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BACKGROUND 
T eki-nura-ria 

Teki-nura-ria is a jungle-covered island 
located amid the stormy waters south-cast 
of the Empire of Thyatis (see Maps 1 8c 2). 

Long ago it was the home of a decadent 
people who increasingly took to a life 
below ground and were eventually des­
troyed by their own excesses and attacks 
from a primitive, humanoid race known as 
the kant-kant (see N EW MONST ERS -
page 27). The kara-kara occupied the 
island and gave it its name, which means 
"mountain of death". Over the years, their 
tribal memory of how they gained the 
island faded and they came to regard the 
former occupants as their "Ancestors". 

The waters around Tcki-nura-ria were no t 
o nly stormy but also roamed by kal-murus 
(ship-bane: see N EW MONSTERS - page 
28), e lemental beasts which attacked the 
crews of ships from the civilised lands to 
the north-west. The kara-kara learned to 
take advantage of this by plundering ships 
which the kal-murus had ravaged. 

KalnaKaa 

Ka lnaKaa is a magic-user/devil swine, 
driven from his home after contracting 

lycanthropy. H e is cunning and cruel and 
his appearance befits his animal form. H e 
is fat and swarthy, with small, piggy eyes. 
black, bristly hair and a matching beard 
and moustache. 

He had fled with his daughter Maeric and 
three charmed henchmen, and arrived by 
chance a t the island. At first the kara-kara 
were hostile, but when they saw Kalna Kaa 
in his swine form, they hailed him as their 
pig god. T apu, and acceptnl him as their 
master. 

H aving found a secure base at las t, Kalna­
Kaa found and explored parts of the net­
work of the "Ancestors" chambers, and 
took up residence in some of them. H e also 
found the kal-murus and lX'nt them to his 
will. Then he began to coordinate the 
attacks oft he kara-kara and the clcmema Is 
into a campaig n of piracy and revenge 
against those who had driven him from his 
home. 

Rollo Bargmann 

The attacks began to cost the members of 
the Thyatis Seafaring Merchants' Guild 
dear, and one of them, Rollo Bargmann, 
volunteered to send out two of his ships 
(the Belle Venture and the Dawn Lark) to 
investigate the rumours of unnatural fogs 
and green-skinned pirates. 
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he Wise Mariner's Alman ac 

Only the Venture returned, but it brought a 
kara-kara captive. Rol lo Bargmann was 
no t a man to resort to to rture, but the usc of 
magic gave him subt ler means of inter­
IOg'ctt ion . Eventually the kara-kara became 
insane and killed itself, but by then Ro l lo 
Bargmann knew enough to send an ex­
pedition to destroy the threat ofTeki-nura­
ria, and all he net'dcd was a group of bo ld 
adventurers ... 

THE ADVENTURE 
The adven ture begins in the city port of 
Thyatis (s<'e Map 1 ), where the party will be 
approached by Malmir, the clven sea 
capta in (fu ll y I'('Coven·d after his adv<'rl­
ture). Malmir will introduce h imself and 
expla in tha t his master, Rollo Bargmann, 
wishes to hire the adventurers for a 
dangerous but profitable voyage and will 
ask them to visit Rollo Bargmann at their 
very earliest convenience. 

If they ask, Malmir will tell the adventurers 
where the merchant's house is, but it is well 
known amongst the citizens of Thyatis, 
who will also vouch for the good charancr 
of Malmir and Ro llo Bargmann. 

When the adventurers go to Rol lo Barg­
mann's house, he wi ll welcome them in 
and. after the usual introductions, wi ll 
expla in 1 he problem which is crippling the 
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Searari ng Merchants' G uild. He will tell 
them a ll he kno ws about the kara-kara, 
their island and the ocean around it. Some 
of the information which the OM should 
give the players is contained in the page 
from the Wise Mariner's Almanac and the 
pagt' from the Diary of Rollo Bargm ann . 
The rest was exuacted by Rollo Bargmann 
from the kara-kara captive, and is listed 
below: 

- the shape o f the kara· kara island (the 
OM should give the players the Sketch 
Map from the P ull-out Sheet) 

- the kara-kara have a long, a nnual cere· 
m ony during which most of them will 
be in their underground temple; drums 
beat for the duratio n o f the ceremony 

- there are hund1eds of kara-kara and an 
open attack on tht·m would be suicidal 

-a tunnel, forbidden 10 ordinary kara· 
kala, leads nollh-west fro m the T rail or 
tihe Dead (shown on the Sketch Map ); 
the lllnnel is said to lead to a valley of 
tombs where there is a secret way into 
the underground temple 

- the kara-kma havt• a new leader under 
whom they have p lundt·rcd more ships 
than ever 

Ro llo will ask the party to help him and his 
fellow merchants by eliminating the kara· 
kara's new leader. It should not be nee· 
cssary, he wi ll explain, tO destroy the kara· 
kara themselves since unti l recentl y they 
have been thought of only as a nuisance. H 
the adventurers accept in principle, Rollo 
will offer the party a formal , written 
contract with the following terms: 

- the party will leave Thyatis on the 
morning tide aboard the Belle Venture 
wh ich has been repaired after its earlier 
voyage (the urgent dcpanun.• is in order 
to arrive during the kara-kara ceremony) 

- the ship wi ll take them 10 the island of 
the kara-kara where they will eliminate 
the savages' new leader 

- on board ship the adventurc1s wi ll be 
under the commandofCaptain Malmir, 
but may do as they see fit on the island 

- neither the captain or his crew wi ll help 
the party on the island 

-the party may keepanything (including 
treasure) which is found o n the island 

- upon completion o f the missio n and 
their return to Thya tis, each surviving 
party member wi ll receive 5,000gp from 
the Seafaring Merchants' Guild. 
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ABBREVIATIONS 
M o n s ter s ta ti s ti cs arc li s ted 111 th e 
foll owing order: 

Number; Name; Armour class (AC): Hit 
dice (HD); Hit points (hp); Movt'ment ratt·~ 
(MV); Number of auacks (#AT); Damage 
(D); Save as (Save); Mo rale (ML); Align· 
ment (AL); Experience point valut· (XP); 
Ro ll needed to hit arrnour da~~ Zl'ro 
(THACO · sec below); Source (book and 
page number). 

The following abbrevia tions are used : 

C - cleric; F- fi ghter; MU- magi( -u~n: 
E - elf; L - lawful ; N - neutra l; C -
chaotic; S - s trength; I- intelligence; W 
- wisdom; D - dexterity; C - con· 
stitution ; CH - charisma; B - DSeD® 
Dungeon Masters Rulebook; E - DSeD 
Expert Rulebook. 

THACO =T o H it Armour Class Zero. Thi~ 

is the roll on ld20 needed by a creature to 
hi t an opponent with AC 0. In most case~. 
the rol l need ed to hi 1 otht·r armour classes= 
THACO minus AC. 
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'I'EKI-NURA-RIA 

THE VOYAGE 

The voyagt• 10 T<·ki-nura-ria is rough but 
um•vt•ntful. Captain Malmir and his crew 
an• highly skilkd mariners. and will firmly 
refust• any and a ll offt·r~ of hdp from the 
pany. Malmir will mwigate the Belle 
Vt•nturt• on a widt• sw<·ep aro und the island 
and approach it from the east. ThtVtnture 
will a rri\'l' at the: island (st'<' an·a T l} at 
dawn on the n imh day of the voyage. 

The adwmurers will lx· put ashore in a 
lift•boat (set• Expt·rt rulehook - p43) and 
Malmir will te ll th t•m that the ship will 
wait 5 days. H <' will tt•ach them a S)x·cia l 
whistk 10 bt• used as a signa l on tlwir 
rewrn. The DM should usc the Sketch Map 
(on th<' Pull-out Sheet} 10 ~how the play<·rs 
where the ship is anchored (ar!'a Tl }. 

Malmir wil l disguise the ship as a rock 
using a hallucinato ry terrain spell fro m a 
scroll. Nl'ither he no r any of his crew wi ll 
willi ng ly accompan y tht• adventurers onto 
the island. E\'en if charmed. Malmir 
and/or the crewmen would be very reluc­
tant companions sinct· their first loyalty is 
10 Ro llo Bargman who o rdered them to 
stay on the ship. 

Th<• kata-km·a will no t see the Bdlt: 
Vt• nturearriveand will no t spot it while it 
wa its, hidden, for tht• pany. 

THE ISLAND'S SURF ACE 

T eki-nura-ria can lx· thought of as consi~ t ­
ing of six arc·as as shown on Map 2: the 
Eastern Jungle (p6}. the Southern Swamp 
(p6), 1 he Trail of the Dead (p6). 1 he 
Northern Swamp (p7}. tht• Slopes of Ni­
malowa (p8) and the Village/ Harbour 
(p8). Each of thtst· au·a~ ha~ one or mort· 
fixed cncountt·r~ and mo'' have wandcri ng 
monsters. 

Movement 

Nearly the who!!' of Tcki-nura-ria is 
covered by dense \'t•gcta t ion. This makes 
movement diffi<ult. and so the DM should 
usc· underground 1110\'l' lllent rates for mon­
sters and c ha tac It' " at a ll time~. 

The Kara-kara 

T he annual l'l'tT tttOtty of the kara-J..ara 
stan~ a t dawn o n the appoi nted day dnd 
lasts fot fout day~ and four night~. t• ttditt'-\ 
a t dawn on tht· fift h day. Tht• adn·ttturt•ts 
arri vt· at tlw islattd a t dawn on tlw 1 hird day 
a nd so they will haw •18 hout \ lx·fore the 
crrt·mony end~. So long a~ the n ·n ·mony i~ 
in progres~. till' drum' in the \'Oka no 
temple (area N 15) can lx· heard a ll O\'l't the 
surface of the islattd. 

4 

Durin!-\' the cctt·mony. most of the J..ara­
kat a wi II bt• in the \'i II age (aH·a T 16) o t the 
Cl\'t' rns under the· \'Okano Ni-malowa 
(aH•as 9-N 16). Theon lyexct ptions 10 this 
will bt· the g-uard~ otttht• Ttail of the Dead 
(area T •l) a ttd the kata-kara patrols (sec 
Wandering Monsters). The~e kant-kara 
will alla<k any intruders on s ight but. if 
they fai l a morale check dutittg c·ombat, 
they will a11cmpt to flt·e back 10 their 
\'i llagc. Any kant-kata watriot s killed on 
patrol should be deducted from the total 
number given fo t the da ttc ittg chambtor 
(area N 16). 

If any a11acking kara-kara clud<· till' patty, 
the 11 i lw w iII be wat ntd that there are 
inu udcr:. on the i ~ l attd. If tlOIIl' o f the 
wm rior\ in a patrol t'\( a1>e\, 1 he tribe wi II 
still realise that then· at<' inuudtrs on the 
island. but no t utttil3 hour~ later. when tht• 
patro l fai b to rtturtt to the \'illagt'. 

Tlw kara-kara will not watt! to diM upt the 
ct•tt•mony in o rder to deal with inuudc.-, 
and will increase the ,izt of their patrols 
from 9 to 13 wat 1 iot \ . I lowc\'cr, if and 
whcttthe adventtn t·ts lwh the cerc·mo tty in 
tlw \'Okano t<•mple (a rea N 15). tht• ka t<t· 
kant wi ll make t·wry aucmpt 10 tk~ t roy 
th t·m.lf they a re unabk to fo llow the JHIII )' 

undc·tgtound. the kata-kata will \end out 
t'X t ra pauols O\'l'l' tht• whok i ~land (~e!' 
Wandering Monsters). 
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Apart from this, it is up to the DM to decide 
exactly how the kara-kara will react, 
bearing the following in mind: 

- the kara-kara will not be able to re-build 
the rope bridge in the volcano temple 
(area Nl5) if it is cut. 

- the kara-kara will only be able tO go 
though the entrances tO the tombs of the 
manwu-papas (areas N I-NS) if they arc 
led by a manwu-papa. 

- none o f the kara-kara will go through 
the Room of Crystals (area N 17). 

- none of the kara-kara knows of the 
secret entrances to the chambers under 
Ki-a ta (areas Kl -K46). 

- the kara-kara fear the shadows and other 
creatures which roam the is land during 
the hours of darkness, and will not be 
found above ground at night, except in 
the village or at the guard post on the 
Trail of the Dead (area T4). 

The kara-kara believe that KalnaKaa is 
their pig god, T apu, and will tell the party 
this if interrogated. 

Wandering Monsters 

There are no wandering monsters on the 
Trail of the Dead or in the kara-kara 
Village/Harbour. Elsewhere on the surface 
of the island, the DM should check for 
wandering m onsters every 6 turns by 
roll ing ld6. 

In the Eastern Jungle a roll of 1 indicates 
that a wandering monster has appeared. 
Wa nde ring mon sters appear in the 
Southern Swamp, Northern Swamp a nd 
Slopes of Ni-malowa on a roll of 1 or 2. 

The type of monster appearing is found by 
rolling ld20 and checking the score against 
the appropriate column in TABLE I. 
Wandering monsters marked (D) appear 
only during the day and monsters marked 
(N ) appear only at night. If one of these 
monsters is rolled at the wrong time, the 
DM should re-roll. Monsters marked (A) 
can appear at any time. 

Once the kara-kara ceremony has been 
disrupted , a roll of 4 or 5 on ld6 (during 
daylight hours only), when checking for 
wandering monsters, means that the party 
has encountered a patrol of 13 kara-kara. 

Except for the kara-kara (sec above), slain 
wandering monsters are no t deducted from 
the numbers shown in the fixed encounters. 
The same kind of wandering monster can 
appear any number of times. 

TEKI-NURA-RIA (Table 1) 

TABLE 1 - WANDERING MONSTERS 

Eastern Jungle Swamps 

1-4 (A) 

5-6 (0) 

1-6 (A) 

7-8 (N) 

7-10 (D) 

9-10 (D) 

11-13 (D) 

15-20 (A) 

18-20 (N) 

5 

N i-malowa 

1-5 (A) 

6-8 (D) 

12-15 (A) 

Monster 

Boars ( 1-4): AC 7; HD 3; hp 15 each; MV 90' 
(30'); #AT I tusk; D 2-8; Save F2; ML 9; 
AL N; XP 35 each; THACO 17; 827. 

Giant horned chameleon lizards ( 1-2): 
AC 2; HD 5• ; hp 23 t>ach; MV 120' (40'); 
IIAT I bite/1 horn + spt"Cial; D 2-8/1-6; 
Sa\'t' F!S; ML 7; AL N; XP 300 each; 
THACO 15; B1S2. 

Normal crocodiles (2-7): AC 5; HD 2; hp 9 
each; MV 90' (30'); #AT I bite; D 1-8; Save 
F l ; ML 7; AL N; XP 35 each; THACO 18; 
£ 47. 

Giant ~o lizards (1·3): AC 5; HD 5+1; 
hp 14 t"aCh: MV 120' (40'); #AT I bite; 
D 1-8; Save F2; ML 7; AL N; XP 50 each ; 
THACO 16; 852. 

Insect swarm* ( I): AC 7; HD 4• ; hp 22; 
MV 60' (20'); #AT I O'x I 0'x30' area effect; 
D 2 or 4; Save NM; ML II ; AL N; XP 125; 
T HACO Automatic hit; E52. 

Kara-kara patrol (9 o r 15): AC 8; HD l +l 
(1+4): hp 9(12). 8x5(8); MV 120' (40'); IIAT 
1 wt•apon; D 1-6; Save Fl (F2); ML 9 (II); 
AL C: XP 15 rach; THACO 18: New 
monstrr. Thr kara-kara will cham if 
pouiblt'. Thry each have l()gp worth of 
coral and jade jewellery. 

Giant racer snakes ( 1-4): AC 5; HD 2; hp 9 
each ; MV 120' (40'); #AT I bite; D 1-6; Save 
Fl ; ML 7; AL N; XP 20 each; THAC O 18; 
8 37. 

Stirges (3-6): AC 7; HD J• ; hp 4 t•ach ; 
MV 180' (60' ); #AT I beak; D 1-3 +drain 
blood ; Save F2; ML 9; AL N; XP 13 each; 
T H ACO 19 ( 17 on first a ttack); 8 38. 

White apes (1-4): AC 6; HD 4; hp 19 each; 
MV 120' (40' ); #AT 2 claws; D 1-1/1-4; Sa\'e 
F2; ML 7; AL N; XP 75 each; THACO 16; 
825. 
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TEK.l-NURA-RIA (Encounter areas TI-5) 

Magical Portals 

There are magical portals at areas T3, T6 
and K46 {in the sea-cave at the north­
eastern corner of the island). The party wi ll 
not be able to find these except under very 
special circumstances {see page 18). 

EASTERN JUNGLE 
The eastern jungle is a dense mass of ta ll, 
tropical trees and undergrowth. The kara­
kara use it only as a p lace for their pigs 
{boars) to forage. 

Fixed Encounters 

Tl. Anchorage 

T he party's ship, the Belle Venture, will be 
ancho red in th is bay on the eastern side of 
the is land {see THE VOYAG E - page 4). 

T 2. 'Tarantella 

No mauer what route they take through the 
jungle, the adventurers will come across 
this clearing after 6 turns: 

You have come to a circular clearing 
where the ground has been flauened 
as if by many feet. In the centre is the 
gnarled stump of a huge tree. 

The ,clearing is about 50 feet in diameter. 
The ground was tram pled by the dancing 
victims of a tarantella which lives inside 
the hollow tree stump. Its nest inside the 
tree is made of bones and contains a 
necklace of black pearls (value - 2670gp). 
T he spider will attack if the adven turers 
approach the stump. 

I tarantella: AC 5; H D 4• ; hp 24; MV 120' 
(40'); #AT 1 bite; D 1-8 +poison; Save F2; 
ML 8; AL N; XP 125; T H ACO 16; B38. 

Anyone bi tten by the tarantella m ust make 
a saving th row vs. Poison or be convulsed 
by painfu l spasms resembling a frantic 
dance, for 2- 12 turns. Anyone watching the 
dance must then make a saving throw vs. 
Spells or start to dance in the same way. 
Dancing victim s au ack a t -4 to hit and 
attacks against them are a t +4 to h it. 
Dancing characters collapse from exhaust­
ion after 5 turns and are then helpless 
against attacks. 

T 3. Old Village 

The jungle thins a little, and you 
find the ruins of a village choked by 
trees and undergrowth. The roofs of 
the long, wooden huts have coll­
apsed, leaving bare bamboo frames. 
Only one building remains stand­
ing; a stone tower built against the 
mountainside. 

This village was abandoned long ago by 
the kara-kara, and the ruins of the wooden 
huts contain no thing of interest or value. 
The stone tower is about 50 feet square in 
p lan and originally had three floors, but 
these have collapsed. It stands with its 
eastern wall against the moumain. 

T here is a magical portal into the chambers 
under Ki-ata (sec area Kl 5) at ground level 
in the eastern wall of the tower, but the 
adventurers will not be able to find it from 
this side {see page 18). The entrance to the 
tower is through an open doorway on the 
western side. just inside the doorway on 
the right hand side. stone steps lead down 
20 feet to a 20-foot-square cellar. This is the 
lair of three white apes which will attack 
any intruders. 

3 white apes: AC 6; li D 4; hp 24, 20, 17; MV 
120' {40' ); #AT2 claws; D 1-4/1 -4; Save F2; 
ML 7; AL N; XP 75 each; T H ACO 16; B25. 

Concealed by the rubbish on the floor is a 
gold and ivory sword hilt (value - 1210gp). 

SOUTHERN SWAMP 
Once this area was a bay wh ich the kara­
kara used as a harbour for their old village 
(area T3). When the vi II age was abandoned, 
the bay silted up and is now covered by a 
swamp of knee-deep, murky water. The 
swamp itself is not dangerous, but it is 
overgrown by mangrove trees whose roots 
form a tangled mass beneath the water. 

T RAIL OF T H E DEAD 
An old path runs along a gulley between 
the two volcanoes Ni-malowa and Ki-ata. 
From the kara-kara guard post (area T4) at 
the south-western end, the path climbs up 
to where two side valleys {areas T7 and T6) 
branch off, and then runs down to the 
causeway into the northern swamp (areas 
T12 and Tl3). 
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Fixed encounters 

T 4. Mounted G uards 

The jungle gives way to the bare rock 
floor of a narrow valley running up 
between the mountains. A little way 
up the valley, in a strange, bone 
enclosure are half a dozen kara-kara, 
two of them on giant lizards. 

The six kara-kara guards and their two 
giant horned chameleon lizards will auack 
the party on sight. The guards will chant if 
possible {see NEW MONSTERS, Kara­
kara - page 27). Each lizard has the s<tme 
mora le as its rider, but this drops 10 5 if its 
rider is killed. The kara-kara all have 
shields and each has two wooden spears 
and a wooden pick. Each has IOgp worth of 
crude ivory or coral jewellery. 

6 kara-kara warriors: AC 8; HD I+ I {I +4); 
hp 5(8)each;MV 120' (40');#AT I weapon; 
D 1-6; Save Fl (F2); ML9 (11 ); ALC; XP 15 
each; T HACO 18; New Monster. 

2 giant horned chameleon lizards: AC 2; 
HD 5•: hp 28 each ; MV 120' (40'); #AT I 
bite/1 horn + special; D 2-8/1-6; Save F3; 
ML 9 ( I I) or 5; AL N; XP 300 each; 
THACO 15; B32. 

