted iron bars. Murder holes are driven through the walls from the Guards' Barracks and the Bathing Room so that arrows, flaming oil or other deviltries can be visited upon anyone attempting to force the inner door.

2. The Guard Hall

The guard hall also features a slate paving-stoned floor with four exits, each currently closed off by curtains.  A long table dominates the center of the room and this is where the inhabitants of the Citadel partake of their meals (which are brought up from the tomb-village below).

3. Guards Barracks

The first entrance to the right leads into the barracks room for the guardsmen stationed in the citadel (usually five of them).  It consists of several finely tooled beds, several benches, another table, some cabinets and - raised off of the floor about six feet - platforms along the southern, western and eastern walls.  These platforms allow those in the room to shoot out the arrow slits and murder holes.  There are stacks of arrows and ceramic urns of oil provided for this purpose.

4. Spare Room

The next door to the right side of the Guard Hall is a spare barracks/guest room.  It features two beds, on e on either side of the room and a platform to serve an arrow slit.  Several kegs of water and urns of flour are also kept here - just in case.

5. Ul-Mejid and Ille’s Chamber

On the left side of the front hall the sole door leads into the bedroom used by Ul-Mejid and Ille.  It features an arrow platform - but this one is disguised by several rugs hung from the walls, and the underside has been converted into a closet.  There is a low bed, also richly draped with fine brocades, cotton sheets and various Persian quilts.  A number of large trunks around the walls serve both as chairs and storage for personal goods.  The northern wall (above the bed) is covered with a large bookcase that contains a stupendous three hundred and fifty-five books.  These are Ul-Mejid's true treasures, for in the dry desert air many of the books of the ancients survived in the myriad tombs of Petra.  Excellent Greek originals of the works of Plato, Livy, Aristotle, Hipparchus, Ptolemy, Socrates, Sun Tzu, Chao-ching Tsu (Confucius) and the other masters of the ancient world survive here, as perhaps nowhere else in the world.  Strangely, there are no books relating to sorcery here - for these tomes are kept in the Workshop.

Indeed if these books were to be sold in the markets of Constantinople, Venice, Rome, Baghdad, or almost any other of the great cities of the world the wily seller could realize several thousand gp for them. Over half of these works are widely considered to be lost to man in the progress of the Dark Ages.

6. The Bathing Chamber

From the bedroom one can step through a thick curtain into a tile-floored bathroom. As in all of the rooms here, there are two platforms elevated above the deep bath to serve the arrow slits. Part of the room is taken up by a cistern from which a set of copper pipes run into the bath. These pipes pass through a large copper globe, under which there is placed a fluted iron brazier. It is partly filled with resinated charcoal. A wide mouthed pipe runs up from the globe into the ceiling (and thence out to the roof). Within the globe the copper tubes are soot blackened and wind back and forth like a nest of snakes in such a manner as to double back upon each other many times. This little mechanism was constructed by Ul-Mejid to provide Ille with hot water in the bath. There is a drain in the lower portion of the tub, it is usually closed with a wooden stopper.

7. The Workshop

The Workshop is the last room, and the largest, running the width of the tower.  It too features a cistern (in the northwest corner of the room), a fighting platform around the exterior walls, and a stair to the roof in the southeastern corner.  In the southwestern corner is a large bricked over opening in the floor.  This leads down into the secret tunnels beneath the Sacred Mountain.  UI-Mejid had it sealed up after the more loathsome inhabitants of those tunnels and warrens attempted to escape through it.

The rest of the Workshop is crammed full of every kind of censer, tube, coil, flask, brazier, bowl and appurtenance of alchemy, sorcery, necromancy and the sorcerous arts.  The air here is thick with the stench of death and ancient evil.  A large pentagram (now no longer used) is chiseled into the floor.  A multitude of animal and human parts hang from the ceiling and are crammed into the alcoves in the walls.  Pots bubble with noxious potions and elixirs.  Once he has returned to Petra, Ul-Mejid will spend most of his time here, preparing his tools and himself for the effort of summoning Axlotl.

Downtown Petra

Sadly for those desiring to see the ancient capital in all its glory, the earthquake of the 800s leveled most of the free-standing buildings in central Petra. The buildings shown on the Petra main map and the downtown detail map are only remains - lone walls, tumbled debris, solitary pillars, tilted statues and edifices.  The grandeur of Petra of old is now filled with tumbleweeds, gorse bushes, the lairs of foxes and wild dogs and the course of the wadi which long ago spilled out of the stone-lined canal through which it once ran and now runs through the grand ruins of the Palace and Gymnasium.  An ineffable air of sadness and decay, of dreams lost, pervades the place.

Of all the Petrans only the Lady Ille still frequents these arcaded halls and rounded arches. The others content themselves with living in the tombs around the theatre and farming the terraces between the Grande and Petite Theatres.

