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Background
The Explorer

Holst Geller is a known explorer of Lustria and has arrived with the fleet as part of another quest for antiquities and intellectual renown. After arriving at the port, Holst and his entourage settled in the Magnus and Dragon and he began asking around about local dangers and the fate of past expeditions in the area. This acquires the attention of a Slann Scout who has been watching the port from the jungle. He covertly gains Holst’s attention and offers to take him to a Slann ruin for a suitable fee. However, while the Slann does indeed know the location of the place, he is intending to march them into an ambush as they reach it. He has made a deal with a local venom tribe that will leap from a pond, capture the party, loot their possessions, and sell them to those with the ability to lobotomise them for servitude, thereby gaining the scout and tribe wealth and respect. Unfortunately, the city of Kthwaopnit’pho that is to be their destination has fallen and they are unaware of this (see The Silent City).

The Coming of the Skaven

A migrant Skaven Clan settled in Lustria around one thousand five hundred years ago and despite significant loses to the new environment they finally achieved mastery over the disease and corruption that had cost them so dearly. Clan Pestilens was born and they immediately stormed a Slann temple-city, slaughtered the residents, and occupied it. They thrived and multiplied, and started to pillage the surrounding areas for slaves and sacrifices to their dark deity. The Slann tried numerous times to evict them, none of which succeeded.


A mighty Slann Warlord named Kwetzelle Sakatananga and his forces led several campaigns to try to reclaim the temple-city none of which were successful. Then a century after Sigmar was crowned, the Skaven sent a massive force back to Skavenblight that prompted a civil war within the ranks of the Children of the Horned Rat.


The dwindling of their enemy’s Lustrian reserves caused the Slann to mount one more desperate offensive, but despite weeks of fighting, it ended in failure. Clan Pestilens then retaliated against the Slann capitol, seeking to break the Slann race and end the hostilities. Kwetzelle and his forces were involved and he gave his life to save the Slann emperor.


The Skaven were eventually repulsed and neither side has instigated a major confrontation since. The Skaven still occupy the city and devote themselves to their fell and twisted creed, and the Slann have more to fear from the dry skins.

The Ruin

The ruin that is the scout’s destination is the final resting place of Kwetzelle Sakatananga. After he fell in battle, the Warlord was laid to rest in his tribe’s sacred land and a great tomb was established for him and the many Slann who had fought so bravely at his side.


Since that day, Clan Pestilens has been tunnelling out under all of Lustria and several centuries ago they ran into the lower levels of the crypts. After finding nothing of use or consequence, they collapsed the access to the Clan Pestilens exclusive Lustrian Under-Empire and moved on.

The Nest

A short time after this event, the continuing Skaven excavations in the area caused a seismic shudder that collapsed a section of cave near to the ruin. This caused a breech that allowed the Lizardmen living in a nearby small cavern to access the bottom levels of the ruin. They occupied the deserted areas of Skaven tunnels and branched upward into the floors above to populate the lower reaches of the ruin.

Part 1: An Offer of Employment

When next they are in the port, the explorer and his aid approach the party. He is cordial and friendly and asks them if they have current employment as he is looking for some additions to his entourage.

The Offer: The party will accompany him and his champion into the jungle. They have found a local indigenous guide whom he is not sure he trusts implicitly and this guide may know the location of a ruin of great importance. The possible benefits of finding a Slann temple far outweigh the danger.


They have a team of porters who will carry the party’s possessions and this will leave them free to fulfil their role of guards and escort. When they find the ruin that he is seeking, they will help maintain security and in exchange for their services they will be given food, and a 25% share in whatever they find.


If they wish to haggle, he will go up to 50% with some hard bargaining. Holst knows that the adventurers are likely to see nothing but gold, while he knows that seemingly worthless stone and bone trinkets will gather a far handsomer price from scholars and men of learning back in the Empire.

It is up to them whether they accept or choose to wait for another job.

Holst Geller

Servant, Thief (embezzler), Student, Scholar, Explorer.

Appearance: 5’ 2”, this slender man is slightly tanned and he has a mane of light brown hair that is tied back with cord. He wears loose pale clothing with sturdy scuffed boots. A machete lies at his side, as does a fine sword, a pistol, and several pouches.