Characters hit by a horned chamdeon's 5-
foot-long tongue will be pulled to its 
mouth and biuen for2-8 points of damage. 
A hit by its tai l will prevent a character 
from auacking in the next round. 

The enclosure has a low wall made of 
bones lashed together. It is roughly square 
with an entrance on each side. The kara­
kara believe, wrongly, that it keeps out the 
shadows which roam the island at night. 

T 5. T rap on the Path 

A trail runs along the floor of the 
gulley, marked by huge, worn paving 
slabs and rounded steps where the 
path is steepest. At intervals of ten 
paces, pairs of stone statues face each 
other across the path. Their shapes 
were once humanoid but nearly all 
have lost a head, an arm or both. 
Some have fallen over completely. 

The statues line both sides of the trail from 
one end of it to the other, but there is only 
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one pair of undamaged staw cs. This pair is 
a t the po int marked T 5 on Map 2. 

These two intac t sta tues arc magically 
trapped and will fire one lightning bolt 
each ro und at one of the characters (chosen 
a t a·andom ) passing be tween them during 
tha t round. Each lightning bolt wil l inflict 
4d6 points of damage (hal ved if the 
cha racter makes a saving throw vs. Spells). 

T6. South-eastern Side Valley 

T his s ide valley is the ho me of a rock 
python. It wi ll a ttack the party if disturbed. 
It has no treasure. 

I rock python: AC 6; HD 5• ; hp 35; MV 90' 
(30'); #AT I bite+ squeeze; 0 1-4 + 2-8; Save 
F3; ML 8; AL N; XP 300; T I-IACO 15; B37. 

If the pytho n 's bite is successful , it coils 
around the victim and constricts in the 
same ro und, doing a furth er 2d1 points of 
damage. Co nstriction damage will be 
au tomatic in subsl•quent rounds once the 
bite has hit. 

T h e adventurers wi II no t be able to find the 
magica l portal (see page 18) into the 
chambers under Ki-ata (sec area K4) a t the 
end of this side valley. 

T7. North-western Side Valley 

At the far end o f this dusty s ide valley 
you see a dark opening leading into 
the mountainside. The opening is 
blocked by a ga te of brig htl y painted 
bamboo po les ado rned wit h bones. 

Th e gate can be opened easil y. 

Tunnel (Diagram 3) 

If the adventurers ente r this tunnel a t the 
south-eas tern end, they will see wha t 
ap pears to be light at the o tht'r end - 160 
feet away. This is actual ly the resu lt o f a 
hallucinatory terrain spe ll (see area TIO). 

T8. Iron Gates 

T wo thick, iron gates block your 
way, lashed together with an intri­
o udy knotted rope. 

TEKI-NURA-RIA (Encounter areas T6-13) 

The gates ha V<' hinges set in to the wa lls of 
the tunnel. T he knot is magical; a thief has 
the same chance of untying it as of picking 
a lock. Any o ther character wil l au to­
matically fa il. Any unsuccessfu l a llempt to 
untie the kno t wi ll tighten it a nd make it 
impossible to untie , even if the thief makes 
a successfu l pick locks rol l. 

T he kno t may be cut o r burnt'd easily. but 
this will trigge r a trap whi ch will cause a 
shower o f rubble to fa ll fro m the ceil ing. 
All cha racters within 20 feet of the gates 
will suffer 2d8 points of damage (ha lved if 
they make a successfu l sa,·ing thro w vs. 
Wands). 

T9. Mud Patch 

Beyond the iron gates. the fl oor of tht• 
tunnel dips down slightly and is covered by 
" layer o f mud a bo ut I inch thick. This 
muddy patch extends right across the 
tunnel and is 30 feet long . 

Hidden in the mud arc hundreds o f strong, 
sharp. meta l spikes which arc tipped wi th 
poison. Unless they take sui table pre­
ca utio ns, characters wa lking throug h the 
mud wi ll step on ld6- l spi kes. Probing the 
mud ahead with a pole, for example, wil l 
a llow characters to avoid trl'ading on the 
spikes. 

Each spike inflicts I po int o f damage when 
it is trodden on. T he poison causes a 
pa inful swelling of the ll'gs, ha lving the 
character 's movement ra te fo r 3d4 hours. 
The dkns o f the poison are negated by a 
successful saving throw vs. Poison. 

TIO. Illusion and Spider's Lair 

The light a t the end of the tunnel is caused 
by a ha llucinatory terrain spell which will 
be bro ken as soon as the adventurers reach 
it: 

Yo u press o n towards the distant 
lig ht at tht' end of the tunnel. 
Sudden ly, you r visio n wavers .. . the 
lig ht vanishes and instead you see a 
mass of dusty webs blocking your 
way. 

The web is the home o f an o ld, g iant black 
widow sp ider. She will attack the adven­
turns as soon as they walk through the 
illusion . Ht'r poison causes 18 po ints o f 
damage (negated if the vinim makes a 
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successful saving throw vs. Po ison). En­
tangled in h t'r wdl arc 20 gems (value . 
IOOgp each). 

I giant black widow spider: AC 6; l-ID 3• ; 
h p 16; MV 60' (20') o r 120' (40') in web; 
#AT I bite; 0 2- 12 + po ison ( 18 hp); Save 
F2; ML 8; AL ; XP 50: THACO 17; 838. 

Tll. Exit to the Valley of T ombs 

If the advenwrers go through the secret 
door ncar the iron gates (area T8) the 
tunnel beyond wi ll lead them to the va lley 
where they wi ll find the entra nces to the 
tombs of the manwu-papas. T he OM 
should refer to the MANW U-PAPAS' 
TOMBS on page 9. 

NORTHERN SWAMP 
T he swamp is a n area of muddy pools 
overgrown by tret•s and o ther plants. 
Vis ibilit y is poor, a nd progress wi ll often 
be barred by tangled \'Cgeta tion , but the 
swa mp is no t, in itself, dangerous. 

Fixed Encounters 

Tl 2. Wooden Causeway 

An o ld, I 0-foot-wide wooden causeway 
runs into the swamp from the north­
eastern end of the T ra il o f the Dead. I t is 
solid and safe, but blocked a t man y points 
by trees and o the r plants which spread 
across it from eithe r s ide. It ends a t a 20-
foo t-sq ua rc p la tfo rm , s urro unded by 
swamp. 

If they han • no t a lready encou111ered the 
h ydra which Ji,·es in the swamp (st•e a rea 
Tl 3), th t' adw nturers will be attacked by it 
when they reach the platform. 

Tl3. H ydra 

When the adventurers reach tht• platform at 
the t'nd of tht' wooden causeway (area Tl 2) 
o r 3 turns a ft er they enter the swamp 
(whicht'ver is sooner) they wi ll be a ttacked 
by an eig ht-headed hydra. 

I eight-headed hydra: AC 5: HO 8: hp 64; 
MV 120' ('10' ): #AT 8 bites: 0 1-10 (x8): Save 
F8: ML ll : AL N:XP 650:THACO 12; E52. 

Fo r t•very 8 po ints of damage taken by the 
hydra, one head is destroyt'd. Tht• neature 
has no treasurt'. 
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TEKI-NURA-RIA (Encounter areas Tl4-17) 

SLOPES OF NI-MALOW A 

The slopes of Ni-malowa a recovered in the 
sam e kind of dense jungle as the eastem 
part of t he island. The volcano is dormant, 
and the crater is plugged with hardened 
lava (see area TIS). 

If the party comes to the edge of the val ley 
coutaining the entrances to the tombs of 
the manwu-papas, the OM should refer to 
THE MANWU-PAPAS' TOMBS on page 
9. The slopes down into the valley arc steep 
but can be climbed safely. 

Fixed Encounters 

Tl.4. Surrou nded! 

Whatever route is taken across the slopes of 
Ni-ma lowa, the party will be attacked by a 
group of topis after 2 turns: 

There is a movement in the under­
growth behind you ... then another in 
front. .. and on either side ... In an 
instant you are beset from all sides by 
a horde of tiny, s ilent humanoids, 
leaping towards you with out­
stre tched claws. 

These topis are in addition to any encoun­
tered as wandering monsters. 

10 topis: AC 6; HD 3• ; hp 18,16, 15,14,13 
(x3), 11 ,9,8; MV 120' (40'); #AT 2 claws; 0 
1-6/1 -6 +Special; Save F2; ML 12; AL C; 
XP 50 each; T H ACO 17; New monster. 

Characters hit by a topi must make a saving 
throw vs. Poison or be affected by the 
equivalent of a s low spell for 1-2 turns. 
T o pis are immune to spells such as s leep 
and charm, and turn as wights. Non-edged 
weapons do on ly half damage to them but 
knock them off-balance for I round. 

Tl5. Crater at the Summit 

The jungle comes to a sudden end 
and you find that you have reached 
the tOp of the mountain. At your feet 
the ground drops away into a steep­
sided crater with a still, emerald 
green pool at the bouom. 

The pool is roughly circular and about 30 
feet across. It is warmed and enriched with 

minerals by the volcano below, and an 
unusual, outdoor variety of green slime has 
grown in a thin layer across its surface. It 
looks like a layer of weed or a lgae but is 
otherwise identica l 10 the underground 
variety. It will attack any characters who 
come down to its pool. Because of the water 
in the pool , non-magical fire will only 
inflict half damage on the slime. Characters 
hit by the monster will turn to green slime 
in 1-4 rounds unless the s lime is burned off 
or a cure disease spell is used. 

1 green slime: AC Always hit; HD 2 .. ; 
hp 16; MV 3' ( I' ); #AT I touch; 0 Turns 
fl esh into s lime; Save Fl ; ML 7; ALL; XP 
30; THACO 18; B31. 

The pool is 20 feet deep. At the bo ttom is a 
large gold amulet bearing a star sapphire 
(value- 3000gp), three gems (value - 540gp 
each), and a pair of matching s ilver 
armbands (va lue- 335gp each). 

VILLAGE/ HARBOUR 

The adventurers shou ld be discouraged 
from a ttacking the kara-kara village, since 
there a rc so many of these humanoids here 
and in the underground chambers (meas 
N 15 and N 16) that they are likely to 
overcome the party in a straight fight. 
When the adven turers can first see into the 
village, the OM should read out the 
following description: 

Cradled be tween two jungle-covered 
arms of the mou ntain is a village of 
long, wooden huts with scores of 
kara-kara dancing in the open space 
between them. At the back of the 
village is the mouth of a large cave. 
fill ed with the fli ckering light of 
torches. From the depths of the cave 
comes the echo ing beat of drums and 
raucous chanting. One g lance is 
enough 10 convince you that Rollo 
Bargmann·s warning about the 
dangers of attacking the tribe open ly 
was no exaggeration. 

In front of the village is a small bay. 
where five large outrigger canoes lie 
drawn up o'h the beach. 

Tl6. Village 

T here are 180 kara-kara in the vi II age 
during the ceremony (the o thers arc in 
areas N l5 and NI6). 
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30 kara-kara warriors: AC 8; H 0 I+ I ( I +4); 
hp 3x 9( 12), 27x 5(8); MV 120' (40'); #AT I 
weapon; 0 1-6; Save Fl (F2); ML9(1 l);AL 
C; XP 15 each; THACO 18; New monster. 
130 kara-kara females: AC 9; HO I+ I; hp 5 
each; MV 120' (40'); #AT I weapon; 0 1-4; 
Save Fl; ML9; ALC; XP 15each; THACO 
18; New monster. 
20 kara-kara young: AC 9; HO I+ I; hp 3 
each ; MV 120' (40'); #AT 0; 0 0; Save F l; 
ML 2; AL C; XP 0; New monster. 

The warriors all have shields and arc armed 
with two wooden spears and either a 
wooden pick or a s tone-headed mace (sec 
NEW MONSTERS, Kara-kara - page 27). 
They will attack the party on sight and 
begin their chant in order to improve their 
hit points, saving throws and morale. The 
fema les have s tone daggers, and will only 
fight in sel f-defence. The young wi ll not 
fight. T he warriors each have I Ogp in crude 
coral jewellery. 

Every 2 rounds aft er the ad\'etlturers begin 
to fight the warriors in the village, I 0 more 
chanting kara-kara (nine warriors and a 
9-hi t-point leader) will emerge from the 
caverns behind the village (areas N 15 and 
N l 6). There will be a to ta l of 190 male 
kara-kara ( 171 warriors and 19 leaders) in 
these caverns, minus any previously killed 
as wandering monsters. 

If the adventurers fl ee from the village, 
on ly nine warriors and a leader will chase 
afte r them, while the rest of the tribe re turn 
to the ceremony. From then on, however, 
all patrols of kara-kara encountered as 
wandering monsters will contain 13 rather 
than 9 kara-kara. 

The 10 village huts arc each 40 feet long 
and 20 feet wide. They contain only 
bedding, s tores of food, primitive tools and 
domestic utensils. 

Tl7. Harbour 

There arc five orna tely carved war canoes 
with o ut riggers pulled up on the beach. 
They have no sa ils and require at least 35 
rowers to move at full speed. 

Table 2- Kara-Kara War Canoe 

Movement: 

Crew: 
Hull Points: 
Armour Class: 
Capacity: 

18 miles/day, 
90 feet/ro und 

40 (all rowers) 
41-50 

8 
20,000 en 
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These chambers under the volcano Ni­
malowa were originally dug by the" Ances­
wrs" - the race which inhabited T eki­
mJra-r ia before the kara-kara. They can 
now be divided into three areas: 

A: THE MANW U-PAPAS' T OMBS (areas 
N I-NS). These rooms have been modified 
by the kara-kara to serve as burial chambers 
for their man wu-papas (witch-doc tors). 
One of the tombs (that of Kota-ef-nitek­
areas N3 and N6) is sometimes used by 
Kalna Kaa and the living manwu-papas as 
a secret entrance 10 the chambers under the 
moumain. 

B: KARA-KARA CHAMBERS (areas N9-
N 16). These have long been used by the 
kara-kara for the ceremonies of their pig 
cult. KalnaKaa is regarded by the kara-kara 
as a p ig god and will be presiding over a 
ceremony involving most of the kara-kara 
when the party arrives on the island. 

C: KAL N AKAA 'S ROOMS (areas 
N 17-N32). T he roo m of hanging crys tals 
(area N 17) has always prevented the kara­
kara from entering this area. KalnaKaa. his 
daughter and henchmen have taken up 
residence here. A tunnel (area N32/Kl) 
leads from these chambers 10 the more 
extensive complexes under the island's 
other volcano- Ki-ata (areas Kl - K46). 

Standard Features 

Unless o therwise stated, al l corridors under 
Ni-malowa arc 15 feet high, al l rooms and 
chambers are 20 feet high, and a ll doors an· 
made of s labs of stone held in iron frames. 
Many of the rooms arc il luminated, but 
otherwise thc descriptions assume that the 
party has some source of ligh t. If not, 1hc 
OM must amend them accordi ng ly. 

The drums in 1he volca no temple (area 
Nl5) cannot be heard in areas N4-N7. 

MANWU-PAPAS'TOMBS 
The entrances to 1he rombs of the manwu­
papas are in a dusty valley on thc north ­
eastern side o f the volcano Ni-malowa: 

Before you is a short, steep-sided 
val ley, which looks out over the 
ocean to the north-cast. Jungle trees 
grow right up to the sides of the 
valley but there seems to be no life 
amid the dusty rocks on the valley 
floor. At the head of the valley, three, 
stark stone structures complete the 
sense of desolation. 

After reading this descr iption, the OM 
should show I he players Illustration I from 
the Pull-out Sheet. 
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Each s tructure ha~ a rectangular platform 
extending out from tht• va lley wall, with 
s teps leading up to it al 1hc fro nt. The 
platforms and steps arc bui It of ma~sivc 
stone s labs. The platforms are abou r 6 feet 
high, 32 ftet long and 20 ket wide. The 
top~ of rhe upper slabs arc about 15 fee t 
above the p latforms. 

Ar the back of each platform is a pair of 
rectangular pi llars, wh id1 support otte or 
more large horizontal Slo ne s lab~. BttWl'l'n 
each pair of pillars is a magical portal 
which leads through the 10-foot- lhick, 
solid rock wall to oue of the tombs of the 
manwu-papa~. 

I nscri pi ions on 1 he stones g ive clues as to 
how each of tht• magica l portals can he 
opened. When the party pnforms the 
correct actions, a passage (cn·att·d by a pass­
wall) will appear through the rock face 
bet ween 1 he pi liars . Tlw porta b can be 
opened from the inside by touchiug rhe 
place where the passage will appear. Thl· 
portals remain open for I turn, and can be 
reopened any n um h<'r of t i mes. 

The sources of the porta Is are yd low, 
paimcd circles on 1hc end walls of the 
corridors behind the t·ntrances. These a rc 
the o nly pan~ of the portab which have a 
magical aura. 
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UNDER NJ-MALOWA (Encounter areas Nl-5) 

N l. Entrance to th e Tomb of Su -hana-ko 

The DM should show the players Illu­
stration 2 from the Pull-out Sheet. 

The three niches in the s labs above the 
portal each contain a jaw-bone from a large 
pig. They havevalueonly to the kara-kara. 

The horizontal lines with jagged lines 
between them are kara-kara writing. The 
wri ting above the ponal reads "Su-hana­
ko", a name which means "dancer". The 
name can be read and its meaning under­
stood by the use of a read languages spell or 
s imilar means. 

The pass-wall portal will open if any 
character performs (even approximately) 
the dance shown by the six carved panels 
on the stones bes ide the opening. The OM 
may even insist that the p layer concerned 
pnforms the dance! 

N2. Entrance to the T omb of Kono-ti 

The DM should show the players Illu­
s tration 3 from tht• Pull-out Sheet. 

There are three sets of iuscriptions on the 
entrance. These ran be read by means of a 
read languages spdl, and a thief (4th level 
or a bow) has an 80% chance of understand­
ing each inscription. They read as follows: 

- ontht• horizontal slab: "Na-ho-ko no-ti" 
meaning " Tomb of Kono-ti ". On read­
ing the inscription it will be ckar that 
" Kono-ti" is a name mcaniug "wise 
ont•''. 

- on the left-hand pill<1r: "Lowa-nek" 
meaning "Order in ... ". 

- on the right-hand pillar: ' 'Set-ato" 
meaning" ... all things". 

The three panels in the centre of the top 
slab represent (fromleftto right) a spider, a 
binJ and a fish. They can be pushed in 
about half an inch and slide back out again 
when released. 

These panc·ls, and the similar ones on th<' 
pillars. art· arranged in five of the six 
possible orders in which the three symbols 
can be put. If the adventurers realise this 
and push the panels of tht' top stone in the 
remaining order, that is: bird- fish- spidt'r, 
the pass-wall will open through to the 
passage beyond. The inscriptions on 1he 
pillars shou ld ser\'e the party as clues to 
how the tomb is entered. 

If the panels are pressed in any other order, 
the hidden trap-door in the platform in 
front of the portal will open, dropping 
anybody on it into a 20-foot-deep pit (2d6 
points of damage t'ach). This trap cannot 
be disarmed, but it can be avoided. Setting 
off the trap wi ll not prevent the pass-wall 
from opening if the pands are pressed in 
the correct order aftt'rwards. 

The carved "faces'' on the portal and at 
each end of the top slab an· only decoration. 

N3. Entrance to the T omb of Kota-ef-n itck 

The DM should show the players Illu­
stra tion 4 from the Pull-out Sheet. 

The inscription o n the top slab reads 
" Kota-ef-nit rk", ;1 name meaning "the 
twin ". This can be read and understood hy 
the use of a read languages spell or similar 
means, and a thief (4th level or above) has 
an 80% chance of understanding it. 

The face on the figure bt·tw<.·cn the pillars 
and the one on tht' bottom right-hand 
panel of the right-hand pillar are \'cry 
similar. The inscription is a due to this 
and, if they are touched at the same time or 
within I round, the pass-wall will open. 

The panel with the design: 

is magically trapped. If it is touched, a blast 
of magical fire will gush ou t e~nd inflin 10 
points of damage (5 if a sucn'ssful saving 
throw vs. Spells is made) on a II characters 
within 15 feet. T he design is the kara-kara 's 
death symbol. it cannotlx· read by means of 
a read languages spel l. 

N4. Crypt of Su-hana-ko 

The passage opens into a musty 
<·hamber. Before you is a small, sto ne 
casket, flanked by a pair of plain, 
stoppered jars. To right and left, 
ha lf-hidden by shadows. two statues 
maintain a silen t \'igil. 

The jars are stoppered and sealed with wax. 
Each contains an ochre jl'lly which will 
altack if the lid is n·mm·ed or if the jar IS 
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broken, gaining surprise on a roll of 1-4 on 
ld6. The jell ies arc only harmed by fire or 
cold and can dissolve wood, leather an d 
cloth. Attacks by weapons or lightning 
divide them into smaller jellies. 

2 ochre j ellies: AC 8; H D s•; hp 20, 23; 
MV 30' ( 10'); #AT I touch; D 2-12; Sa\'e F3; 
ML 12; AL N; XP 300 each; THACO 15; 
B35. 

The casket is not locked, but is trapped 
(normal chances of detection ). The trap 
works by firing two crossbow bolts s ide­
ways, which will smash the jars unless 
these have been mO\·ecl. This will release 
the ochre jell ies, but will not harm then1. 
Any character in the line of fire will take 1-6 
points of dam<tge (a utomatic hit ) but will 
prevent the jar on that side from breaking. 

