


The Slithering Shadow

By Wesley Connally

Please send suggestions and comments to: wes@cwc.edu

Levels: 8-10

Reputation: 3 Shem 3 Stygia (Country Reputation is based on a 1-5 scale from barely known (1) to
heroic status (5). For every 5 points of Adventure Reputation the characters earn, based on a successful
adventure, their score for the Country Reputation in the country where the adventure takes place, goes
up by 1. Reputation will affect NPC reaction rolls, prices, jealousies, women etc.)

Adventure Summary

The last remnants of an army destroyed, the party finds themselves drifting across a vast desert. On the verge of
death, they spy a forgotten city, Xuthal. The inhabitants drown themselves in drugs while a “god” rises from the
depths to claim induced victims.

Have characters roll for the BID; the one who wins has taken on a girl, Natala from Shem.



Part One: From Desert to Desolate

When the characters check the gate, they find it unattended and unlocked.




The body is warm, but appears dead as if struck down less than an hour ago. After the characters check
the body and move on, the swordsman rushes and attacks. He wields a great scimitar. Roll for surprise.

[Xuthian (AC:10 HD:5 hp:50 Mv:12 Th:12 D:d10+2 SA: SD: Sz:6' XP:50)]

Part Two: Inside the City of Xuthal




The food is harmless and tasty. But characters must make a WIS check or guzzle the water and wine.
Failure indicates that they guzzle the liquids and overload their kidneys. (Don’t forget, they were
dehydrated almost to the point of death earlier in the day.) Those failing their WIS check must make a
CON check or die. Even making their CON check results in a loss of d8+3 CON points potentially
affecting both warrior’s hit points and spellcaster’s abilities. NOTE: if any character has the Survival
proficiency, he need not make any checks, and of course, he may pass his knowledge on to others.

After the characters have refreshed themselves:




He believes that he is in a drug-induced dream, and his intentions are to take her to his room beyond
the curtain where he made his appearance and make love to her there. It is most likely that the party
will try to stop him, though her annoying personality might make them pause for consideration.

When attempting to stop them, the Xuthian will attempt to banish them from his dream.

Thalia the Stygian







Thalia is a Temptress. She falls for the BID winner head over heels and wishes to make him her king,
King of Xuthal. She believes Natala is an impediment to her desires. She will use her spells to try to
charm her way to her goals. But she will not want to be confrontational with the group. Her primary
plan is to use the secret door by the fountain (see the following section) to take Natala to Thog and let
Thog do away with her. If that fails, she will confront the remainder of the party with her own powers.

Thalia escorts them through a maze of rooms until they come to a magic fountain. The water seems to
sparkle with flecks of gold. This gold comes from the same source as the magic golden elixir that
Thalia alluded to earlier. It has the healing properties equal to a Potion of Cure Serious Wounds
(2d8+3). Thalia will encourage them to drink if they look beaten up. Characters can only get the
healing benefits but once per 24 hours. Otherwise the water is just tasty.

 “Don't you want to wash your face, child?” Thalia asks, “It is stained the dust, and there is dustin |
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Allow the character to roleplay this awkward scene. Of course the option always exists for him to
accept Thalia’s invitation, though it would mean the retiring of his character.

A few moments after the conversation is done, noise, like that of approaching men, catches the party’s
attention.

Part Three: The Fighting Begins

The door is very heavy and bolted from the other side. It would be hard indeed to break it, especially
while fending off the attackers. After three rounds of combat, read the next textbook which tells of
more Xuthians approaching from behind.



Tapestries | j

adéaaaa

Door Thalia uses 3 1
; ! Eight Xuthians from this hallway

to abduct Matala

PCs came from this way

Stairs leading up to second level.
| {Good fighting vantage point).

[Xuthalians (16) (AC:9 HD:3 hp:25 Mv:9 Th:13 D:d6+6 SA:18/00 from drugs (lasts 1 hour after
waking) SD: Sz:6 XP:150)]

[Xuthalians (2) (AC:9 HD:5 hp:45 Mv:9 Th:11 D:d6+6/d6+6 SA:18/00 from drugs (lasts 1 hour after
waking) SD: Sz:6 XP:150)]
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Xuthian Fighters fighting upwards

Starting locations for mages
M=Mage: MS=Mage with Frost Sward

Couch with Yellow-Skinned
Waman with Golden pull rape

[Xuthalian Mages (4) (AC:3 (shield spell) HD:5 hp: 22 Mv:9 Th: 12 D: d6+6 SA: 18/00 ST from
drugs, lasts one hour after waking SD: Sz:6 XP:250)]

[Xuthalian Mage Leader (4) (AC:3 (shield spell) HD:5 hp: 22 Mv:9 Th: 12 D: d6+9 SA: 18/00 ST from
drugs, lasts one hour after waking SD: Sz:6 XP:550)]

Mage Abilities: ST: 18/00 (for the next 40 minutes) DX: 12 CON: 10 I: 16 W: 13 Ch: 13 CO: 11 PER:
14 (If you use my Conan Spellcasting Rules, remember these mage’s relatively low CON which could
affect their spellcasting after a couple of spells)

The mages have the following spells at their disposal: Magic Missile, Shield, Blink, Light, Shocking
Grasp (can be discharged on a successful sword attack), Melf’s Minute Meteors

Sword of Cold (leader’s sword): +3; can put out fire including Walls of Fire; provides protection from
fire as per spell when drawn; does double damage vs fire-based creatures

While the battle with the mages continues, the Xuthian fighters below continue to press upwards. There
seems an unlimited supply of Xuthian fighters....

