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High	above	Valehold	 in	 the	Valevord	Mountains	
an	 old	 forgotten	 temple	 stands,	 where	 the	
anmunak	 wild	 men	 once	 worshipped	 their	
animal	 gods.	 Today,	 worshippers	 of	 the	 grisly	
N’Uggok,	 the	 Lord	 of	 Disease,	 have	 taken	 over	
the	ruins	of	this	temple,	and	through	the	waters	
flowing	 down	 the	 slopes	 below	 the	 caves	 they	
are	 spreading	 a	 foul	 plague	 through	 the	
settlements	down	river.	

The	 anmunak	 in	 the	 area	 are	 all	 fanatical	
followers	 of	 the	 priestess	Thulguk,	 an	 old	 and	
wizened	 anmunak	who	 has	 survived	 far	 longer	
than	she	should	due	to	the	sinister	influences	of	
her	 patron	 –	 she	 is	 halfway	 to	 undeath,	 but	 is	
preserved	by	the	diseases	and	microbes	pulsing	
through	her	body.	She	dreams	of	one	day	seeing	
the	entire	civilized	part	of	the	Vale	ravaged	by	a	
virulent	plague,	after	which	her	kin	will	descend	
from	the	wilderness	and	conquer	all	 the	known	
lands.	She	is	growing	very	frustrated	by	her	lack	
of	success	so	far.	

The	 poor	 hermit	 Wilmer	 of	 Ironhold	 is	 the	
main	 reason	 that	 Thulguk’s	 plans	 have	 so	 far	
been	 foiled;	 his	 extensive	 knowledge	 of	 the	
herbs	 and	 remedies	 of	 the	 forest	 has	 let	 him	
concoct	 a	 potent	 restorative	 brew	 which	 he	
deposits	 in	 the	 river	 in	 hidden	 baskets	 every	
night,	 and	 which	 manages	 to	 counteract	 the	
worst	effects	of	the	corruption	from	up	stream.	

If	 the	 players	 manage	 to	 defeat	 Thulguk,	 they	
could	 put	 an	 end	 to	 the	 plague	 in	 Valehold,	
provided	they	can	also	cleanse	the	putrid	temple	
and	exorcise	Xhuctulagh,	the	creature	nesting	in	
its	 depths.	 They	 can	 also	 search	 the	 old	 crypts	
and	 catacombs	 of	 the	 anmunak	 at	 the	 river’s	
source,	 where	 dormant	 guardians	 watch	 over	
buried	riches.	

Source of the Crispflow 
The	small	valley	near	the	source	of	the	churning	
Crispflow	 River	 is	 a	 place	 of	 stunning	 natural	
beauty,	 but	 has	 been	 marred	 by	 the	 recent	
corruption	flowing	through	the	river.	

The	 lower	part	of	 the	valley	 surrounding	 the	
river	 is	 filled	with	a	 lush	mixed	forest	and	thick	
undergrowth,	 crisscrossed	 by	 animal	 trails	 and	
small	 streams.	 The	 forest	 is	 a	mix	 of	 firs,	 pines	
and	birches	as	well	as	mixed	smaller	deciduous	
trees.	In	the	area	around	the	river,	the	trees	have	
begun	 dying	 and	 most	 have	 lost	 their	 leaves;	
many	have	fallen.		

The	lake	ravine	below	the	drop	from	the	upper	
plateau	 is	 filled	 with	 a	 constant	 low‐intensity	
rumbling	noise	from	the	waterfall,	and	the	air	is	
humid	and	filled	with	a	thin	mist.	Here,	few	trees	
manage	to	grow	in	the	thin	soil,	but	the	ground	
is	still	covered	in	ferns	and	other	vegetation.	

The	 upper	 valley	 plateau	 is	 filled	 with	 much	
denser	 vegetation,	 and	 trekking	 through	 this	
area	without	 using	 the	 few	 established	 trails	 is	
very	 difficult.	 The	 undergrowth	 is	 especially	
dense	 and	 mostly	 covered	 in	 thorns	 or	 spikes,	
and	a	thick	kudzu	often	covers	the	ground.	Some	
odd	 species	 of	 trees	 and	 bushes	 flourish	 here	
that	 are	 very	 rare	 elsewhere,	 something	 a	
botanist	or	healer	might	find	interesting.	

Each	hex	on	the	overland	map	is	about	1/3	mile	
across	(500	meters).	When	travelling	in	the	area,	
an	average	party	moving	at	normal	speed	travels	
around	6	hexes	per	hour	on	the	trail,	and	around	
3	hexes	per	hour	if	they	have	left	the	trail.	There	
is	 a	 1‐in‐6	 chance	 of	 a	 random	 encounter	 for	
each	hour	spent	travelling.	

Rumors & Hearsay 

Explorers	 once	 ventured	 to	 the	 source	 of	 the	 river	
Crispflow	 and	 returned	 with	 tales	 of	 abandoned	
ruins	and	hidden	treasures.	

A	crazy	hermit	 lives	way	up	 in	 the	Valevord	peaks.	
He	 comes	down	 once	a	 year	 to	 visit	 the	 cathedral,	
but	didn’t	show	up	this	year.	The	cold	must’ve	gotten	
to	him,	finally.	

There’s	 an	 old	 hunter	 by	 the	 name	 of	 Isgold	who	
claims	 the	 Crispflow	 “runs	 foul”	 further	 up	 the	
slopes.	He	 refuses	 to	drink	 from	 the	Howling	River	
below	the	point	where	the	two	meet.	

The	beast	of	 the	Valevords	descends	upon	 the	Vale	
once	every	generation,	and	 it	has	not	been	seen	 for	
as	 long	 as	 anyone	 can	 remember.	 Hopefully,	 it’s	
lying	dead	somewhere	up	there.	

The	crisp	and	cool	waters	of	the	streams	and	rivers	
flowing	 down	 from	 the	 Valevords	 hold	 the	 very	
strength	of	nature,	and	 if	you	can	reach	 the	source	
of	such	a	 flow	you	will	 find	a	powerful	healing	and	
strengthening	draught.	

The	fishing	is	absolutely	excellent	upstream	in	many	
of	 the	 smaller	 tributaries	 that	 flow	 from	 the	
Valevords	down	to	the	Howling	River.		

Foulest Waters 
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08.24; Valley Approach 

From	 this	 point	 the	 characters	 can	 clearly	 see	
the	 opening	 in	 the	 rock‐face	 ahead	 of	 them,	 as	
well	as	the	waterfall.	The	roaring	of	the	waterfall	
also	becomes	obvious.	

01.23; Giant Eagle’s Nest 

The	nest	is	visible	from	a	few	hexes,	and	can	be	
seen	 clearly	 if	 looking	 up	 the	 cliff‐face.	
Occasional	cries	from	the	baby	eagles	can	also	be	
heard.	 A	 successful	 climb	 check	 (with	 +1	 for	
appropriate	gear)	allows	a	character	to	reach	the	
nest;	 if	 alive,	 the	 mother	 will	 attack	 anyone	
approaching	the	nest.	

The	baby	eagles	are	small	but	vicous	 (HD	1;	hp	
4,3;	AC12;	1@+1,D4)	and	will	fight	to	the	death	if	
cornered	 in	 the	 nest.	 Among	 the	 bones,	 debris	
and	 junk	 in	 the	 nest	 an	 old	 backpack	 holding	
some	 soiled	 adventuring	 gear	 and	 a	 total	 of	 24	
sp	and	58	cp.	

08.21; Wilmer’s secrets 

At	 this	 point	 in	 the	 river,	 the	 hidden	 unguent	
baskets	 placed	 by	 the	 hermit	 Wilmer	 can	 be	
found	with	a	careful	search.	They	hang	beneath	
the	riverbank	and	are	impossible	to	spot	without	
deliberately	looking	for	them.	The	content	of	the	
baskets	 smells	 foul,	 and	 unknowing	 PC’s	 might	
mistake	 them	 for	 what	 is	 fouling	 the	 river	
(although	the	source	clearly	lies	upstream).	

At	night,	 there	 is	a	2‐in‐6	chance	that	Wilmer	 is	
here,	 checking	 on	 the	 baskets	 and	 restocking	
them.	He	will	 be	moving	 stealthily	 and	will	 not	
be	 carrying	 a	 light,	 fearing	 an	 ambush	 by	 the	
anmunak.	

12.20; Wilmer’s home 

Wilmer	 of	 Ironhold	 has	 built	 himself	 a	 simple	
home	here;	 a	 thatched	 hut	 that	 he	 has	 recently	
camouflaged	 very	 thoroughly	 with	 moss	 and	
branches.	Discovering	 the	home	when	he	 is	not	
present	requires	a	successful	Search	of	the	area.	

The	simple	home	has	one	room,	a	sleeping	area	
and	a	cooking	fire	and	is	almost	entirely	devoted	
to	 different	 herbs	 and	 concoctions.	 There	 is	
nothing	of	value	except	 the	herbs	and	remedies	
(at	 least	50	doses	worth	of	 replenishment	 for	a	
healer’s	 kit	 and	 a	 salve	 which	 functions	 as	 a	
Potion	of	Cure	Light	Wounds).	

Wilmer	 himself	 is	 almost	 always	 here	 in	 the	
daytime	 (90%),	 hiding	 from	 the	 anmunak	 and	
preparing	 his	 unguent.	 He	 will	 remain	 hidden	
from	any	PC’s	unless	he	has	 seen	 them	 fighting	
the	 anmunak	 or	 encountered	 them	 previously	
and	found	them	friendly.	

08.17 The Crossing 

The	 river	 is	 shallow	 here,	 and	 the	 trail	 leads	
down	 to	a	crossing	among	some	slippery	 rocks.	
Dead	 branches	 and	 filth	 have	 gathered	 among	
the	rocks,	and	there	is	a	stale	and	putrid	smell	in	
the	area	worse	than	elsewhere	along	the	river.	

Lurking	 beneath	 the	water	 around	 the	 crossing	
are	 six	 Plague	 Skeletons.	 They	 are	 commanded	
to	 attack	 any	 non‐anmunak	 crossing	 the	 river,	
and	 will	 lurk	 beneath	 the	 water	 until	 the	 first	
person	 crossing	 the	 river	 is	 almost	 at	 the	 far	
bank.	They	will	surprise	on	a	roll	of	1‐3	on	a	D6,	
and	will	 target	 characters	 standing	 in	 the	 river	
first.	

Any	successful	attack	on	a	character	standing	in	
the	water	forces	a	Dexterity	check	(3‐in‐6).	If	the	
check	 fails,	 the	 character	 stumbles	 and	 falls.	 If	
non‐encumbered	 or	 lightly	 encumbered,	
stumbling	merely	means	losing	your	next	action,	
but	 if	 the	character	 is	carrying	more	equipment	
he/she	will	fall	and	begin	drowning,	suffering	D3	
damage	each	round	as	well	as	losing	their	action.	
After	 losing	 their	 action	 and	 suffering	 this	
damage,	the	character	may	attempt	a	new	check	
to	recover.		

Plague	 Skeletons	 (6);	 HD	 1;	 AC	 12;	 1@+1,D6;	 putrid	
aura;	disease;	undead	immunities		

Bathing	in	the	water	for	a	short	period	of	time	is	
actually	safe,	but	drinking	 it	or	floundering	 in	 it	
due	to	being	attacked	as	above	requires	a	Save	vs	
Poison	or	the	character	contracts	the	Vale	Plague	
(only	one	save	required	for	one	encounter).	This	
virulent	 disease	 will	 incapacitate	 the	 character	
with	 fever	within	D6	days,	 and	 lead	 to	death	 in	
another	D6	days	unless	a	Cure	Disease	is	cast	or	
another	Save	vs	Poison	is	successful.	

05.17; Bear Lair 

This	large	den	is	the	home	of	a	diseased	bear.	If	
the	characters	have	not	already	killed	it,	there	is	
a	2‐in‐6	chance	 the	bear	will	be	present	 (4‐in‐6	
during	 nighttime).	 Roll	 for	 reaction;	 the	 bear	 is	
generally	 surly	 and	 aggressive	 due	 to	 the	
debilitating	 illness	 it	 is	 suffering	 from,	 and	will	
chase	 off	 intruders	 regardless	 of	 its	 general	
disposition	(with	force	if	necessary).	

08.15: Mummified Remains 

The	 remains	 of	 a	 mummy	 disgorged	 from	 the	
caverns	through	the	waterfall	are	caught	in	some	
roots	here,	visible	 to	anyone	who	goes	near	 the	
riverbank.	It	still	wears	a	crude	but	heavy	golden	
ornament	around	the	neck	(750	sp).	
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06.14, 08.13, 09:13, 08:12 

Moving	 in	 the	 open	 in	 these	 hexes,	 and	 those	
around	 the	 lake	and	 to	 the	north	of	 them,	 risks	
alerting	 the	 anmunak	 lookouts	 in	 05.09to	 the	
party’s	 presence.	 Also,	 the	 stench	 of	 the	 putrid	
discharge	 from	 the	 waterfall	 hangs	 in	 the	 air	
constantly	here,	and	the	lake	water	 is	obviously	
corrupted.	