Background: A common serf to a noble house, he had dreams of becoming rich and famous and refused to do nothing about them. He knew that he would require an education to get ahead in life and his servant’s wage was not going to pay for it. He started removing and selling the odd valuable item from his aging employer’s home but this was still not adequate for his needs so he started to embezzle. The family fortune was quickly appropriated and he moved to Altdorf with his riches to start over with the new identity of Holst Geller. He became a student and later sold his skills as a scholar. History and the lands beyond the Old World fascinated him and eventually he managed to convince various college sources to fund expeditions to foreign lands to unearth their secrets. He has made three trips to Lustria and has located a number of small ruins and artefacts that have warranted a fourth expedition.

Persona: Ruthless with regard to acquiring what he wants. He has made a very comfortable living for himself and is well regarded in many circles. He has left his criminal past behind him and he now works to learn and expand both his wealth, knowledge, and the respect afforded him from his discoveries. He does not like fighting and will stay behind Gunner. Protection is the job of the party.
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Age: 37


Alignment: Neutral



Fate Points: 2

Skills: Arcane language: Magick, Slann, Astronomy, Blather, Cartography, Concealment: rural, Dodge blow, Drive cart, Follow trail, History, Heraldry, Identify plants, Lightning reflexes, Linguistics, Luck, Magic sense, Orientation, Palm object, Ride, Read/write, Rune lore, Secret language: classical, thieves tongue, Secret signs: thieves signs, Silent move: rural and urban, Super numerate.

Trappings: Machete, Sword, Pistol (BS: 10), 2x Waterskins, Slingbag, Storm lantern (fully fuelled), Blanket, Oilskin, four pouches of Middenheim containing shot and powder for eight more shots, a tinderbox, small knife, telescope, notebook, small quill, pot of ink, six feet of cord, a whetstone, and a compass.

Gunner Meinhardt

Watchman, Judicial Champion

Appearance: A squat, burly man in sturdy practical clothing. He has a shaven head and several scars. At his side are a curled net, a sword, and a dagger, and in his hands rests a two handed axe with a finely carved mahogany haft,

Background: A member of the Altdorf Watch for several years, he was growing tired of the monotony when a cutpurse struck near to him. Gunner caught the thief, who pulled a knife to fight him off. Gunner’s swift dispatching of the criminal caused the owner of the purse to offer him employment as his personal guard. He has been Holst’s armoured shadow ever since.

Persona: A resolute individual who has little talent save for his combat abilities. He likes his scenery to change and is fiercely loyal to his employer because he takes him on trips all over the world. He will not leave Holst because his job is to protect him, while the adventurer’s job is to protect them all.
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Alignment: Neutral

Skills: Dodge blow, Specialist weapon: lasso, net, parrying, two handed, Strike mighty blow, Strike to stun.

Trappings: Two handed axe, Sword, Shield, Dagger, Net, Pot helm, Purse 42 GC 22/-, 10d, Pouch with whetstone and tinderbox, 2 x Waterskins.

Porters

They have a vague awareness of some fruits that are safe to eat and can supplement their own rations with this, collecting as they march, and thereby extending their rations by an extra week.
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Skills: Dodge blow, one of them has identify plant (gaining two meals of vegetables at the end of each day, and another has set trap and six wire snares (six chances at 58% per night to catch a small animal that is worth one meal).

Trappings: Clothes, Knife, Pouch, Tinderbox, Slingbag with three weeks iron rations, Oilskin, Blanket, Metal pot, Backpack.

#1: a three man tent (100), Storm lantern (30), 6 x weeks iron rations (300), Grappling hook (20).

#2: a three man tent (100), Metal spade (30), 6 x weeks iron rations (300), Storm lantern (30).

#3: a three man tent (100), Metal spade (30), 2x Waterskins (200), 2 x weeks iron rations (100), Crowbar (20).

#4:, Storm lantern (30), 30 x yards of rope (300), 2 x weeks iron rations (100), 3 x empty sacks (21).

#5: 6 x empty sacks (42), Kettle (10), Leather oil skin holding 10 pints (50), 2 x Waterskins (200), 3 x weeks iron rations (150)

#6: Leather oil skin holding 10 pints (50), 4 x Waterskins (400)

#7: 3 x Blankets (30), 4 x Waterskins (400)

#8: for use by party

Total sustenance (to be divided by ten, plus the party members).

Food: 552 days.

Water: 128 days.