The Ruins de Maisons
Here of old the villas and palaces of the powerful lined the hillside above downtown.  Now this is a hillside choked with small trees, gorse and brackleberry bushes and the occasional goat. Through the blown leaves and dust the elegant mosaics and wall paintings can still be descried. Occasional coins and shards of broken blue-green glass draw the eye.

Terrasse et Jardins

Here, like those areas marked "Terraces", are the ruins of the old agricultural system, a maze of gardens and terraced fields that covered the hillsides around Petra.  Of old an elaborate aqueduct system covered the hills, drawing water from the cachement dams, from the wadi and from deep wells where sorcery drew the water to the surface.  Now the entire system has lain in ruins for centuries - only within the past years has Ul-Mejid stirred his people to begin the monumental work of repair.

Ancne, Porte de la Ville

The ruins of a great gateway are visible here.  Once two mighty winged bulls flanked the great gate of the South and traders and merchants thronged through it on their way to the great markets in the center of the city.  Demons lurked in the dark recesses of the gate, prepared to unleash terrible forces upon those who might attempt to assail the gates.  Now, there is naught but a vast pile of debris and shattered brick and stone.

So, What Happens In Petra?

The state of the Petran defenses is highly variable in this scenario - if Guifred and his troops are involved they may or may not be in Petra at the time the characters arrive.  Depending on the outcome of the bar-fight in the village Ul-Mejid may or may not be prepared for an attack.  In any case, Ul-Mejid will prepare the Platform of Obelisks and deploy those forces available to him in such a manner as to protect the ceremony site.

Each DM should draw up, or consider, a number of alternate defensive plans for the mountaintop and the various approaches to the city.  The only reasonable way up the mountain is via the Sacred  or Second Stairs, which can be easily defended.  Remember that Ul-Mejid has the capacity to summon up a veritable host of creatures in addition to the natural forces (the Guardsmen and Scouts) that are available to him.

The ceremony cannot be completed if:

a) Ul-Mejid is killed

b) The True Cross is recovered

c) The True Cross is destroyed before the ceremony

d) The Greek Scroll carried by Guifred is destroyed before he gets it into Ul-Mejid's hands

e) Ul-Mejid is convinced to not attempt the summoning.

The Time Line included shows the planned sequence of events as well as providing a guideline for the preparation times required before the ceremony can be attempted. The ceremony itself requires about forty-five minutes (as detailed in the For The GM section on page 17). During this time the four principals – Ul-Mejid, Ille’, Guifred and Ibn-Saud – will be involved in the site atop the Platform of Obelisks. Any defense of the city or the ceremony will have to be handled by the rest of the Petran / Templar forces present.

Aftermath

The Time Schedule in the For The GM section, on page 28, shows the rough outline of what will transpire if the party is unable to stop the ceremony. The consequences, as can be seen, are rather dire. Remember, however, that Axlotl is interested mostly in collecting the soul-debt owed him. He has little interest in conquering the earth, so Ul’Mejid and Guifred will find that they have rather less support than they expected to execute their dreams of conquest.

An “out” exists for the GM, if they desire to take it, in that the Lady Ille is not, in fact, evil. With her included in the ceremony, the Cross is not surrounded on all four sides by those of evil intent. If this plot point is followed, then Ul’Mejid will have to attempt the ceremony twice, once with Ille at one of the four corners, and once without.

Experience and Story Awards

	Opponent
	XP Award

	Baron Guifred von Karlsruthe
	2,000

	Sir Lukaas Solvengson
	420

	Hospitaller Knight (each)
	120

	Hospitaller Sergeant (each)
	65

	Hospitaller Squire (each)
	25

	Abd Ul-Mejid
	7,000

	Ghazi Ibn-Saud
	975

	Petran Scout (each)
	120

	Petran Guardsman (each)
	270

	Imp of Darkness
	175

	Byakhee (wind demon)
	975

	Moabite Soldier
	40

	Moabite Bashar
	150

	Recovering the Cross
	2,000

	Preventing Axlotl’s Summoning
	4,000

	Preventing the Summoning by convincing Ul-Mejid not to do it.
	+1,000


Player Materials

Welcome to the Holy Land!

The year is 1107, the date is the 28th of March.  The time is that of the Crusades, as Western European knights attempt to reclaim the Holy Places of the East from the Moslems.  Presently you are residing in the town of Bethlehem, the birthplace of the Christian Messiah, Jesus.  Soon the festivities to celebrate Easter will begin and you intend to attend the various masses, celebrations and other events to mark the special occasion.