10.12: Baboon Lair 

A	 small	 troupe	 of	 mountain	 baboons	 live	 in	 a	
number	 of	 small	 caves	 in	 these	 cliff‐sides.	
Reaching	 the	 caves	 requires	 and	 easy	 Climbing	
check	 (+2).	 The	 14	 adults	 in	 the	 troupe	 are	
usually	 here	 at	 night	 time,	 but	 during	 the	 day	
only	2D6	of	them	are	present.	A	total	of	8	young	
of	varying	ages	are	always	found	here.	

05.10: Stone stairway 

In	 5.10	 a	 rough	 but	 still	 solid	 stone	 staircase	
with	foot‐high	steps	winds	up	along	the	cliff‐side	
to	 the	 upper	 plateau,	 which	 lies	 about	 100’	
above	 the	 valley	 floor.	 The	 stair	 is	 slightly	
overgrown	 and	 wind‐worn,	 but	 countless	
carvings	can	be	found	beneath	dust	and	moss	all	
along	 both	 the	 steps	 and	 the	 walls.	 Pillars	
depicting	animal‐headed	figures	are	found	every	
10	steps,	but	most	have	been	vandalized.	

A	successful	Bushcraft	roll	can	reveal	that	people	
have	begun	using	the	stairs	again	fairly	recently,	
but	in	rather	large	numbers	(groups	of	at	least	a	
dozen).	

If	 the	 party	 begins	 climbing	 the	 stairs	 and	 the	
anmunak	lookouts	(see	below)	have	 spotted	 the	
party	approaching,	they	will	bombard	them	with	
stones	 when	 they	 reach	 the	 halfway‐point	 of	
their	 ascent.	The	party	will	 be	bombarded	with	
large	 stones;	 each	 of	 the	 anmunak	 above	
(normally	 6)	 will	 make	 an	 attack	 each	 round,	
rolling	 to	 hit	 at	 ‐1	 (due	 to	 cover	 and	 weak	
dexterity	 score)	 and	 causing	 D6	 damage	 on	 a	
successful	 hit.	 The	 lookouts	 have	 a	 total	 of	 30	
stones	 to	make	 these	 attacks	with	 at	 any	 given	
moment.	

05.09: anmunak Lookouts 

Above	 the	 stairs,	 the	 anmunak	 currently	
occupying	the	temple	have	set	up	a	simple	watch	
post.	 These	 guards	 will	 spot	 a	 group	
approaching	 during	 the	 day	 without	
stealth/cover,	 or	 during	 the	 night	 with	 light	
sources,	when	they	move	into	06.14	and	beyond	
on	a	 roll	 of	 1‐3	on	a	D6	 (roll	 once	 for	 each	hex	
travelled).	 During	 the	 night	 they	 will	 have	 a	
small	fire	lit,	which	can	be	seen	above	the	stairs	
if	specifically	looked	for.	Note	that	the	roaring	of	

the	 waterfall	 means	 these	 lookouts	 will	 not	
detect	the	party	due	to	loud	noises.	

If	 the	 party	 is	 spotted,	 the	 lookouts	will	 send	 a	
runner	to	the	temple	(leaving	5	warriors	and	the	
leader	 behind)	 to	 inform	 Thulguk	 and	 the	
anmunak	 there	 of	 the	 intrusion.	 The	 rest	 will	
then	 prepare	 an	 ambush,	 should	 the	 party	
ascend	 the	 stairs,	 using	 stones	 as	 described	 in	
the	entry	above.	If	these	stones	do	not	deter	the	
intruders,	 they	will	 form	a	battle	 line	and	try	to	
repel	them	as	they	reach	the	top	of	the	stairs.	

anmunak	Patrol	
6	warriors	(HP	8,	10,	10,	12,	14,	15;	club,	shield,	
javelin,	hide	armor);	1	leader	(HP	17,	bone	armor),	30	
stones	

A	total	of	12	torches	and	30	days’	worth	of	dried	
animal	 meat	 rations	 can	 be	 found	 in	 the	 camp	
during	 a	 quick	 search,	 as	 well	 as	 a	 few	 small	
trinkets	and	ornaments	(looted	from	the	temple)	
worth	a	total	of	120	sp.	

07.10: Waterfall 

This	roaring	plume	of	water	shoots	out	from	the	
cliff‐face	 through	 an	 opening	 surrounded	 by	 a	
roughly	 carved	 reptilian	 face.	 Normally,	 the	
water	 expelled	 appears	 clean,	 but	 occasionally	
(as	 a	 random	 encounter)	 the	 water	 suddenly	
turns	foul	and	putrid	and	an	intensely	disgusting	
stench	spreads	through	the	area	surrounding	the	
waterfall	and	the	lake	below.	

The	 players	 are	 unlikely	 to	 be	 able	 to	 discern	
this,	 but	 the	 plagued	 discharge	 that	 fouls	 the	
waterfall	 comes	 from	 the	 Unclean	 Demon	
nesting	in	the	pool	in	the	temple	above.	

07.09: Temple of Mountain Spirits 

These	 old	 ruins	 were	 built	 by	 the	 anmunak	 a	
thousand	years	ago,	in	honor	of	Kilikik,	the	lizard	
god	of	 spirits.	 It	 is	 described	 in	 its	 own	 section	
below.	

09.08, 10.08, 10.07: Strange fruits 

In	 this	 part	 of	 the	 upper	 plateau,	 numerous	
gnarled	trees	grow.	Provided	the	party	visits	this	
place	 in	 summer/autumn,	 they	will	 bear	 lots	of	
yellowish	 fruit.	These	 fruit	 taste	very	good,	 and	
serve	well	as	rations	(although	they	will	only	last	
a	week	if	not	preserved	somehow).	

This	spot	is	very	popular	among	the	denizens	of	
the	 plateau,	 and	 any	 chance	 for	 a	 random	
encounter	 is	double	while	 travelling	 through	or	
spending	time	here.	
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13.08: Cavern of bones 

A	gigantic	cave	mouth	on	the	cliff‐face	here	can	
be	 seen	 from	 far	 away	 (at	 least	 10	 hexes	 if	
sufficiently	 elevated).	 During	 nighttime,	 it	 will	
also	 be	 surrounded	 by	 an	 odd	 greenish	 glow,	
given	off	by	the	haunting	spirits.	

It	 was	 the	 site	 of	 the	 very	 first	 anmunak	
inhabitants	of	 this	vale;	 the	 cave	 inside	 is	 fairly	
shallow	 and	 contains	 the	 buried	 remains	 of	 an	
old	 settlement,	 as	 well	 as	 numerous	 cave	
drawings	 depicting	 hunters,	 strange	 and	 large	
animals	since	hunted	to	extinction	and	images	of	
the	 animal‐gods	 of	 the	 anmunak.	 Bones	 strew	
the	 floor	 of	 the	 cave,	 both	 from	 the	 remains	 of	
animals	 hunted	 by	 the	 former	 inhabitants,	 and	
by	 the	 bones	 of	 the	 inhabitants	 themselves,	
killed	 by	 a	 raid	 by	 followers	 of	 the	 Quathroc	
centuries	ago.	

Strong	 spirits	 inhabit	 this	 place.	 They	 can	 be	
seen	dancing	on	the	walls	of	the	cave	among	the	
paintings,	but	are	mostly	inaccessible	to	modern	
men.	 Their	 anger	 at	 the	 fouling	 of	 their	 valley	
still	 lingers	 and	 they	 will	 gladly	 share	 all	
information	 they	 possess	 regarding	 the	 temple	
and	 surrounding	 areas.	 Players	 could	 contact	
them	 through	 a	 Speak	with	 Dead	 spell	 of	 some	
sort,	or	through	a	séance	or	 imbibing	some	sort	
of	 hallucinogenic;	 most	 anything	 that	 serves	 to	
weaken	the	barrier	to	the	spirit	world.	

The	spirits	speak	through	the	cave	paintings,	 in	
haunting	 and	 hollow	 voices,	 and	 know	 the	
following:	

 This	valley	is	sacred	to	Kilikik,	the	lord	of	the	
Spirit	World	and	keeper	of	the	ancient	pacts.	
Kilikik	 slumbers	 now,	 laid	 low	 by	 despair	
after	 his	 children	 turned	 from	 him	 to	 the	
cursed	ones	that	came	from	the	stars.	

 The	 defilers	 came	 to	 the	 valley	 recently	 (a	
few	winters	 ago)	 and	 brought	with	 them	 a	
vile	 plague‐spirit	which	 spews	 its	 filth	 into	
the	falling	water.	

 A	 plague‐spirit	 is	 strong	 and	 deadly,	 but	 a	
shaman	or	witch‐doctor	 can	defeat	 it	using	
powers	effective	against	diseases.	

 Restless	 spirits	 inhabit	 the	disturbed	graves	
in	 the	River	 Source.	The	place	 is	 taboo	and	
should	be	avoided.	

If	 the	 character(s)	 contacting	 the	 spirits	
approach	them	in	a	respectful	manner,	they	ask	
to	 be	 carried	 into	 battle	 against	 the	 defilers	 to	
enact	a	final	vengeance.	Each	character	may	pick	
up	a	bone	from	the	ground,	and	roll	a	die	on	the	
table	 Spirits	 o’	 the	 Bone	 to	 see	 whose	 bone	 it	
once	was.	A	bone	may	be	broken	 to	unleash	 its	

power,	 but	 is	 then	 expended.	 If	 one	 of	 these	
bones	 is	 taken	 more	 than	 10	 miles	 from	 the	
Cavern	 of	 bones,	 the	 spirit	 will	 leave	 and	 the	
bone	will	lose	its	enchantment.	

06.06, 09.09: Giant stone faces 

Two	giant	stone	faces,	worn	and	battered	by	the	
weather	 but	 still	 clearly	 visible	 from	 far	 away,	
decorate	the	cliff	at	these	points.	They	appear	to	
be	those	of	two	anmunak,	and	although	the	fine	
detailing	 is	worn	away	they	seem	to	be	dressed	
in	some	sort	of	regalia.	They	face	each	other,	and	
appear	 to	 stand	 guard	 in	 some	 way	 over	 the	
entrance	of	the	ravine	to	their	north.	

06.04: Sacred burial grounds 

The	 remains	 of	 a	 shrine	 and	 a	 circle	 of	 stones,	
and	 a	 number	 of	 large	 cairns,	 have	 been	 built	
here	 overlooking	 the	 lake	 known	 to	 the	
anmunak	as	the	Source.	This	area	is	described	in	
further	detail	later.	

	 	

D8 Spirits ‘o the Bone 

1-2 
A	gentle	Shaman	
Casts	owner’s	choice	of	Cure	Disease,	Cure	Serious	
Wounds	or	Neutralize	Poison.	

3-4 

A	vengeful	Warrior	
Summoned	to	do	battle	in	aid	of	the	owner;	
remains	for	2D10	rounds.	Fights	at	+2	vs	followers	
of	the	Quathroc.	

HD	2;	AC	14;	1@+2,D8;	incorporeal	

5 
An	eagle‐eyed	Scout	
Learn	the	whereabouts	and	estimated	numbers	of	
all	followers	of	the	Quathroc	within	10	miles.		

6 

A	wrathful	Shaman	
Inhabits	the	broken	bone,	turning	it	into	a	
powerful	club	of	striking	and	blasting	for	2D10	
rounds.	Causes	2D6	dmg	in	melee,	can	fire	a	blast	
of	lightning	for	D8	damage	at	50’.	Roll	dmg	twice	
and	select	highest	against	followers	of	the	
Quathroc.	

7 

A	mournful	Warrior	
A	wail	erupts,	striking	fear	into	the	enemies	of	the	
owner.	Save	vs	Paralyze	or	be	stunned	D6	rounds,	
then	check	Morale.	Followers	of	the	Quathroc	do	
both	at	‐2.	

8 
A	bitter	Crone	
Her	spirit	leaps	from	the	bone	and	casts	Cause	
Critical	Wounds	at	one	chosen	target	within	50’	
(hitting	automatically).	
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These	 old	 ruins	 were	 once	 one	 of	 the	 most	
important	 holy	 places	 for	 the	 anmunak	 people.	
The	temple	was	sacred	to	Kilikik,	 the	 lizard	god	
of	 spirits,	 and	 as	 the	 spirits	 of	 the	 land	 flowed	
from	the	heavens	down	onto	the	land	they	were	
said	to	all	pass	this	point	and	the	central	pool	in	
the	temple.	