This will be supplemented by snares, and by refilling the depleted waterskins at every opportunity.

Part 2: Setting Off

Expedition Rota

After taking some rafts across the river, they enter the jungle and are met by the scout. He makes token greetings and then proceeds on foot towards the site. Ten hours travel at cautious rate is made each day so that Holst and the porters can get their jungle legs back and get used to the heat. Besides, they are in no great rush and would rather get there safely than rush and risk a broken or twisted ankle or a fatality.


The party are to take turns hacking a path as they follow the guide who slips easily through the jungle. Holst and Gunner travel behind them, and the porters trail in their wake.


When the expedition stops, three porters gather firewood, another searches for vegetables while another sets the snares for the night. Three set up the tents, and food is prepared. The guide hunts his own food and then returns to camp.


The party are expected to keep watch, and in the morning, everything is put away and the journey continues.

It is around ninety-five miles to the ruin, so it will probably take a couple of weeks to get there. The scout knows the jungle and will avoid, hide from, or not assist in most random encounters, the only exception being other Slann. He will have the expedition pause, arm themselves, and hide while he quietly negotiates with the Slann and reveals the plan to get rid of his kind and allow the group to continue.

Glob’doph’pop

Slann, Scout

Appearance: A squat humanoid amphibian with large eyes, a wide mouth, and webbed feet and hands. His skin is dark green with brown slashes and he carries a spear. He speaks with a halting manner in a sibilant gurgling voice.

Background: He was a part of a tribe who lived peacefully near the mountains. Bull Slann of the Emperor attacked them and only a few escaped. As a consequence, he now does not mind taking gold and other rewards from the dry skins to show them the forgotten places of the Slann Empire. He encountered the ruin that they are heading to when he was still a young pond spawn, and he knows that it is very old, still sealed, and probably has much gold in it.

The Truth: He has seen the expansion of the dry skins and when his tribe captured some, he offered them assistance if they would teach him their tongue, which they eagerly did. The humans were taken to the city for slavery as was intended and he started up relations with some of the local hunters and explorers. Infected by their greed and fuelled by his covert resentment of the invaders he found a displaced Venom Tribe and exploited their own hatred to create this current trap. This will be the fifth expedition he will have betrayed.

Persona: Greedy, manipulative, sneaky, and callous. He does not like the dry skins and sees them as a way to increase his wealth and standing by serving them up at the city. He cares only for himself and will flee if threatened or harmed. He will not involve himself in any combat that occurs en route.
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Age: 36






Alignment: Neutral

Skills: Concealment: rural, Dodge blow, Follow trail, Identify plant, Game hunting, Marksmanship, Orientation, Scale sheer surface, Silent move: rural, Set trap, Speak additional language: Reikspeil, Spot trap, Strike mighty blow, Swim.
Trappings: Spear.

Part 3: The Ruin Of Kwetzelle Sakatananga

The jungle parts and reveals a strange ruin in a sizeable clearing. Four pyramids rise from the thick undergrowth and their corners connect to a stone platform with an obelisk rising from the centre. Everything is comprised of solid stone blocks of great antiquity and each exposed face is carved with numerous hieroglyphs that are slightly obscured by carpets of vines and tufts of wild grasses. Between each of the four pyramids is a glittering tranquil pond.

The tribe is lurking within the pools and in the jungle. They will attack from all directions as soon as the party enter the clearing, whereupon the scout runs for cover. The tribe seek to wound and inflict poison damage to enfeeble and then they strike to stun as best they can, but if they start taking heavy casualties (more than 50%) they will go for the kill. When they have knocked someone out, they will attempt to tie them up and flee with the captive. This takes one turn divided by the number of Slann assisting.


The porters will drop their bags and seek to defend themselves as best they can because there is no visible way out, and even if they slip the cordon, the Slann will easily outpace them.


From a suitable vantage point, the scout will taunt them. For instance ‘Fool dry skins. You greed for this place doom you. Take you Kthwaopnit’pho. They make you not men. They take off what between leg and between ear. Then you serve great Slann.’


He will flee if attacked or if the tribe are defeated. He will not return and if there are captives, he will start obscuring the trail of the Slann that are carrying them and then make for the city himself.