The Kingdom of Jerusalem rules most of the Holy Land - or Palestine - at this time, though the rule of King Baldwin of Edessa is constantly tested by the Arabic Emirs of Moab, Edom, Syria and Egypt.  Unlike the western kingdoms from which you hail, Baldwin the Bold is King only in name, otherwise he is but the greatest of many great Crusader nobles.  Many other nobles that came in the Great Crusade have equal land and prestige - Ludvig of Beersheba, Cecil of Navarre, Guifred of Tyre, Wulf of Hebron, the barons of Jaffa, Nazareth and Acre all have sizable domains and retinues.  Thus there is much intrigue and adventure!  A brave man with a good sword can make much more of himself here, on this Christian frontier, than he ever could at home in the crowded and stodgy west.

What you know about…

Bethlehem: The city of Bethlehem has special status in the Kingdom, it is administered not by a baron, as are most towns, but by two religious officials - Cardinal Giuseppi Fortuna (the Papal Legate to the Holy Land) and Patriarch Kristophoros Mixalos (the Byzantine representative).  They answer in truth only to the heads of their respective churches.  The city is currently waiting in considerable anticipation of the arrival of the True Cross - upon which Jesus met his end - which is being moved from the Monastery of Saint Basil on Mount Sinai in the desolate wastelands of the Sinai wilderness to Jerusalem.  It is expected to pass through town in another two days.  Already hundreds of 'fragments' have appeared in the curio stands surrounding the square of the Nativity.

The Byzantine Empire: The last remnant of the ancient Roman Empire, the Byzantine Emperor is currently Alexius Comnenus.  Through derided at home for failing to stop the Saracens from closing the pilgrimage route to Jerusalem, your time in the East has brought you into contact with many Byzantines.  Though they are schismatic, they are clever ones and their Emperor is adjudged by all to be a capable and wise man.  It is also said that the Byzantine spy service is the finest in the world, and all that occurs reaches the Emperor's ear sooner or later.

The Saracens: The Enemy!  Painted black as pitch by the Church, in truth of your experience they are brave warriors, honorable in battle and fierce to confront.  Though rarely as heavily armored as a Crusader, they are less affected by the heat - which is terrible - and often ride about in the heat of the day without seeming impairment.  They are fond of archery, which has moved King Baldwin to allow various non-nobles to practice that peasant art, so as to counteract the infidel.

Currently the Emirs of Syria and Egypt pose the greatest threat to the Kingdom, the Princes of Moab and Edom having been reduced to infrequent raiding across the Jordan.

Magic: Well, of course it exists, but no, you can't say that you've ever seen any really work.  There are charlatans, and diviners, and sleight-of-hand artists, and once there was this dancing girl from Palmyra who could do really amazing … Well, that's getting off the point.

The various ghosts and ghouls and demons and devils that the Church is always warning you about might be real, but you've never actually seen such a creature, so you're not going to worry about them until they show up and try to eat your foot.

On the other hand the Holy Office of the Inquisition does spend a lot of effort rooting out witches and other worshippers of the Evil One, so there must be something to it - Lord knows the Church doesn't like to spend money!

The Vision of the Blood

A dull blue sea shimmers under a hot sun.  A dove wings above the slow surge of the waves.  The viewer floats in the heat, suspended in the heavy water.  In the distance a great tower looms.  There is the faint sound of battle.  Voices cry out for salvation.  The viewer rises from the waters and speeds over a desolate land.  A great mountain surrounded by the fume and smoke of battle rises from the plain.  Atop the mount a burning white light is distinct, even in the glare of the sun.  The viewer sweeps low over the rooftops and trees of a great city towards the light.  Suddenly it is cut off and darkness falls upon the land like a shroud.  Something enormous moves in the darkness and…

The Dream of Flight

Dreaming, you are flying high above the world.  Below you, the kingdoms of men sleep in ignorance.  High clouds drift below you, lit by the silvery light of the moon.  The stars are shining hard and bright in the vault of heaven above.  Your head turns, to catch sight of a great dark mass, filled with twisting and writhing coils.  Shuddering in horror, you turn away in time to see a great tongue of the sea stretching up over the curve of the world.  Even as you realize with a sudden shock that the world curves away below you like the surface of some vast globe, a burning point of red fire pierces your eye like a high arrow from the huddled cluster of lights at the end of the sea…

The History of the Peoples and Empire of Ancient Nabatea

Excerpt from a text by Quintus Florian, Historian of Rome

Written in the year 1063 Ab Urbe Condita

In ancient times, before the rise of the great and glorious Roman Empire, a mysterious tribe from out of Arabia Deserta settled in a hidden city in the land of Edom.  Approachable only through a narrow defile and guarded by a great fortress carved from the living rock, this city of Petra was watered by hidden springs.

From this unassailable sanctuary the Nabatean people built a great mercantile empire that stretched as far north as Damascus and down into deepest Arabia, even to far Sheba and fabled Gondar and Kush.  During the dark times before the coming of Rome, the Nabateans ruled over all of the land of Judah with an iron hand.  For they were allied with the powers of the deepest hells, and were powerful sorcerers and made hideous pacts with all sorts of diverse demons and devils.