With	the	fall	of	the	anmunak	gods	and	the	rise	of	
the	Quathroc,	the	Temple	and	its	priests	isolated	
themselves	for	a	very	long	time,	and	managed	to	
defend	 the	 upper	 plateau	 despite	 several	
assaults.	This	place	was	the	last	place	of	worship	
of	 the	old	anmunak	gods	 in	 the	entire	Vale,	and	
as	 such	 became	 a	 place	 of	 refuge	 for	 their	 last	
followers.	Unfortunately,	 this	could	not	 last;	 the	
priests	 and	 those	 under	 their	 protection	 were	
betrayed	 by	 a	 secret	 ring	 of	 priests	 that	 had	
made	 a	 bargain	 with	 the	 foul	 N’Uggok	 to	 save	
their	own	lives.	

As	 the	Temple	was	overrun	along	with	 the	 rest	
of	 the	 plateau,	 the	 Quathroc‐worshippers	 slew	
all	non‐believers,	ransacked	and	defiled	both	the	
temple	and	 the	nearby	burial	 site	and	 then	 left.	
The	 area	was	 quiet	 for	 centuries,	 and	 the	 thick	
mountain	forest	and	underbrush	covered	the	old	
ruins.	

Thulguk 

The	 group	 consists	 of	 four	 different	 hunting	
parties,	as	well	as	Thulguk	and	her	own	personal	
retinue.	As	 a	 rough	estimate,	¼	of	 the	warriors	
are	 out	 foraging	 or	 hunting,	 another	 ¼	 are	
stationed	 at	 Hex	 05.09	 as	 lookouts	 and	 the	
remaining	 ½	 remains	 at	 the	 temple.	 If	 the	
players	 have	 encountered	 and	 killed	 many	
anmunak,	 then	 these	 numbers	 may	 be	
diminished.	

If	 the	 anmunak	 are	 alert	 and	 know	 that	 there	
are	enemies	about,	either	 from	the	party	 taking	
too	 long	 in	 investing	 the	 valley	 and	 being	
tracked	 or	 spotted,	 or	 from	 survivors	 of	 an	
encounter,	 then	 there	will	 be	more	 guards	 and	
they	 will	 be	 far	 more	 on	 their	 watch.	 The	
differences	 are	 noted	 in	 the	 “alert”	 sections	 of	
the	area	descriptions	below.	

Approaching the area 

The	 sections	 of	 the	 map	 depicting	 forest	 and	
undergrowth	(marked	as	green)	represent	dense	
vegetation;	the	temple	has	been	almost	overrun	
by	the	surrounding	vegetation,	and	the	anmunak	
are	too	lazy	to	clear	it	out.	Thus,	approaching	the	

temple	unseen	is	made	much	easier.	The	noise	of	
the	 nearby	 waterfall	 also	 helps,	 although	 it	 is	
fairly	muted	here	 on	 the	 plateau.	 There	 is	 a	 +2	
bonus	to	any	Stealth	checks	made	when	moving	
through	the	undergrowth.	

The	 anmunak	 need	 light	 just	 as	 much	 as	 the	
characters.	 At	 night	 they	 will	 mostly	 confine	
themselves	 to	 the	 ruined	 buildings	 they	 have	
claimed	as	their	living	areas	and	sleep	and	stand	
watch	 around	 the	 campfires	 they	 keep	 there.	
They	do	maintain	a	stash	of	torches	and	will	use	
these	 if	 the	 alarm	 is	 raised	 or	 they	 grow	
suspicious.	

Showdown 

The	anmunak	in	this	area	are	not	well‐prepared	
for	an	assault,	but	 if	 they	are	attacked	 they	will	
react	 appropriately.	 At	 first,	 they	 will	 set	 up	 a	
more	 diligent	 watch,	 as	 per	 the	 alert	 sections	
below.	 If	 they	 lose	more	of	 their	numbers,	 they	
will	 eventually	 retreat	 to	 the	 dungeons	 below	
the	 temple,	 trying	 their	 best	 to	 barricade	 the	
only	 entrance	 they	 know	 (1B)	 and	 keeping	 a	
constant	watch	there.	

Since	 there	 are	 usually	 a	 number	 of	 hunting	
parties	out,	 there	 is	 always	a	 risk	 (about	2	 in	6	
on	each	given	day)	 that	 such	a	party	 returns	 to	
the	 temple	 ruins	 to	bolster	 the	 anmunak	 forces	
or	possibly	attempt	 to	ambush	the	party	 if	 they	
seem	weakened.	

Temple Grounds 

1: Priest’s Quarters 

These	two	large	stone	structures	remain	mostly	
intact,	 and	 their	 roofs	 have	 recently	 been	
repaired.	Both	buildings	lack	doors.	

The	 sleeping	 quarters	 (1B)	 now	 serve	 as	 the	
home	 of	 Thulguk’s	 personal	 bodyguards;	 they	
stay	close	to	her	and	will	only	be	here	if	she	is	in	
her	own	quarters	nearby.	Two	of	them	will	then	
stand	 guard	 outside	 the	 door	 to	 1A	 while	 the	
others	 rest	 or	 sleep	 here.	 At	 night,	 a	 campfire	
will	be	lit	here.	

Bodyguards	 (4);	 HD	 2+2	 (hp	 15,	 14,	 13,	 12);	 AC	 16	
(bone	 armor,	 shield);	 1@+3,D8	 (metal	 weapon),	
1@+2,D6	 (javelin);	 ML	 10	 (superstitious	 ‐2);	 D3	
pieces	of	jewellery	(2D20	sp)	

The	 second	 house	 (1A)	 holds	 a	 wide	 stairway	
leading	down	southwards	into	the	underground	
parts	of	the	temple.	It	is	flanked	by	two	reptilian	
statues,	and	the	walls	of	the	chamber	were	once	

Temple of Mountain Spirits 
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richly	 decorated,	 but	 the	 statues	 have	 been	
smashed	and	the	decorations	defaced.	

Alert:	If	the	anmunak	are	expecting	trouble,	two	
of	 the	bodyguards	will	 stand	guard	at	1B	while	
the	others	will	remain	with	Thulguk.	If	an	alarm	
is	 raised,	 Thulguk	will	 emerge	 from	 below	 and	
search	 for	 the	 intruders	 along	 with	 all	 her	
bodyguards.	

2. The Central Pool 

The	magnificent	circular	pool	 (2C)	 is	 filled	with	
churning	 water	 slowly	 being	 drained	 by	 an	
opening	below	the	central	statue	of	Kilikik	(2B)	
(this	 adventure	 assumes	 it	 is	 spring/summer,	
otherwise	this	pool	will	be	emptied).	The	central	
statue	stands	an	 impressive	20’	 tall	 and	depicts	
an	 anthropomorphic	 creature	 with	 a	 reptilian	
head	 clad	 in	 some	 sort	 of	 ceremonial	 robe,	 but	
has	been	badly	worn	by	time	and	weather.	

Three	walkways	run	over	the	channels	(2A),	and	
on	 the	 northernmost	 one	 stands	 a	 stone	 altar	
covered	with	 engravings	 of	 intertwined	 snakes.	
The	 large	 raised	 area	 here	 (2D)	 once	 served	 as	
the	 main	 worship	 area	 of	 the	 temple,	 but	 now	
the	 stone	 is	 cracked	 and	 overgrown	 in	 places.	
Normally,	the	anmunak	are	not	present	here,	but	
there	is	a	1	in	6	chance	that	1D3	of	them	will	be	
passing	 by	 or	 standing	 around	 watching	 the	
pool.	

The	pool	is	10’	deep	at	the	edges,	and	20’	near	its	
center.	 The	water	 is	 constantly	 sucked	 through	
an	opening	at	the	foot	of	the	statue,	and	anything	
dropped	in	the	pool	will	be	sucked	through	and	
will	wind	up	 in	 the	dungeons	below	 the	 temple	
(and	eventually	be	expelled	into	the	waterfall).	

Alert:	 During	 the	 day,	 two	 anmunak	will	 stand	
guard	 here,	 positioned	 on	 the	 walkway	 (2A).	
These	will	 be	 from	 either	 area	 4	 or	 5,	 and	will	
reduce	the	number	encountered	there.	

3. Statue of Murr’Bak 

This	statue	depicts	a	nearly	15’	tall	owl.	Like	the	
statue	at	2B,	 it	 is	badly	worn	and	beaten.	There	
is	only	a	1	in	12	chance	that	D3	anmunak	will	be	
present	 here,	 regardless	 of	 their	 state	 of	
altertness.	

4. Well building 

The	walls	of	this	building	have	begun	to	collapse,	
and	 the	 roof	 is	 long	 since	 gone.	 The	 doorway	
stands	agape.	Inside,	a	circular	10’	diameter	pool	
is	 filled	 with	 clear	 and	 crisp	 water	 from	 the	
nearby	 channel	 and	 still	 serves	 as	 an	 excellent	
water	source.		

One	 of	 the	 hunting	 parties	 currently	 at	 the	
temple	 lives	 in	 this	 building;	 beddings	 are	
spread	 on	 the	 floor,	 and	 animal	 skins	 are	
stretched	over	the	sleeping	area	to	keep	out	the	
rain.	There	is	also	a	campfire	near	the	well.	The	
members	of	 the	party	are	mostly	(5	 in	6)	 found	
here,	relaxing	our	lounging,	unless	an	alarm	has	
been	raised.	At	night,	the	campfire	will	be	lit	and	
one	anmunak	will	 stand	guard	as	well	as	watch	
the	fire.	

Alert:	 Two	 anmunak	 will	 always	 stand	 guard,	
day	 and	 night,	 and	 will	 watch	 the	 surrounding	
forest	 diligently.	 The	 others	 will	 sleep	 with	
weapons	 beside	 their	 beds,	 alert	 and	 ready	 to	
react.	

Hunters	 (7);	 HD	 2+2;	 AC	 14	 (hide	 armor,	 shield);	
1@+3,D6	(bone	weapon),	1@+2,D4	(javelin)	

5. Channels 

These	 stone	 channels	 stretch	 about	 200	meters	
into	 the	 forest,	 and	 then	 merge	 with	 ordinary	
mountain	streams.	They	are	about	7’	deep,	with	
a	 strong	 current;	 it	 is	 possible	 to	 swim	 along	
them	 if	 not	 wearing	 metal	 armor,	 but	 anyone	
losing	control	risks	being	swept	into	the	central	
pool	(2C)	and	sucked	down	into	the	dungeon.	

6. Pilgrim’s building 

This	building	once	housed	those	who	had	come	
to	the	temple	to	pay	homage	to	Kilikik,	but	now	
its	roof	is	gone	and	the	walls	are	in	a	poor	state	
of	repair.	

Another	hunting	parties	currently	at	the	temple	
lives	in	this	building,	just	as	in	the	Well	Building	
described	above.	They	behave	the	same	way,	and	
will	take	the	same	precautions.	

Hunters	 (7);	 HD	 2+2;	 AC	 14	 (hide	 armor,	 shield);	
1@+3,D6	(bone	weapon),	1@+2,D4	(javelin)	

7. Cliff 

At	this	point,	there	is	a	130’	drop	straight	down	
into	the	lake	below.	About	30’	below,	on	the	cliff	
side,	the	giant	carved	lizard	face	from	which	the	
waterfall	 erupts	 can	 be	 seen,	 and	 the	 water	
cascading	down.	Here,	the	roaring	sound	is	quite	
loud	and	conversation	can	be	difficult.	

If	 the	 characters	 climb	 down	 the	 cliff	 to	 the	
lizard	 face	 below	 then	 they	 can	 enter	 the	
dungeon	 below	 through	 the	 statue’s	 eyes.	 This	
cannot	be	noticed	from	the	top	of	the	cliff.	

8. Trail 

This	 cleared	 trail	 leads	 from	 the	 temple	 to	 the	
lookout	post	at	point	05.09	on	the	hexmap.	
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Temple Dungeon 
These	 tunnels	were	 dug	 out	many	 hundreds	 of	
years	ago.	The	air	is	thick	with	moisture	and	the	
roaring	 sound	 from	 room	 3	 fills	 the	 entire	
complex	making	 conversation	 difficult.	 Room	 2	
is	normally	lit,	unless	Thulguk	is	not	present	for	
some	reason.	

1. Entrance Hall 

A	wide	 stairway	 leads	 down	 into	 this	 chamber	
from	 area	 1A	 in	 the	 Temple	 Grounds.	 The	
chamber	 is	 bare	 and	 unlit,	 the	 walls	 decorated	
with	 beautiful	 but	 worn	 engravings	 that	 the	
present	occupants	have	not	bothered	 to	deface,	
which	 seem	 to	 depict	 various	 denizens	 of	 the	
spirit	world.	