The casket contains a small, scaled c<'ramic 
jar, a fin ely made jade axe-head (va lue -
170gp) and a pair of matching, gold 
bracclt'ts (value - 560gp each). The jar 
(which has no \·alue) contains the cremated 
remains of Su-hana-ko, a long-dcpaned 
manwu-papa of the kara-kara. 

The statues represent one of tlw kara-kara 's 
gods; a creature with the body of a J.:.ara­
kara and the head of a boar. They have 110 
value. 

N5. Crypt of Kono-ti 

This place ha~ the still , dead air of a 
crypt. Its rough-hewn walls and 
floor arc bare. and a veil of cobwebs 
covers the ceiling. In tht· darkness at 
the far end, you can make out four 
shadowy alcoves, two on each side. 
Tht' first two are empty, but from 
·those beyond comes the enticing 
g lint of gold. 

The cobwebs were WO\'Cn by hundreds of 
small. harmless spiders which li\'e on the 
ceiling. The two nearest alcoves are filled 
by two gelatinous cubes. They <Ire difficult 
to Sl'<', and will attack anyone who 1110\"es 
betwt·cn thC'm, as wdl as in sd f-dt'fcncc. 
Characters hit must make a saving throw 
vs. Paralysis or be paralysed for 2-'0 turns. 
Gelatinous cubes are unaffectnl by cold or 
l ightning. 

2 gela tinous cubes: AC 8; l-I D <I•; hp 19. 112; 
MV 60' (20'): #AT I touch; D 2-8 + 
paralysis; S<I\T F2; ML 12; AL ; XP 125 
each: T IIACO 16: B30. 
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Each of the farther alcoves contains the 
skele ton of a kara-kara wearing two gold 
ankle bracele ts (value- 575gp each). 

The door of the st·cre t compartment at the 
end of the crypt is trapped. [f the trap is no t 
disarmed. a cloud of poisonous gas is 
released when the door is opened. Any 
victim within 10 ft>ct of the door must make 
a saving throw vs. Po ison or be paralysed 
for ld 12+3 turns. A cure light wounds spell 
will remove the paralysis. 

Inside the secret compartment is a kara­
kar.t skrleto n and a sma ll, sealed jar. The 
skeleton is that of Kono-ti (a manwu-papa 
from long ago) and is wearing an exquisite 
ivory necklace inlaid with moLher-of-pearl 
(value- 750gp). The jar comains 12 ivory 
figurines (value- 105gp each). 

N6. Crypt of Kota-eC-nitek 

Opening the door, you find a musty 
chamber - a 10mb for the haggard 
corpse lyi ng o n a central s lab, and its 
lo n g dead a tte ndant s s lumped 
against the walls. Suddenly their 
lifeless eyes turn o n you and they 
spring forwards; bony fingers reach­
ing out and jaws agape. 

The creature on the slab and four of those 
against the walls are ghouls. The o ther two 
arc agarats. They will auack the party on 
sight. They a rc controlled by KalnaKaa 
and the manwu-papas who use them 10 

g uard this secret entrance to the chambers 
under the moumain . 

5 ghouls: AC 6: HD 2• ; hp 12, 10, 9, 8. 7; 
MV 90' (30'); /IAT 2 claws/1 bite + 
paralysis; D 1-3/1-3/1-3: Save F2; ML 9: 
AL C: XP 25 each; THACO 18; 830. 
2 agarats• : AC 4; HD 4+~•; hp 25, 22; MV 
90' (30'): #AT 2 claws/! bite + scream; 
D 1-3/1-3/1-3; Save F5; ML II ; AL C; 
XJ> 200 each; THACO 15: New monster. 

Any character hit by a ghoul must make a 
saving lluow vs. Paralysis o r be paralysed 
for 2-8 turns. Ag-arats can scream once per 
turn. All char aners within 20 feet must 
make a s~r ving throw vs. Spells or suHer a I 
le\'el energy drain for 1-4 turns. 

Tlwghoullyingon theMoneslabwasonce 
Kota-d-n itek, a manwu-papa. Its sandals 
are inla id with turquoise (value- 3 10gp 
each) and it wears a necklace o f coral and 
jade lx-ad ~ (value- 760gp). 

UNDER-NI-M A L OWA (Encounter areas N6-10) 

N7. Kota-d-nitek's Treasure Room 

The air here is dull and si lent, 
seeming to swallow up any sounds 
you make. The room is in the shape 
o f a T , with narrow branches 10 

either side and a wider part ahead, 
from which a life-sized crysta l skull 
g lares a t you from a stone pi i nth. To 
your leh and right, similar plinths 
bear large crystal vials. 

The room is trapped in an unusual way. H 
any of the three crystal items is lifted from 
its stOne plinth the room will be filled with 
a loud whistling sound. This will rise in 
pitch as the object is moved away from the 
plinth, going beyond the range of char­
acters' hearing when it is 10 feet away. It 
will drop in pitch if the object is moved 
back tOwards its plinth and will stop if it is 
replaced, bu t will stan again if the o bject is 
removed once more. If the object is moved 
20 feet or more from the plinth, the sound 
will reach a pitch where every non-magical 
object ins ide the room which is made of 
glass, crystal o r ceramic (including the 
skull , via ls and any simila r items carried by 
the adventurers) has a 50% chane<· of 
sha11ering. 

The whistle is magical and the whole room 
has a magic-al aura. The magic may be 
removed permanently by a dispel magic 
spell (the whistling magic was created by a 
level 14 mag ic-user) o r nullified for the 
duration of a silence 15' radius spell c-ast 
anywhere in the room. The whis tle cannot 
be heard outside the room and o nly a ffects 
objects and creatures inside it. 

The crystal skull is very finely made and is 
worth 2500gp. The vials contain potions. 
The vial o n the eastern plinth holds fo ur 
potions of healing (a colourless, biller 
liquid) and rhc western via l contains two 
potions of gaseous form (colourless and 
sweet). 

N8. Long Corridor 

A rock-hewn passage stretches before 
you, fillt."<i with tlw faint but persist­
ent rhythm of beating drums. 

Thi~ passage is 1800 feet long-. The air and 
the walls are noticcabl)• wan ner tOwards its 
south-western end because of t he heat from 
the mountain 's volcanic core. 

II 

The drums in the volcano temple (room 
Nl 5) may be heard in rooms N8-Nl6. 

N9. Room with Statues 

To your relief, you find that this 
room is unoccupied. The plastered 
walls bear faded horizonta l bands of 
red and green. Four wooden , boar­
headed statues with humanoid bodies 
face inwards from the corners. The 
wood is o ld and worn but the eyes 
and lllsks of the statues are brig ht 
with inlaid mother-of- pearl. 

The ~ta lli es are an ually wood golems 
which will auack an yone entering the 
room. H auacked with fire, the golems will 
take the normal extra damage (saving at 
-2), but will a lso g ive off clouds o f thick 
smoke which will obscure characters' 
vision for a -2 penalty on hit ro lls. The 
golems ha\'e a -I pcna lt yon initiative rolls. 
They are immune to cold, missiles and 
sleep, charm and hold ~pells. 

4 wood golems• : AC 7; H D 2+2• : hp 14 
each: MV 120' (40'); /I AT I fi s t: 0 1-8: Savt· 
Fl; ML 12: AL N; XP 35each ; THACO 17; 
£50. 

The eyes and tusks a rc worth a total of 
245gp per golem. but the usc of fire on a 
golem will ruin them. 

N IO. The Great Manwu -papa 

Glari ng at you from the centre of the 
room is a kar<J-kara, resplendent in a 
head·dress and long robe of brightly 
coloUtcd £eathcrs. Cather~·d mo und 
him are eight o ther kara-kara , wear­
ing loin-cloths and body pai nt and 
wielding short , tooth-edged :.words. 

The creature in the robes is the kara-kara's 
chief manwu-papa. He has a shield and is 
wearing wooden armou r under the robes. 
H e is a rmed with an iron mace+ I and has 
the following spells: cause fear, cure ligh t 
wounds, curse, hold person and si lence 15' 
radius. The manwu-papa's curse spdl 
causes cowardice. An afkcted chmactt·r 
must makt• a saving throw vs. Spt'l ls at thl' 
begi nning of evny combat. or fkt• fo r 2 
turns (as if a ffected by a cause fear ~pd l ). 
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His attendan ts arc ordinary kara-kara 
warriors armed with shark's- tooth swords 
(treat as short swords). When they sec the 
party, the kara-kara will begin to cham (sec 
NEW MONSTERS, Kara-kara - page 27). 
H the kara-kara fail a morale check during 
combat, they will surrender. 

1 kara-kara m anwu-papa: AC 6; HD 6; hp 
28; MV 120' (40'); #AT I mace +1; D 2-7; 
Save C6; ML 9 ( II ); AL C; XP 500; 
TH ACO 14; New monster. 
8 kara-kara warriors: AC 9; H D I+ I ( I +4); 
hp 5(8) each; MV 120' (40'); #AT I short 
sword; D 1-6;Save Fl (F2); ML9(ll ); ALC; 
XP 15 each; T HACO 18; New m onster. 

The manwu-papa's robe and head-dress 
arc worth a to tal of 350gp. H e is a lso 
wearing a very fin e jade amule t inlaid with 
mother-of-pearl (value- 750gp) and a pair 
of jade earrings (value - 75gp each). Each of 
the warriors has only IOgp worth of crude 
coral jewellery. 

This is the manwu-papas' ro bing room. lls 
walls were once plastered, but most of this 
has fallen off and the kara-kara have 
painted pattcm s on the wall in bright 
green, red and yel low. Three wooden pegs 
have been fixed inw the eastern wall. A 
sack hangs from one of the pegs. along 
with five human skulls lashed together 
with twine. 

The sack contains a copper bracelet, 27 
iron nai ls and a small, scalc·d botlle filled 
with a fierce chi ll i sauce. One of the skulls 
contains a small ivory box inlaid with coral 
and mother-of-pearl (value - 350gp). m 
which is a large pearl (value - 500gp). 

Nil. Manwu-pap as' Quarters 

A hurried glance around this luridly 
decorated chamber assures you tha t it 
is unoccupied. II seems to be a 
bedroom for three people; people 
with a liking for bright red, green 
and yel low paint ! 

This is the bedroom for the three manwu­
papas of the kara-kara tribe. They have 
painted the plaste red walls with pattnns in 
their favori te colours. 

Three wooden ~:xis with matt rc!>scs of 
palm I raves staud against the weste rn wall, 
each with a wooden peg hammered into the 
wal l above it. Two of the pegs have sacks 
hanging from them . 

The left-hand sack contains the skull of a 
halfling, a pebble with a natural hole 
thro ugh it , 23 rusty nai ls and the dried tail 
of a lizard. T he right-hand sack contains a 
rusty iron knife, several pieces of scrap iron 
and some cremated an imal bones wrapped 
in palm leaves. Ming led with the bones a rc 
20 small pearls (value - 25gp each). 

To the left of the beds is a low table with a 
ceram ic jug, s ix beakers and four wooden 
bowls arranged on it. The bowls hold tasty, 
exotic fruits, and the jug conta ins a thick, 
sickly, alcoholic drink. 

N l 2. Prison Pits 

A noxious stench like a dung heap 
assails you as you open the door 10 

this lofty natural cavern. The floor 
drops away into two yawn ing pits, 
leaving only a ledge and a narrow 
rock causeway w link this door with 
the other two entrances. 

The prison pits arc 30 feet deep, and 
downward-pointing bnmboo spikes have 
been set into the s ides just below the level of 
the causeway, in order to prevent prisoners 
from escaping. 

There arc three kara-kan-1 prisoners in the 
eastern pit, captives from a tribe which 
lives on another kan1-kan1 island. They 
have no weapons or posst'ssions and will 
cower a t the far sick of the pit, even if the 
party auempts to rckase them. If they arc 
forced out of the pit they will flee towards 
room N l3. 

3 kara-kara prisoners: AC 9; H D I+ I; 
hp 4,2,2; MV 120'.(40'); #ATO: D 0; Savt' Fl ; 
ML 2; AL C: XP 0: New monsttr. 

If the prisontrs get th rough th t door, the 
guards will be akncd and will rush into 
this room 10 auack. chanting as they run. 

The other p it conta ins the body of an elf 
a nd three human skeletons. Also in the pit 
is an engraved platinum belt (value -
1500gp) which the kara-kara have ignon'd. 

N 13. G uardroom 

The guards in this room will rush into 
room N l2 if they art• alerted by the 
p risoners, or into room N 15 if th <' beat of 
the drums stops. Th is description assumes 
that the pany encounters them here: 
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Facing you across the room arc five 
kara-kara, chaming in time 10 the 
beat of the drums and waving their 
clubs and spears in a strange dance. 

The guards wi ll a ttack the pany on sight. 
They are a lready chanting and so have 
improved hit points, saving throws and 
morale (sec NEW MONSTERS, Kara-kara 
- page 27). If they fail a morale check 
during combat, they will surrender rat her 
than flee. Each of the guards has I Ogp 
worth of coral and amber jewellery. 

5 kara-kara warriors: AC 8; I ID ( I+ I) I +4; 
h p (5)8 each ; MV 120' (40'): #AT I stone 
mace or wooden spear: D 1-6: S<wc (FI ) F2; 
ML (9) II ; AL C: XP 15 each: THACO 18; 
New monster. 

The room has p lai n rock walls, fl oor and 
ceiling. On the lower parts of the walls the,.. 
g uards have scratched meaningless prim­
iti \"t' designs. 

On the floor against tht' southern wa!l, 
extending a long its entire lcngt h, is a·I5Cd of 
palm leaves, 6 feet wide and 2 feet thick. 
Ncar the northern wall is a pile of tasty, 
tropical fruits and a jar of water. 

N l 4. Arm oury 

This s toreroom ill unoccupied. 
Aga inst the far wall. an untidy heap 
of primitive weapons has been 
dumped next 10 three large, un­
swppered jars. 

T he stack of weapons consists of 50 spears, 
15 ston<·-hcatkd maces. 10 wooden picks, 
five swords edged with l>harks' teeth, and 12 
shie lds (sec NEW MONST ERS, Kara-kara 
-page 27, for details of these weapons). One 
of the spears is a spear +2. It rs Ill ­

distinguishable fro m th(• otlll'r spears 
except for ib magical aura. 

O ne of the jars holds water. The o ther two 
cor11<1in a mi xture of rotting fruits used to 
feed the prisoners in the pits (room 12). 

N l5. Volcano Tem ple 

Tht• following dc~n iption assumes that 
the pany will enter this chamber through 
o 1w of the doorl> in the northern corner. If 
not , the DM shou ld amend it accordingly: 

• 

t 

• 
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Opening the door, you arc con­
fronted by a blas t o f hot a ir a nd the 
deafening roar of drums. This huge, 
natural chamber is dominated by a 
g-aping pit, fill ed with a fiery red 
glow and spanned by a slender rope 
bridge. On the far side is a crowd of 
spear-waving kara-kara. 

Next 10 you are the drums, each 
poundt•d by three swearing kara­
kara, but your eyes are drawn to a 
corner of the cavern bc·yonci rhem. 
There, you sec a pair of brightly­
robed kara-kara and, lounging in a 
throne o n a plarfonn above. a gross, 
pig-like creawrc. 

Barely a hean -beat passes before rhe 
drums s top. The bearers hurl rhem­
~elves to wards you fo llowed by the 
robed kara-kara. Th<"rc is a ba ltic-cry 
from the far side of the pit, and the 
horde of kara-kara starts 10 swarm 
across rhc swaying rope bridge. 
Then, with a squeal of anger and fear 
which sha11cr~ the sudden quicr, the 
pig-beast steps from its throne and 
vanishes before your eyes! 

The pig-like beast in tht throne is an image 
of Ka lna Kaa, proj<'ctcd from his laboratory 
(area NS I). The thro rw is large and made of 
bronze. The platform it is on is 10 feet 
above the ground. The image cannot be 
harmed ; spells and physica l auacks will 
pass straight through it. Ka lnaKaa can sec 
and speak through the image, bur cannot 
cast spells or allack in any way (sec area 
NSJ ). Realising that his stro nghold is 
under serious auack, KalnaKaa will make 
preparations to fl ee, (sec KALNAKAA'S 
ROOMS · below) and cease sending his 
projected image. 

A lithe kara-kara will chant if possible (see 
NEW MONSTERS, .Kua-kara · page 27) 
The nine kara-kara drum-beart·rs will 
a11ack the adventurers o n s ight, us ing the 
heavy drum-sticks as clubs. 

9 kara-kara warriors: AC 9; H D 1+1 (1+'1 ); 
hp 5(8) each; MV 120' ('10'); #AT I club; 
D 1-4; Save Fl (F2); ML9 ( 11 ); ALC; XP 15 
each; THACO 18; Nt·w monster. 

They will be fo llowed by the two robed 
figures who arc manwu-papas armed with 
metal war hammers. They have shields and 
are wearing woodt·n armour undn their 
feat hercd robes. T lwy can each cast the 
following spdls: cause fear, hold person 

UNDER NI-MALOWA (Encounter areas N16-17) 

and cause light wounds. If they use hold 
person, they will cast it a t ~ingle t arget~. 
Each of the manwu-papas has 200gp worth 
of coral and mother-of-pearl jewellery. 

2 kara·kara m an wu-papas: AC 5; HD 'I; 
hp 19,15; MV 120' (40'); #AT I war 
hammer; D 1-6; Save C4; ML 9 ( II ); AL C; 
XP 125 each; THACO 16; New monster. 

There are SO kara-kara (three leaders and 27 
warriors) on the south-western side o f the 
cavern. Tht•y each have a ~hicld, two spears 
and a sron<·-headcd club, a wooden pick or 
a sharks'-toot h sword. They each have 
IOgp worth of ivory jewellery. There arc 
also 20 young, but these will not fight. T he 
warriors and leaders will cross tht· rOpt' 
bridge toauack the party but they ca n only 
cross in single fil e and it will take 2 rounds 
for the first ones to arrive. nics~ they arc 
stOpped, five kara-kara will reach the 
northern end of the bridge each round after 
that. Any character with an edged weapon 
can automatically cut the rope bridge in I 
round. Any creatures o n the bridge will fall 
into the fiery pit and lx' killed. The kara­
kara will oc unable to cross the pit once the 
bridge is cur. 

The kara-kara on the ~outh-wes rern ~ide 
will throw spears at the party even though 
maximum spear rangt' (60 ft•t•t ) i ~ o nly juM 
greater than the width of the pit. No more 
than 10 spears will be thrown rach ro und. 

30 kara-kara leaders/warriors: AC 8: 
HD 1+1 ( 1+4); hp Sx 9( 12), 27x 5(8); MV 
120' (40'); #AT I weapon ; D 1-6; Save Fl 
(F2); ML 9 ( I I ); AL C; XP 15 each; T H ACO 
18; New monster. 
20 kara-kara young: AC 9; H D I+ I; hp 3 
each; MV 120' (40'); #AT 0; 0 0; Savt· F l ; 
ML 2; AL C; XP 0: ew momrer. 

Once the drum~ stop and the kara-kara in 
thcdancing chanrlx·r (area N 16) reali~e that 
the temple is under a11ack. they will mm·t· 
into this chamber at a t<lle of nirw warrior~ 
and one leader each round. 

The roof of this cawrn i ~ 300 fct' t above tlw 
floor le\'cl. It is the plug of ~olidifi t•d lava at 
the top o f the volcano (sec area TIS). Tht· 
pit drops down into the hean or rill' 
volcano. Any creature fa lling into tht· lava 
will die, unkss totally immunt• to lwar. 

N 16. Dancing Chamber 

At any given time during the ct•rt•mony, 
this 60-foot-high, natural cawrn will con· 
rain the bulk of the kara -kara tribt•, 
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dancing in time to the drums. Any kara­
kara killed o n patro l (see Wandering 
Monsters · page 5) should be deducted from 
the numbers gi\'en below. 

Kara-kara from this chamlx:·r will go into 
the vi llage or the \'Oicano temple in the 
event of an attack. Details arc given in the 
descriptions o f areas, Tl6 and N 15. 

160 kara-kara leaders/warriors: AC 8; 
H O 1+1 ( 1+4); hp 16x 9(12), 144x 5(8); MV 
120' (40'); #AT I weapon; D 1-6; Save Fl 
(F2); ML9 ( 11 ); ALC; XP 15cach;THACO 
18; New monster. 
40 kara-kara females: AC 9; HD I+ I; hp 5 
each; MV 120' (40'); IIAT I weapon; D 1-4; 
Save Fl; ML 9; AL C; X P 15 each;TH ACO 
18; New monster. 
40 kara-kara young: AC 9; HD 1+1; hp 3 
each ; ~ I V 120' (40'); #AT 0: D 0; Sa\'<' Fl ; 
ML 2; AL C; XP 0; New monster. 

Each of the warriors and leaders ha~ a 
shield and two ~pears, p lus a stone-headed 
mace. a wooden pick or a sharks' -tooth 
sword. They each ha \·e JOgp wonh of 
mo ther-of-pearl and ivory jewellery. Tlw 
females have stone daggers. 

KALNAKAA'S ROOMS 

Ka lnaKaa, his daughter Maerit• and hi !> 
charmed companio ns Bezel, Rufus and 
Gcldcred ha\·e taken over cham bt·rs behind 
1 he volcano temple (area N 15) bui lt by tht· 
original inhabitants of Teki-nura-ria. The 
kant-kanr will not enter these chamlx·r~ 
~ i nee 1 hey arc terri ficd of the room of 
hanging crystals (area N 17). 