However, soon after the Judean Rebellion, the Petrans' power failed and their dark allies deserted them.  The Roman Legions under the command of the General Titus Vespasianus conquered their empire and cast down their evil temples.  Under the wise and beneficent rule of Rome, Petra remained an important mercantile center, but over the past century it has faded from prominence.

Excerpt from a text, Histories of the Holy Land, by Axos Poliocrates

Written circa 1500 AUC

…all contact with the city of Petra was lost during the Moslem conquests of the Levantine provinces between the years 1387 and 1397 and the location of the fabled Rose City is now lost to us as well.

But though the city, the people and the empire of the Petrans have been swallowed whole by the sands of time, their knowledge of necromancy, divination, demonology and sorcery remains alive today, for the great wizards and mages of old were by great proportion Petran.  They were, by the accounts of Lysos of Rhodes, skilled, literate and careful sorcerers.  Their city, could it be found today, would doubtless yield a wealth of knowledge in the black arts and other skills now lost to man.

Example Player Characters

Character Name: Golonza di Baratti, Grand Master of the Mysteries of Artemis

Class: Mage


Level: 6th
Race: Human


Sex: Male

Age: 34



Height: 4' 9"

Weight: 194lbs

Speaks: Italian, Latin, Hebrew, Greek and French

STR 9

HP (+0) DA (+0) WA (35) MP (90) OD (5) BBLG (1%)

DEX 9

RA (-0) MAA (+0) DA (+0)

CON 14
HPA (+0) SS (88%) RS (92%)

INT 16

#L (5) SL (8th) CLS (70%) MSL (11)

WIS 13

MDA (+0) BS (1st) CSF (0%)

CHA 15
M#H (7) LB (+3) RA (+3)







Saving Throws

Hit Points: 24 (34)*



P/P/DM: 13
Pt/Pl: 11

Armor Class: 10




R/S/W: 9
Breath: 13

THAC0: 19




Spell: 10

Special Abilities




Weapon Proficiencies

Combat Totals
Casting Capacity:



Staff



+0 hit, +0 dmg


4L1, 2L2, 2L3



Dagger



+0 hit, +0 dmg

1st Level Book:




Non-Weapon Proficiencies
Skill Roll
Change Self




Ancient History (Mideast)

15

Find Familiar




Read/Write Italian

16

Hold Portal




Read/Write Nabatean

16

Read Magic




Spellcraft


14

Affect Normal Fires



Astrology


14

Color Spray




Alchemy


12

Light

Message





Magic Items

Jump





6 Flame (Naptha) Bombs in wood case

2nd Level Book:





[3d6 dmg, 5' Radius]

Flaming Sphere




Staff of Light (Command Word: Lumina)

Knock






20 Charges

Mirror Image





- Dancing Lights (1 charge)

Shatter






- Light (1 charge)

3rd Level Book:





- Continual Light (1 charge)

Hold Person





- Sunburst (3 charges)

Clairvoyance






[6d6to Undead within 40']

Wind Wall

Dispel Magic

Equipment

Brightly Colored Robes

Dirty Cotton Tunic and Leggings

Large Bobby Hat with a feather

Walking Staff (covered with runes) (1d6/1d6)

Spell books (three)

Bags of components; bat heads, newts, etc.

Dagger in Enameled Sheath (1d4/1d3)

Tall Leather Boots (worn)

Monocle

Flagon of Wine

Belt with Belt Pouch (3 gold ducats, 20 silver pennies)

Familiar: Large Ratty Crow ('Asmodeus', +1 on surprise, HP: 10, AC: 7)

Very Stubborn Mule ('Beezelbub')

Character Notes

*The hit points noted in parentheses include those granted by the familiar.

Golonza is a large, weighty man, given to flashy clothing and ridiculous hats.  He speaks portentously, usually in Capital Letters.  He is an alchemist, an astrologer, a savant.  He is also the most powerful sorcerer in all Christendom.  At one time or another he has been an advisor to the Emperor of the Holy Roman Empire, and confidant to the Doge of Venice.  Sadly, all of his mystic powers have gotten him little save the enmity of the Holy Mother Church and thus he is here in the Holy Land, on a "pilgrimage" to the Shrines in an attempt to avoid both the Italian Inquisition and to, perhaps, earn a little piety.  He does not trust priests, of course, and would rather be in a cool inn drinking a fine wine than trudging through the endless wastes of this benighted land.

On the other hand, this ancient land is filled with marks of old wizardry.  The moldering books perused in the libraries of Venice and Constantinople speak of ancient races who once dwelt here and in the sands of the south who wielded tremendous sorceries and trafficked with the powers of the Outer Planes.  With a little luck, such powers might be had by one brave and knowledgeable enough to grasp them.
Golonza is accompanied by his able assistant, Ruggero, who is a nimble Florentine - or so you guess from his accent - for Ruggero does not speak overly much of himself.  He hired on just as you were departing Venice and has remained faithful since, though sometimes he forgets to respond when you call him by name!