2. Sanctum / Thulguk’s Chamber 

This	chamber	once	served	as	the	inner	sanctum	
for	Kilikik’s	priests.	Now,	this	chamber	is	lit	by	a	
dim	 light	 from	 two	 braziers,	 and	 the	 altar	 is	
covered	 in	 a	 thick	 layer	 of	 mucus	 and	 phlegm.	
The	stench	 is	horrifying,	a	sweet	smell	of	decay	
reminiscent	 of	 a	 leper	 colony	 mixed	 with	 the	
pungent	 floral	 odor	 of	 constantly	 burning	
incense.	 Runes,	 symbols	 and	 illegible	 ciphers	
have	 been	 drawn	 on	 the	 walls,	 floor	 and	 even	
ceiling	 using	 all	 sorts	 of	 disgusting	 substances.	
Featured	prominently	on	the	eastern	wall	 is	the	
rune	 of	 N’Uggok	 in	 the	 center	 of	 a	 circle	 10’	
across.	

Thulguk’s	bedding	and	belongings	are	arranged	
in	 the	 chambers	 southern	 half.	 Her	 potion	
brewing	 equipment	 rests	 upon	 a	 large	 stone	
table,	 with	 an	 improvised	 fireplace	 beside	 it.	 A	
grand	 total	 of	 6	potions	of	Cause	Disease	 can	 be	
found	on	the	table	if	thoroughly	searched.	

The	 few	 treasures	 selected	 by	 Thulguk	 are	
collected	in	a	pair	of	fur	packs	hidden	behind	her	
stinking	 bed;	 they	 contain	 grave	 goods	 (mostly	
crude	 gold	 items,	 such	 as	 figurines	 and	 thick	
jewelry)	 worth	 1500	 SP	 selected	 for	 its	
portability	 (it	 encumbers	 only	 as	 two	 normal	
items)	and	a	scroll	with	the	MU	spells	Speak	with	
Dead	and	Gaseous	Form.	

3. Pool Chamber 

This	 huge	 room	 lies	 at	 the	 bottom	 of	 two	wide	
sets	of	 stairs.	The	ceiling	drips	and	bulges	 from	
the	 weight	 of	 the	 water	 above,	 and	 a	 thick	
cascade	 of	 water	 from	 the	 pool	 above	 crashes	
into	 the	 one	 here	 (3A).	 The	 water	 in	 this	 pool	
churns	 and	 swirls	 as	 it	 is	 sucked	 through	 a	 10’	
wide	 drain	 southwards	 and	 out	 the	 cliff‐side,	
forming	the	waterfall	outside.	

There	are	six	statues	along	the	walls,	all	of	them	
different	 reptilian	 forms.	 One	 of	 the	 statues	
against	the	southern	wall	(3B)	has	a	protruding	
tail	at	its	base	showing	tell‐tale	signs	of	wear	and	
tear	 on	 closer	 inspection.	 Pulling	 down	 on	 this	
tail	opens	a	secret	door	behind	the	statue.	

The	 walls	 are	 also	 covered	 in	 ritual	 markings,	
much	 like	 the	 ones	 in	 chamber	2	 but	 scratched	
into	 the	 wall	 with	 something	 sharp.	 These	 are	
part	of	the	binding	that	keeps	Xhuctulagh	in	this	
chamber.	 Disrupting	 them	 is	 hard	 but	 not	
impossible	 (stoneworking	 tools	or	patience	will	
do	the	trick),	and	should	this	be	done	while	the	
creature	 still	 lives	 then	 it	 will	 be	 free	 to	 roam	
this	 realm.	 It	 will	 immediately	 leave	 this	
chamber	 through	 the	 waterfall	 and	 travel	
downstream	until	it	reaches	Valehold;	the	plague	
will	 be	 averted	 for	 now,	 but	 the	 town	 will	
actually	be	in	far	greater	danger.	

The	current	in	the	pool	is	extremely	strong,	and	
anyone	 who	 falls	 into	 it	 must	 succeed	 at	 a	
difficult	dexterity	check	(5+)	further	modified	by	
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encumbrance	in	order	to	escape	and	avoid	being	
sucked	down	against	 the	 grating	 at	 the	bottom.	
Once	 stuck	 against	 the	 grating,	 the	 character	
may	 make	 another	 Strength	 check	 (5+)	 also	
modified	 for	 encumbrance	 on	 the	 following	
round	 to	 escape,	 but	 each	 round	 must	 also	
succeed	 at	 a	 save	 vs	 Paralyzation	 or	 lose	
consciousness,	which	will	mean	death	in	another	
2D6	rounds.	

The	gravest	danger	in	this	room	is	not	the	pool,	
however,	 but	 its	 inhabitant	 Xhuctulagh.	 An	
unspeakably	foul	creature	from	N’Uggok’s	home	
dimension,	 it	has	been	called	here	by	Thulguk’s	
ululations	and	given	one	single	task;	putrefy	the	
waters	passing	through.	This	is	a	consummately	
boring	task,	far	from	the	carnage	and	killing	this	
being	 is	 used	 to,	 and	 it	 will	 gleefully	 attack	
anything	 living	 that	 enters	 this	 chamber	 apart	
from	 Thulguk.	 Naturally,	 only	 she	 and	 none	 of	
the	 other	 anmunak	 will	 consider	 pursuing	 the	
characters	into	this	chamber	or	even	going	near	
this	place	as	long	as	this	creature	is	present.	

Xhuctulagh	 lurks	 in	 the	 pool,	 seemingly	
unaffected	by	 the	powerful	current.	 Its	amoebic	
form	 clings	 effortlessly	 to	 the	 pool’s	 walls	 and	
edges.	 It	 will	 attempt	 to	 ambush	 the	 party	 as	
they	 enter	 the	 chamber	 by	 lurking	 below	 the	
water	 of	 the	pool,	 but	 its	 horrifying	 stench	 and	
impatience	means	 they	 are	 only	 surprised	 on	 a	
standard	roll	(unless	they	are	clever	or	cautious	
enough	 to	 detect	 its	 presence	 and	 avoid	 the	
surprise	roll	entirely).	

If	Xhuctulagh	succeeds	at	grappling	an	opponent	
with	 one	 of	 his	 pseudopods,	 he	 will	 react	
according	 to	 how	 dangerous	 he	 feels	 they	 are.	
The	 most	 dangerous	 creatures	 caught	 will	
promptly	 be	 deposited	 in	 the	 pool	 (see	 above).	
Less	 dangerous	 prey	 will	 be	 constricted	 and	
tugged	close	for	infection,	and	then	tossed	aside	
when	they	appear	lifeless	kept	as	playthings	for	
later.	 The	 creature	 is	 bound	 to	 the	 chamber	 by	
Thulguk’s	 summoning,	 and	 thus	 cannot	 pursue	
the	party	if	they	retreat	up	the	stairs.	

At	 the	 bottom	 of	 the	 pool,	 stuck	 against	 the	
grating,	 lie	 hundreds	 of	 crust‐covered	 ritual	
offerings.	These	are	ancient,	but	are	made	 from	
valuable	metals	and	set	with	gemstones	and	can	
be	 easily	 sold	 if	 removed	and	cleaned.	Working	
against	 the	 current	 is	 very	 hard,	 but	 possible	
with	 the	right	 tools,	 time	and	 ingenuity.	A	good	
estimate	 is	 one	 Turn	 for	 each	 dive,	 with	 a	
success	 rate	 decided	 by	 the	 GM	 based	 on	 the	
tactics	 used.	 For	 each	 successful	 trip,	 roll	 once	
on	 the	 table	 for	 “Ritual	 Treasures”	 until	 all	
entries	have	been	found.	

4. Behind the Face 

This	 chamber	 lies	 behind	 the	 cliff‐side	 face	
which	 is	 the	 source	 of	 the	waterfall.	 It	 is	 easily	
entered	through	either	of	the	eyes,	and	although	
it	 is	 hard	 to	 see	 from	 above	 or	 far	 away	 these	
openings	 are	 actually	 not	 concealed.	 Through	
the	 eyes	 is	 a	 magnificent	 vista	 of	 the	 valley	
below.	The	chamber	itself	is	a	plain	stone	room,	
and	 is	 oddly	 quiet	 despite	 the	 closeness	 of	 the	
waterfall.	

The	secret	door	through	the	tunnel	to	the	north	
is	obvious	from	this	direction,	and	can	be	pushed	
open	 from	 this	 side	 easily.	 The	 being	 in	 the	
chamber	 beyond	 is	 unaware	 of	 the	 door,	 and	
should	 be	 forced	 to	 check	 for	 surprise	 if	 the	
party	 arrives	 from	 here,	 unless	 they	 make	 an	
excess	of	noise.	

	

D12 Ritual Treasures 

1 Clay	jar,	sealed,	containing	soured	wine	

2 Cracked	golden	chalice	(200	SP)	

3 Golden	goblet	(500	SP)	

4 Gold	box	(300	SP),	containing	a	jade	mask	(200	SP)	
depicting	a	stag’s	face	

5 Gem‐encrusted	brass	bowl	(600	SP)	

6 Assorted	gemstones	(8x100	SP)	

7 Headdress	with	rubies	(800	SP)	

8 Golden	Scepter	(1200	SP)	

9 Large	gold	bear	figurine	(1400	SP)	

10 3’	diameter	gold	shield	(ornamental,	2000	SP)	

11 One	Javelin	of	The	Storm	(see	Appendix)	

12 Demonbone	Bow	(see	Appendix)	
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Wilmer of Ironhold 
Male	Specialist,	Lvl	4	

Cha	7	(‐1);	Con	13	(+1);	Dex	10;	Int	13	(+1);	Str	8	(‐1);	
Wis	14	(+1);	HP	19	

Medicine	6;	Bushcraft	4;	Stealth	4	

Equipment:	 Staff	 (‐1@D6),	 Leather	 coat	 (AC	 14),	
Healer’s	 Kit,	 satchel,	 2	 potions	of	Cure	Light	Wounds,	
holy	symbol	

Wilmer	 of	 Ironhold	 has	 lived	 in	 the	 Valevord	
Mountains	 as	 a	 hermit	 for	more	 than	 30	 years;	
he’s	 lost	 track	 of	 most	 things	 regarding	
civilization	or	humanity,	and	thus	speaks	poorly,	
doesn’t	groom	himself	and	has	no	 idea	how	old	
he	 is.	 He	 clings	 to	 his	 faith	 in	 the	 Trinity,	
however,	and	can	often	be	heard	muttering	odd	
prayers,	both	established	ones	and	others	of	his	
own	design.	Wilmer	looks	very	much	the	part	of	
the	“crazed	hermit”;	tattered	clothing,	an	almost	
toothless	grin,	long	unkempt	hair	and	a	scraggly	
beard.	

Wilmer	was	once	a	fledgling	adventurer,	and	had	
high	 hopes	 for	 finding	 what	 he	 considered	 his	
“true	 calling”;	 being	 a	 cleric	 with	 access	 to	
miracles.	He	had	 to	 settle	 for	mundane	healing,	
however,	 and	 the	 pain	 and	 brutality	 he	 saw	on	
his	few	adventures	left	him	with	distaste	for	his	
fellow	man.	

Before	 the	 anmunak	 came	 to	 the	 valley	 of	 the	
Source,	 he	 was	 content	 with	 living	 out	 his	
remaining	years	 in	his	 simple	hut,	but	when	he	
found	out	what	the	wildmen	were	up	to	he	had	
what	 he	 himself	 calls	 “a	 vision”,	 that	 the	
goddesses	 visited	 him	 and	 told	 him	 to	 protect	
their	flock	downstream.	

Wilmer	has	since	used	his	formidable	knowledge	
of	 herbalism	 and	 medicine	 to	 devise	 a	
counteragent	which	he	deposits	in	the	river.	It	is	
not	 enough	 to	 eliminate	 the	 contagion,	 but	 it	
lessens	 its	 impact	 considerably.	 He	 is	 slowly	
growing	 desperate,	 however;	 he	 stands	 no	
chance	of	 actually	 eliminating	 the	 source	of	 the	
corruption,	 and	 his	 supply	 of	 herbs	 is	 running	
low.	His	special	abilities	should	allow	him	to	use	
his	Medicine	skill	to	Cure	Disease	as	per	the	spell,	
and	he	will	freely	offer	to	do	so	if	the	characters	
have	earned	his	trust.	

Wilmer’s Role 
Wilmer	is	the	only	one	apart	from	the	anmunak	
who	knows	what	is	going	on	in	the	valley,	and	he	
can	 be	 of	 great	 help	 to	 the	 players.	 There	 are	
three	 basic	 ways	 in	 which	 you	 as	 a	 GM	 can	
introduce	 him	 into	 the	 adventure,	 and	 it	 is	
recommended	 that	 you	 choose	 one	 of	 these	
beforehand.	