Wht·n Kalna Kaa disco\'ers that his la ir i ~ 

umkr arwck (see area N 15) he will warn his 
henchmen (area N21) and Manit• (room 

129). then gather up his most trea~un·rl 
bdongings and fl ee into tht• chamlx·r~ 
undt•r Ki -ara (Sl't' page 17). 

N l7. H anging Crystals 

A ma)S o f gl iuering Cf1'Stab. ~m­
pended by gently swaying ~•ring~ 

from the ceiling, fills tht• c ir cular 
room lx·fore you. At first sight . tht· 
room apJx·;u~ to lx· quite simple. 
with plain whitewalls and fin•otht'l 
doors. but as you look mon· d osd y 
you notice that t'n'l'ything St'l'lllS to 
~witch ar o und depending orr exactly 
how you look at i 1. 
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T he crystals are magical, and act like a 
matt. By ta ngli ng together a nd distort ing 
the characters' vision , the strings of crystals 
make· the room difficult and confusing to 
cross. Once a character has started to cross 
the room, the OM should determine at 
random which door is reached. 

Chat alters will be a ble to reach (or avoid) a 
partie ular door if it is marked or left open . 
but unless they have some specia l means of 
sensing di rect ion, characters will not be 
able to te ll in which di rect io n doors lead 
from the room. 

The magic of the crystals may be dtstroy<'<l 
by a dispel magic (it was created by a 20th 
lcvd magic-user). A dimension door. find 
the path or teleport spel l will a llow 
cha rac ters to cross it easi ly. A knock spell 
will no t affect the crystals. Casting a ligh t 
spell here will be so dazzling as to cause 
confusion in everyone inside the room. 

The nystals can be damaged by magical 
weapons (automatic hit) o r spells and will 
lose their magic after taking 80 points of 
damage. Each time they arc damaged, 
however, the crysta ls will fire two magic 
missiles at their a ttacker. Non-magical 
weapons a nd spells which do no t cause 
damage will no t affect the crystals. 

Kal na Kaa and his companio ns know the 
room well and can move across it to an y 
door they choose in I round . 

N 18. Storeroom 

T his is a general storeroom containing: 

- !}!} bottles of wine in a rack, and three 
large ca ks of wine 

- 40 jars o f preserved fruit, meat and fish 
- four chests of clothes (ma le and female, 

var ious sizes) with six bales of clo th 
- five chairs (three broken), a copper 

cauldron, an anvil and an o ld carpet. 

These i tems were pl undered from ships 
and art obviomly from a number of 
d ifft·rent o r igins. 

Nl9. Hall of Glass 

Everyth ing in this brightly-lit room 
seems to be made of glass. Every­
thing. that is, except for a pair of 
shnky, black panthers... panthers 
with long tentacles and six leg ... t 

T he occupants of tht• room are d isplaccr 
beasts. They will ;lilac k the party on s igh t. 
Because the d i~p l ac<'t beast~ can bend light, 
a ll a ttacks again\! tht•m are a t ·2 to hit and 
they save a t +2. 

2 displacer beastS: AC: 4; l iD 6• : hp 40,!l6; 
MV 150' (50'); #AT 2 tent.ldt'S; 0 2-8/2-8: 
Save F6; i\J L 8: AL N: XP 500 each : 
T HACO 14; E48. 

Each of the displau·t beaMs has a collar 
s tudded with 10 gem~ (va lue · IOOgp per 
gem). 

The g lass furnituu· < omi''' of a statue of a 
robed woman, a cablt-. fin· chairs, four 
candlesticks, and a < handrlier (with a 
continual light ~pell c-.t!>l on it ) hanging 
fro m the ceiling. 

N20. Darkroom 

As you open the door you see ... 
noth ing! A th ick. inky blacknr~s fills 
the space ahead. 

The room has a cont inual darkness spt'll 
cast within it. II i' completd y empty. 

N21. H all of Shadows 

Beze l, Rufus and Gddeu:d an· standing in 
the centre of this l<l<tm with an invisibility 
10' radius spell ca't on tlwm. If the adven­
turers can M't' invi,ibl<· ncatures, the OM 
sho uld changt• t he following de~cript ion to 
include the~<· NPC!>: 

Every cornea of this ~otl and hall is 
brightly li t by glowing gems dotted 
across the ce11ing and walls. The 
ceiling is ~uppo1t t-d by four crystal 
pill ars, each with a WI itlt ing. 
shadowy shape within. Sikntl y, the 
shapes g lide out ftomc ht• pi llars and 
move towards you. 

The creatures in the pillars a re shadow~. 
Because tht•y ar<· ~o visible, they wi ll only 
surprise the party on a roll of I on ld6. 
Bezel. Ru fus and Gelde~t•d will a uack a t 
once if they know that they hm e been :.een. 
Otherwise, they will wait untilchrt'<' of the 
shadows have been dt·stroyed. During this 
time the) will woa k o ut the weakne:.se:. of 
the advt·ntun·as and exploi t tht•st• wht·n 
they auack them . 
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4 shadows• : AC 7; HO 2+2• : hp 16,111.1 1J.9; 
MV 90' (30'); #AT I tou< h ; 0 1-4 +cha in I 
poi111 of strength for Stunh:. aH' F2; ML 12; 
AL C: XP 35cach : THACO 17: 8!16. 

BEZEL (cleric): AC I ; C5; hp 20: i\JV 90' 
(!l0'); #AT I: 0 By weapon; a,·eC5; ML I I: 

L C; XP 300: T HACO 17; 
9. I 9. W H, 0 9. C II. C H 13. 

Spc:lh Mcmor ised: 
F irs t Lcn•l · cure light wounds , 
darkness. 
Scc·ond l.t•vd · ho ld person , silence 15' 
radius . 

Weapon': Mace. 
(: lulllitlg/Pro l (~ction : Pl;tl<"l tlail: shitld + 1; .j_ 

blue cloak. .B 
Pt•asona l T rt•asutt·: 25pp in a lx·lt poudt: --~:· 

gold ho ly } mbol enc rusted wi th gems 
(,·alut· · 780gp). 

~ R F (fighter): AC 2: F5; hp !15: MV 90' 
(!l0'): #AT I; 0 Bywcapon ;S:t\'t•F5: ~I L II : 
AI. C: XP 175; T IIACO 15/ 14: 
S 15. 19. W 8. 0 10, C 17. CH 10. 

·w eapom: Sword +1, +3 vs. regenera ting : 
monsters. dagger +2. 

Clcllhi n ~-:/P tott·nion : Plate mail. , (Held. 
1 ed c I oak. 

Pc•a'ional Treasure: Belt pouch with ~Opp: 
~apphire·Muddrd scabbard with sihea ~ 
inla) (\aim· - 17~0gp): golden lx·h with 
sih~r buckll' (value- 520gp); \apphiu· : 
pendant (\'<tluc · 370gp). " 

GELOEREO (e lf): AC cl; E6; hp 17: M V 
120' (40'); #AT I; 0 By w<"apon; Save £6: 
MI. I I; AI. ; XP 500: T llACO H/16: 
S 15, 1 1:1. W 5. o 9. C:S, Cll l 'l. 

(X· II~ Mt·ntOI b<-d: 
Fi r 1 Lt·vd · sleep , magic m issile. 
econd Level - ESP, mirror image. 

Thud Levd · invisibility 10' radius 
(.rh <-:.rd) cast). s low. 

Weapons: Short sword +2, daggc·a (hiddl'n 
imide tht• handk b a fine gold ke) for 
hi' \(X'll boo!.. in room N22). 

C:loching/Protec tion: Chain mail +1. gH't'll 
ao lw. 

Pt•l\ona l Trt•asun': BC' It poud1 with 50pp: 
,ih n, emerald·MuddC'd muff-box (value 
· II OOgp): thl<'t' mate hi ng gold 1 ing~ :.et 
wi th t•mnald~ (value· 290gp t•ach). 

The thrt-e lwnc hmen han· been charmed IH 
KalnaKa.t, but hTn if the charm is bt o l..t'll , 
tht•) w1ll st ill figh t tht' pall\ . Thq kilO\\' 
nothing about the chambt'" umlt·t Ki-aca. 
and bt:lievc that Kalna Kaa lh(":. a poly­
morph sci£ 'JX'Il 10 a~'ttnH· pig form in 
order 10 imptt'" the kata·kara. 

:.. 

:.. 
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N22. Geldered's Room 

As you o pen tlw door. a jet-black 
now raws lo udly from it:. perch on a 
:.kndc·•. black lc·c wt n in the centre of 
tht· room . Again :. ttht·~idt· wallsart· a 
tablt', lx•d and c·hair; all black and 
finel y made likt• tlw kctern . 

The crow i~ Gddcn·d 's IX'l. It canno t harm 
th(· part y. (;efdcred':. spdl hook is on the 
lt'c tern. It is held dosed hy a gold-plated 
hasp which is lock<"d (thl' key is inside the 
e lf 's dagger · M'e ar<"a N21 ) and trapped 
with a po ison IH'<'dle. Anyone picking the 
lock without n ·moving tht• needle. or 
faili ng in an attnnpl 10 u•movc· it will lw 
injected with the poi son. This will kill the 
\'ictim in I turn unit's' tht• chantnc·t makes 
a HICCC:.sfu l saving throw v:.. Poison. Using 
Gelden·d':. key will no t activau• the uap. 

The :.pc:lh in the book al l': 

Fi1M Lt·vel · hold porta l, sleep. magic 
missile. read languages. read magic. 
t·coml Lc\'c·l · continual light•, detect 

invisible, ESP, mirror image. 
Thitd Ll·,·el · dispel magic, invisibility 
10' radius. haste• . 

A covet let of tan· fUJ s on the lx·d i, wonh 
1500gp. 

N23. Bezel's Room 

This small rhambc·r contains onl y a 
bed. at hait, a ~ntall tabk and a tall , 
flat cupboard like· a wardtohc•. The 
:.mooth whitt• walls arc covered with 
a bcwildc·t ing mass of tiny no te~ and 
symbols in black in k. 

Tht'H' i, a ,ilvc·r box (\'illue · 535gp) on the 
wblt· coruaining a do ten quill\. a bou le of 
ink and IWO \'iab or holy water. 

The wmdtobc i:. not locke-d but i, II<IPJX'<l. 
Unkss tht· uap i~ found anti cli~atmc•d , a 
sllong 'P' ing will make· the• wmd10lx· 1ip 
fo r-w;uds ,mftknly wht·n it i' opened. Any 
< ha~<u tn in front o f the· wardro lx·a, it fall s 
wi II ~urra cli 2+3 1XIir11:. o r ( ru~hing damagt• 
(this damagt· may lw tu·gau·cl hy a \Ut-n·, sful 
"'"·ing- thww v:.. Wand,). 

Tht· wardtobc· <OJII :rin:. Betl'l ':. he·~ • rohc 
and a staff o r healing. Tlw coll;u and cuffs 
or tht' roht· an· "''ultkcl with hundn·ds of 
lin y gt'lll stont·:. (tot;rl value·· 2000gp). 

UNDER NI-MALOWA (Encounter areas N22-27 

The notes a nd symbols o n the walls arc tht• 
result of Bezel's philo:.ophical po ndt•t ing\. 
They will be meaning!(':.:. to the patty. 

N24. Rufus' Room 

This is apparently an armou1 y, wd ). 
stocked wi1h weapons and armour. 
There are also 1wo battered. wooden 
dummies and a g t indstone. Hanging 
in one corner, and looki ng somewhat 
out of place, is a hammock. 

Rufus disdain s co mfo rt ancl ~ l t•t•p:. 
surrounded by his favourite objt•t·ts; wt·apom 
and armour. In al l. the room contains: 

·two baule-axes, four daggt•ts (one of 
them s ilver), a mace. thrn• :.pc·m:. and 
nine sword:.. 

· 60 arrows (five of thc·m si l\'e t · tippecl). 
six bows (three· :.holland tht t't' long), a 
crossbow and 30 qua11eb. 

· fiw shields, one dwarf-,itt' :.ui 1 o f chain­
mail armour. and ~l'\'t'll human-sin• 
suits or armom (thret· lcathc·r, thll'<' 
chain mail and om· plate mail). 

The grinds tone is fo r "hat pening wt·apom. 
and the dummies are target:.. 

N25. Colour Room 

As you open 1 he door, you tilT ba tlwd 
in a soft, green I ight mming ft 0111 the 
walls, floor and cei ling or lht• 1'00111 
beyond. Aftt•t a ft·w moments, ti l(' 
green lig ht changes 10 blue, but the 
door you ha,·e opened , and the o tht•t 
two doors into the room remain 
plain white. 

The ('olour of tht• roo m c hangc·:. each 
round, staning at gret•n wht•n the pat I )' 

enter:. 1hen going on 10 blm·, put pit'. H·d. 
o range and yellow. After ydlow it \tall\ 
again at gn'<'n. 

The nonhern and :.outhern docn :. may bt· 
opened safely if a darkness 01 con tinual 
darkness spell is in dft:'cl anywhere in the 
1'0Q111. Olherwise. when t'ithel or till' door' 
i~ opened. all chataCit' rs ins ick tht• room 
mus1makea saving th row vo;. Spdb (at + I ) 
or suffer a curse. Charactt·t~ opnting tht• 
northern or soullwm doot from outsidt· 
this room (i.e. ft om in:. ide room N26or llw 
,c·net corridor) wi II 1101 be· cu rsed. Tlw 1 Yl>l' 
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or curse depends on the colour of 1he 100111 

at the time. l ' nltss othnwisc: Mated. th t· 
curses wi II last for I year or ulll i I negatt'tl b) 
a remove curse spell. 

Gt cen ·charac ter i!> para ly~cd (abo rt'· 

mt>Ved by cure light wounds 
spe ll ). 

Blue· charaner i:. blindnl (abo It'· 
lliO\'ed by cu re blindnes.~ ~pd l ). 

Purple · character i!> dt•afc:ncd. 
Red· character is struck dumb. 

Orange · character is ('OJifused for 12 
rounds (as if affened by a con· 
fu s ion spe ll excep t that all 
auacks hy an affected charac 1<' 1 

will be again s t othc t patty 
mc·mlx·rs). 

Yell ow · chat act t'f is t<·rri ficd for 2 111r m 
(as if affected by a cause fear 
~pel I). 

N26. Treasure Room 

Thi:. room co ma ins :.onw of the ut·a~utt· 
ta t...en b) the kata-kara ft o m ,,·rc·c ked !>hip,. 
It comprist'S: 

·a hn gt• trunk crammc·d with exotic ~ilt...~ 
(total "alue · 5000gp). 

· a small casket containing 320 gt'11h. 
(va lue · 5x IOOOgp; 15x 500gp: IOOx 
IOOgp: 200x 50gp). 

· a che:. t containing 5000gp and exquisitt· 
jewellery to the value of 15000gp. 

· three· sacks; each containing- 2000gp 
(one of I he sack' is a bag of holding). 

· eight kc·g~ of ran· spice:. (to tal \'alut· . 
8000gp). 

The tn.mk, caske t and che:. t are lockc·cl hut 
none i, uapprd . 

N27. Mirror Rooms 

Tlll'"l' fin· room" are almo"' idt'rll;cal 111 

appc·arancc: 

T he· roo111 is ~rnall and 'quatc. 
.\head. i~ a hlank wall. bu1 tlw \\'a ll' 
10 kf1 and right an· mitt 01 '· Rcflt·c IC'cl 
b;u k and fo11h by till' mi11or :.. llw 
roo m ~ecnb 10 l'Xll'lld infinitd\' 111 

bo th dire·< tion~. · 

The " 111 in 01 " .. arc anuall y magical bart it·r, 
which rdkn 1101 o nly light. h111 ;rl,o 
magical ,pdh. Any 'pell' ca' t agairht a 
mirror will bt' rdknnl back agairhl the 
ca,tn! Noise willno1 pass thtough tlu·11t. 
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UNDER NI-MALOWA (Encounter areas N28-J2) 

The min01 1> art· fl exible and if a ch:u anea 
wudw~ o nr it wi ll feel and act likt• a ~h ct•t 

or tubbt•t. tr a character pushes hal d agaill l> l 
a lllit tOI it will yield until mOl>l of the 
<hat a< ter 's body is pt<'Ss<·d againM it. Then 
the 1 h;uacter will be ~udden ly drawn 
thaough the mit ror rrlto the next room and 
the min or willr etutn to being flat. 

Tht cWil<'tn rniaror in room N27e wi llt.rl..e 
daat,l( It' l l> to room IX27a. and till' Wt'l> tt•tn 
minoa in N27a wi ll take them to N27e. 

N28. Ba ths 

T hi' elq;an tly appointed 100111 is 
dt·~ttcd . The only ~und 10 b<• lward 
h the gentle spla h o r water from a 
fo untain at the fa rend wh ich empties 
into a pair of l>Unkcn ba th~. 

ThC' wall,, fl oor and ceiling or thi' roorn 
art· of pink-n·i ned marble, th<· ~anw c·olour 
a' thl' watm, l>Centc>tl wal(•t. 

The room <ontai ns four comfolla blt· 
coudH'l>, two ~mall tables and a rae!.. o f 
IOWl'h. Ont• or thC:' tables beat~ a gold di'h 
(\..tlu<' • 280gp) full o f Last} fr uit and the 
ot h<•t has a oystal dt'Cant<·r (\'aim·- 175gp) 
Of W ill(' with six matching gob)t' l'> (va)U<' · 
75gp t•ac h). 

N29. Maerie's Room 

Bot h docH' into thi> room art IO<I..<·d: 

You S<'l' a young woman lyi ng on the 
Oooa. tit'<! fa\! 10 a toppled chait . A 
lool.. o f ft'.ll on her face fade' to a el id 
,1\ l>ht• \et"i )OU. 

rtlC' woman il> Mat• t i<·, Kal naKaa ·, 
daug ht<•r. l kt abr li ties. <'qu ipment and '>0 
on at<' dewilt•d o n the Pull-out Sheet. 
Whtn 1> h1· wn tht' adventun·as. '> he wi ll 
plt-..td wi lla tht•rn to be re least•t l. 

Aftt·t Ka lnaKaa 1>aw tht• p;.uty in tlw volcano 
tt•rnplt• (aata Nl5) he carne in to Maer i<··s 
r<x>rn to WJtn lwa . lit• per.,uaded lwr to lt·t 
him 1 idwt up in 01 dt·a to decci,·e the patty. 
Ht·a aim .., to b<· wkcn along with tht• 
adH'IltUtl'~'> 'o 1hat1>he can hindea th t•nt in 
tlwit )llll"tit or hea fathc·r. If 1101 . ,,1(' will 
follow th t•nt with the sam!' ~oal in mind. 
I k t tOJX''> all' tied in ~uc h a wa} tha t 1>hc 
(maid I dt·ast'l tl'rl>clf iII I I Oil IHI i r II ('( ('l>Sar )'. 

She knows tht' l01 I.,, on till' doors well , and 
could automat it ally pick l'ithcr of them. 

If the party CJtH''' ion hct, shr will tell them 
that1>he b tht• daughtt'l or Milo Straaks, a 
mt rchant in Thyatis, and that she was 
'apturcd br kara-kata lt o rn a shipwreck 
two week> ago .md brought, u nconscious, 
to this room. Sht• ''til'") that the kara-kara 
are ruk'<l b) .an t•vi l magician calkd 
Ka lnaKaa. who \H'<IIl> a pig costume to 
frighten ht•t and to im pr<'1>l> the tribesmen. 

ht• will claim that slw has ne\'Cr bec·n 
allowed out o r thi, aoom and that, a sho rt 
while ago, Ka lnaKaa <•11nc in, tied her to 
the chair a11d hutt it·d out. She is lying, of 
course, but even if tht' patty d iscovers who 
she reall} il>, \ht• will tl'l l them no mort• 
about lwr father. Sht' i~ no t charm~. 

If th t· ad,·c·n turers di~c ovt•t that hea ring is 
magical , she willtdltht•rn that it is a ring 
of protection ( II '' .t< tually a dagger of 
concealment · ~t·t• Pull-out Sheet). 

Maeaic· will lw \'l' ty cardul to conceal the 
fact that ,)w i"' 1 hicf and wi II no t auack the 
pattyotx·nly untiltht·adn·nttn trscatch up 
with KalnaKaa (>l'l' ill t'a K I !I). Until then it 
is up to the 0~1 to dt•ddc· how she can best 
usc her thief\ ,!..ill' to make the party's 
progress "~ dt Haurh a11d dangerous as 
possiblt·. Mat'llt' .., .a \ety convincing liar. 
but thert' all' \!lil t<' flaws in h t• r story (lo r 
examp k: wh) d<X' ) ~ht' Mill hav(' her ring? 
how would 1>he !..now tha t Ka lnaKaa 
impresses the nat iH''> b) looking like a 
pig?) 

Apart from the chair to which Maerie is 
til•d, th(' aoom tonwins a table. a lx:d and a 
dwM. On the tabll' art• a mirror. some 
romtt•tics and a comb. Tht• chrst is neither 
locked nor trapped. It w 11tains se,·eral sets 
of female clo thes 111 a wtdt• var iety of styles 
and si t Cl> ( loott'(l ftOIII many ships). 

N30. KalnaKaa's Bedroom 

The· we:.tt•rn door inro 1111, 100111 is locked: 

This i) ,, \'t' t > o tdin ary-looking 
bedtoom, with '>Oiid wooden fur­
nituH' and plain walls. 

The fumiturecomis t ~ or .t table, a bed, and 
a chest. The tabk, bed and chair are \'Cry 
strong and madt• to suit .1 large person. 