Character Name: Jacopo Ghiarelli, Florentine Minstrel At Large (a.k.a. Ruggero)

Class: Rogue/Bard
Level: 5th
Race: Human

Sex: Male

Age: 24


Height: 5' 9"

Weight: 165lbs

Speaks: Italian, French, German and Arabic.

STR 12

HP (+0) DA (+0) WA (45) MP (140) OD (7) BBLG (4%)

DEX 18*
RA (+2) MAA (+3) DA (-4)

CON 13
HPA (+0) SS (85%) RS (90%)

INT 14

#L (4) SL (7th) CLS (60%) MSL (9)

WIS 8

MDA (+0) BS (0) CSF (25%)

CHA 16
M#H (8) LB (+4) RA (+5)







Saving Throws

Hit Points: 30




P/P/DM: 12
Pt/Pl: 11

Armor Class: 7




R/S/W: 12
Breath: 15

THAC0: 18




Spell: 13

Special Abilities




Weapon Proficiencies

Combat Totals

Casting Capacity:



Rapier



+1 hit, +1 dmg


3L1, 1L2



Dagger



+0 hit, +0 dmg







Thrown Dagger


+3 hit, +0 dmg

1st Level Book:




Non-Weapon Proficiencies
Skill Roll
Change Self




Play Flute


16

Friends





Play Mandolin


16

Cantrip





Tightrope Walking

17

Armor





Tumbling


17

Ventriloquism




Cooking



13

2nd Level Book:




Gambling


16

Fool's Gold

Tasha's Uncontrollable Laugh


Magic Items

+1 Elfin Rapier (1d8/1d8)

Rogue Skills:




Gloves of Manipulation (+1 DEX)*

Pick Locks: 35%

Detect Noise: 25%

Pick Pockets: 30%

Read Languages: 20%

Move Silently: 30%

Hide in Shadows: 30%

Find/Remove Traps: 30%

Climb Walls: 30%

Backstab Multiple: x3

Equipment

Studded Leather Jerkin

Belt with Rapier Sheath

Belt Pouch (sand and a few dead bugs)

Large Dagger (Sax) in Belt Sheath (1d4+1/1d3+1)

3 Throwing Knives in sheaths (1d4/1d3)

Floppy beret hat with feather

Tall supple leather boots

Embroidered vest and tunic

Pouch in vest (hidden): 13 silver pennies, 1 small amethyst

Thieves Tools (picks, jams, razor, wedges)

Battered Woolen sling-bag

Cook kit (pot, skillet, flint & tinder, utensils, salt)

40' of wire cored rope

Collapsing grapple

Wine Flagon

Light riding horse

Deck of cards

Set of gaming dice and stones

Character Notes

*Dexterity Note: Jacopo's normal dexterity is 17.  His listed stat is that with the effect of the Elfin Gloves added.

Jacopo is a thin, sharp-faced man, given to witty repartee and an easy hand with the ladies and other men's money.  He is a rapier expert (particularly with the blade gifted him by Fingol of Tharheim) and bon vivant.  He also plays the lute and mandolin and has a fine singing voice.  Originally from Florence, Jacopo has traveled extensively throughout Europe and made the acquaintance of many bailiffs.  He is 'wanted' throughout most of Europe and Italy.  He dresses and acts casually, and never goes about without a plethora of 'tools'.  He hates to climb things, but is prepared for that hated eventuality.

His 'magical' powers were gained during a short and eventful stay in the hidden northern Elfin Kingdom of Tharheim, where the elf-king made his acquaintance.  His escape from that land still weighs upon him.

Currently, Jacopo is serving as the batman or valet to the Great Sorcerer DeBaratti, under the nom de guerre 'Ruggero'.  Hopefully, the Sorcerer will draw all the attention, leaving Jacopo to do as he pleases…

Character Name: Sir Carl Zorn Zugott, Priest-Knight of the Order of the Knights of the Temple of Jerusalem.

Class: Priest

Level: 6th
Race: Human

Sex: Male

Age: 30


Height: 5' 7"

Weight: 176lbs

Speaks: German, Latin, Arabic and French

STR 13

HP (+0) DA (+0) WA (45) MP (140) OD (7) BBLG (4%)

DEX 14

RA (-0) MAA (+0) DA (+0)

CON 15
HPA (+1) SS (90%) RS (94%)

INT 15

#L (4) SL (7th) CLS (65%) MSL (11)

WIS 16

MDA (+2) BS (2nd) CSF (0%)

CHA 13
M#H (5) LB (0) RA (+1)







Saving Throws

Hit Points: 54




P/P/DM: 9
Pt/Pl: 12

Armor Class: 4




R/S/W: 13
Breath: 15

THAC0: 18




Spell: 14

Special Abilities




Weapon Proficiencies

Combat Totals

Casting Capacity:



Hammer


+2 hit, +2 dmg


3L1, 3L2, 2L3



Mace



+0 hit, +0 dmg







Quarterstaff


+0 hit. +0 dmg

1st Level Rituals

Bless





Non-Weapon Proficiencies
Skill Roll
Detect Evil




Engineering


12

Magical Stone




Local History (Holy Land)
13

Shillelagh




Read/Write Latin

16

Endure Cold/Heat



Religion (Roman Catholic)
16

Protection from Evil



Animal Handling

15

Sanctuary





Detect Magic




Magic Items

Locate Animals




+2 War Hammer (dwarfmake) (1d4+1/1d4)

Cure Light Wounds



5 Elixers of Healing (1 dose each)

2nd Level Rituals





[Heals d6+2 per dose]

Chant

Spirit Hammer

Detect Charm




Turning Ability

Roll to Dispell (d20)

Know Alignment



Skeletons/1 HD

D (2d6 creatures)

Speak with Animals



Zombies

T (2d6 creatures)

Slow Poison




Ghouls/2 HD

T (2d6 creatures)

Resist Fire/Cold




Shadows 4 HD

4+

3rd Level Rituals




Wights/5 HD

7+

Prayer





Ghasts


10+

Speak With Dead



Wraiths/6 HD

13+

Negative Plane Protection


Mummies/7 HD

16+

Remove Curse




Spectres/8 HD

19+







Vampires/9 HD

20+

Equipment

Nasal Guard Helm

Light Chain mail Shirt and Skirt

Medium Round-Shield

Heavy Leather Gauntlets

Loose Desert Robes

Heavy Leather Boots

Medium Riding Horse

Saddle and Gear

Blanket Roll

Water Flagon

Wide leather belt & belt pouch with sling for hammer

+2 War Hammer (dwarfmake) (1d4+1/1d4)

Monies: 34 silver pennies, 10 gold ducats

Character Notes

Carl is a stout, gray-haired, tanned priest of the Order of the Temple Jerusalem.  He has been in the Holy Land for eleven years now, having arrived with Bohemond of Otranto in 1096.  He is well versed in the customs of the Arabic peoples and has often traveled among them incognito.  He is always accompanied by his Ruthenian henchman Fingold, whom Carl rescued from slavery some years ago.  Carl was originally born in Lubeck in Northern Germany and being a younger son of his house, joined the clergy at the age of seventeen.  Taking his vows in a Cistercian order at nineteen, he served the Church for ten years in a variety of 'rough' capacities before joining the newly formed Order of the Temple in 1098.  He is currently in Bethlehem to pay his respects to Giuseppi Fortuna, the Papal Legate in the Holy Land, who is staying at the Church of the Nativity.

Carl is a staunch supporter of King Baldwin, and believes that though an accommodation can be reached with the Saracens, it must be from a position of strength.  His dwarf hammer is a gift of the elders of Lubeck following his deeds in the siege of Jerusalem in 1099.

Character Name: Fingold Torfinson, Ruthenian Woods-runner, Henchman of Father Zugott.

Class: Ranger

Level: 4th
Race: Half-Elf

Sex: Male

Age: 19


Height: 6' 0"

Weight: 126lbs

Speaks: German, Arabic and Elvish

STR 17

HP (+1) DA (+1) WA (85) MP (220) OD (10) BBLG (13%)

DEX 17

RA (+2) MAA (+2) DA (-3)

CON 17
HPA (+3) SS (97%) RS (98%)

INT 10

#L (2) SL (5th) CLS (40%) MSL (7)

WIS 14

MDA (+0) BS (1st) CSF (0%)

CHA 9

M#H (4) LB (0) RA (0)







Saving Throws

Hit Points: 52




P/P/DM: 13
Pt/Pl: 14

Armor Class: 2




R/S/W: 15
Breath: 16

THAC0: 17




Spell: 16

Special Abilities




Weapon Proficiencies

Combat Totals

Attacks/Round: 1/1



Scimitar



+2 hit, +2 dmg

Bow Attacks/Round: 2/1



Horse-bow


+3 hit, +3 dmg

30% Resistance to Sleep/Charm


Dagger



+1 hit, +1 dmg

60' Infravision




Lance



+1 hit, +1 dmg

Detect Secret Doors (1 in 6)


Thrown Dagger


+3 hit, +1 dmg

Ambidextrous Combat

(If Wearing Less Than Studded Armor)

Non-Weapon Proficiencies
Skill Roll
Specific Enemy: Drow (+4 to hit)


Tracking


15

Befriend Animals: Save vs. Rods at -2

Horsemanship


16





Bower/Fletcher


16





Hunting



13

Equipment




Direction Sense


15

Cotton shirt & trousers



Desert Survival


14

Loose desert robes & cowl

Small steel helm w/ chain camail


Magic Items

Small, steel embossed round shield


+1 Scimitar (Damascene) (1d8/1d8)