1. Seeks aid 

Wilmer	will	 actively	 seek	out	 the	party	as	 soon	
as	 he	 becomes	 aware	 of	 their	 presence;	 he	 is	
desperate,	and	they	are	not	anmunak,	so	he	will	
throw	 caution	 to	 the	 wind.	 He	 will	 share	 what	
information	 he	 has	 about	 the	 situation	 freely,	
and	will	beseech	them	to	stop	the	anmunak	and	
cleanse	the	temple.	

2. Cautious 

Wilmer	will	observe	the	characters	if	he	notices	
their	 presence	 (which	 is	 highly	 likely),	 but	will	
be	reluctant	to	make	a	first	contact;	he	is	barely	
sane	and	used	to	isolation	and	has	no	idea	what	
the	characters’	intentions	are	after	all.	

The	 characters	 either	 need	 to	 clearly	 show	
themselves	 to	 be	 enemies	 of	 the	 anmunak,	 or	
look	for	Wilmer	themselves,	in	order	to	find	him	
in	 this	 scenario.	 If	 they	 find	 evidence	 of	 his	
presence	 or	 actively	 search	 the	 forest,	 they	
should	be	able	to	locate	his	cabin	and	eventually	
Wilmer	 himself,	 and	 if	 confronted	 he	 will	 be	
inclined	to	help	them.	

3. Paranoid 

In	this	scenario,	Wilmer	is	far	from	sane	and	will	
actively	 avoid	 the	 party.	 They	 will	 have	 to	 be	
very	clever	to	catch	him;	setting	up	a	trap,	using	
magic	 or	 threatening	 to	 burn	 his	 cottage	 are	
possible	 scenarios.	 Once	 captured,	 he	 will	 be	
difficult	 to	 communicate	 with,	 but	 it	 should	 be	
possible	to	get	on	his	good	side.	

What Wilmer knows 
If	the	party	is	able	to	befriend	Wilmer,	he	is	able	
to	 tell	 them	 a	 few	 important	 facts	 about	 the	
valley.	 He	 is	 also	 willing	 to	 help	 them	with	 his	
Medicine	 skill,	 and	 will	 give	 them	 both	 his	
healing	 potions	 if	 they	 are	 actively	 working	
against	the	anmunak.	

Wilmer	 knows	 that	 the	 anmunak	 are	 led	 by	 a	
powerful	 priestess	 of	 some	 sort,	 who	 has	 “a	
sickly	aura	about	her”.	He	also	knows	 that	 they	
dwell	 in	 the	 temple	 ruins	 above,	 and	 that	 they	
spread	their	corruption	into	the	river	from	there	
somehow.	 He	 also	 knows	 that	 they	 have	
lookouts	set	up	above	the	stone	stairs.	

He	will	also	tell	the	characters	about	the	strange	
cavern	in	the	eastern	part	of	the	plateau;	he	was	
lured	 there	 by	 the	 strange	 lights	 once	 and	 felt	
the	 presence	 of	 the	 vengeful	 spirits	 of	 the	
wildmen.	He	knows	about	 the	 grave	mounds	 in	
the	 plateau’s	 northwestern	 part,	 but	 will	 only	
speak	of	them	if	asked	since	he	does	not	believe	
they	relate	to	the	problem	at	hand.	
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Thulguk 
Female	anmunak	Cleric,	Lvl	4	

Cha	10;	Con	16	(+2);	Dex	9;	Int	13	(+1);	Str	12	(0);	Wis	
14	(+1);	HP	34	

Spells:	 Bless,	 Cure	 Light	 Wounds,	 Protection	 from	
Law/Good,	Heroism,	Heat	Metal	

Spew	Filth:	Once	per	encounter	(or	more	times,	if	she	
is	 able	 to	 eat),	 launch	 a	 fearsome	 vomit	 beam	 that	
automatically	 strikes	 a	 target	within	10’.	 Should	 that	
target	 fail	a	save	vs	Poison	at	 ‐4,	 then	he/she	will	be	
afflicted	 with	 a	 disease	 as	 per	 the	 table	 “Putrescent	
Diseases”	below.	

Defenses/Weaknesses:	 Immunity	 to	 all	 types	 of	
disease.	 Cure	 Disease	 causes	 5D6	 damage	 (save	 vs	
Poison	for	half).	

Equipment:	 Steel	 Axe	 (+3@D8),	 Befouled	 Armor	 &	
Shield	(AC	17/18),	holy	symbol,	golden	earrings	(200	
sp	each),	golden	headdress	(800	sp),	2	Potions	of	Cure	
Light	Wounds	

This	 crazed	 crone	 is	 nearly	 200	 years	 old;	 a	
halfway	 undead	 being	 kept	 alive	 by	 a	 mix	 of	
virulent	 plagues	 coursing	 through	 her	 veins	 in	
symbiosis	with	her	body	thanks	to	her	devotion	
to	 N’Uggok,	 the	 Quathroc	 lord	 of	 decay	 and	
disease.	 Thulguk	 holds	 a	 deep	 and	 abiding	
hatred	of	mankind,	but	is	well	aware	of	that	the	
anmunak	were	never	destined	for	greatness;	her	
bitterness	means	 she	 simply	wishes	 to	bring	as	
much	destruction,	pain	and	decay	to	 the	mortal	
world	as	possible.	

Thulguk	 will	 not	 yield	 or	 rest	 as	 long	 as	 the	
slightest	 hope	 of	 continuing	 her	 work	 in	 the	
Temple	remains.	She	 is	no	 fool	and	 is	willing	 to	
retreat	 or	 regroup,	 but	 will	 keep	 coming	 back	
until	 no	 hope	 remains.	 If	 all	 or	 most	 of	 her	
followers	 are	 slain	 or	 driven	 off	 while	 she	
remains	alive,	she	will	create	undead	minions	to	
serve	 her	 instead.	 She	 normally	 refrains	 from	
using	 her	 plague‐undead	 since	 her	 anmunak	
minions	 are	 deathly	 afraid	 of	 them,	 but	 has	
released	a	few	of	them	in	the	valley	below	both	
to	ward	off	 intruders	and	 to	keep	her	 followers	
in	line.		

Xhuctulagh 
HD	6+6;	HP	39;	AC	trunk	14	(as	leather),	tentacles	16	
(as	chain);	D6@+6,D6	

Tentacles:	 Attacks	 with	 D6	 tentacles	 per	 round,	
reduced	by	one	 for	each	currently	grappled	 target	 (a	
result	 of	 zero	 or	 less	 indicates	 no	 attack).	 The	
tentacles	 reach	 up	 to	 30’.	 A	 successful	 hit	 requires	 a	
save	 vs	 Paralyzation	 to	 avoid	 being	 grappled.	
Grappled	 targets	 suffer	 automatic	 damage	 on	 their	
turn	each	round.	They	can	struggle	free	on	a	Str	check	
(Diff	 2)	 or	 hack	 their	 way	 free	 and	 inflict	 weapon	
damage	on	a	successful	To	Hit‐roll	 if	they	have	a	tiny	
slashing	 weapon,	 such	 as	 a	 dagger,	 available.	 On	 its	
turn,	 Xhuctulagh	 can	 drag	 the	 grappled	 target	 10’	 or	
let	go	as	it	wishes.		

Putrescence:	 This	 creature	 carries	 innumerable	
pathogens	from	all	sorts	of	worlds.	Touching	the	slime	
on	 the	 trunk	 requires	 a	 save	 vs	 Poison	 to	 avoid	
contracting	a	disease	from	the	table	above.	A	favorite	
tactic	 is	 to	 drag	 victims	 against	 the	 trunk	 when	
grappled.	

Defenses/Weaknesses:	 Immunity	 to	 all	 types	 of	
disease.	 Cure	 Disease	 causes	 5D6	 damage	 (save	 vs	
Poison	for	half).	

In	its	home	on	the	distant	planet	of	the	Quathroc,	
Xhuctulagh	spawned	from	a	pustule	on	the	rear‐
end	 of	 N’Uggok,	 lord	 of	 plagues	 and	 disease.	 It	
considers	 itself	 one	 of	 the	 outer	 god’s	 favored	
servants,	 and	 resents	 being	 sent	 to	 this	 far‐off	
and	 inconsequential	 realm	 in	 service	of	 a	 lowly	
mortal.	 As	 a	 deathless	 being	 it	 is	 content	 to	
simply	wait,	but	will	jump	at	the	chance	to	cause	
pain,	spread	disease	or	circumvent	the	wishes	of	
Thulguk.	

This	 demon	manifests	 itself	 as	 a	 bubbling,	 pus‐
covered	5’	wide	and	tall	central	trunk	covered	in	
several	 oozing	 eyes	giving	 it	 all‐round	vision.	 It	
has	no	visible	mouth	or	other	orifice,	and	is	only	
able	 to	 communicate	 through	 magical	 means.	
Elongated,	 probing	 tentacles	 resembling	
earthworms	 erupt	 through	 the	 thing’s	 skin	 at	
irregular	intervals,	and	are	used	to	interact	with	
the	environment	and	in	combat.	

D4 Putrescent Diseases 

1 Bile	 Plague.	 Lose	 1	 CON	 each	 day	 until	 dead,	 save	 vs	
Poison	‐4	each	day	to	shake	off.	Highly	contagious.	

2 
V’Nurian	 Gut.	 Immediately	 evacuate	 bowels	 and	 vomit,	
can	keep	no	food/drink	down.	Acts	at	‐4.	Save	vs	Poison	at	
‐4	each	day	or	death	from	shock/dehydration.	

3 
Flesh	Eater.	Loses	D3	from	all	physical	attribute	each	day	
until	 dead.	 Becomes	 plague	 zombie	 upon	 death,	 bite	 of	
plague	zombie	spreads	this	disease.	Only	magical	cures.	

4 Bleeding	Tears.	Uncontrollable	bleeding	from	eyes,	
causing	1	damage	per	hour	until	death.	

Befouled Armor 

This	 terrifying	 armor	 is	 made	 from	 the	 skin	 of	 a	 plague	
demon.	 A	 vile	 stench	 surrounds	 the	 wearer	 causing	 a	 ‐5	
penalty	 to	 Reaction	 Rolls	 with	 civilized	 beings	 and	
appropriate	reactions	from	animals.	It	protects	as	Chain	but	
encumbers	 as	 leather,	 and	 grants	 the	wearer	 the	 ability	 to	
regenerate	1	HP	per	hour.	

If	 worn	 until	 3	 or	 more	 HP	 have	 been	 restored	 by	 its	
regenerative	 powers,	 the	 armor	will	 fuse	with	 the	wearers	
skin	and	become	impossible	to	remove	without	the	use	of	a	
Wish	or	Heal	spell.	



	 Anders	Nordberg	–	deepdelving.wordpress.com	 	

The	very	source	of	 the	Crispflow,	at	 least	 in	 the	
ancient	 legends	 of	 the	 anmunak,	 is	 a	 deep	
mountain	lake	at	the	far	northwestern	end	of	the	
valley.	 Along	 the	 shoreline	 of	 this	 lake	 lies	 a	
small	gathering	of	hills	overlooking	a	tiny	island,	
and	at	 this	spot	the	anmunak	buried	their	most	
revered	 chieftains	 at	 the	 height	 of	 their	
dominance	of	the	Windfare	Dale.	

This	site	was	abandoned	as	the	anmunak	fell	 to	
Quathroc	 worship,	 and	 has	 since	 been	 looted	
twice;	first	by	the	original	invaders	of	this	valley.	
They	 left	 behind	 a	 band	 of	 hideous,	 ghoul‐like	
undead	 created	 by	 a	 cursed	 follower	 of	
Uathagl’Chak,	 who	 dwell	 beneath	 the	 ground	
here	 and	 attempt	 to	 consume	 anything	 living	
they	 find;	 they	 are	 cursed	 with	 an	 insatiable	
hunger	and	have	 long	ago	gnawed	 the	bones	of	
their	ancestors	clean.	

Thulguk	and	her	minions	came	here	second,	only	
a	 short	 time	 ago.	 They	 made	 away	 with	 some	
grave	 goods	 but	 quickly	 noticed	 the	 deadly	
secrets	 of	 the	 tunnels	 under	 the	 hills	 and	 left.	
Thulguk	forbade	her	followers	from	returning.	

Exploring the area 
The	forest	that	dominates	the	plateau	gives	way	
to	 an	 open	 area	 here,	 and	 all	 the	 landmarks	
noted	on	 the	map	below	are	 easily	 visible	 from	
several	hexes	away	in	the	daytime	except	for	the	
hidden	exit	 at	12.07.	A	 chill	mist	 rises	 from	 the	
lake	 in	 the	 mornings,	 regardless	 of	 the	 season,	
and	the	lake	is	covered	in	ice	through	the	winter.	
No	matter	the	time	of	year,	the	water	in	the	lake	
is	ice	cold	and	swimming	in	it	is	very	dangerous.	