Part Four: The Meeting with Thog
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When the mages either retreat, or are dead, the PCs see the following.

[Thog: (AC:3/1/-1/-3/-5 HD:9 hp:100 Mv:12 Th:7 D:d10 (bite) d5X2 (claws) d6X6 SA: poison SD:
Sz:12" wide XP:15,000)

Thog can attack several creatures at once.

If a tentacle hits, it wraps its victim with a 25% chance for each arm to be pinned. It takes 15 damage to
sever such a tentacle. Those hit points do not come off of Thog’s main hit points. Thog will eventually
regenerate over the course of weeks his lost tentacles. Once wrapped, the character takes d6 for each
tentacle automatically each round. If a tentacle crits, use a d10 for damage (face is wrapped) but do not
assign any other critical hit effects.

If a claw hits, character must make a saving throw vs poison every round for ten rounds or lose 1 CON
point with each failed save;

If his bite hits, it just hurts.

Thog appearance wavers and altars. The effect of this is a displacement which causes all PCs to miss
the first time they attack.
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Thog also emits a glowing phosphorous green color when wounded. While making the creature more
visible in darkness, it has an otherworldly property of making its displacement more effective. For
every 20 points of damage, Thog’s AC drops by 2 until the point it has 20hp or less at which time its
AC is -5. All PCs miss the first time they hit due to this displacement.]

As Thog begins to take on a lot of damage, it will begin to move back to the open pit (see combat
diagram). He begins with his “backside” 12" from the pit’s edge. At 40 hp, he is 10” from the edge; at
20 hp, he is 5’from the edge; at 10hp or less, he falls backwards into the pit. Remember: any characters
still caught within his tentacles at that point will be lost forever.

Thog is not above attacking the females; in fact he enjoys their taste very much. Remind the BID
winner that he has an obligation to protect Natala. Thulia, on the other hand, may have to fend for
herself. After the first round of attacks, she will attempt to move down the hallway out of range of the
monster. She will attempt to use suggestion and charm spells on the BID winner (if they did not already
succeed at the fountain) and take him away from the battle with Thog, leaving his comrades to their
fate. She will escort him out to her room and make love with him.

[Thulia (AC: 7 HD: 10 hp: 40 Mv: 12 Th: 17 D: d4 SA: Allure Trait S: M XP: 3000)]
Thulia as a Temptress (Enchanter) is barred from Invocation/Evocation & Necromancy
S:10D:13C:121: 17 W: 10 Ch: 16 COM: 20 P: 15

1st (6) 2nd (4) 3rd (3) 4th (2) 5th (2)
Friends Alter Self Hold Person Emotion Domination
Burning Hands ESP Suggestion  Confusion  Telekinesis
Charm Person Forget Haste

Hypnotism Bind

Instill Desire*

Shield

*Instill Desire creates a strong sexual link between the caster and recipient. Saves are at -2 if the
caster’s COM is above 14 and she has the Allure trait. The recipient will not break social conventions
to have sex with the caster but will take the first polite opportunity to do so.
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Deep Pit to Mothingness
Mo actual grate; open pit from whence Thog came

Characters -
Land here Matala

Thog’s Death

Part Five: Egress

If victorious over Thog, and Thulia is still alive, she will most likely be in her chamber with the BID. If
somehow, she was unable to charm him, she will pursue her plans by escorting them all out of the
dungeon, continuing to try to subtly charm him. She will resort to violence when all else seems lost.
She will be distressed if Natala yet lives after the encounter with Thog (she led Natala down to the
dungeon to feed her to Thog) and will postpone any defense or excuses, saying “exiting this infernal
dungeon is the highest priority. All will be revealed soon enough.” She will believe her only recourse is
to summon Xuthians to capture Natala and any who aid her, using extortion to get her way.

Otherwise, characters can stumble along making die rolls until, after a few rounds, they find stairs and
a door with a golden bolt. This leads to a room with a fountain, decanter, golden wine, and a window.

The Golden Wine acts as a Heal spell; there are 3-5 doses in the decanter.
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The character can exit the window but will have to deal with the 30° drop to the ground below. If they
remember Thulia’s description, the can head to the Oasis “a days march to the south,” and then the
greener pastures another day’s march.

Part Six: Epilogue

If they escape with their lives, award PCs with Xps or if you use a simplified system like I do, this
adventure should be worth 1 level for each PC if Thog was defeated, ¥ level otherwise, +/- ¥ level
based on roleplaying, time to complete adventure (the longer, usually the more XPs)

I also keep track and award the following bonuses each worth 1/10 of a level:

Most Damage in a single blow/spell

Coolest Critical Hit by a PC

Weirdest/Funniest Happening

Scribe (one player must write all notes including monsters killed and treasure gained)
BID if she is alive and relatively unharmed

Best Idea

U~ wd P
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