Light, elfin-made chain mail shirt & skirt

+1 Elfin Horse-bow (ROF: 2/1)

Quiver w/ 34 flight arrows (1d6/1d6 each)


Short Range: 50', Medium Range: 100',

Two spare bowstrings,




Long Range: 150'

Fletching kit

15 flight arrowheads

Large Dagger (Sax) (1d4+1/1d3+1) in belt sheath

Scimitar sheath on belt

Light Lance (1d6/1d8) w/ pennant

Leather gauntlets

High soft lace boots

Light war-horse

War saddle & gear

Bedroll & other camping gear

Cook kit (pots, pans, utensils, flint & tinder, pepper & salt)

Two weeks hard rations

Pavilion style tent (on bundle on horse)

Character Notes

Fingold is a tall, thin, deeply tanned fellow.  His ears show only the barest points, for his mother was of the Ruthenian peoples, while his father was a warrior of the hidden Elfin Kingdom of Tharheim who passed through the small village of Kurland where Fingold was born.  When he was seven years old the village was raided by Drowic slavers, and those who were not taken were killed.  Fingold and the other villagers were soon sold to merchants from the Hansa city of Bremen, where he soon found himself on a slave block.  A kind priest, Carl Zugott, purchased him and then freed him from servitude.  At first from gratitude, and then from friendship, Fingold accompanied the world-wise priest in his travels.  Here in the Holy Land, the son of the dark northern forests has found a new life.  Fingold has taken to the attire, customs and weapons of the Saracens as to mother's milk.  His once brilliant scarlet hair has been bleached to a pale, almost white, rose.  He is devoted to the Priest and the Church.

Though his current enemies are the Saracens he admires, his most abiding hatred is for the Dark Elves who slew his mother in the raid and sold him and his village into slavery…

Character Name: Sir Harold Godwinson, Son of the Earl of Mercia, Crusader Knight

Class: Paladin

Level: 4th
Race: Human

Sex: Male

Age: 19


Height: 5' 11"

Weight: 192lbs

Speaks: French and Latin (not very well)

STR 18/00
HP (+3) DA (+6) WA (335) MP (480) OD (16[6]) BBLG (40%)

DEX 16

RA (+1) MAA (+1) DA (-2)

CON 17
HPA (+3) SS (97%) RS (98%)

INT 11

#L (2) SL (5th) CLS (45%) MSL (7)

WIS 13

MDA (+0) BS (1st) CSF (0%)

CHA 17
M#H (10) LB (+6) RA (+6)







Saving Throws

Hit Points: 53




P/P/DM: 11
Pt/Pl: 12

Armor Class: 3




R/S/W: 13
Breath: 14

THAC0: 17




Spell: 14

Special Abilities




Weapon Proficiencies

Combat Totals

Attacks/Round: 1/1



Bastard Sword


+5 hit, +8 dmg

Detect Evil (60' range)



Lance



+3 hit, +6 dmg

  when concentrating



War Axe


+3 hit, +6 dmg

Immune to Normal Diseases


Dagger



+3 hit, +6 dmg

Heal 8HP of damage Once/Day


Horseman's Mace


+3 hit, +6 dmg

Cure Disease Once/Week

Aura of Protection vs. Evil


Non-Weapon Proficiencies
Skill Roll

Turn Undead as 2nd Lvl Priest


Animal Handling

12



Horsemanship


16





Blacksmithing


18

Equipment




Fire-Building


12

Medium Kite Shield

  (w/ Mercian Heraldry)



Magic Items

Full Heaume over Mail coif


+2 Bastard Sword (Wurmbiter) (1d8/1d12)

Bearskin Cloak




+1 Chain mail Shirt

  (w/ necklace of teeth)

Large dagger (Sax) (1d4+1/1d3+1)


Turning Ability

Roll to Dispell (d20)
  In belt sheath




Skeletons/1 HD

7+

Sword sheath on belt



Zombies


10+

Belt Pouch, 15 silver pennies


Ghouls/2 HD

13+

  & a lock of golden hair



Shadows/3-4 HD

16+

Well-worn Battle axe (1d8/1d8)


Wights/5 HD

19+

Heavy horse lance (1d8+1/3d6)


Ghasts


20+

Horseman's Mace (1d6/1d4)

Heavy war-horse (intelligent).

  (3+3HD, HP: 24, AC: 7, THAC0 17: 3attacks/round (1d8 each)

War saddle & gear

Saddlebags: containing….

Camping gear (tent, saw, flint & tinder, pots, pans, rope, hatchet)

Lantern w/ 3 flasks of fish oil for it.