There	should	be	no	random	encounters	rolled	in	
this	 area;	 all	 creatures	on	 the	plateau	 including	
the	 anmunak	 shun	 this	 place,	 even	 during	 the	
day.	However,	 there	 is	 a	 2‐in‐6	 chance	 that	 the	
party	 is	 discovered	 by	 the	 undead	 below	 for	
each	 night	 spent	 in	 the	 area	 (unless	 they	 have	
already	 made	 their	 presence	 known	 by	 going	
below)	 and	 after	 that	 a	 4‐in‐6	 chance	 that	 the	
undead	stage	an	attack	 if	another	night	 is	spent	
in	 the	 area	while	 any	 creatures	 are	 still	 “alive”	
below.	

If	the	creatures	attack	during	the	night,	the	first	
attack	 will	 be	 a	 prodding	 assault	 by	 a	 small	
number	(2D4)	who	have	dared	to	venture	away	
from	the	 tunnels.	They	are	 likely	 to	 flee	quickly	
at	 the	 first	 sign	of	opposition,	but	 the	 following	
night	the	Starving	Ones	will	return	in	force;	3D6	
of	them	will	attack	en	masse,	trying	to	approach	

stealthily	 in	the	dark	until	their	hunger	gets	the	
better	of	them	and	they	simply	charge	forth.	

These	 attacks	 will	 become	 successively	 worse	
until	no	creatures	remain	or	the	party	leaves	the	
area;	 for	 each	 new	 attack,	 an	 additional	 D6	
creatures	join	in	(4D6	in	the	third	attack,	5D6	in	
the	 fifth	 and	 so	 on)	 but	 the	 Starving	 Ones	 are	
bound	to	the	burial	mounds	and	cannot	venture	
far	 from	 them.	 Keep	 a	 tally	 of	 any	 creatures	
killed	by	the	characters;	there	is	a	finite	amount	
that	 will	 join	 in	 these	 attacks,	 and	 killing	 off	
many	 on	 the	 surface	 will	 mean	 fewer	 are	
encountered	 in	 the	 tunnels	 below	 (the	 exact	
effect	 of	 these	 losses	 is	 detailed	 in	 the	
description	of	the	tunnels	below).	

The Starving Ones (56) 

HD	 2;	 AC	 15	 (hide/dodge);	 2@+2,D6	 (Feeding	Maw);ML	 6;	
Move	as	unencumbered	human;	Undead	immunities	

Feeding	Maw:	If	both	claw	attacks	hit,	a	Starving	One	latches	
on	 to	 its	 target	 and	 begins	 feeding,	 causing	 D8	 damage	
automatically	each	following	round	until	the	victim	is	dead.	It	
will	 resume	 feeding	on	a	dead	victim	 for	2D6	rounds	 if	not	
attacked.	The	target	of	a	feeding	is	considered	grappled,	and	
may	 do	 nothing	 but	 attempt	 to	 break	 free	 with	 a	 Strength	
check	 (Diff	3)	or	by	making	a	 successful	 attack	at	 ‐2	with	a	
small	or	minor	weapon	(which	also	causes	normal	damage).	

These	hideous	undead	are	only	vaguely	recognizable	as	 the	
anmunak	 they	 once	 were.	 They	 appear	 almost	 impossibly	
thin	and	emaciated,	with	a	deathly‐pale	skin	which	shows	all	
bones	and	 joints	beneath	 it.	They	have	empty,	 fish‐like	eyes	
and	a	huge	protruding	mouth	 filled	with	 long,	needle‐sharp	
teeth	 and	 long	 hooked	 claws.	 They	 are	 a	 cowardly	 lot,	 and	
must	 check	 for	 morale	 as	 standard	 beings,	 but	 will	 always	
overcome	 their	 fears	 eventually	 and	 come	 crawling	 back,	
driven	by	their	unending	hunger.	

Sacred Burial Grounds 

1	Hex	=	150’	
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10.10: Abandoned camp 

Thulguk’s	 minions	 established	 this	 recently	
abandoned	campsite	when	they	first	entered	this	
area.	 The	 remains	have	been	 thoroughly	 looted	
by	 the	 Starving	Ones,	 but	 they	have	 left	 behind	
anything	 not	 edible;	 this	 includes	 16	 torches,	 5	
stone‐tipped	javelins	and	a	couple	of	hide‐bound	
shields.	

07.08: Burial mound 

This	50’	 long	oval	mound	is	covered	with	green	
grass.	 The	 entryway	 lies	 through	 a	 stone	
archway,	and	the	stone	slab	that	once	covered	it	
lies	 toppled	and	 smashed	on	 the	ground	beside	
it.	Beyond,	a	10’	wide	stairway	with	crude	stone	
footsteps	leads	down	to	chamber	1	on	the	tunnel	
map.	

The	Starving	Ones	can	emerge	from	this	mound	
at	night	unless	the	entrance	has	been	sealed.	

10.08: Excavated mound 

This	 large,	 100’	 long	 oval	 mound	 has	 been	
excavated	 and	 lays	 half‐open	 to	 the	 sky.	 The	
stone	 doorway	 and	 entrance	 tunnel	 still	 stand,	
but	are	also	partially	collapsed.	The	entire	inside	
has	been	looted,	and	nothing	but	pottery	shards,	
well‐gnawed	 bones	 and	 unidentifiable	 debris	
remains.	 The	 tunnel	 connecting	 this	 mound	 to	
the	tunnels	below	is	covered	with	the	stone	slab	
that	once	served	as	the	door	of	the	mound;	if	it	is	
removed	using	the	proper	tools,	the	tunnels	can	
be	entered	at	area	2.	

If	 the	 stone	 slab	 is	 removed,	 the	 Starving	 Ones	
can	emerge	from	here	at	night.	

06.07: Burial mound 

This	mound	 is	 identical	 to	the	one	at	07.08,	but	
the	stairway	connects	to	chamber	3	below.	

08.07: Stone circle and altar 

This	circle	of	standing	stones	rises	at	the	highest	
point	of	 the	 lakeside	hills.	Of	 the	nine	 stones	 in	
the	 circle,	 three	 have	 fallen.	 A	 huge	 stone	 lies	
atop	 the	 two	 stones	 facing	 to	 the	 southeast,	
forming	a	portal	which	the	trail	winds	through.	A	
large	 stone	 altar	 stands	 in	 the	 center	 of	 the	
circle.	

Ancient	and	weather‐worn	pictograms	depicting	
the	old	animal	gods	of	the	anmunak	decorate	the	
standing	 stones	 and	 the	 altar.	 Many	 of	 these	
have	 been	 defaced,	 and	 a	 large	 circle	 with	 the	
symbol	 of	 Uathagl’Chak	 in	 its	 center	 has	 been	
carved	 into	 the	 top	 of	 the	 altar.	 This	 symbol	
seems,	oddly	enough,	to	be	filled	with	caked	and	
dried	 blood	 as	 from	 some	 recent	 sacrifice,	 and	

will	 always	 remain	 so	 regardless	 of	weather	 or	
circumstances.	It	is	possible	to	clean	this	off,	but	
the	dried	blood	will	return	as	soon	as	the	symbol	
is	 left	 unattended	 unless	 the	 magic	 circle	 in	
chamber	8	below	has	been	disrupted.	

12.07: Secret tunnel 

A	small	opening	about	5’	 in	diameter	beneath	a	
large	 birch	 tree	 opens	 into	 the	 tunnels	 below	
here.	The	tunnel	leads	to	area	4	below.	

The	Starving	Ones	often	emerge	from	this	tunnel	
at	 night,	 especially	 if	 the	 party	 is	 camped	 at	 or	
keeping	an	obvious	watch	on	the	mound	exits.	

10.06: Sealed burial mound 

This	 mound	 is	 still	 sealed	 with	 a	 heavy	 stone	
slab;	 it	 requires	 a	 Strength	 check	 (Diff	 1)	 to	
move.	Up	 to	 three	 characters	 can	help	with	 the	
effort,	 each	 after	 the	 first	 adding	 +1	 to	 the	
chance	 before	 their	 Str	 mod,	 tools	 can	 also	
heavily	modify	the	roll.	

If	 the	 entrance	 is	 opened,	 there	 is	 a	 10’	 wide	
descending	 passage	 beyond	 with	 crude	 stone	
steps	which	descends	into	area	5	below.	

If	 the	 stone	 slab	 is	 removed,	 the	 Starving	 Ones	
can	emerge	from	here	at	night.	

06.04: Island monument 

This	 stone	 monument	 is	 raised	 at	 the	 highest	
point	 of	 a	 small	 and	 almost	 barren	 island.	 The	
monument	itself	is	a	20’	tall	stone	pillar	covered	
with	 rough	 carvings	 of	 the	 anmunak’s	 four	
principal	gods.	

Lying	against	the	monument	in	the	grass	are	the	
remains	of	an	adventurer	who	fled	here	from	the	
Starving	Ones	but	succumbed	to	his	wounds;	he	
has	scratched	the	words	“The	hungry	ones	come	
at	 night”	 on	 the	 monument	 with	 a	 chisel.	 The	
remains	 appear	 to	 be	 decades	 old,	 and	 are	
mostly	bones	and	tatters	or	too	rotted	or	rusted	
to	 be	 salvaged,	 but	 if	 searched	 a	 gold	 necklace	
worth	 100	 SP	 and	 engraved	 with	 the	 name	
“Thorben”	can	be	found.	

On	 top	 of	 the	 monument,	 in	 a	 carved	 bowl‐
shaped	 depression,	 rest	 three	 wax‐sealed	 clay	
jars;	 one	 Potion	 of	 Neutralize	 Poison	 and	 two	
Potions	of	Cure	Serious	Wounds.			
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The Underground Tunnels 
A	few	of	these	tunnels	were	excavated	and	built	
by	the	former	inhabitants	of	this	area,	and	used	
for	ritual	purposes.	These	parts	include	all	solid	
lines	 on	 the	map	 and	 all	 but	 one	 of	 the	 rooms	
(room	 6	 is	 the	 exception).	 These	 areas	 are	
primitively	 but	 reasonably	 well	 built,	 with	
flagstone	floors	and	walls	set	with	stone,	and	are	
still	in	good	condition.	

The	 dotted	 lines	 on	 the	map	 represent	 earthen	
tunnels	which	have	been	dug	out	by	the	Starving	
Ones	over	the	last	centuries,	and	are	thus	much	
cruder;	 they	 are	 cramped	 (usually	 about	 5’	 in	
diameter),	 and	 they	wind	and	 twist.	One	 tunnel	
connects	 to	 a	 large	 natural	 cavern	 (Room	 6),	
where	 the	 Lake	 Creature	 keeping	 the	 Starving	
Ones	in	these	tunnels	has	its	lair.	

Whilst	 moving	 around	 in	 these	 tunnels,	 the	
characters	are	very	likely	to	attract	the	attention	
of	 the	Starving	Ones.	With	 the	exception	of	one	
room	(8),	there	is	no	natural	light	in	the	tunnels,	
so	 they	will	most	 likely	 be	using	 a	 light	 source,	
which	 the	 Starving	 Ones	 do	 not	 need.	 In	 the	
short	 term,	 the	 Starving	 Ones	 in	 a	 single	 area	
will	 assault	 anything	 living	 they	 encounter,	 and	
sounds	 will	 not	 travel	 far	 enough	 to	 alert	 any	
others,	 but	 as	 soon	 as	 one	 or	 more	 of	 them	
escape	the	news	of	intruders	will	spread	quickly,	
and	considering	 their	weak	morale	 this	 is	more	
likely	to	happen	than	not.	

To	 simulate	 this,	 these	 tunnels	 do	 not	 use	 the	
normal	 procedure	 for	 wandering	 monsters.	

Instead,	a	roll	should	be	made	every	3	 turns	on	
the	table	below.	

The	 suggested	 method	 for	 managing	 the	
Starving	 Ones	 is	 to	 determine	 their	 actual	
numbers	 per	 each	 Room	 as	 soon	 as	 the	 party	
enters	the	tunnels.	These	numbers	are	stated	in	
each	Room	description,	but	are	also	affected	by	
losses	inflicted	by	the	characters	both	on	earlier	
visits	to	the	tunnels	and	in	battles	above	ground.	
Since	 these	 set	 amounts	 of	 Starving	 Ones	 will	
move	around	the	tunnels	in	a	determinable	way	
per	 the	 table	 below,	 their	movement	 should	 be	
fairly	easy	to	track	after	this.	

The	 low	 morale	 score	 of	 these	 creatures	 will	
likely	 mean	 that	 they	 will	 be	 driven	 off	 many	
times.	 They	 will	 not	 surrender	 or	 plead	 for	
mercy,	however;	 if	 they	are	ever	cornered	in	an	
area	they	will	fight	ferociously.		

