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Shadows in Zamboula

By Wesley Connally

Please send suggestions and commentgt@cwc.edu

Levels: 6-8

Reputation: 10 Darfar, 10 Con@&buntryReputatioris based on a 1-5 scdi®m barely known

(2) to heroic status (5Forevery 5 points of Adventuredgutation the characters eabased on a
successful adventure, their score for tlheriry Reputation in the country where the adventure takes
place,goes up by 1. Reputation will affect NPC reactioltsy prices, jealousies, women gtc.

Adventure Summary
This adventure is meant to be played immediatdlr dBlack Tears.” If it isn't simply omit Conanfezences in

the text.

The party hopefully avoids becoming cannibals meetl. They are approached by a beautiful maid veys b
their help in saving her brother from the priesaty in Zamboula.

Part One: Aram Bakshs House



Allow characters can finish their conversation. dreb the overview of Baksh’s neighborhood posted
at the end of this adventure.




After characters are finished eating, drinking, aodsibly interacting with other patrons, read on.

If characters check outside, they find an enclasedt, the walls flanking the road are low and ockl
on the gate leading to the road. Secretly rolk® who gets the “special” room, the one with &tric
opening from the outside and the one where theactarrwill be attacked. The oil lamp has but a few
minutes of oil left in it.

Somewhere beyond the palm groves a drum begins.

One hour later a large Darfirian enters the roorak&lithe silhouette appear demonic.

[Darfirian (AC:8 HD:3 hp:27 Mv:12 Th:16 D:d4+3 SA&D: Sz:6 XP:140)]

If the Darfirian is slain...
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[Darfirian (AC:8 HD:3 hp:27 Mv:12 Th:16 D:d4+3 S&D: Sz:6 XP:140)]

Part Two: Zabibi, the Dancing Girl, and her Beau

After the assumed battle and victory...

Question and Answer session, so pause betweenraphag

They hear sounds of many scuffling feet and chaftkaracters have a chance to respond hiding
among the abandoned huts. If they allow the comfdytacks to pass by, they hear the following.




After they pass, she senses the most charismatioses her feminine wiles to get the group to $earc
for her lover, “Alafdhal.” She addresses most afffiging to the most charismatic. This is the BID

[Alafdhal (AC:4 HD:8 hp:86 Mv:12 Th:11 D:d8+4/d88A: SD: Sz:6 XP:450)]

After he has been subdued...

After they tend to Alafdhal, she turns to the clotgawith the highest charisma.

Take the party's thief (or the one with the higlpesteption (PER) score) aside and tell him that he
recognizes that Zabibi is actuaMafertari, mistress of Jungir Khan and Alafdisahone other than
Jungir Khan!

Additonally, he sees she has the farBéar of Khorala, a legendary ring of the Queen of Ophir,
carelessly lying at rest on the table. He must deweide whether to play along with her game, orakve
her attempted subterfuge before all. Suggesthabay consider pocketing the ring for gain or
bribery if things get bad.

If he reveals her secret, she will deny it, sayinget that often, a resemblance that has provided
many benefits in my life.” She smiles, but thosekimg a PER check at -4 can see a quick icy glahce a
the thief.



Below is the most logical series of conversatidribe thief plays along with her masquerade for now

If they protest the slaying of Totrasmek, sayingytivill be a hunted group and the pleading of a
“dancing girl” will not stop the Zamboulian guarftem feeding the vultures with their bodies.

If they ask for a reward...

Part Three: The Temple of Hanuman

Characters have little time to prepare. If theyoignher warning about armor, make sure they later
understand their folly as they attract more encensndf priests and in Baal-Pteor's chamber. Refer t

the map of the temple posted at the end of theradre




Characters have no chance to snatch her back & kiot you may roll some dice to give the
impression that they do. Of course after failingittattempt, they will try to break the door whish
impossible without a battering ram. There are naodhes or locks to pick either.

They must go around the horseshoe area describgdtilyi. Each door that doesn't lead to Baal-Pteor
contains 0-3 priests of levels 1-4.

If characters are without metal armor, and takegt move quietly, they may pass the series ofsdoo
leading to the servant's and priest's quartersamntéuly.

But otherwise, pointedly state that the metal armakes stealth nearly impossible. Roll d6 for every
two squares of movement. On a 1 or 2, they atthecattention of a room of priests (0-3 of therh)nl
the first round, the priests are not dispatched ptiest automatically lose initiative), or thega
silenced, e.g., with a Silence 15' spell, theirwiy alert 1 or 2 rooms of priests. Each roundstivill

be repeated until half the temple (obviously thi tiat the characters chose to travel) will be agep
in combat. At this point, two priests will brealkf ahd alert the other side of the temple. Thosespsi
will start to arrive at a rate of d3 priests paund. Keep track of priest as their numbers arefi(ii8).

Baal-Pteor will not join the fight at this pointeHvill wait for their possible arrival into his améer
where he has the advantage.

When they make it to Room 3, Baal-Pteor's chantdteck where everyone stands and read the
following:

ne
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This spell not only produces illusions which paraly those who fail, but activates the magnetiogforc
on the marked table. Two things happen to the chers

1) Save vs spells or become transfixed. The illuswiisnot kill. They are there to distract while
Baal-Pteor strangles each character one at aWhen a character dies, his image fades to
nothing in the mind's of his comrades. This imag®s surviving characters to get another
save vs spells at -2 to break free. A successtid saans the character's vision returns to
normal but loses 1 round of action in any casddardis head.