Thl' chc't is lo< kt•d, but not uapped. It 
colltai ll l> a pi~ costume whidt KalnaKaa 
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li St·~ wht•n he wishes to lool.. like a pig 
duri n g the day , but docs no t have a 
polymorph sel£ spell avai lable. 

N!U. KalnaKaa's Laboratory 

A' the door swings into the room, it 
grates no isi ly 0\'Cr shatteacd frag­
ments o r intricatt• glassware which 
litt t•r the floor. On a wooden bench 
to one side, do tens of boxes have been 
op t•ned and their powdered contents 
mixt·d in heaps. Between the heaps, 
pudd les of bubbling liquid fo rm into 
aivulets and drip, h issi ng, to the 
floor. In one com er is a brazier, wilh 
fragment ~> o f smo u ldering parch­
ment lying amongst its g lowing 
coal . and in ano ther com er, clothes 
al(• su ewn around an open cheM. 

In the middle of it all , untouched by 
tlw mayhem , is a large. bronze 
throne, and before it an empty 
lectern. 

Befoat fl eeing with his mo~t u t·a~uat>d 
p ossessio n s (Sl'<' a reas K4!1 and K44) 
Kal na Kaa dcst royt'd all of his laboratory 
equaprnen t, notes. and so on. Magic users 
oa elves in the party will recogn ise thr 
deba i1> a~> tht• remains of a magician '~o 

wot k~hop. but will be unable to find 
an ything of usc amongst what remains. 

The dot hcs strt·wn around the r hest belong 
to Ka lnaKaa and a te corrtspondingly 
laagc. 

The bao nte throne is identical to tht· one in 
the \Olcano temple (area N 15). H a nyone 
s it in the throne. a n image of tha t 
chaaactea wi ll appear in the thro nt." in tht 
tt•mplt·. The character will be able to see 
and heaa t'\'t'l yth ing which happens in the 
vo lcano templ e, and an y sound the 
charactt'l makes will be heard there a!~ if it 
had come fa o m the image. No attacks 
(magiw l or physical) can be madt· tha ough 
1 ht image in either direct ion. 

T lw tha oncs are fixt·d to the flooa a nd will 
stop working if eitht'r one is aemovt'<l. 

N32. Tunnel East 

This is the o ther end of tunnl'l K I. h is a 
level. plain aod .-ht·wn pa,sage. I milt• 
long, and kads to area K2 a t the Valley 
Gate undn Ki -ata. 
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UNDER KI-ATA 

Lil..<· tht•t harnbt·r~ undt•r Ni-malowa (areas 
N I · N32). thl' c hamtx·rs under the volc-dnO 
Ki-ata (st't' Maps 4a-d) wtrt built by the 
"ArH't'Mor!>" bdort· 1lw kanr-kara came 10 

Td:i-nura-ria, and rdkct tht• strangt and 
dt•t<rdt·nl taSI<'~ of rhis long-vanislwd raiT. 

Tht·rc.· an· fo ur t'nlntnct·s 10 tht•st· ch<rmtx·rs. 
Thrt·c.· ol lht•st an· magical portals (see 
bdow )t·nwrgingal diHert•nt poim:.around 
th t is land: the VALLEY G ATE, the 
VILLAGE G ATE and thr SEA G ATE. 
Each galt· ha~ a group of chambers bd1ind 
it (KI -K8, ~et· Map 4a: K9-KI6, see Map 4b; 
and K39-K16, St't' Map 4d , rTspt'Ci ivdy). 
The fourl h t'lllnliHl' is the tun rwl (an·a 
N32/KI) which lead:. from Ni-rnalowa 10 

room K2 tx·hind the Valky Gate. 

T lw largesl group of chambers wt•re built 
around two volcanic shaft:. al tht• HEART 
OF T H E MOUNTAIN (area~ K 17-K38. sec 
Map 4c). Then· au· long lurHwls which link 
1lw chambtT'> at lht• galt·:. and tht· Heart of 
tht• Moumain. T lwst·art· ~hown in Diagram 
I on 1 hl' module foldt·r. 

;\II any mon~tt•r ~ inhabit the Ancestors' 
t hamtx-n •. Sonw of tlw Ance~tors tht·m­
sdn·:.arntill hen· (in thdorrn o r :.hadows) 
a) are many of tht• magic·al creatures they 
nealt'tl, and lx·ingsdrawn fromtheclemen­
la l p lam·!>. Most of the inhabitants, how­
t'\'tT, <trt' monaiiX'a~ l ~ which never venture 
o nto the surfat·t· of 1lw island. 

Al'tn st·uling in 1he chamlwrs umkr Ni­
malowa, KalnaKaa l'ound tht· tunnel (area 
N32/K I) kading 10 Ki-ata. First. hedeared 
tht• chaml>ns at 1hr Va lky Gale which ht• 
now ust·s as a s<·cn ·l workshop. Nt·xt, ht• 
Vt'rllurcd IOwards lht• ct'lllrt' of the volcano 
btll wa) nearly killt•d by a purple worm 
(area K 18) and lll'Vt'l' rclllrn{'(J 1 hnt· . .Final­
ly, using a magi< al <I oak I hat he had found 
(sn· tht· Pull-out Sheet). he by-passed the 
worm and madt• his way to 1lw St·a Gate. 
l lt'n· he gained control or tht• ka l-murus 
(St't' area K42) which now attack ships so 
that the kara-kata ran plunder them. 

PURSUING KALNAKAA 

\\'hen Kalmr Kaa flet•:. aftc·r st·cing the party 
in th e volcano tt•mplt' (area N 15), lw will 
makt' his way 10 the• St·a Cat<' chamtx·rs via 
tlwrunnd fmm Ni-malowa(area N32/KI ), 
the magical ponal l>t·twecn rooms KS and 
K6, and 1unnd K6/K•IO. 

Since rlwy do not haw KalnaKaa·~ black 
cloak (set• Pull-out Sheet), lht· party will 
not bt• ablt' 10 ust· 1lw mag ica l porw l 

between KSand K6and will have tC>explore 
the Heart or the Mountain a nd, perhaps, 
the Village Gale bdore reaching 1he <·a 
Gate. 

The OM shou ld keep carefu l track of tinH:, 
s ince it is impomm1 10 know what time of 
day it is when the pany ca1ch up with 
KalnaKaa (area K43). 

The kara-kara willno1 en1er the chamber~ 
under Ki-aur. nor will Betel, Rufus or 
Ccldered. Unlt'ss shr is killed or immohi l­
ised by 1he pan y. KalnaKaa's daughter, 
Maerie will either accompany 1he ad­
venturers in their pursui1 of KalnaKaa or 
st•crelly foll ow 1hc· parly (set• area N29). 

STANDARD FEATURES 

Unless o therwise s talt'd, all corridors under 
Ki-ata are IS feet high , all rooms arc 20 feet 
high and a ll doors a rr made or tropintl 
hardwood. The boxed dC'scrip1ions as~ume 

thatthead\'enturers havra light source and 
that they can be seen by the inhabitant~ or 
the chambers. If not. the OM mmt change 
some of the descriptions an·ordingly. 

Mag ical Portals 

At rour places in the chamb<'rs under Ki-ata 
there are magical portals similar to those in 
the en trances to the tombs of the man wu­
papas (areas Nl-3). When thcst' are acti­
\'att•d, they create a pass-wall through a 
10-foot-thick rock wall. Details of how 10 

open each portal are giv<'n in the individual 
room descriptions (areas K4. K5/K6, Kl5 
and K45). 

The sourer of each portal is a disc pai nted 
on one side of the wall 1hrough which the 
pass-wall appears. The walls are solid rock 
and unexceptional, and the discs are the 
on ly pans of the porta ls which have a 
magical aura. This means tha t magical 
ponals canno 1 be detected as secret doors 
(by characters or magical i1ems) and 1ha1 
detect mag ic (spell or magical items) will 
on ly reveal a magical portal on thr side 
wi1h the painted disc. Find traps will not 
reveal a magical portal. 

Kalna Kaa·~ black cloak (sec 1he Pull-out 
Sheet) will enable its wearer 10 open any or 
thl' portals under Ki-ata, if their positions 
arc known . 

Wandering Monsters 

The OM sho uld check for wandering mo ns tl·rs every 6 1urns ( I hour). A roll of I o n IdS 
indicates that a wandering monster has appeared. T ht' type of m onster is found by rolling 

ld20 and d•t·cking tht• scort• agains1 T able 3. 

TABLE 3: 

WANDERING MONSTERS UNDER KI-ATA 

Die Roll Monster 

1-5 G iant centipedes (3-6): AC 9; HD 1/2: h p 2 each: MV 60' (20'); #AT I bilt': 

6-11 

12-1 6 

17-20 

D Poi,on ( illnes~ for 10 days): Sa\'(' NM: ML 7; AL N: XP 6 rarh: 
T HAC:O 19; 828. 

Insect swarm ( 1): AC 7: 11 0 <t • : hp 18: MV (cra wling) 30' ( 10'): 
#AT IO'xl0'x30' amt of dft•(·t: 0 2 or 4; Sa\'C NM; ML I I; AL N; XP 125; 
T HAC:O Au tomatic hit; E52. 

Shadows • ( 1-6): AC 7: H D 2+2• : h p II each ; MV 90' (30'): #AT I wuch: 
0 1-4 + Drain I point of strength for Swrns: Save F2: ML 12; AL C; XP 35 
each: THACO 17: B36. 

Ochre j elly ( I ): AC R: l iD 5•: hp 27: MV 30' ( \0' )·. #AT\ lo uch : 0 2-12; 
Save F3; MI. 12: AL N: T IIACO 15: XP 300: 8 35. 
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VALLEY GATE <Map 4a> 

Ka lna Kaa cleared lh(• inhabi1a111s of 1his 
pari of Ill(' Ances101 s' chambers soon af1er 
he discovered 1he IUnnel from Ni-malowa 
(areas N32/K I). lie now uses i1 for his 
experimen1s wi1h 1o pis (ar ea K5) and uses 
displaccr beas1s as guards (area K2). 

Kl. Tunnel from Ni-malowa 

This is 1he o1her <· nd of 1unncl N32. II is a 
lcvel, plain, rock·h<·wn passage, I mi lc 
long, a nd kads 10 Kal na Kaa's laboratory 
(area N31) under Ni·malowa. 

K2. Displacer Beas1s 

Amid llw bones of pas1 vic1ims, four 
largt•, r.u -like bt·as1s crouch -sinewy 
mu~cle:. ta ul - J'l'<tdy 10 pounce. 

Tht· displace• be<rsts arc a fl·male and her 
1hr,·e cubs. They <lei as guards for Ka lna­
Kaa, ancl lht· bones arc lh<· remains of 1he 
food which ht• bt ings for 1hem. The 
displact.•r bt·as1s will auack any iruruders 
on ~igh1. Becau:.<' o f I heir abi li1 y 10 bend 
lighl. all a 11acks o n llwm will be al ·2 10 hi1 
and 1hey have a +2 l.>OnuH m :.aving 1hrows. 
The 36-hil ·poim female has a mora le of 12 
as long as sht• is defending hn cubs. 

4 displacer beas1s: i\C 4; 110 6• : hp 36, 18, 
17. 15; MV 150' (50'): #AT 2 lt'nlaclcs; 
D 2-8/2-8; Save F6; ML 12 or 8 · scr above; 
AL N: XP 500 each: TI IACO 14; E48. 

Each or IIW displac-cr brasls Wl'ars a vdvel 
collar studded wi !11 I 0 gems (va I ue · I OOgp 
per gem). Mos1 of 1hc borws arc o f animals, 
btu 1hcrc arT somt• from k~na -kara and 
humans. The di:.placcr IX'as1s' brdding 
includes 50 o ld cloaks. a ll dyt'<l will1 brig Ill 
colour:. in :.wirling pallcrns. All bu1 1hree 
cloak:. are damagt'<l in some way. Tht·se 
1hree han· a fa im magical aura and a llow 
anyone \\'t'<ll ing 1hem 10 pas:. 1hrough the 
magical po11als in ar<'<ll> K4, Kl 5 and K45. 

K3. Dead End Trap 

Tht' t·nd wall of 1his passage is a 1rapped 
Mone slab. II apJX'at ~ 10 lx· a ~en e1 door. bu1 
if any allt'lllpl is madt• 10 open i1 , 1he :.lab 
will 10ppk forwmds, crushing any char­
aelcr:. wid1i11 15 ft•el for 2d8 po i111 :. of 
dama!{t' (ncga1C'd if lil t' vinims make a 
successful ~aving llrrow vs. Wands). 

UNDER KJ-ATA (Encounter areas KI-8) 

K4. Magical Portal 

A sile111 hall s1re1ches away before 
you. The walls are plain, save for a 
vivid red disc paimcd in 1hc cemre of 
lhe far wall, flan ked by a pair or 
s latues in 1he same brigh1 hue. 
Running along the cemre of 1he 
floor is a s1rip of mosaic whose 
pauern of brigh1 swirling colo urs 
seems to lead towards the disc. 

The red, painted disc on the wall is 1he 
source of a magical ponal (see page 18) 
benvecn this room and area T6 a1 the head 
of the south-eastern side-valley of 1he Trail 
of the Dead. The pass-wall portal wi II open 
as soon as any charac1er slcps on1o 1he 
mosaic bel\veen1he stalut·s and will remain 
open so long as there is somebody on 1he 
mosaic. The p ass-wall will close afler I 0 
minu1es if 1here is nobody on 1hc mosaic. 

The portal can only be opened from 
ou1side (area T6) by chardclers wearing o ne 
of 1he undamaged cloaks from area K2 or 
KalnaKaa's black cloak (see 1he Pull-out 
Sheel). If a charac1er wearing on<· or 1hcse 
cloaks 1o uches 1he valley wall a1 1he exac1 
posi1io n o f 1he ponal, 1he pass-wall will 
open for 10 minu1es. During 1his lime 
anyone o m pass 1hrough , whe1hcr or no1 
1hey have a cloak. None of 1he damaged 
cloaks from areas K2 or K 16 can be used 10 
open 1hc por1al. 

The pauerns on 1he cloaks from rooms K2 
and K 16 are 1he same as thai on 1he mosaic. 

The s1a1ues on ei1her side o f 1he ponal arc 
made of s1one covered wi1h a layer of red· 
paimed plaslt'r. They dcpic1 humano ids 
wi1h long chins, high foreheads and long. 
dangling ears. H idden under 1he plas1cr 
(which can be chipped away easily) 1hc 
stal ues have diamond·sltldded, engraved 
gold earrings (value· 5000gp C'ddl pair). 

K5. Living Dead 

A terrible scene of c-c~rnag<' is laid o u1 
before you. Shelves, benche~ and 
largt• areas of 1he floor are covered 
wi1h 1he shrunken, wi1hered corpses 
and mangled remains of bcas1s, men 
and half-men . As you wa1ch , some of 
the beslial forms slowly drag llwm ­
sclvcs from 1he mass and lurch 
towards you. 
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This is 1he laboratory where KalnaKaa 
anima1es 1opis, and contains the remains of 
some of h is unsuccessful experimems. Also 
here are 1he results of Ka lna Kaa's a uemp1s 
10 produce 1opis from o1her creaiUres -
pigs, lizards, apes, e1c. He has been unable 
10 improve on 1he usual humanoid variely, 
however, and 1hese undead have the same 
charac1eris1ics as normal to pis. They will 
auack 1he par1y on sight. 

11 topis: AC 6; HD 3• ; hp 23, 17, 16(x2), 13, 
II , 9, 8 (x2), 5, 4; MV 120' (40'); #AT 2 
claws; D 1-6/1-6 + special; Save F2; ML 12; 
AL C; XP 50 each; T H ACO 17; New 
mons1er. 

The poison of a 1opi s lows charac1ers for 
1-2 1urns unless 1hcy make a saving throw 
vs. Poison ; blum weapons do half damage 
to 1hcm (bu1 s1un them for I ro und); clerics 
have 1he same chance of !Urn ing topis as of 
IUrning wights. 

The magical portal (see page 18) which 
leads i111o room K6 from 1his labora10ry is 
no1 marked o n this side in any way. h can 
only be opened by somebody wearing 
KalnaKaa's black cloak (see 1he Pull-out 
Shee1). The portal 's source is in area K6. 

K6. H idden Portal 

There is a black square painted in 1he 
cen1rc of the sou1hern wall o f 1his plain 
room. This is 1hc source of a magical ponal 
(sec page 18) between 1his room and area 
K5. The pass-wall can only be opened by 
somebody wearing Kalna Kaa 's black cloak 
(sec 1hc Pull·oul Sheet). 

The passage running north-east from 1his 
room is 1he other end of IUnnel K40 a1 the 
Sea Calc. h runs nonh-eas1 for I mile and 
1hen 1urns easl for another% mile. h s lopes 
genlly downwards 10wards 1hc Sea Ga1e. 

K7. Tunnel Eas1 

This is lhe Olher end or tunnd Kl7. his a 
plain , rock-hewn passage,~ mile long, and 
leads 10 area K 18 under 1he heart of Ki-a1a. 
h slopes gen1ly upwards from wesl 10 east. 

K8. Tunnel South 

This is 1hc other end of IUnnel K9. II is a 
plain, rock-hewn passage, nearly n milt• 
lo ng, and le<tds 10 area K IO al 1he Vi llagt• 
Gale. II slopes gendy down wards from 
nonh 10 soul h. 
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VILLAGE GATE <Map4b> 

This ga reway imo rhe Anct·stors' chambers 
and the rooms surrounding it a re behind 
rhe abando nc·d vi llage (a rea T 3). A rami ly 
o r whil<' apes livc·s hc·re. At the mo menrthe 
ape~ an•thn·a rt·rwd by a pair o r rhagO<k~sae 
whit h havt• takt•n up rt·~ idence in area K I 0. 

Some a pes rro m this group wandcrt'<l o ut 
through tht• magin rl portal in room K 15 
but could no r ger back thro ugh it. T hey 
now liVl' inthndlaror thc•towt·r o n the rar 
~ide· o r tht' po rtal (~>t'l' arc·a T3). 

K9. Tunnel North 

Thi, i' tht' mht·r t'nd or tunnd K8. h is a 
plai n , t O< k· ht wn pas~ge. ne-drly 't milt' 
long, le<rd ing toart•a K5 a t the· Va lley Gatt'. 
It , Jo pes upwards rro m south to north. 

KlO. Rhagodessae 

Ft o m the darkne:.s in the chambe r 
ahtad conws the· sound o r slavt·ring 
(ham ping. a nd the· rdkcted g lint o r 
tWO pairs or jtwd-Jikt• ey<·~. 

T he two r hagodc·:.sae a re kasting o n a 
white ape wh ich they n rug ht a nd killed a 
rt·w hours ago. They wi ll attack th t· party 
o n s ight, u'ing their ability to< limb wa lls 
ir thi, will hdp them in tht• righr. 

2 rhagodessae: AC5: HD 4+2: hp24, 20: MV 
150' (50'): #AT I leg/ I bite: D Special/2- 16: 
avt F2: ML 9: AL N: XP 125 t•ach : 

T IIACO 15: £55. 

Any characrer hir by a rhagO<k:.sa·~ leg is 
g rip(x '<l by its suckers and will lx· a uto­
matically h it by the mandibles (0 2-16 
points) in the next ro und. 

Tlw 1 hagodessae's Ia it contains tlw tt ma ins 
or IWO Other whi tt' ape~. mixt'll wi th l OCk~ 
a nd o ther litt c·r o n the floot . Also mixed 
with the l ittet is a gold necklace (value -
620gp) and a silver drdct bearing a largc 
<'m<·rald (val ue- 1500gp). 

K II. Barricade 

T h t• white apes ha\ e blocked the pa~ agt' 
hert with a mass o r rock:. a nd bt o k<·n 
rurniturc. lt willtake6cJli11Llf'II'T·IllriiS (i.t. 
One c ha raCter ror 6 tutnS, IWO chatactt'l !> ror 
S t u rns etc.) to d ear a way thro ug h . 

Unless the banicadt• is moved s ilently, the 
white apes will no tice the ad\•e ntut et:. 
breaking through a nd the males (area K 13) 
will mov<· into room Kl5. 

Kl 2. Tunnel North-east 

This is the o thet l'lld o r tunnel K35. It i:. a 
p lain , rock-hewn pas~age. 3< mile lo ng. and 
leads tO tht• chambers at the heart or tht• 
volc-..tno. It s lope:. gently upwa rd rrom 
south-west to north-east. 

Kl3. Apes' Hall 

t r the pally ha~ been no ticed bteaking 
th tough the north-westt·rn barricade (art'a 
I\. II ), the rive male apes in this room wtll 
hav<· movt>d into area Kl5. Othen••ise they 
wi ll be a t the Wt'S tt'rtl end o r this haJJ. 

They will a11ack by throwing rocks r..tther 
than chargi ng ir possiblt·. Each ape can 
throw o ne rock pe r round ;m d the apes lm\'C 
150 in all. A h it by a rock inrl icts 1-6 poin ts 
o r damage. Jr the adV(' lll lii'CrS close tO 
within mrlee range the ape will a 11ack 
with their claws. 

5 white apes (m ale): AC 6: liD 4: hp 24. 15. 
13(x2), 12: MV 120' (40'): #AT 2 claws or I 
rock: D l -4/ l -4or I-6:Save f 2; ML 7: AL N: 
XP 75 each: T HACO 16: 8 25. 