D6 Undetected Detected 

1 

Patrol 

2D4	Starving	Ones	from	
adjacent	room.	Will	attempt	
ambush.	

 

Coordinated assault 

Step	1	
News	spread;	runner	sent	from	each	alerted	room	to	adjacent	non‐alerted	rooms,	which	
then	become	alerted.	

Step	2	 First	wave;	all	remaining	Starving	Ones	in	adjacent	rooms	immediately	attack.	

Step	3	 Second	wave;	all	Starving	Ones	in	non‐adjacent	alerted	rooms	attack	by	closest	possible	
route.	At	night;	at	least	one	group	will	attempt	to	use	an	overland	route.	

2 Scout 

Starving	One	from	adjacent	
room.	Will	avoid	combat.	

Ambush 
Starving	Ones	in	alerted	adjacent	rooms	attack	using	stealth.	At	night;	attack	using	
an	overland	route	if	possible.	Daytime/otherwise;	crawl	silently	through	tunnel	
and	charge	out	(normal	chance	of	surprise	unless	party	has	taken	precautions).	

3 No	activity	 Charge Starving	Ones	in	adjacent	alerted	rooms	attack	immediately	and	en	masse.	They	
will	be	heard	coming.	

4 No	activity	 Sounds  Very	loud	hoots	and	screams	heard	from	a	randomly	determined	adjacent	alerted	
room	(loud	enough	to	travel	the	tunnels).	

5-6 No	activity	 No	activity	

Any	escaped/undetected	Starving	One;	party	is	Detected,	destination	of	scout/escapee	is	Alerted	
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Room descriptions 
The	entries	for	treasure	put	in	Italics	represents	
treasure	 hidden	 enough	 to	 require	 a	 successful	
search	or	looking	in	the	right	place.	In	several	of	
these	 rooms,	 treasure	 is	also	present	 in	alcoves	
or	 other	 types	 of	 grave	 sites.	 Searching	 these	
requires	 time;	 a	 single	 character	 can	 search	 10	
alcoves	in	one	Turn.	

Starving One distribution 

When	 the	party	 enters	 these	 tunnels,	distribute	
the	 Starving	 Ones	 who	 are	 still	 undefeated	 as	
follows	(keep	going	along	the	list	as	long	as	any	
are	left	to	place).	

1. Place	11	in	chamber	6	
2. Place	12	in	chamber	1	
3. Place	10	in	chamber	7	
4. Place	10	in	chamber	5	
5. Place	8	in	chamber	3	
6. Place	5	in	chamber	2	

1. Burial chamber 

This	earthen	burial	 chamber	has	a	vaguely	oval	
shape,	and	its	walls	are	covered	with	alcoves	on	
three	different	levels.	The	remains	in	these	have	
all	 been	 thoroughly	 picked	 apart,	 and	 little	
remains	except	scattered	remains	of	clothes	and	
grave	goods.	

A	 raised	 platform	 in	 the	 center	 of	 the	 chamber	
holds	 three	 large	 stone	 sarcophagi,	 all	 of	 them	
opened	 with	 their	 shattered	 lids	 fallen	 beside	
them.	 They	 have	 been	 desecrated	 in	 a	 similar	
manner	to	the	alcoves.	

The	 Starving	 Ones	 care	 little	 for	 valuables,	
however,	 so	 if	 the	 party	 chooses	 to	 spend	 time	
searching	 this	 chamber	 there	 is	 treasure	 to	 be	
found.	

Alcoves	 (80):	 Silver	 armband	 (50	 SP),	 silver	
headdress	(120),	silver	earrings	(100	SP),		

Sarcophagus	 (false	 bottom):	 Obsidian	 and	 gold	
headdress	 (1200	SP),	 clay	 tablet	 telling	 the	 tale	
of	when	the	Quathroc	came	to	Windfare	Dale	(or	
some	other	suitable	local	legend).	

2. Small chamber 

A	 heavy	 stone	 slab	 covers	 an	 opening	 into	 the	
excavated	mound	above,	with	a	short	and	steep	
stairway	 leading	 up	 to	 it.	 Below,	 there	 is	 a	
smaller	 chamber	 with	 many	 alcoves	 along	 the	
walls	filled	with	desecrated	remains.	

Moving	the	slab	from	below	is	impossible,	but	it	
can	be	shifted	from	above	with	the	proper	tools.	
If	 there	 are	 any	 Starving	 Ones	 below	when	 the	

slab	 is	 moved,	 they	 will	 attempt	 to	 hide	 and	
ambush	whoever	comes	down	the	stairs	first.	

Alcoves	(50):	Jade	statuette	(80	SP)	

3. Burial chamber 

A	 large	 oval	 chamber	 contains	 eight	 richly	
decorated	 stone	 sarcophagi,	 all	 of	 which	 have	
been	opened	and	looted	a	long	time	ago.	A	crude	
statue	 which	 appears	 to	 have	 depicted	 a	 man‐
sized	owl	lies	toppled	on	the	floor.	

The	 skeleton	 of	 some	 unfortunate	 explorer	 lies	
crushed	beneath	the	toppled	statue.	If	the	statue	
is	moved,	 it	will	 amazingly	 assemble	 and	 come	
to	 life,	animated	by	 the	Undying	Amulet	hanging	
around	its	neck.	

Sarcophagi	(8):	Broken	silver	jewellery	(75	SP)			

4. Hidden tunnel 

An	8’	diameter	 tunnel	dug	by	 the	Starving	Ones	
emerges	on	the	side	of	a	hillock	here.	It	is	hard	to	
spot	from	far	away	since	it	is	situated	in	a	thick	
grove	 of	 elm	 trees,	 but	 is	 not	 purposefully	
hidden.	

5. Burial chamber 

This	 oval	 chamber	 contains	 a	 stone	 altar	
decorated	 with	 images	 of	 bears,	 and	 a	 huge	
amount	of	 small	burial	alcoves	 line	 the	walls.	 It	
still	 has	 a	 sealed	 entrance	 from	 above,	 but	 the	
Starving	 Ones	 have	 dug	 a	 tunnel	 into	 the	 crypt	
from	below	a	long	time	ago,	and	have	scavenged	
any	remains	and	scattered	cracked	and	gnawed	
bones	all	over	the	chamber’s	floor.	

Opening	the	stone	slab	from	below	is	very	hard;	
it	 requires	 a	 strength	 check	 (Diff	 1)	 but	 only	 a	
single	person	can	make	the	attempt	from	here.	

If	there	are	Starving	Ones	present	here	when	the	
party	opens	the	stone	slab	from	above,	they	will	
withdraw	to	the	tunnel	entrance	and	ambush	the	
first	character	that	comes	down	the	stairs.		

Alcoves	 (100):	 Golden	Trinity‐symbol	 (200	 SP),	
broken	silver	jewellery	(100	SP)	

6. Subterranean cavern 

This	 large	cavern	 is	more	 than	200’	across,	and	
almost	 100’	 from	 floor	 to	 ceiling.	 The	 tunnel	
from	 the	 north	 enters	 the	 cavern	 near	 the	
ceiling,	 and	a	 long	 slope	of	boulders	 leads	 from	
there	 down	 to	 the	 underground	 lake	 in	 the	
southern	part	of	the	cavern.	

The	Starving	Ones	dug	 their	way	 into	 this	huge	
cavern	as	 they	were	drawn	 to	 the	 strange	Lake	
Creature	 that	 dwells	 here,	 and	 lured	 by	 the	
promise	 of	 fish	 in	 the	 water.	 After	 an	 initial	
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confrontation	 with	 the	 creature,	 a	 reluctant	
alliance	was	formed,	and	the	Starving	Ones	now	
consider	 this	 chamber	 their	 lair	 and	 will	
withdraw	to	here	to	make	their	last	stand	if	their	
numbers	 are	 severely	 decimated.	 If	 cornered	
here,	 they	 will	 hide	 under	 the	 surface	 of	 the	
water	near	the	lakeshore	and	emerge	in	concert	
with	the	Lake	Creature	in	a	final	assault,	fighting	
to	the	bitter	end.	

7. Temple chamber 

This	 central	 underground	 temple	 has	 no	
entrance	from	above	ground.	It	was	built	by	the	
original	 architects	 to	 serve	 as	 a	 preparation	
chamber	 for	 burials,	 and	 is	 dominated	 by	 two	
large	 stone	 tables	 in	 its	 center.	 The	 remains	 of	
hundreds	 of	 clay	 urns	 and	 jars	 which	 have	 all	
been	 smashed	 by	 the	 Starving	 Ones	 litter	 the	
floor	 of	 this	 chamber.	 These	 make	 sneaking	
through	very	difficult.	

The	 walls	 are	 decorated	 with	 a	 multitude	 of	
stone	carvings,	often	defaced	or	broken	but	still	
clearly	depicting	priests	paying	tribute	to	the	old	
animal	 gods	of	 the	 anmunak	 and	a	depiction	of	
the	afterlife	as	an	endless	hunting	ground	 filled	
with	 now‐extinct	 prey	 animals	 such	 as	
mammoths	and	giant	elk.	

The	 doorway	 in	 the	 northern	 part	 of	 this	
chamber	is	covered	with	what	appears	to	be	the	
lid	of	a	 sarcophagus	which	has	been	hoisted	up	
against	 it.	 It	 is	 hard	 to	 move	 bare‐handed	
(Strength	 check	 Diff	 1)	 but	 using	 the	 proper	
tools	 it	 can	 easily	 be	 toppled.	 Moving	 it	 will	
make	a	fair	amount	of	noise,	however.	

8. Inner sanctum 

This	 room	 lies	 directly	 beneath	 the	 circle	 of	
standing	 stones	 above,	 and	 served	 as	 a	 focus	
where	 the	 priests	 were	 able	 to	 commune	 with	
their	 gods;	 the	barriers	 to	 the	 spirit	world	 they	
once	 contacted	 is	 thin	 here,	 and	 the	 invading	
Quathroc	worshippers	utilized	 this	 to	desecrate	
the	 place	 and	 summon	 a	 powerful	 servant	 of	
Uathagl’Chak	 which	 fuels	 the	 curse	 upon	 the	
Starving	Ones.	

The	 room	 is	 perfectly	 circular,	 with	 four	 6’	 tall	
obelisks	 placed	 symmetrically	 in	 the	 center	 of	
the	 room	 forming	 a	 10’	 square.	 The	 walls	 are	
lined	with	more	than	a	hundred	anmunak	skulls,	
lined	 up	 in	 small	 alcoves	 and	 decorated	 with	
etchings	and	all	gazing	towards	the	center	of	the	

Servant of Uathagl’Chak 

HD	 5;	 HP	 22;	 AC	 14;	 1@+5,3D4;	 ML	 12;	 Move	 as	
unencumbered	human;	Anti‐matter	

Anti‐matter:	This	creature	is	alien	to	this	world,	which	grants	
it	immunity	to	all	forms	of	damage	and	makes	it	 immune	to	
mind‐affecting	magic.	The	only	 exception	 is	positive	 energy	
attacks;	 healing	 spells	 and	 effects	 cause	 the	 like	 amount	 of	
damage	to	the	creature.	 Its	attacks	target	AC	unmodified	by	
shield	 and/or	 armor	 and	 causes	 horrible	 tissue‐disrupting	
damage	which	leaves	heavy	scarring.	

This	 being	has	no	physical	 form	 in	 our	world;	 it	 is	 entirely	
composed	of	 anti‐matter,	which	cannot	be	 seen,	 although	 it	
can	observe	us	around	it.	Being	able	to	see	the	invisible	will	
show	 a	 vague	 outline	 of	 the	 creature	where	 it	 disturbs	 our	
reality;	 this	 outline	 pulses	 and	 takes	 shapes	 unsettling	 and	
disturbing	 to	 a	 mortal	 viewer,	 but	 impossible	 to	 describe	
with	 words.	 Gazing	 upon	 the	 creature	 with	 True	 Seeing,	
which	 is	 the	 only	 way	 of	 actually	 seeing	 it,	 will	 instantly	
strike	the	viewer	blind.	

If	 released	 from	 its	 glyph,	 it	 will	 attack	 anything	 living	
indiscriminately	but	will	also	begin	to	be	rejected	by	reality	
instantly,	suffering	1	HP	of	damage	per	round.	As	soon	as	it	
reaches	0	HP,	it	will	implode	and	vanish.	

Lake Creature 

HD	 7;	 HP	 31;	 AC	 18	 (body),	 16	 (tentacles);	
4/8@+7,D6+Suction;	ML	10;	Relic‐mind,	Psionic	Pulse	

Suction:	Two	of	the	creature’s	four	attacks	are	made	using	its	
extended	grappling	tentacles.	If	these	hit,	the	arms	will	latch	
on	 with	 powerful	 suckers	 and	 coil	 around	 a	 man‐sized	 or	
smaller	 target,	 dealing	 automatic	 crushing	 damage	 of	 D6	
each	round	unless	the	tentacle	is	severed.	