6 spare horseshoes hammer & nails

Character Notes

Sir Harold is all of nineteen, and though he has traveled quite a far distance, he is still remarkably naïve in the ways of the world.  His elderly squire, who also served Harold's father, keeps a close eye on him and is responsible for keeping the youth out of the way of temptation.  Harold has only been in the Holy Land for a year, and knighted for only four months.  He takes his new responsibilities with serious gravity and, since King Baldwin knighted him, he is a staunch supporter of that noble ruler.  Harold is also good with horses, fond of cooking - though only Manwys (his squire) can really get the results down, and is inordinately fond of a FIGHT and will go to almost any length to get involved in one.

He is in Bethlehem for Easter and to pray for six or seven weeks.  Twice a day he is fond of stopping and praying for an hour or so.  His blade, Wurmbiter, and the chain mail are gifts of his grandfather's who found them in a barrow when he was a youth.  In the presence of evil the sword glows with a faint yellow light.  It is also light and very strong.  Grandfather Oald felt that it was a weapon of the Dedannan.
Harold is blonde, with fair (now sunburned) skin, and serious muscles.  His eyes are gray and clear.  Since his knighting, he sports a small beard.

Character Name: Manwys Rhys Lleidd, Welsh Archer, 'Squire' of Sir Harold

Class: Warrior

Level: 5th
Race: Human

Sex: Male

Age: 40


Height: 5' 5"

Weight: 167lbs

Speaks: Welsh, French and Arabic (a little)

STR 16

HP (+0) DA (+1) WA (70) PM (195) OD (9) BBLG (10%)

DEX 16

RA (+1) MAA (+1) DA (-2)

CON 16
HPA (+2) SS (95%) RS (96%)

INT 12

#L (3) SL (6th) CLS (50%) MSL (7)

WIS 13

MDA (+0) BS (1st) CSF (0%)

CHA 9

M#H (4) LB (0) RA (0)







Saving Throws

Hit Points: 60




P/P/DM: 11
Pt/Pl: 12

Armor Class: 5




R/S/W: 13
Breath: 13

THAC0: 16




Spell: 14

Special Abilities




Weapon Proficiencies

Combat Totals

Attacks/Round: 




Longbow (specialized)

+4 hit, +4 dmg

  3/1 with longbow, else 1/1


Dagger



+1 hit, +1 dmg




Shortsword


+1 hit, +1 dmg

Equipment

Buckler w/ Mercian Blazon


Non-Weapon Proficiencies
Skill Roll
Well-worn short sword (1d6/1d8) & sheath

Bower/Fletcher


15

Half-helm w/ chain camail


Hunting



12

Two daggers (1d4/1d3) and sheaths

Brewing



12

Quiver of 40 sheaf arrows (1d8/1d8)

Heraldry


12

Fletching Kit,

  ten sheaf arrowheads



Magic Items

  ten flight arrowheads



+1 Studded Leather Jerkin

Hard leather boots



+1 Longbow of Speed (ROF: 3/1)

Wide-brimmed hat with feather



Short Range: 60', Medium Range: 120',

Three spare bowstrings & traveling


Long Range: 210'

Case for longbow.

Water flagon

Belt w/ belt pouch as well as several sheaths

Cotton tunic & leggings

Light riding horse ('William')

Saddle & gear

Character Notes

Manwys is an elderly Welshman, with short-cropped gray hair.  He is stout and competent looking.  He wears well -worn leathers and equipment and carries a yew longbow of special character.  He has a small well-kept beard and a pugnacious nose.  He served Sir Harold's father in France and in England during the Conquest.  He is devoted to Sir Harold, whom he has known since the latter was a wee babe.  His personal mission is to see the youth through the travails and troubles of the world.  Manwys has seen a great deal in his long years as a warrior and has an earthy sense of humor.  He is not given to garrulity or panic.  He has seen some strange things.  He is also good with quiet knife work, but doesn't brag about his prowess with bow or blade.

Likes a pint of bitters on an evening and is oft willing to tell a tale or two of the wide world.  Often pretends to only speak Welsh.
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DM’S Map: The Holy Land in 1107 AD
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Players Map of the Holy Land

[image: image21.png]“PLAYERS MAP OF THE HOLY LAND- AS0S 1900

b s Tog LARGE
wiLCEw favane

<« SN D T eTIER
ComsTAL CiTes,

R
e |.n-.‘"rm,:z:{:_

T





DM’s Map for Citadel of the Dead
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Masada Detail Maps
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Petra Area Map
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The Valley of Petra
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The Citadelle de Petra
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About The Author

Thomas Harlan is a professional writer who builds game worlds, designs play-by-email games (such as Lords of the Earth, Black Empire and CoreWars2000), and writes novels (such as The Shadow of Ararat, now available from Tor Books in hardback). He lives in Tucson, Arizona with three cats and a beautiful girl named Suzanne. Once upon a time he was a computer programmer and technical manager but, thankfully, he’s managed to give that up.

For more things built by Thomas, see http://www.throneworld.com.
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