H they search tlw apes' rock pile. th<• 
adventurers will rind a t OCk-sizt'd lump or 
gold (value· 2500gp). 

Kl4. Barricade 

This passage has lx•en blocked wi th tocks 
a nd brokt•n rutnitUi t' by th t• wh ite apes. It 
will Lakt 6 characrer-tur m (i.e. o ne c har­
actt•r ro r 6tUI ns, tWO ch;u acters ror 3 IUrtlS 

t• tc.) to d ear a way tht ough. H the 
adventurers ate no tinxJ moving past the 
Opt•n eastern dootway of tlw hall (room 
Kl 3) 0 1 temoving the bauicade. the male 
apes in the ha ll will a ltat k. 

Kl 5. Mag ical Ponal 

Facing you h om the rar end o r this 
room art' two pak. tall. s ilent. 
humanoid rigures. On the wall be­
hind them i:. a white· disc, w it h a 
lo ng. l>Wirling-paltelltt'<l mosaic o n 
the rloot ll'adi ng up to it. 
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The rigutc·s ate· s to ne s tatues, a nd the white 
disc pai nted o n the wall i the source o r a 
magtcal porta l (see page 18) between th is 
100111 a nd the ruined tower in the aban ­
do ned vi llage (area T3). The pass-wall 
portal wi ll o pe n <II o nce ir any c haracter 
Ml'p\ O il tO tJW IIIOSaic and will Stay open ror 
a~ long a~ somebody rc·main~ o n the 
rno~aic. H theu.• is nobody o n the mosaic, 
the pass-wall will close ahcr 10 minutes. 
Tlw patter m o n the cloa ks rrom rooms K2 
and 1\.1 6 an• th e• sa me as that o n rhe mosaic. 

Tht· p01 tal n tn o nly lx• opened rro m the 
towt•t (at t•a T 3) by characters wtaring o ne 
or tht· undamaged cloaks rrom ;u ea K2 0 1 

Kalna Kaa\ black cloak(~('(' th r Pull-out 
Sheet). H a chataoet weating o ne o r these 
c loal..l> tOuche' the tower wall at the exact 
f>Ol>ition or tht• polla l. the pass-wall will 
open ro t 10 minutes. During this time 
anyotw can pass through, whether or not 
Lhc·y Ita\ e a cloak. Non <· o r the damaged 
doak~ hom a tt•a Kl 6 will do. 

Th(' \ tatut•.<. on c• ither ~ide o r tht portal are 
made o r \1011(', (0\'('1'('(1 wirh a lit)'('l or whi te 
p la\t l'l , blllthC' apes have picked o rr most or 
thi:. . T h <· ll t:uue:. are humano id in ronn . 
wi th lo ng chins. h igh ro tt head!> and long. 
dang ling t''" '· The ears are pietced butt he 
t'a ll ings a t <' now in room K 16. 

Kl6. Ape Nursery 

You a re co n h o nll'd by the rearlt·ss 
\tal(':> o r rolll. :.narl ing. rcmalc· white 
ape·:.. 8c·h ind th<·m. a bt ood o r 
t<'tt iried young a tx•s are hnddled 
togt•th<·r on a thin bed or rags. 

Tlw rt·ma k ' will righc rietre l) (mmale II ) 
ill ~d r-ddellct' 0 1 in ddeiiiT or their young, 
but wi II no t a11ack otherwise. They h aV<' no 
roc- k~. T he inra 11ts ar c unable to right. 

4 white apes (female): AC 6: liD 4: hp 17, 
16, 2x 13: MV 120 ' ('10'): #AT 2 claws: 
0 1· '111-4: avt• F2: ML I I : AL N: XP 75 
t'a<h : T II ACO 16: 8 25. 
8 white apes (infants) : AC 6: liD 4: hp 5 
each : t\IV 120' (40'): #AT 0: D 0; Save F2: 
t\ IL 2: AL N; XP 0; 8 25. 

The inra nts' b<·ddi ng consis t ~ of th t· 
talll'l <'ll. dilly remains o r 12 cloaks dyed 
with a ~wirling pa11ern o r colours. Th{'S{· 
1 uin<-d cloaks will no t <'liable <haracters to 
OJX'n any magi< al pot ta ls. l l idd<·n a mo 11gs1 
tht• rag \ oll t' rout largt· diamond-studdC'd, 
gold earring) (\'a lue- 2500gp each). 
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THE HEART OF THE 
MOUNTAIN <Map 4c) 

This is then·nual. and mo~t extensi,·e. pa n 
of the Ancts ton.' undetgwund home. Tlw 
c harnlx•r, aJC• buill <IIOulld two stpanu e 
volcanic llhafl~. lx>1h of which ate blocked 
a t the top by plug' of hmdcnrd lava (see 
Diag ram 2 on the module folder). The 
western shaft (~ee :u eas K21 and K32) is the 
sma lltor o f llw two. Atth<' boll om is a bed of 
semi-solid, but ~ti ll vt•ty ho t, lava. T h r 
!'astern shaft (srt· :n r a1. K26, K36, K37 and 
K38) is larger. At tht· lx >ttom it widellll into 
a Jar ge cavr tn wi 1 h two dt•t•p pools: o rw hot 
and the ot ht·r ccxll. 

Kl7. Tunnel West 

This is tlw otlwr t•nd of wnnrl K7. It is a 
plain, toe 1.. -lwwn pa'i\agc·, '• mile lo ng. 
leading to atea K5 at the Valley Gate. It 
slope downwards ftom c~.J~t to wC\t. 

Kl 8. Wounded Purplt Wo rm 

As they app10adr .111y of the doors to this 
chamlx:r. tht· adn•lltUH'I\ will hear the 
sound of llw p111 pi<• wmm gr indi11g away 
at llw w01 lb: 

Tht· r hambt·r bdorc• you is l<uge. but 
c·an barely contaill it~ {)(Cupant- a 
tc·rribk < teattu <' wh<>ll<' ' ' ime-roV<'red, 
purple hick l>< t:tJX'S agai11\l the roof 
a nd wal". At om· c•nd of its worm­
like body i ~ it'> fang-filkd rna w ami 
ju~t lwhincl thi' a dt't'p , scorch<·d 
gash.Attheotht'l t•nda s ting.long;rs 
a swo rd , quiH'" <m d chips with 
\"enom. 

The purplt' worm w.,., bad I) wounde-d b) a 
lightning bolt from KalnaKaa but c-.Jmt• so 
close 10 killing the• magic-user that he has 
no t dare-d to re turll to this pan of the 
Ancestors' chambeu. Tht• pUI pie worm 
w ill a lia< k any Ot'aturrs entering the room, 
bu t will on ly c hast• a lla<kt•ts into the 
confined space of OIH' of tht· corridors if 
provok('(J hy mi"i le m ~pdl allack\. 

I purple worm: AC 6: li D 15 •: hp 43 
(origina ll y 72): M V 60' (20'): #AT I bitt' / I 
sting; D 2- 16/1·8 + poilton: Save F8: ML 10; 
AL N: XP 2300: T II ACO 8: 1:::55. 

Characters ;u e ~wa llowtd whole if the 
worm's hit to ll for ih bitt' is 4 01 more 

UNDER KI-A TA (Encounter areas KJ7-21) 

greater than neH•ll!>al) (01 o n .1 ll.llut.d 20) 
and suffer 3- 18 JXlint'> of d.lltl.lg<· <'<I< h 
round thereafter. wallowt-d < h.11.u It'"< .m 
auack the worm from llhtd<· .11 -I to h11 
against armour da\\ 7. 

The purple \\'()I m i't iII I hi' J>l ()(('\\ or 
enlarging thl' dramlx·a a11d tht· floot i, 
lill l'rt-d with 1ubblt·. If tht• :td\t'lllUil'l\ 
search through tht• dd>r i,, thc•y will find a 
torn cloak. Inside a pouch in the< loak i' a 
scroll rase conwi n inl-:' a ma~o;ic - II WI\ ,noll 
with fireball a nd ho ld pt•rscm. T h<' cloal.. 
was ripped from KalnaKaa duaing hi~ 

ba11Je wi I h I he WOIIII. 

Kl9. Purple Worm's Tunnel 

A rough-walled, < i1< 11lar Ill litH' I 
meanders downwat<h 11110 d.nl..m·~~-

The purple w01m's tunnt•l ''"IX'' do'' 11-
wards along it!> t'tllilt' lc·ngth . It IIlii\ 

roughly north fot a shmt dt\1<111< <' hut rlw11 
turns a nd wind!> -;ou th f01 .alx>ut 800 fc•c•t to 
a rough cham bet •100 ft·c·t lx·low room K 18. 
This cham bet i ~ not ,how11 0 11 clw rii.IJ>. It 
is 80 feet long, 50 f<'<'l wid<' a11tl 10 ft·t·t high. 

The chamber i, till' honw of 25 t'allh 
fundamental s. A'> tht·y :appao~u h. ch<· ad­
venturers wi ll hear ch<· flappi11g of llw 
fundamental s' wi ng': 

T he tunnel opelh out i1110 a lofty 
cawrn. Peer i11g alwad. you c.ll< h 
s ight of a glint from \ollwwlwt <' rw:11 
the centrt• of the raH', but \uddt·nly. 
dark, bat-like llhaJX'' art• 'woopi11g 
towards you hom tlw da1l..au·"! 

Lying on the et' l111l' of tlw < '" t'lll rlom i, a 
lxautihrl diamond (\,llut•- 20.000gp). llw 
fundamemaJ, will alia< 1.. . ttl\ c tt'.lllllt'' 
entering th<· < harn bt·r. c U ll«'ll ll .ll i 11g o n 
any who try 10 take thl' d r.nnond. h11rd.1· 
men ials are immunt• w mrnd-.1Ht·< ring 
spells such as sleep . cha rm <'II . '"'d < '"' 
only be hit by rnagic·al or \lht•t wc·apom. 

25 earth fund am entals • : AC 3: I I I) I + I : 
hp 5 each; MV 90' (30'): #A r I ,woop: 
D 1-6; Save F2: ML 10: AL N: XP 15 eac h : 
T HACO 18: ew mon,H·t. 

Leading off from che charn lx·1 at<' thll't' 
o1her purple-worm lliiiiH'I'. hut .t111•r ;1 

short distance each of tht·w lx•t <>Ill<'\ 

blocked with r ubhlt-. 

21 

K20. Grand Stairway North 

A grand s tairway '> 11 <'1< he•, bdou· 
}OU. Thele are four ~holt flight\ or 
Meps, separ.J ted b} thlt'<' landi ng,, 
t·ach with a glass 0 1 o )'\ ta I '< ulptuu· 
in an alcove 10 left and right. 

All ~ix sculpture~ are ny"ai Ji,·ing ~tatuc·'· 
They are ba~ically humanoid i11 \ hapt•, but 
tht• top two have lilatcl- likt• rt'<lllllt'\, clw 
nexctwo resembleapc;.;md tlw hotcomtwo 
an· tal her bat -like. If cithC'r Oil<' of a pair of 
~tallies i~ allacked, or if any < harac tl'l 
mm·e~ betwt't'n them. lxlth will anintal<' 
and a11ack. 

\ \'hen each ~tall.rt• animatt'\, it bt:gi ll\ 10 

g low dim I} hom imide·. Tlw giC)\\' IX'<OIIIt'' 
brighter as the s ta tue i' cl:an~o~ged unul. 
when the s tatue isde~IIO}c-d . it will ghc•ou1 
.r blilliam flash of light. All ch<ll.t<l<H 
){)(lking in the di1enion of the· ,c,uuc·mu" 
rnal..e a uccc--.sf ul sa\ ing throw\\. Par .r l\\1\ 
01 lx· blinde-d fo t l-6rou11ds. Li' rng statu<' ' 
<II<' immune to mind-affecting 'Pdh \Uc h 
as sleep. charm etc. 

6 crystal living s tatues: AC: 1: liD 3•: hp 2 1 
each: M\' 90' (30'): #AT 2 a11t" +'IX'< ial: 
D 1-6/1-6 + bl rndne": SaH' F6: ML I I: 
A L L: X P 50 l'ach: T IIACO 17: 13!12. 

K21. Fire Fundam clllals 

Tht• doors into thi, <Ilea are made of 'lOtH' 
and <Ill' warm to the touch . T hl' 'haft will 
lx· unoccupied if th<' flame· ,alamandt•t in 
1oom K32 has bet·n killed: 

fhc· doot opens onto a \lOtH' ba idgc· 
\panning a round. \l'ttical \haft wuh 
daal..nes\ a 00\ e a nd a fic•t} rc•d glow 
in ih depth\ . . \ ,warm Of ( H'alllll'\ 
lii..C"di~embodied l);)t-wi11g' \\'I(~.Jiht'(l 
in flame. flash thr o ugh th<' a11 . 

Tht• bridge ha~ no parapet 01 raili 11g . l'lll' 
fl}ing creatures arc fire fundamt·nwk 
Tht'} will atcack an y< lt'<H lllt'' in'tidc· thi, 
\Oicanic s haft, but will not go ouhidt• it. 
Any fundamental\ not killed ht'll' \\' ill hdp 
10 cldend the flame ,alamandn in roo111 
K32 which is 100 feet bl'low rhi' ollt'. 

15 fire fundam em a ls • : AC 5: I I 0 I+ I : hp 5 
each: i\1\' 180' (60'); #AT I 'woop: I) 1-6: 
San· F2: ML 10: AL N: XP 15 c·ac h : 
T IIAC:O 18: New lllothtn . 
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UND ER Kl-ATA (Encounter areas K22-28) 

Fundanwm a l' art· immulll' to mind ­
aHt·uing 'IX'II ' 'u< h a' sleep , charm t•tc. 
and can o nly lw hit by magiral or silver 
Wt'apoll\. Tlwy alia< k by collidi11g with 
tht·ir vinim,. 

K22. Flash ing Lights 

Ont' glanct' i11 10 thi, room i~ enough 
10 give anyont' a hl'adadw. Thl' 
walls, floor and n·ili 11g an· rowred 
wi th black andtt'd sw irli 11g pauerns 
and the· who!(' roorn flashes from 
brilliant i lh11nination10 pitrh black­
ness and back again fastt·r than your 
twa n lwa t . 

Tht' sourn· of tht• flashi11g light is a 
magical gt•m ,u,pt·mkd from tlwn·iling. It 
changt·~ rapidly bat k and forth bt'twt•t•n 
radiating con tinual light and continual 
darkness. The fl;"hing light make~ the 
IIIO\'t'mt·nt' o f< haracte·" inloidt• tht• room 
appt·ar j<·rky and '"'"'ge·. The· gem could 
bt· 'old fm 500gp '" a nowlty. 

K23. Grand Stairway East 

8 l'fon· you i~ a grandMa i r way of four 
flight s, se·paratl'd by tlrn·e landings. 
Each landing has an alcove• on e·itht·r 
side c·ontaining a cr ys tal snrlptutT. 

All six sculptures an· humanoid crystal 
living statue·s. The top two have features 
l ikt• frogs, the nt'xt two like· birds and tht' 
bottom t wol ike• < rab~. If ei t lwr orw of a pair 
of statues is attad .. t'd, or if any charaner 
moves bt·twt•t·n them. both will animate 
and attack. 

Whe·n e·ach ~ tatut• animatt·s. it bt·gi11s to 
glow brightly from imide'. Al> the statue is 
damaged, the glow lx•tomt·~ gradually 
dimmt•r·and th<'c ryMallx·<omt·s Cilkd with 
fine cracks. Wht'n the ~t<IIU<' i~ de~troyed. it 
t•xplot.lt•s in a hail of n y~tal fragments. All 
charactt'rs within 10 ft•t' t of tht• t'xploding 
s tatut· takt' 1-6 poin ts of darnagt• fr om the 
n ·ys tal splinters (halwd if th t'Y makt· a 
successful savi ng throw v~. Wands). Living 
statues an· immurw to mind-affecting 
spd ls such as sleep, charm etr. 

6 crysta l living s ta tues: AC 4: H O 3•: hp 21 
each; MV 90' (30'); #AT 2 arms+ special : 0 
1-6/1-6 +explode·: Saw F6: ML II: ALL; 
X P 50 t•ach: T HACO 17: 832. 

K.24. P igeon-holes 

The room is si lent and dusty. Every 
wall is covered, up to about the 
height of a man, with neat rows of 
tiny akove~. ~ome containing mils of 
dusty parchm<•nt. 

There are over 3,000 pigeon-holes, each 
about 5 inches square and 2 feet deep. Forty 
of these contain rolls of pardrment. T hese 
are very old and .wi ll crumble to dust if 
dist urbed. 

K.25. G lass-fl oored Room 

The door OJx·ns into the room. 
setting into motion some o f the 
thous~nds of round, colourt·d lx-.rd~ 
scatt<•red on the glassy. black floor. A 
few srrinhTS of beads remain criss­
crossed over the ceiling. hinting at an 
intricat<· pattern now lo~t . but th<' 
other strings have snap1x•d, and 
hang down like o ld, torn wt·bs. 

Thnean' 10,000 1-inch-diamett't coloured 
crystal bt'ads in all; 9,000 on tht• floor and 
the remaindt·r hung across the cei ling on 
strings which are so weak that they will 
break if touched. The bt•ads are are worth 
lgp each but each weighs 2m. 

The floor of the room is a thick .shct·t of 
glass buttht• room below (K30) is dark and 
so the glass will look like black polished 
stone at first sight. If durractcrs look down, 
however, they will catch glimpst·s of 
movt•mt•nt ( i.e. st irges) bt•neat h the floor. If 
they press their fact·s close to the gla~s and 
shield their eyes from the light , the room 
bt·low, including tht• stirgt•s and the fiw 
jewelled fish in the mosaic. will be ckarly 
visible. 

The glass is vny ~ trong and will bt· 
unafft'Cted by any single attack which dot·~ 

fewt·r than 30 point:. of damage. An attat·k 
which dot·s 30 or mon· point:. of damage 
will shatte r it. Th<· stirgt·~ in the room 
below (area K30) willtht'n at tat k. 

K26. Eastern Volcanic Shaft 

The following description assume~ that 
the adventurers' first view of this shaft b 
from the top level. If not. the DM should 
change the dt·scri pt ion accordingly: 
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Tlw door creaks open on rusty 
hinges to reveal a large, dark, vertical 
~haft. The air is hot and steamy, and 
loeemingly filled with darting bird­
likt• creatures. At your fe<'l, a ~piral 
\tairway runs downwards round the 
wall to the left until it vanishes in the 
dark and tht• mist. 

The flying creatures in the shaft are st irgcs: 
tht'JT are 11 0 in all. None will attack in the 
ro und immediatel y after the party entel·s. 
In the next round, 8 st irges will attack, and 
() mort• will join them i11 t'ach round aftC'r 
that . If the party lea,•es the shaft or goes 
down to areas K36 · K38, the fl ying stirges 
will not fo llow, but any that art• sucking 
blood will remain attached to tht·ir victims. 
If the party returns, any survi,•ing stirges 
will auack them again as describ<'d abo,•e. 
These Mirges should be regarded as sepamtl' 
from tho~e in the stirge lair (art·a K30). 

110 s t i rges: AC 7; HO 1•: hp 5 <'ach : 
MV 180' (60'); #AT I bt'ak: D 1-3 +drain 
blood: Save F2: ML 9; AL N: XP 13 each: 
T H ACO 19 ( 17 on fir:.t attack); 838. 

Flying Mirges han· a bonus of +2 to hit o n 
their first attack. If a srirge scotT!. a hit , it 
attache:. itself to its victim and sucks blood 
ror 1-3 point:. of damage in each round 
lo llowing until it is killed. 

Tht• two spiral stairways, "A" and "8". are 
Sl'parate and wind round lx·twt•en ead1 
other as shown in Diagram 2 on tht' 
module folder. Stairway "A" leads down to 
arl'a K27, and stairway "B" to ar<·a K28. 

The walkways from art·as K27, K28 and 
K30 s lope down to a poi11t in the centre of 
tht• ~haft ( ~t·e Diagram 2). From there, ;,m 
open ~tairway s lopes down into the cavern 
at the base of the shaft (area K36). 

K27 and K28. Balconies 

The fo llowing description setT<'S for e ither 
balcony. It assumes tha t the adventure•~· 
fi rM s ight of the balconies come~ as they 
de~n'nd one of the stairways "A' ' or " 8 '·: 

Tht• stairway leads onto a curving 
platform, S<'parated from a wide 
rece:.s in the wall by a line of ornate 
pi liars. At the back of the recess is a 
line of thret• stone chairs which face 
towards the centre of the shaft. 
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The pillars <JIT skmkr a nd decoraled willr 
imr~c<Jit' carn·d palltTIIS. The sti rges in the 
shafl (area K26) willno1 fl y bt' IWt't' n 1hem. 

The s10nc chair~ art large. plain a nd 
<·mply, cxn·p1 for ~t·a l 28b which has a 
boar's- head am ule1 o n a gold chain (value· 
2675gp) lying o n i1s seal. Anyone sill ing in 
1he chairs will see in10 o llrcr ch<Jmbtrs 
umkr Ki-aw a~ if I hey wtre using a crysta l 
ba iL Each cha ir will o nly work o nn · per 
day a nd wi ll no1 give a clear piCiun·. The 
irn<Jge will l a~ l for 6 rounds. Each chair 
a llO\\'S charanns 10 set· inw a diHt·n·n• 
room. Excep1 for room K4 1, the DM should 
on ly gin· a , ·agut· tksn i pi ion of each room 
~e<· n. The adn·n1wns will recognise any 
room 1hcy haw already bel'n in: 

Chair 27a: Room K1 5 - IIH' m agical 
punal at Ill(' Village Gate. 