Tentacles:	 The	 creature	 has	 ten	 separate	 tentacles.	 It	 will	
attack	with	only	four	of	them	on	land,	including	the	grappling	
appendages.	 If	 in	 the	water,	 it	will	 attack	 using	 up	 to	 eight	
tentacles.	The	same	target	can	only	ever	be	attacked	by	two	
tentacles	 in	 one	 round,	 however.	 Those	 attacked	 by	 a	
tentacle,	or	standing	adjacent	to	someone	being	attacked,	can	
choose	to	direct	their	attacks	against	it	instead;	each	tentacle	
has	10	separate	HP,	but	will	become	useless	if	severed.	

Relic‐mind:	 The	 strange	 cephalopod	 brain	 of	 this	 creature	
means	 it	 is	 immune	 to	mind‐affecting	magic	 such	as	Charm	
and	 Hold,	 and	 that	 any	 attempts	 to	 detect	 it	 or	 read	 its	
thoughts	using	magic	are	foiled.	

Psionic	pulse:	The	creature	radiates	waves	of	hatred	around	
it,	causing	intense	nausea	and	confusion	in	any	human,	dwarf	
or	Halfling	 that	approaches	within	30’.	Those	affected	must	
roll	a	save	vs	Paralyzation	each	round	in	order	to	act;	failure	
means	they	are	instead	Stunned.	

This	creature	resembles	a	10’	long	nautilus	(a	squid	with	an	
external	shell),	which	is	able	to	walk	with	an	ungainly	gait	on	
land	by	using	six	of	its	ten	tentacles.	Its	shell	is	made	from	a	
beautiful	mother‐of‐pearl‐like	material	which	shimmers	in	a	
multitude	of	colors.	

As	 a	 spawn	 of	 an	 older	 age	 it	 is	 animal‐like,	 but	 also	 has	 a	
strangely	 alien	 intelligence	 which	 has	 allowed	 it	 to	 reason	
with	and	form	an	alliance	with	the	Starving	Ones.	 It	desires	
nothing	 but	 to	 be	 left	 alone	 to	 its	 brooding,	 but	 its	 intense	
hatred	of	younger	things	will	make	it	attack	intruders	into	its	
cave	relentlessly.	The	pulse	of	hatred	the	creature	emanates	
is	what	has	enabled	it	to	bond	with	the	Starving	Ones,	since	
they	feel	it	as	a	deeply	resounding	sympathy.	

The	creature’s	shell	is	very	valuable	(3000	SP),	and	can	also	
be	 used	 to	 make	 armor,	 shields	 and	 magic	 items	 which	
protect	 against	mind‐affecting	magic.	 It	weighs	 around	 300	
lbs	if	cleaned	out.	
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room.	 On	 the	 floor	 between	 the	 obelisks,	 a	
warding	 circle	 8’	 in	 diameter	 made	 up	 of	
intertwined	 alien	 shapes	 has	 been	 drawn	using	
some	sort	of	purple	metallic	paint.	

The	 servant	 of	 Uathagl’Chak	 still	 remains,	
trapped	 inside	 the	 warding	 circle.	 It	 is	 entirely	
invisible,	 and	 will	 refuse	 to	 interact	 with	 the	
characters	 or	 give	 any	 kind	 of	 response	 to	
questions	 even	 if	 they	 can	 detect	 or	 sense	 it;	 it	
does	 not	 understand	 any	 earthen	 language	 and	
even	 if	 it	 can	 be	 communicated	 with	 it	 has	 no	
human‐like	intelligence	or	interest	in	bargaining.	

The	circle	 is	 fairly	easy	 to	disrupt;	Dispel	Magic	
will	do	the	trick,	but	ruining	the	circle	around	its	
edges	 has	 the	 same	 effect.	 It	 also	 poses	 no	
physical	 barrier	 to	 anything	 other	 than	 the	
creature,	 and	 the	 creature	 will	 immediately	
attack	anyone	who	steps	within	its	boundaries.	

If	 the	 creature	 should	 be	 killed	 or	 the	 circle	
broken	 in	 any	 way,	 the	 curse	 on	 the	 Starving	
Ones	will	lose	its	power	and	they	will	all	begin	to	
decay;	 they	will	act	as	 if	confused	 for	2D6	 turns	
as	 the	 tunnels	 descend	 into	 madness	 and	 will	
then	revert	to	the	corpses	they	once	were.	
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Undying Amulet 
The	 obsidian	 arrowhead	 this	 amulet	 is	 made	
from	appears	extremely	old	and	weathered,	but	
the	metal	 strap	and	 leather	 thong	 seem	 to	be	 a	
rather	 recent	 addition.	 The	 edges	 of	 the	
arrowhead	 are	 very	 sharp	 and	 jagged,	 and	
handling	 the	 amulet	 frequently	 results	 in	 small	
cuts	which	bleed	profusely.	

The	 amulet	 is	 featured	 in	 some	 old	 elven	 and	
imperial	 legends;	 usually	 in	 the	periphery,	 only	
mentioned	 in	passing.	Old	 legends	 say	 that	 it	 is	
the	 weapon	 used	 the	 very	 first	 time	 a	 human	
killed	 an	 elf,	 and	 that	 it	 was	 imbued	 with	 its	
powers	 due	 to	 the	 intense	 envy	 humans	 have	
always	felt	for	the	beauty	and	long	life	of	the	fair	
folk.	

Regardless	of	its	origins,	the	Undying	amulet	is	a	
powerful	item,	with	one	primary	function;	it	can	
grant	a	human	the	life‐span	of	an	elf.	In	order	to	
do	 this,	 the	 amulet	 must	 be	 wetted	 with	 the	
blood	 of	 the	 one	willing	 to	 form	 the	 bond,	 and	
then	worn	by	 the	same	person	 for	a	 full	day.	At	
this	 point,	 the	 bonding	 is	 permanent	 and	
irreversible.	 The	 bonded	 human	 will	 age	 as	 an	
elf	 from	 this	 point	 on,	 aging	 at	 a	 rate	

appropriate	for	the	game	world	(often	1/10	of	a	
human’s,	but	possibly	even	becoming	immortal).	
Also,	 the	 wearer	 becomes	 Chaotic	 and	 immune	
to	Sleep	and	Charm	effects.	

In	order	to	maintain	this	slow	aging,	the	bonded	
person	needs	to	be	close	to	the	amulet.	For	each	
hour	he/she	is	separated	from	it	(subject	to	GM’s	
discretion,	 but	 “not	 in	 his/her	 possession”	 is	 a	
good	 definition),	 a	 save	 vs	 Spell	 is	 required	 –	
failure	 means	 aging	 one	 human	 year	 instantly.	
This	 process	 cannot	 be	 halted,	 and	 neither	 can	
the	bond	be	broken	once	formed	unless	the	GM	
allows	for	a	Wish	or	similar	powerful	magic	to	do	
the	trick.	

The	 amulet	 radiates	 a	 very	 powerful	 aura	 of	
necromantic	magic,	which	is	impossible	to	mask	
with	 any	 method,	 and	 can	 thus	 be	 hard	 to	
conceal	 from	 those	 who	 know	 of	 it.	 Without	
magic,	 however,	 its	 effects	 are	 not	 discernible	
and	 a	wearer	 could	 potentially	 become	 bonded	
with	 it	 without	 realizing	 this	 (and	 go	 on	 to	 get	
rid	of	it	and	dying	without	learning	why).	

Clinging to life 

The	 amulet	 in	 no	 way	 renders	 the	 wearer	
immune	 to	physical	damage,	and	he/she	can	be	

killed	by	most	things	apart	from	age	
(much	 like	 an	 elf).	 However,	 if	 the	
amulet	 is	 taken	 away	 from	 the	
bonded	 wearer	 after	 death	 by	
another	 person,	 he/she	 will	
immediately	 rise	 as	 an	 undead	
attempt	 to	 recover	 it.	The	body	will	
reform	if	at	all	possible,	but	 if	 it	has	
been	 destroyed	 or	 is	 somehow	
restrained	the	spirit	will	rise.	

HD	 as	 wearer;	 AC	 12	 (unarmored);	
spec@+HD,D8;	undead	immunities	

Abilities:	 The	 creature	 receives	 one	
attack,	 plus	 one	 per	 5	 full	 HD	 if	
corporeal.	If	incorporeal,	it	has	the	same	
abilities	 and	 immunities	 as	 a	 wraith	
(including	 level	 drain).	 Unerringly	
knows	 the	 location	 of	 the	 Undying	
Amulet	 if	 it	 is	 on	 the	 same	 plane	 of	
existence.	

If	 this	 undead	 creature	 is	 slain,	 it	
will	 reform	 again	 within	 24	 hours.	
The	 only	 way	 to	 prevent	 this	
without	 returning	 the	amulet	 to	 the	
creature	 (which	 it	 will	 make	 off	
with,	 returning	 to	 the	 site	 of	 its	
death)	 is	 if	 another	 human	 bonds	
with	 the	 amulet;	 the	 soul	 of	 the	
former	bonded	owner	is	then	lost	to	
the	void	and	he/she	will	not	reform.
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D6 
Random Encounters at the Source of the Crispflow 

Lower Valley Lake Ravine Upper Valley 

1 

Anmunak	Hunting	Party	
D3	hunters	(bow,	spear,	hide	
armor),	roll	D6;	

Anmunak	Patrol	
D4	warriors	(club,	shield,	
javelin,	hide	armor),	50	%	
chance	+1	leader	(max	HP),	
roll	D6;	

Anmunak	Patrol	
2D3	warriors	(club,	shield,	
javelin,	hide	armor),	50	%	
chance	+1	leader	(max	HP,	
bone	armor),	roll	D6;	1‐3	 Stalking/hiding	

4	 Cleaning	kill	 1	 Ambush	 1	 Ambush	

5	 Travelling	 2‐4	 Patrolling	 2‐4	 Patrolling	

6	 Relaxing	 5‐6	 Fishing	 5‐6	 Relaxing/camped	

anmunak	driven	from	valley;	no	encounter.	At	night;	torch/campfire	(unless	ambushing/stalking).	

2 

Diseased	Bear	
HD	4;	hp	16;	AC	14;	1@+4,D6;	
2@+4,D3	
Roll	for	reaction	
Lair:	05.17	

2D6	Cliff	Baboons	(14	tot)	
HD	1;	AC	13;	1@+1,D6;	
1R@+1,D4	
Roll	for	reaction	
Lair:	10.12	

Giant	Forest	Snake	
HD	5;	hp	24;	AC	14;	
1@+5,D6	&	constrict	(2d6)	
Hostile	

If	specific	creature(s)	slain;	no	encounter.		

3 
	

Giant	Eagle	
HD	5;	hp	26;	AC	14;	2@+5,D8;	1@+5,D6,	
swoop,	grab	
Roll	for	reaction	(seeks	food	for	young)	
Lair	(nest):	01.23	

Giant	Hermit	Crab	
HD	3;	hp	14;	AC	18;	
2@+3,D8	
Roll	reaction	

If	specific	creature	slain;	no	encounter.	If	rolled	at	nighttime;	reroll.	

4 
2D6	Plague	Skeletons	
HD	1;	AC	12;	1@+1,D6;	putrid	aura;	disease;	
undead	immunities	
Hostile,	always	approach	from	river/lake	

	

2D4	Mosquito	Bats	
HD	1;	AC	12;	1@+2,D4	&	
blood	drain	(D4)	
Hostile	

5 
1D6	Giant	Ferrets	
HD	2;	AC	14;	1@+2,D6	
Roll	for	reaction,	voracious	

1D6	Giant	Frogs	
HD	2+2;	AC	13;	1@+2,D6	&	
tongue/swallow	
Roll	for	reaction	

D6	Strangler	vines	
HD	2;	AC	13;	1@+2,D6	&	
constrict	(D6);	surprise	4/6	
Hostile,	stationary	

6 

Wilmer	of	Ironhold	
(See	Hex	12.20)	
Daytime;	scouting	
Nighttime;	cleansing	river	
Avoids	contact	

Plagued	discharge	
Waterfall	turns	brown/green,	
putrid	smell,	lasts	D6	rounds	

Anmunak	war	party	
2D4	warriors	(club,	shield,	
javelin,	hide	armor),	leader	
(max	HP,	bone	armor),	
shaman	(CL2,	bone	armor)	
Hostile	

Wilmer	slain;	no	encounter.	anmunak	
driven	from	valley;	greets	party.	

Plagued	temple	cleansed;	no	
encounter.	

Anmunak	unaware	of	PCs;	reroll.	
Anmunak	driven	from	valley;	no	

encounter.	
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1	square	=	10’	



	 Anders	Nordberg	–	deepdelving.wordpress.com	 	

	


