Black Tears

By Wesley Connally

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

Levels: 6-8

Reputation: 2 Turan, 10 Conan (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 party finds themselves in the employ of none other than the might Conan himself! After a tangle with a band
of King Yezdigerd's men, the party soon find themselves stranded in a desert. After almost dying, they come
across an ancient but alive city whereupon they help destroy an ancient curse.




Part One: The Jaws of the Trap

Ask characters what they do.

[Turanian Soldier (AC:6 HD:2 hp:12 Mv:12 Th:16 D:d6 SA: SD: Sz:6 XP:65) Will fire bows twice
before engaging in melee.]

After the battle...




Allow players to react how they wish. If they do not intervene Gomer will drug Conan's wine later in
the evening, as well as the PCs (they are untrustworthy of foreigners).

Experience: 400 if they mill the camp for morale status and report to Conan; 600 if they carefully
watch Gomer and catch him drugging the wine.

Part Two: Invisible Death
If the characters are drugged, read the following.

Desert Day 1

Otherwise, the characters have intervened and smelled out the mutiny. Conan will not press until a
mutiny occurs and will only take volunteers (PCs)



Each day characters lose d8 CON, +1 for each 20 lbs of equipment; Horses have a 35% chance today,
55% chance tomorrow of dying. Emphasize that they must walk their horses much of the time. Allow
characters with Survival to roll checks to reduce CON loss to d8-3 to a minimum of one.

Desert Day 2
Another day passes with similar checks as above. Experience: 500 for desert travel and another 500 for
any who successfully used Survival.

Characters can make a CON save to stay conscious.
Part Three: The Curse of Ahklat

For those who did not pass the CON check, read the following:




She introduces herself as Zillah, the daughter of Enosh, and tells you that the others are waiting for
him. She leads him to a lavish tent where many of his comrades are talking, eating and drinking.

Zillah is the BID. Roll for the BID at this time.

Allow characters to ask questions: where is Vardanes, how long ago was this, why don't you just leave,
why don't you rush in by the score and cut her to pieces and burn her remains, where is this goddess,
what is the extent and form of her power and the like. If they are having trouble coming up with
appropriate questions, have Conan interject a question.




When characters are done with questioning.

After they agree to help.




Part Four: The Halls of Medea

After a few paces the party has taken a few paces into the corridor...

The sounds are of course, coming from the statues. The people who have been turned to statues still
have their perceptions and many have gone insane over the years.

The party can progress down the hallway, but a trap of falling stones await those who do not
successfully find traps. Save vs Paralyzation or take 3d6 damage. A “1” on a save indicates double
damage.

Moving ahead, the party eventually comes to a dead end. As the party approaches, a wall of bolts are
fired. Each character has d4+1 bolts fired from a seemingly dead end wall. Each is coated with a potent
poison: save d4 CON, each round, 4 saves

[Experience: 300 for disarming each trap; 100 per person for “experiencing” the trap.]



The Wall

When an eye is touched, the stone eyelid rises. If the topmost eye is touched, it opens to reveal a black
stone which encompasses the entire eye and the one who touched it ages d4X10 years. Then it closes. If
any of the other two are touched, those touching must save vs paralyzation or be stunned and unable to
move for 10 minutes and lose d6 CON. The key is to touch the bottom two lids at the same time (but
they are 7 feet apart). This opens the top lid as well and a secret stone panel opens.

After getting closer...

[Imps (4) (AC:1 HD:2 hp:10 Mv:Fl 18” Th:15 D:d4/d4/d6 SA: SD:1/2 damage from normal weapons
Sz:S XP:1000)]

These creatures harass the party by swooping in. If they win initiative, they can attack those with melee
weapons and swoop out of range before the attacker can counter.

[Medea, Demoness (AC:0 HD:10 hp:80 Mv:12 Th:8 D:d4/d4 SA:life drain d6 CON/round & Paralysis,
Mass Suggestion SD:1/4 damage from normal weapons; regenerates 5/round; Sz:6' XP:12000)]

Medea's Powers:
1. Mass Suggestion: Characters must save vs spell at +2 if there are more than 3 being charmed,



(normal save otherwise) or be transfixed by her beauty. This power only works when she has
recently fed and is voluptuous. She uses this on anyone approaching or attacking her

2. Mass Paralysis: Save vs paralyzation or be transfixed. Characters who gaze at her, see her lift
her eye:

This power is a by-product of its gaze and she need not direct it or concentrate. Anyone gazing at her
face is subject to this effect. Characters can get a subsequent save vs Willpower/Wisdom at -3 to turn
away and break the spell. Each round they can save but there is a -3 penalty every round cumulative
after the first failed Save vs Paralyzation.
3. Constitution Drain: Every round, she can drain d6 CON from one individual. The % of CON
drain turns the victim into a similar % of stone, starting with the feet, rooting them in place.

If she is reduced to O hp, she falls as if dead. Even if hacked to pieces, they eventually form her back to
her beautiful self. Fire, in this case, only triples her healing rate! She is demon born after all!

The only way to kill her, is destroy the eye. Up close it takes a called shot at -3, but a successful hit
automatically destroys it. After her eye is destroyed...

Part Five: Epilogue




Characters should decide to stay or go at this point.

Conan refuses saying they will need all that is left to start a new city. [Experience: 500 for not
accepting a share of treasure.] A night of revelry and partying ensues. Allow players to wench or
drinking for points at this time.

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 Y2 level for each PC, +/- %4 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