C hair 27b: Room K4 1 - 1he DM sho uld 
read oul 1he fo llowing: 

\" ou ca n j u~ l ma kt· ou1 a lo ng room 
divided hy barred ga1cs. Th<·rt· art 
d·uec door~. 1 wo o n o ne side of 1 ht· 
galt' a nd o ne o n d w o ther. A fa1, 
a I most pig· I i kr man is doing smnr· 
!bing-with the ga l e~. Af1cra whilt- he 
leaves 1he room through the singk 
door. The image fades. 

Although rhis imagt· i~ of KalnaKaa in his 
human form. dw adv('lllllrer~ wi II rccogn isc 
lire si milariry 10 rhe pig form in which tht·y 
saw him in the volca no.tt•mplc (arnr N 15). 

Ch;rir 27c No image. 
C hair 28a: Room K 18 - 1lw hall wirh the 

purple worm. 
C ha ir 28b: Room K32 - the chamber 

wirh 1hc salamander. 
C:h;rir 28c Room Kl-the magical ponal 

al the Va lley Gale. 

K29. Museum 

Neatly lined up around 1hc walls an· 
do7.t' 11S of beasls; all m o lionlt•ss as if 
hdd by magic. 

T his ha ll is a museum of sluffed a11imal~. 
as th<· athTnrunTs will soon disco\'er if !hey 
examim· llw t·xhibits closely. There arc: a 
g ian1 an i. a g ia lll bat. rhree g-ianl beetles 
(fire. 1ign a nd o il ). a boar, a <cliTion 
craw kr, t hn·t· g iarll I izard~ (gecko, draco 
and horned chamdt'OII ), a g ia111 lonrsl, an 
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owlbcar, a rock baboon, four sna kes 
(spilling cobra. rock python, g iant racer 
a nd gia nt rauler) and three gianl spiders 
(crab. black widow a11d rara nrdla ). 

K30. St irges' Lair 

Tht• followi11g dtsaiption assumes 1ha1 
tht· party has already ellcountert'd some 
~• irgcs. It a lso assumes thai llw pany haw 
no r sm ashed the fl oor of room K25 which is 
rhc ceiling of this room: 

T his room conwins y<' l m ore of the 
lo ng-nosed, bird-like crcalurTs. The 
m o m ent you art' sct'n they swoop 
from their perches a nd attack. 

The bird-like creatures a rc 17 stirges. T hey 
s ho uld be regarded as separate from lht· 
stirgcs in the nearby volcanic shafl (area 
K26). They will a u ack any intruders. 

17 sti rges: AC 7; H D I•; hp 5 each; .MV 180' 
(60'); #AT I beak; D 1-3 + drai11 blood; Save 
F2; MI. 9; AL N; XP 13 t·adr; T H ACO 19 
( 17 in the firsl round); 8 38. 

Flying srirges havt' a +2 bonus o n rlw hi1 
roll for the ir first auack. If a stirgt' scores a 
hit , it awrches itself 10 i1s vic1im a11d sucks 
blood for 1-3 poims of damage in each 
succeeding round until dead. 

T he cei ling of the room is a shee r of 1hic k 
g lass, but since the room above (area K25) is 
dark, ir will appea r 10 be polished black 
sto 11e a r firs1 s ight. Tht• g lass is wry strong 
and will be unaHected by any single a u ack 
which does less than 30 points of damage. 
An a llack which d ot'S 30 or m o rt points of 
damage will shauer it. The ceiling is 
s uppo n cd by slender nwral pillars made to 

look like stra nds o f scawt·t·d which 1he 
sr irgcs use as ptTchcs. 

The room is dirty, but this cannot corJ<Ta l 
the firw mosaic covering rlw fl oor a nd walls 
(rlw adventurers may havc seen this from 
rht· room above). T he m osaic sho ws fin· 
stra ngt• fi sh o n a gn•t·n background. Most 
o f rhe tiles arc wonhkss. but tht• fi sh each 
include 30 smal l gems. These can be 
levered up a11d art• worth 50gp each. 

K3 l. Serpents' Gallery 

T he soul hnn door i 1110 1 his room has a 
hole, abou1 a foo l across, 11car rhe bouo m. 
H a11y cha ractt·r examint·s the ho le. o ne o f 
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rhe spilling cobra~ (sec below) will spit a 
stream of \'t'llOlll 1 hmugh it. Thl' fo llo w ing 
d escriptio n is of lht• inside of rh t· room: 

Bo th sidt•s o l thi ~ lo ng ga lkr y an· 
painred with ni g-htma ri~h pinun·~ 
i11 lurid colours. Wrirhing- hl'rH'alh 
them o n1hc fl oor an· 1\\T nl\' or mon· 
sna kes of all ,izcs, with< rt'a;ll,. ~nrlt·, 
and p ink l'}'l'!>. T lw largt·s• t;f liH'lll 
ranks i1s 1a il me11acingly. 

The snakl's will o nl y a u ack i11 ~df-ddt·nn· 
or if the adn·nltnTr~ enter rlw room. T hey 
have li ved so lo ng in dar krH·~~ tha i they 
havt' lost rhcir charanerisri< colouring~. 
The spiuing cobras an· 3 ft•t•r long, till' 
g ia 111 racer snakes 4 ll't' l and IIH· g i;uJI 
ran It-sna ke I 0 fct·t. 

10 spitting cobras: AC: 7: H D 1• ; hp ·I t'ach: 
MV 90' (30' ) : #AT I ,pir or I bi rt': 
D Blindness, o r 1·3 + poi~on (8hp): Savt' Fl : 
ML 7: AL N: XP 13each ; T H AC:O 19; B37. 
15 giant racers: AC: 5: 1-1 D 2: hp 8 each: M\' 
120' (40'); #AT I bitt': 0 1·6: San · F l ;'M L i: 
AL N: XP 20 each; T H ACO 18: B37. 
l gianl rauh·snake: AC 5; H D -(• ; hp 19: 
MV 120' (40' ): #AT 2 hi1c~ ; D J .. J + poi,on 
( 16hp)/ ).;( + poiso11 ( I 1-ihp); Sa\'l· F2: ;\ll. 8: 
AL N; XP 125: T HACO 16: 8 37. 

The poison of llll' cobra~. hi It' n llbt '' 8 
poinls of da m ag<' , th t' raulcsnakc '~ c;n"t'' 
16. Bo th aH' n t'ga lt·d if rhe ,·it rim makt's a 
sucn·ssfnl ~;n· in g- throw vs. Poi~on . Tht· 
cobras can abo spi1 a 6-foot-long , trt'am of 
veno m at a \'ict im ':. l'}'t'S. If i1 hi r,, tlw 
, ·ict irn must makt' a su<ccs,fu l ~adng 
rhrow ,·s. Po iso n or bt· blindt'd. 

The horrible beasts and places ,hown in 
1 hl' wa II pa i11tings an· I i kc 1 Ire products of a 
bad drt'am a 11d lx·ar no rdation to rea lit y. 

K32. Sala m a nder 

The doors in 10 this cha nrbt 'l' an· ma<k of 
srorrt• and arc warm 10 t ht· wudr: 

As 1 ht• door opt' ll ~ you fed a bla ~ l of 
ho t air and St'l' a largl' chambt·r 
ba1hcd in a dull. red light. T lrt· l iglll 
com es from rht· dt'pths of a gaping 
pi1 a nd rcflnb from llw flan w­
colour('(( scaks of a lo ng, rhin l izard 
nouched m·arby. S wooping around 
in tht· air abtnT an· ~OIIH' C'l't'illun·s 
li kt· ba1-wings wrt'a lht·d in fl a nrt·. 
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The thin lizard is a salamander and the 
flying creatures arc fire fundamentals. 
They will only auack in self-defence or if 
th(.• party enters the chamber. 

Any surviving fin• fundamental s from area 
K21 will help defend the salamander. Two 
wi ll arrive in each round after the party 
attacks the salamander. If the salamander is 
killed, all of tht: fire fundamentals in this 
chamber and in area K21 wi ll re turn 
in stantly to tht: plane of fire. 

I flame salamander•: AC 2; HO 8• ; hp 30; 
MV 120' (40' ); #AT 2 c laws/ ! bit e; 
0 1-4/1-1/1-8; Save; F8; ML 8; AL N; 
XP 1200; THACO 12; E55. 
5 fire fundamentals: AC 5; HO 1+1; hp 5 
each ; MV 180' (60'); #AT I swoop; 0 1-6; 
Save F2; ML 10; AL N: XP 15 each: 
THACO 18; New monster. 

T he flame salamander and fundamemals 
arc immune to fire. The fl ame sala mander 
radiates intense heat, and all creatures 
within 20 feet of it will suffer 1-8 points of 
heat damage per round. Fundamentals are 
immune to mind-affecting spells such as 
sleep , charm etc. They attack by colliding 
with their victims. 

In the north-west corner of the chamber is 
an alcove, enclost:d by a gri lle of red stone 
carved in the form of hundreds of writhing 
flames. The alcove ran be entered thro ugh 
an arched doorway in the grille. In the 
n·ntre of the alcove is a plinth of red stone, 
bearing a helmet of alignment changing. 

K33. Bone Room 

Strewn around this chamber arc 
hundreds of skulls and shattered 
bones. You sec a movement in a large 
pile of bones near the centre of the 
room, then the heap bursts upwards 
and the bones rush together to form 
ten or more mishapen skeletons. One 
of them even has four arms. 

The four-armed skeleton is a bone golem; 
the others are undead skeletons. All are 
armed with thigh-bone clubs. The bone 
golem will try to auack two characters. 

1 bone golem•: AC 2; HO 6• ; hp 45; MV 
120' (10'): #AT 4 weapons; 0 1-4 (x4); Save 
F4; ML 12;ALN;XP 500;THACO 14; E50. 
tO skeletons: AC 7; HO I; hp 6each; MV 60' 
(20'); #AT I weapon; 0 1-1; Save Fl ; ML 
12; AL C; XP 10 each; THACO 19; 837. 

The bone golcm can only be hit by magical 
weapons, and is immune to gas, fire, cold 
and electrical a ttacks. The golem and 
skeletons are immune tO mind-affecting 
spells such as sleep and charm. 

The clearing of the bone pile as the golem 
and skeletons form reveals a 9-inch-high 
model of a four-armed skeleton made fro m 
the finest ivory and held together by 
platinum wire (value· 3500gp). As long as 
the model is whole, the golem will reform 
in I round every time it is destroyed. If the 
model is destroyed, the golem will not 
regenerate. 

The golem will a ttack anyone within 15 
feet of the model. Even if the party flees 
lVith the model, the golem will follow, and 
will attempt to overcome any o bstacle 
placed in its path no matter how long this 
takes. The o nly way to be finally rid of the 
golem is to destroy the model, throw it 
away or pass it on to somebody else. 

K34. Malicious Statue 

In an alcove to one side of the 
passage, a small man-like statue si ts 
cross-legged on top of a black ped­
estal. Its eyes are brightly glowing 
gems which bathe all around in a 
blood-red light, and its carved feat­
ures seem to mock you. 

The statue is four feet tall. Its eyes are two 
huge rubies (value - 5000gp each ) and its 
teeth are made from ivory (total value -
lOOOgp). 

Each eye socket is trapped. Unless the traps 
are found and disarmed, removing each 
gem will trigger an explosion causing 3d6 
hit points of damage to all within 5 fet·t. A 
successful saving throw vs. Wands will 
halve the damage. 

Any character who removes one or both 
gems wi ll suffer a curse. The victim's eyes 
will glow bright red, even if tight shut, 
making it impossible to hide in shadows or 
to be concealed by darkness. 

K35. Tunnel South-west 

This is the other end of tunnel Kl 2. It is a 
p lain , rock-hewn passage,* mile long, and 
leads to the chambers behind the Village 
Gate. It slopes gt:ntly downwards from 
north-east to south-west. 
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Volca nic Cavern 

This cavern is formed where the eastern 
volcanic shaft widens a t the bottom (see 
Diagram 2 on the module folder). Over 
most of its area it is 50 feet high, but the 
roof slopes downwards towards the edges. 
There are two pools formed by the flooding 
of the lower part of a volcanic shaft. The air 
in the cavern is hot and steamy. 

Fungus Forest. The fl oor of this cavern is 
covered by a forest-like growth of pale 
fungi rang ing from normal-sized mush­
rooms to branching growths the size of a 
small tree. These fungi are nutritious but 
very unpleasant for characters to eat. 

K36. Hot. Pool 

The s~airway from the volcanic shaft above 
(area K26) slopes down over this pool: 

Beneath the stairway is a circular 
pool of murky, steaming liquid. 

If any characters approach to within I 0 feet 
of the pool they will be a ttacked by two, 
pale-coloured, giant leeches. If these crea­
tures score a hit on a victim, they will suck 
blood for 1-6 points of damage per round 
until they are killed. 

2 giant leeches: AC 7; HO 6; hp 32, 18; 
MV 90' (30'); #AT I bite; 0 1-6; Save F3; 
ML 10; AL N; XP 275 each; T HACO 14; 
E52. 

The pool is the fl ooded lower part of the 
eastern volcanic shaft (area K26). It has 
vertical sides and is about 120 feet deep. 
The bed of the pool is hot, solidified lava 
and the water is the temperature of a very 
ho t bath. All kinds of tiny algae and fungi 
grow in the water, giving it the appearance 
and thickness of dirty cream. 

Any characters foolish enough to drink 
from the pool will vomit. They will also 
become ill for 3d4 hours unless they make a 
successful saving throw vs. Poison . While 
they are ill, characters will move at half 
speed and attack at -2 to hit. 

K37. Warm Pool 

Any characters moving along the s trip of 
cavern £1oor next to the western pool will 
be attacked by 10 gian t toads hidden 
amongst the fung i. It is likely (1-3 on ld6) 
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tha t the toads will surprise the party. On a 
hit roll of 20, giant toads can drag vic tims 
of dwarf-s ize or smaller into llwir mouths, 
automatically causing 1-6 points of damage 
in each round there<tfter. 

10 giant toads: AC 7; 1-1 0 2+2; hp 14, 13, 
2xl2, 3x ll , 2xl0, 9; MV 90' (30'); #AT I 
bite: 0 2-5; Save Fl ; ML 6; AL N; XP 25 
each; THACO 17: E56. 

If the adventurers look amongst the fungi 
where the toads were hiding, they find a 
stone bottle containing one potion of speed 
(colourless, onion-flavoured). 

This pool is about 60 feet deep and is on ly 
slightly warm. The water is murky, but not 
thick like that in the hot pool (area K36). 
Although s lightly salty, it is drinkable. 

K38. T unnel North-east 

This is the o ther end of runnel K39. It is a 
plain, rock-hewn passage, \.: mile long, 
leadi ng to area K41 at the Sea Gate. It 
slopes downwards from south-west to 
north-cast. 

SEA GATE <Map 4d) 

K39. T unnel Sou th-west 

This is the other end of tunnel K38. It is a 
plain, rock-hewn passage, IS mile long, and 
leads to area K37 under the heart of Ki-a ta. 
It slopes gently upwards from nort h-castro 
south-west. 

K40. T unnel West 

This is the other end of tunnel K6. It runs 
west for !~ mile and then turns sou th-west 
for I mile, ending up a t area K6 a t the 
Valley Gate. It slopes gently upwards 
towards the Valley Gate. 

K4l. Living Gates 

The long, undecorated chamber be­
fore you is divided in two by a pair of 
heavy iron gates. 

The two gates are ac tuall y a form of small 
juggernauts (see Module X4}. Each consists 
of <l rectangular outer frame supporting 
vert ical, 2-inch-thick bars about 12 inches 
apart. They have false hinges and locks. 
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Two of the bars on each gate arc joined 
only to the boll om part of the frame. These 
are fl exible and a ttack I ike arms ( 1-8 points 
of damage each). 

The gates will remain absolutely motion ­
less unless they arc a11acked or a character 
a ttempts 10 open them. Then they will 
au ack with thl·i r "arms", advancing like a 
wall10wards the adventurers in an a ttempt 
to trap them against tlw end of the room. If 
they succeed in doing this, they will crush 
any trapped advcnturns, automatically 
inflicting 2-16 points of damage against 
each of them per round. Crushed characters 
canno t cast spells and will attack at -4 10 

hit. 

If characters try to pass between the bars of 
a gate, or between it and the wall, it will 
automatica lly sq ueeze them, inflict ing 2-20 
points of damage. 

The gates are unaffeCted by: a ll non­
magica I missile fire; charm and hold spel ls; 
and poison. 

2 special small j uggernauts• : AC2: H D <~ • ; 
hp 32cach; MV 30' (10'); #AT 2 arms or 
crush or sq ueezc; 0 1-8/ 1-8 or 2-16 or 2-20; 
Save: On a3-20(d20); ML II ; ALN; XP 125 
each; THACO 16 (crush and sq ueeze are 
au tomatic): Module X4. 

K42. T error in the Fog 

KalnaKaa will be waiting by the northern 
door to this cham ber. When he hears the 
party enter, he will close the door and go to 
room K43 10 prepare his defence: 

Beyond the doorway is a swirling fog 
which restricts your vision to only a 
few feet. For all you can tell , the area 
ahead could be a tiny room or a 
massiw cavern. Ahead and to your 
left there is a muted sound, like a 
door dosing, then silence ... 

The fog is crea ted by 16 kal-murus. 
Creatures o f less than 8 hi t dice must make 
a saving throw v~. Spells if they enter the 
fog or suffer the equivalent of a con fusion 
spdl. Creatures with with 5-7 hit dice/levels 
save at +'I and those with 8 or more hit 
dice/levels arc unaffected. 

The kal-murus will a ttack if the party 
enters the room, but will remain hidden by 
the fog until then. They will constantly 
change their appearance from one night· 
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mm·ish form to ano ther, and the OM may 
wish to make up some suitably horrible 
shapes to describe to the p layers. No matter 
what shapes the kal-murus take, their 
attacks will be unchanged. 

16 kal-mu rus• : AC 4; HD 2•; hp 9each; MV 
120' (40'); #AT2claws/l bite; D 1-3/1-3/1-
6 +special :Save F4; ML 9; AL N; XP 25 
each; THACO 18; 1ew monster. 

Kal-murus are immune 10 mind-affecti ng 
spells and can only be hi t by magical or 
s ilver weapons. The mist, and its confusion 
will vanish when the number of kal-murus 
is reduced 10 nine or less. 

The room is plain and empt y, exn'pt for 
the pillars supporting the roof which are 
decorated with carved patterns o f intn· 
woven spirals. 

K43. Devil Swine a t Bay 

Kalnakaa will cast a wizard lock spel l on 
the eastern door of this room as soon as he 
hears the party enter the fog in rO()Ill K42. 

Before starting this encounter it is import­
antto work out the time o f day (i.e. day or 
night) since this will afrccr KalnaKaa 's 
actions (sec below): 

With the door fina l ly open , you gaze 
into the long hall beyond . The first 
things you sec are half a dozen short , 
wizened humanoids, leaping towards 
you with outstretched claws bur 
beyond, you catch s ight of a group of 
grossly fat men dressed identicall y in 
black cloaks. 

The fat ·'men·· are KalnaKaa and his 
mirror images, and the sma ll humano id-; 
are topis under his control. 

6 topis: AC 6; H D 3• ; MV 120' (40' ): hp 15. 
14, 2x 13. 12. II; #AT 2 claws: 0 1-6/ 1-6 + 
special; Save F2; ML 12; AL C; XP 50 each: 
T H ACO 17; New monster. 

Any character hit hy a topi must make a 
saving throw vs. Poison or be afrectcd by 
the eq ui,·alcnt of a s low spell. The effects of 
the ropis' poison and KalnaKaa·s s low 
spell are nor cumulative. Topis take onl y 
half damage from no n-edged weapons (hut 
these will sllln them for I round) and arc 
immune to mind-affecting spel ls such 
sleep etc. Clerics have the sa nw chance of 
turning rop is as o f turning wights 
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UNDER KI-A TA (Encounter areas K44-46) 

Kaln:aKaa's abilities and other statistics are 
given on the Pull-out Sheet. The details of 
how he will defend himself will depend on 
the actions of the party, but the OM should 
bear rthc following in mind: 

- KalnaKaa's first action after leaving room 
K42 will be to wizard lock the eastern door 
of this room. 

- As soon as he gets back into this room, 
Kalna Kaa will summon 1-2 boars (for 
detai Is see Pull-out Sheet). These will take 
1-4 rounds to arrive. 

- As soon as the pany starts tO force their 
way through the wizard locked door, 
Kalna Kaa will cast mirror image (duration 
6 turns) and, if possible, protection from 
normal missiles (duration 12 turns). 

- Kal naKaa will order the topis and boars 
(when they appear) to defend him. 

-If Maerie is present, she will do her best tO 

defend her father, even if this means 
fighting opt•nly against the party. 

- Durr ing the combat with the adventurers, 
Ka lna Kaa will avoid hand-to-hand combat 
for as long as possible so that he can usc his 
spells to best effect. He will normally cast 
slow first, followed by lightning bolt, web, 
magic missile (twice) and charm monster 
in that order. 

- If forced into melee, KalnaKaa will 
change into his devil swine form if possible 
(i.e. a t night). If not, he will defend himself 
as lx·st he can with his sta r£ of striking. 