2) A powerful magnetic force begins to pull any métavards it (remember Zabibi's warning).
Note the location of the magnetic table with respecthe character's position. For characters to
resist, they must make a ST check. Failure mdansdither must let go of the metal or be
drug to the table and be stuck. For every 10 poohdsetal, the ST check is made at -1.
Furthermore, if characters are within two squafeb®table (w/in 10%) they get another -2. If
they are within 1 square (5') the penalty is -3. ¢f@mracters with exceptional strength, subtract
a bonus strength level for each -1. For examptdaaacter with an 18/54 ST, and a -5 to save,
would save at a 15 (18/01, 18, 17, 16, 15). A attarssaving in the range of exceptional ST,
still fails on a 19 or 20.

[Baal-Pteor (AC:8 HD:10 hp:103 Mv:12 Th:9 D:d4+6 S#kangle SD: Sz:6'6” XP:3900)
Can inflict d4+3 CON points per round on an uncanss foe until dead.]

Strangle vs Conscious Foe: use grapple rules, dalk-Bteor does a called shot (-4) to hit the nkck.
he wins, he can skip the next phase (equivalewréstling proficiency) and immediately begin to do
d4+6 damage. If he hits the neck then he also dé€2 CON points. When CON is <3, the character
falls unconscious until CON is 0 or his hp expidschever is first, at which time he dies.

After the battle, a quick search will reveal a sécloor, behind which screams ensue.
9



[Totrasmek (AC:2 HD:8 hp:48 Mv:12 Th:14 D:d6+1 Spefis SD: Sz:5'6” XP:4000)

ST: 17, CN: 14, D: 12; I: 10; W: 16; CH: 17, COM2 1

He wears Leather Armor +2 and a necklace of Hanumeatowing a +4 AC to such worshipers. He
wields a Brass Mace +1 against good creaturegpfhend being carved into the likeness of an ape.]

Spells: Cause Light Wounds; Cause Serious Wounttgibbing Bones (failure indicates -2 on combat
rolls from internal pain); Hold Person; Sticks toaRes; Poison; Summon Flying Monkeys

Totrasmek has previously cast Summon Flying Monk8smonkeys are perched on overhangs
watching the events unfold, but are commandedtézlagny intruders.

[Flying Monkeys (AC:7 HD:2 hp:12 Th:16 from above @+2/d4+2/d4 SA:dive, X2 damage SD:
Mv:12 (fly 18 B) S: s ML: 20 EX: 180)]

Characters can opt to get a free hit from behindefthbackstab is appropriate.

If the PC who noticed it earlier took it, the sdavall, of course, be fruitless but she will seafoha
d10+3 rounds. Otherwise, she finds it in a d10 dsun

Once they defeat Totrasmek, the characters hat@ aafe rounds to exit the temple. Note, you should
compare this roll with Zabibi's roll to find heng. The difference between the rolls are the nurober
safe rounds or the number of unsafe rounds whereesmaining priests are searching for the party.

There is a 1 in 3 chance per round that d4+1 gridistover the party. 0-2 priests join the frayheac
round after that until 18 priests, minus any presly killed, appear.

When characters finally ask what she is doing...




Whether she finds it or no, she wants to hurryetam to Alafdhal to use the phial. And on their
successful escape...

The sack of silver turns out to be 900sp.

Part Four: Epilogue
Characters at this point have several options:
1. They can try to get their revenge on Aram Baksh
2. They can track down the clan of cannibals justidetghe city to eliminate them (their
number is 48)
3. They can do as Nafertari says and search the teinglier the protection of Jungir
Khan, serving those two for a time
4. or they can simply leave the city

If they escape with their lives, award PCs with Xpsf you use a simplified system like | do, this
adventure should be worth ¥ level for each PCYaevel based on roleplaying, time to complete
adventure (the longer, usually the more XPs)

| also keep track and award the following bonuseash worth 1/10 of a level:

1. Most Damage in a single blow/spell
2. Coolest Critical Hit by a PC
3. Weirdest/Funniest Happening
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4. Scribe (one player must write all notes includingnsters killed and treasure gained)
5. BID if she is alive and relatively unharmed
6. Bestldea

12



Priests of Hanuman
HD: 1-4,&6

hp: 8,14,20,28, & 42
Th: 20, 20, 17, 16, & 13

Spells: chant, command, cure light wounds, heaainetld person, spiritual hammer, summon flying
monkeys
1 in 3 4th-level priests have a magical item.

Zabibi (Nafertari)
Mistress to the city's ruler, Jungir Khan
S:8C:11D:151: 14 W:9Ch: 16 CO: 18

Ring of Khorala:

When the key word inscribed on the inside of ting is spoken, the wearer melyarm as per
spell anyone of the opposite sex. Direct eye camaust be made. This power is usable but once per
day. It is also extremely valuable. The former onafethe ring, the Queen of Ophir, would gladly pay
4,000 gold pieces for its return, no questions éskeharacters may be reluctant to return it ag thoe
not know that it will be a “no questions asked” lexcge.

Summon Flying Monkeys
Level: 4 Casting Time: 4
This spell summons 2d4 flying monkeys who will2Z%hours worth of task or partake in one
battle. Monkeys (AC:7 HD:2 hp:12 Th:16 from abded4+2/d4+2/d4 SA:dive, X2 damage
SD: Mv:12 (fly 18 B) S: s ML: 20 EX: 180); monkegppear 1 round after summoning.
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