- If he is given t·nough time by the party, 
KalnaKaa will drink some of his potions of 
healing (see room K44) and/or use animate 
dead to restore some of his topis. 

K44. KalnaKaa's Treasury 

Ka lna Kaa has collected together in this 
room the bulk of the treasures plundered by 
the k.ara-kara. There are: 

-a fi ne quiver with 15 arrows +3 
- a suit o f leather armour +2 
- a suit of plate mail armour +2 
- three potions of healing (a clear,lcmon-

scented, bitter-tasting liquid) 
- a potion of clairvoyance (a luminous 

g•·een liquid, tasting of cloves) 
- three elegant gold scroll cases (value -

265gp each), containing: 
#]: a magic user's scroll with' locate 
object and polymorph others; 

#2: a clerical scroll with neutralise 
poison and dispel evil; 
#3: a clerical scroll with commune and 
striking. 

-an ornate silver casket (value - 1535gp) 
containing three large diamond pen­
dants (value- 5000gp each); a diamond 
bracelet (value - 5080gp) and a pair of 
earrings (value - 1245gp each) 

- three oak chests containing 1270gp, 
3250gp and 750pp respectively 

- a statuette of a black falcon (apparent 
value- 200gp) which is, in fact, made of 
gold painted with black lacquer (t rue 
value - 15000gp). The head o f the falcon 
may be unscrewed and inside the body 
arc 56 gems (value- IOOgp each) 

- a beautifully carved, mahogany box 
(value- 260gp) lined with velvet, con­
taining an exquisite gold hourg lass 
which has crushed diamonds instead of 
sand (value - 2650gp) 

- an engraved gold dish inlaid with 
platinum (value- 7500gp) 

- a suit of p latinum-engraved, black plate 
mail armour (value - 15480gp) with 
matching shield (value - 2450gp) 

-an ivory staff inlaid with gold and silver 
(value - 2225gp). Its handle is in the 
form of a boar's head and the eyes are 
black sapphires (value- 1500gp each). 

There is also KalnaKaa's spell book, 
containing the following spells: 

First Level: floating disc, light• , magic 
missile, read magic, sleep. 

Second Level: locate object, mirror image, 
web, wizard lock . 

Third Level: dispel magic, lightning 
bo lt , haste• , protection 
from normal missiles. 

Fourth Level: charm mons ter , mass­
morph, polymorph self. 

Fifth Level: animate dead, magic jar 

The back of the book comains KalnaKaa's 
private notes (see, for example, the extract 
on page 3). These notes detai l his life and 
arrival on Teki-nura-ria (see KalnaKaa -
page 2, and Background of KalnaKaa and 
Maerie on the Pull-out Sheet). 

K45. Magical Portal 

This room is empty and plain, save 
for a green disc painted on the end 
wall and a strip of mosaic on the 
fl oor in front of it. The bright, 
swirling pattern on the mosaic seems 
to urge you on towards the disc. 

26 

The green disc on the wall is the source of a 
magical portal (see page 18) between this 
room and the sea cave (area K46). The pass­
wall portal will open as soon as an y 
character steps onto the mosaic and wi ll 
rc·main open so long as there is somebody 
on the mosaic. The pass-wall will dose 
after I 0 minutes if there is nobody on the 
mosaic. 

T he portal can only be opened from inside 
the sea cave by somebody wearing Kalna­
Kaa's black cloak (see the Pull-out Sheet) or 
one of the undamaged cloaks from area K2. 
rr a character wearing one of these cloaks 
touches the cave wall at the exact position 
or the portal, the pass-wall wi ll open for 10 
minutes. 

K46. Sea Cave 

The entrance to this cave is at the foot or an 
overhanging cl iff about 150 feet high. It 
can be seen from the sea but no t from the 
Eastern Jung le above. The foll owing des­
cription assumes that the adventurers enter 
the cave through the magical portal (area 
K45). If no t, the DM should change it 
accordingly. The magica l porta l cannot be 
found from inside the cave (see page 18): 

Yo u have come into a sea-cave 
echoing to the sounds of the ocean 
which can be seen through the cave 
mouth to your right. At this end of 
the cave a shingle beach slopes up 
o ut o f the water. A boat has been 
dragged out of the surf. 

The boat is a kara-kara canoe ( 10 hull 
points) with an outrigger. If the adven­
turers paddle it o ut of the cave they will 
recognise where they are and will have no 
difficulty reaching the Belle Venture at its 
anchorage (area Tl ). 

GOING BACK 
Malrnir is as good as his word and will wait 
five days for the party to return. The voyage 
back to Thyatis will be uneventful but 
rough. lf the party has killed KalnaKaa, the 
Thyatis Seafaring Merchants' Gui ld will 
honour the contract made by Ro llo Barg­
mann and each party member will receive 
5,000gp. The merchants will accept any 
reasonable proof (e.g. KalnaKaa's spell 
book) or even the wordo{ Malmir, provided 
that Ka lnaKaa's death has been proved to 
him a t the is land. 
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KARA-KARA 

Armour Class: 9 (8 with shield, 6 
with wooden armour and shield) 

H it Dice: 1+1 or 1+4 (see below) 
Move: 120' (40') 
Attacks: 1 weapon 
Damage: By weapon 
No. Appearing: 2-8 (10-60) 
Save As: Fighter 1 or 2 (see below) 
Mora le: 9 or 11 (see below) 
Treasure T ype: (R) C (see brlow) 
AI ignmcnt: Chaotic 
XP Value: 15 

Kara-kara are tribal humanoids distantly 
rela ted to orcs. They are slightly shorter 
than huma ns, and have olive green skin, 
taugled curly dark green hair, and muzzle­
like mouths with curved yellowing fangs. 
Most wear only loin-cloths, lurid body 
paint and primitive jewellery. They speak 
only their own lang uage which can be 
understood by creatures who know the 
orcish tongue. 

Kara-kara inha bit tropical or semi-tropical 
islands, but may occasionally be encounter­
ed at sea in their large outrigger canoes or 
while raiding the coasts of civilized lands. 

In a tribe of kara-kara there will be as many 
ad ult females as ma les a nd 1-2 young for 
every pair of adults. The young do not fight 
(m orale 2), but the females are armed with 
stone daggers and fight in self-defence. For 
every I 0 warriors there will be a leader with 
9 hit points ( 12 when chanting). 

FU NDAMENTAL* 

Air Earth 
Armour Class: 6 3 
H ~t Dice: 1+1 1+1 
Move: 210' (80' ) 90' (30' ) 
Auacks: I swoop 1 swoop 
Damage: 1-6 1-6 
No. Appearing: 1-10 (2-20) 1-10 (2-20) 
Save As: Fighter 2 Fighter 2 
Morale: 10 10 
Treasure Type: Nil Nil 
Alignment: Neutral Neutral 
XP Value: 15 15 

Fundamentals are amongst the least power­
fuL of the creatures inhabiting the Element­
al Planes of Exis tence. All fundamentals 
look like a pair of bat wings without a 
body. They fl y constantly, and auack by 
colliding with their victims. Earth fund­
amenta ls are dull and solid-looking, a ir 
funda mentals are almost transparent, fire 
fundamenta ls are shrouded in flame and 

NEW MONS'I'ERS 

Kara-kara do not know how to work metals 
and so nearly all of their weapons are made 
of stone, wood and teeth. Warriors and 
leaders wil l each have a large decorated 
wooden shield and 1-2 spears. In addition, 
they will have a stone-headed mace, a 
wooden pick or a wooden short sword 
edged with shark's tet·th. Females usually 
have stone daggers. Stone daggers inflict 
ld4 points of damage, all of the other 
weapons inflict ld6 points. 

Tribes of kara-kara are usually ruled by 
councils of man wu-papas (or witch doc­
tors). Most manwu-papas are 4th level 
clerics and normally have the followin g 
spells: cause fear (reverse of remove fear), 
h old p erson and cause light wounds 
(reverse of cure light wounds). Some 
manwu-papas are 6th level clerics and 
normally have the spells listed above plus 
silence 15' radius and curse (reverse of 
remove cu rse). 

Fire Water 
5 4 

1+1 J+J 
180' (60') 120' (10') 
1 swoop 1 swoop 

1-6 1-6 
1-10 (2-20) 1-10 (2-20 
Fightrr 2 Fighter 2 

10 10 
Nil Nil 

Neutral Neutral 
15 15 

water fundamentals arc wet and glistening. 
They can on ly be harmed by magic or 
magical weapons, and are immune to 
mind-affecting spells such as sleep and 
charm. They are trea ted as 'enchanted 
creatures' for the purposes of spells such as 
protection from evil. Fire fundamentals are 
immune to fire. Fundamentals usually 
appear in the normal world at places where 
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Manwu-papas normally have metal weap­
ons gained through trade or war with 
outsiders. They often wear armour made 
from thin plates of to ug h wood. This 
armour has the same effect as leather. 

The kara-kara arc a sing ing people. In 
ba11le the males set up a rhythmic chant 
which raises their morale to II. It also 
increases the hit points of warriors and 
leaders by 3 and makes them the equivalent 
of 2 hit dice creatures (save as 2nd level 
fighters) for the purposes o f determining 
the effects of spells such as sleep . The chant 
takes effect in the round a fter it is started. It 
requires a t least fi ve kara- kara to maintain 
it and can be negated by, for example, a 
s ilence 15' radius spell. Disp el m agic or 
similar spells will not affect it. 

Because they have little unders tanding of 
metals, kara-kara value them on ly for their 
usefulness. Precious metals (e.g. gold and 
silver) are considered worthless and the 
kara-kara do no t hoard them. The treasure 
types given above for the kara-kara should 
only be used to calcula te the value of their 
treasure, which will consis t almost entirely 
of jewellery. Ka ra-kara jewellery is made 
from jade, pig tusks, pearls, mother-of­
pearl, bones, teeth and occasiona l other 
gems. 

The kara-kara are fol lowers of a pig cult, 
regarding pigs and boars as semi-sacred 
animals. A kara-kara island will always be 
inhabited by large numbers of forag ing 
pigs (the eq uivalent of boars). 

the appropriate forces o f nature are strong­
est, and never wander far from them. For 
example, earth fundamentals may be fo und 
in the deepest of natural caverns, ai r 
fundamen tals ncar windswept peaks, fire 
fundamentals in volcanoes and wa ter 
fundamentals over great oceans. They may 
also accompany more powerful elementa l 
creatures 10 the normal world. 
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T opis arc undead human or humano id 
neaturc~ ~imilar to zo mbies. Before the 
bodies arc anima ted , ho wever, they are 
shrunk unti l they arc only 2 feet tall , g iving 
them dark, wrinkled , le<Hhery skin. This 
ptocess is long and complex, a nd is known 
only to <en ain pt imitive tri bes. 

KAL-MURU• (Ship-bane) 

Armout Class: 4 
Hit Dice: 2• 
Move: 120' ( 40') 
Attacks: 2 claws/ I btlt! + sp t!cial 
Oamag<': 1-J/1-J/1-6 
No. Appeating: 0(10-60) 
Save As: Fightn 4 
Morale: 9 
T reasure T ype: Nil 
Alignment: Nt•utrnl 
XP Value: 25 

These vicious man-siLed creatures from the 
elemental plane of ait are no rmally en­
countert'd fl ying ov<·t windswept oceans in 
groups of IOormote. T hese gro upsareable 
to enshroud themseh es in a clo ud of 
magical, fog-li ke vapour which reduces 
'i ibility to~ feet. The clo ud is 20 feet deep 
and has a d iameter o f 10 feet per kal-muru 
prt'SCnt. The fog i unaffected by the wind, 
and can move at the same peed as the 
fl ying kal-murus. It will vanish if the 
numbet of kal-murus is reduced to less 
than ten. 

Any creature caught in the fog is subject to 
confusion (as the spell), but creatures 
having 5 or mon · hit dice save at +4, and 
those with 8 01 more hit dice are unaffected . 
Kal-murus can change their shape (but not 
theit size Ot' attacks) at wi ll , which adds to 
the co nfusion and terror of their victims. 

9127XXX1501 

Armout Class: 6 
Hit Dice: J • 
Move: 120' (40') 
Attacks: 2 claws 
Damage: 1-611-6 +sputa/ 
No. Appearing: 2-8 (5-JO) 
Save As: Ftghtn 2 
Morale: 12 
Treasure T ) pe: N tl 
Alignmem: Chaot iC 
XP Value: 50 

Topis are more agile than normal rombies. 
They roll for initiative as usual, and can 
leap up to 6 feet (vertically or horizontally) 
when attacking. Any creature struck by a 
topi's claw m ust mak<' a saving throw vs. 
Poison or fall victim to a venom which acts 
like a s low spell and lasts for 1-2 turn~. 

Non-edged weapons inflict only half dam­
age on topis, bu t a h it with such a weapon 
will knock a topi o rr balance, making it 
unable to anack in th<' next round. T opis 
are immune to s leep, charm and hold 
spells. Clerics have the same chance of 
turning topi as of turning wight . 

Kal-murus attack wi th two claw and a 
bite. They are immune to mind-affecting 
spells such as sleep or charm, and can o n!} 
be hit by s il\'et or magical weapon~. 

Sailors know and fear the unnatura l fog 
created by kal-mut us since ships eng ulfed 
by it usually vanish or arc found adrift with 
the crrw slain. Mariners hav<' givr n tlw fog 
the name 'ship-bane', and thr mere mention 
of it is enough to stri ke terror in the hean o f 
the most hardened seafart•r. 
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mour C lass: 4 
Hll Dice: 4+ J • 
Mo,·e: 90' (JO') 
Auack~: 2 claws/ I btlt! + scuam 
Damage: 1-JIJ.JIJ.J 
No. Appearing: 1·6 (1-8) 
Sa\'e As: Ftghtt!r 5 
Morale: II 
Tteasut e T ype: 8 
Alignment: C 
XP Va lue: 200 

Agat at:. are undead human 0 1 humano id 
crea tut e:.. They at e oft en encountered 
amo ngst packs of ghouls and can only be 
distinguished from ghouls by their in­
ability to paralyse victims and their blood­
curd ling scrt•ams. 

The scream of an agarat is its most feared 
at wck, since all characters within 20 feet of 
it when it screams must make a ~aving 
throw \ 'S. Spells (wisdom bonuses/pena lt­
ies ap p ly) 0 1 suffer a tem porary. one le\'el 
encrg) drain . The effects of the dra in arc 
the same as tha t caused b) a wight, for 
example, but o nl} las t for 1-4 wms. After 
this t ime, characters who are till a li \'e 
return to nonna l. Ag:u at can o nl) scream 
once per turn. The effec ts of agarat screams 
are cumulath e, and any aeature tem por­
arily dmined of all life energy will fa ll 
unconscio us and cannot be woken fot 2- 12 
turns. 

Agara ts are immune to s leep , charm and 
hold ~pe ll s, and can only be hit hy silver'o r 
mag ical weapons. Clerics have the same 
chance of turning agarats as of turning 
spectres. 
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MAERIE 
(tfd4) 

Armour Class: '' 
H it Din· Thirf 7 
H it Po ints 22 
Mon·: 120' ('10') 
Auacks: dagger of concealment +2 
Damag-e: 3-6 ( d·f+2) 
Saw As: Th it•f 7 (nt +2) 
Morale: // 
Alig-nment: 
XP Value: 

Nrutral 
850 

T H ACO: 15 (dagger +2) 

S 10, I 15, W 9, D 18, C 12, CH 16 

Appearance: Manic is au au ran in", auburn­
ha ired, ~kndcr yo111lg woman with 
brown eye~. 

Persona lity: Outwardly pleasant, she is 
ruthlessly dcn>ted to h t•r fa ther and h is 
evi l plans. S h t• is a very convincing liar. 

Clolh ing/Proleclion: Long-, whi te robe, 
w hi~t· bdt, dagger of concealment +2 in 
the form of a plain, gold ring (sce below). 

Weapons: Dagger of concealment +2 in the 
form of a p lain . gold ring (sec below). 

T hid Abilities: open locks 55%, find/ 
rcmow traps 50%, pick pockets 55%, 
move silently 55%, cl imb sheer surfaces 
93"o. hide in :.hadows 'IS'Jo, hear no ise 1-4. 

Other Personal Trca:.u rc: Thrt't' cheap 
( lgp each) ornamented hair pins. 

From his time as an apprentice magic-user, 
Ka lnaKaa had been fa~cinated by the idea 
of s hape-changi ng . polymorphing and 
lycan th ropy. In a lter life, he became in­
famous for his r·xperimt•nts 011 were­
crea tures. Even :.o, he was tolerated by the 
local comn1unity until , one night, he was 
had I y injured by O il <" of his capt ivcs; a dn·i I 
swine. 

Soon Kalna Kaa began 10 show the signs of 
lycanthropy and was driwn from his 
honlt'. His on ly companions W<'rt' his 
tlau~hter Maerie and three adn·nturcrs 

l~ull Out Slu·c·1 QTSR Iuc .. All ri){hl> n·.;t'I\TU 

Dagger of Concealment 

This magical item takes the form of a 
plain, gold ring and has the properties of a 
r ing of pro tection . However, the wearer 
can make the ring change instantl y into a 
m agical dagger or back into a ring. T he 
ring can be changed into a dagger, used 10 

make an auack, and changed back into a 
ring a ll in I round. Typical daggers o f 
concealment g iv<• bonuses of+ l or +2 on hit 
rolls, damage, armour class a nd savi ng 
throws, although daggers o f concealment 
+3 are rumoured 10 exist. 

Background of KalnaKaa 8c: Maerie 

whom he had charmed : Bezel. Gddercd 
and Rufus (set· room N21 ). 

Ka lnaKaa fled from place 10 place, a lways 
driven onwards once his aHiiction benmw 
known . Eventually, he and his companio11s 
arri ved 0 11 T eki-nura-ria where KalnaKaa 
was mistaken by the kara-kara for their god 
of pig~. T apu. 

KalnaKaa rc\'ciS in his nr·w posnwn of 
a bsolu te power, ruthkssly using the kara­
kara and the kal-murus as thl' in~tnnnenb 
of his revenge O il the society that rejected 

him. I k is cunning a11d cruel, but no t a 
coward. Although hi' will flt•e when he first 
~er·s thl' part y, his main a im is to pn-parc 
the be~t deknn· po~sible (cve11 if it cost ~ thl' 
livesof his daughterand hl'nchmen ). :J n th l' 
fi na l r·nc·ountn (romn K43). hr· wi l l defiant­
ly fight 10 the dt•ath . 

Mar-ri!' 's mothn died when Manit was st i II 
qui te young but , t' \T il ,o, tlw g irl is of far 
b<· ttr-r charann tha11 her fath n and is much 
mon· loyal to h i 111 1 han he is to her. She wi II 
do anything to furl hn lwr fat her's in tcrTsl:., 
a t the risk of lwr own lift-. 
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KALNAKAA 
(magic user I devil swine) 

As magic user 
Armour class: 3 
Hit Dice: Magic uur 9 
Hit Points: 44 
Move: 120' (40') 
Attacks: staff of striking or 

throwing dagger 
Damage: 2-12orl-4 
Save As: Magic user 9 (at +3) 
Morale: 11 
Alignment: Chaotic 
XP value: 3000 
THACO: 15 (normal weapons) 

12 (thrown weapons) 

S 10, I 17, W II, D 18, C 16, CH 5 

Appearance: In his human form, KalnaKaa 
is a middle-aged, fat, swarthy man with 
small, piggy eyes, black, bristly hair and 
a matching beard and moustache. 

Personality: Evil, cruel, cunning, bitter 
and vengeful, but not a coward. 

Clothing/P rotection: Black robe, long 
black cloak (see below), amulet of protect­
ion +3 (see below). 

Weapons: Staff of s triking (22 charges), fi ve 
throwing daggers. 

Other Personal Treasure: None. 

Spells Memorised -
First Level: magic missile (x2), sleep. 
Second Level: mirrorimage, web, wizard 
lock. ' 
T hird Level: ligh tning bolt, protection 
from normal missiles, slow. 
Fourth Level: charm monster, poly­
morph self. 
Fifth Level: animate dead. 

Special Abilities: 
-can use charm person three times per day 

(victims have -2 saving throw penalty); 
- can change shape freely at night but must 

keep one shape during the day (this is 
normally human and he uses polymorph 
self to assume pig shape if necessary); 

- only hit by magical or silver weapons 
while in pig form; 

-can summon 1-2 boars which will arrive 
in 1-4 rounds. 

1-2 boars: AC 7; HD 3; hp 13 each; MV 90' 
(30'); #AT I tusk; D 2-8; Save F2; ML 9; 

N; XP 35 each; T H ACO 17; 827. 

Pull-out Sheet C 1981 TSR Inc. All rights reserved 

As devil swine * 
0 
9 
44 

180' (60') 
I gore 

2-12 
Fightf'r 9 (at +3) 

10 
Chaotic 

3000 
11 

KalnaKaa's Black Cloak 

KalnaKaa found this cloak during his 
explorations of the Ancestors' chambers. 
Any person wearing the cloak can open any 
of the magical portals under Ki-ata (see 
page 18) from either side simply by 
touching the part of the wall where the 
portal will appear. 

Amulet of Protection +3 

This amulet in the form of a distorted 
boar's head on a fine gold chain has been 
specia ll¥enchanted by KalnaKaa. II has the 
properties of a ring of protection +3 but 
also protects any lycanthrope wearing it 
from the effects 0f wolfsbane. KalnaKaa 
can wear it in both p ig and human form. 
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