Slann Venom Tribe

Persona: Displaced several times and attacked constantly by the dry skins, this tribe have a very vivid loathing of humanity and it suits their sense of vengeance to see them betrayed by their own greed, robbed, and then turned into mindless zombies to serve the Empire they have been transgressing against.

Appearance: They are small and have black slick skin with bright green stripes and a red crest on their heads.
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Special Rules: Subject to animosity against humans. Their first attack with any weapon carries one dose of a toxin that unless resisted will cause the loss of 1/10 from all characteristics for d10x10 rounds. If any characteristic reaches zero, the character lapses into a coma and will die in their toughness in turns.

Skills: Concealment: jungle, Dodge blow, Swim.

Trappings: Handweapon, Breastplate, Shield. Those in the jungle have a bow and quiver of 2d8 poisoned arrows.

Aftermath

Wounds are cleaned and dressed and an inventory of what has been lost made. Camp is established and guards set up.


The porters are given any recovered weapons and stationed on guard. The party are expected to search for a way into the pyramids while Holst starts working on deciphering some of the texts. He is not at all upset because the guide brought him to the correct place, and while the attack was troublesome, life and the quest must continue.

A successful search (–10 due to the undergrowth) at the base of the correct pyramid will uncover the access stone and eight points of combined strength will be needed to drag it out.

It will take Holst the rest of the day to discern that the ruin is some sort of burial structure dedicated to a Slann warlord called Kwetzelle Sakatananga and those who fought and died at his side. The name translates roughly as ‘warrior of no fear and relentless ferocity’. He served in many campaigns against both dry skin and what is referred to as ‘corrupted fur bodies’. He and his forces led several campaigns to retrieve or reclaim ‘the stolen pond jewel’ which is either a tremendously important holy item or some sort of fabulous temple or city. There was a huge battle at the capitol city called ‘Cotec’ and he gave his life to save that of ‘the brightest star of the Firmament and Lord of all the Waters of the World Pond’. As a sign of respect and gratitude, he was laid to rest along with his worldly possessions and most favoured and loyal spawn in the sacred pond of his tribe. Then this structure was erected to honour him.


Since there is likely to be significant cultural information as well as prodigious wealth, Holst will want to head in fresh when morning comes.

At dawn, the porters begin to dig and create some defences in case the tribe return and with lanterns issued, and excess baggage left behind, Holst, Gunner, and the party head down.


In the event of confrontation, Holst will want to retreat and let the party deal with the threat before he continues.

Part 4: Into The Depths

Ground Level (map 1)

1/ The Entrance Hall

The interior of the pyramid is hollow and there are several wall sconces with unlit torches slotted in them. The walls bear many hieroglyphs.


Holst will want to study them to try to see if there are any clues with regard to hidden locations. An hour of translation will reveal that they are various curses and promises of eternal damnation and destruction for those who would soil the sacred final pond of Sakatananga. The party will be extended the offer of heading in and seeing what else they can find while he does this. Holst will catch up to them when he is done.


There are four torches and they will all still work if they are lit. The stairs that lead down are covered in dust and the walls have pictures of armoured amphibious humanoids marching along with weapons in hand.

2/ Crossroads

There is a spiral staircase leading down and three other sets of stairs lead up towards the interiors of the other pyramids. Each of these acts as a shrine to a renowned Old Slann who became semi-deified with the passage of time.

3/ The Pyramid of the Pond Master

The inside of this pyramid has a stone statue in the centre. It depicts a squat amphibian form with fins and webbed extremities. It has four arms and they are extended out towards the walls where there are many carvings of water and pond plant life. Amidst this are many infant Slann swimming and playing.


Theology: An Int test –30 will recall some vague tales of Slann worship and will discern the interior as a shrine and the statue that of the Alligator Totem, the Slann spirit that embodies the waters of their Empire. It is a totem of safety, security, peace, and prosperity.

4/ The Pyramid of the Jungle Toad

The inside of this pyramid has a stone statue in the centre. It depicts a small amphibian form with rough warty skin. It is presented in a crouched, furtive position and it holds a curved dagger in one hand, and an undefined humanoid head in the other. The walls have many carvings of jungle scenes and in all of them can be seen lurking figures of anonymous Slann.


Theology: An Int test –30 will recall some vague tales of Slann worship and will discern the interior as a shrine and the statue that of the Jaguar Totem, the Slann spirit that embodies the jungles of their Empire. It is a totem of vengeance, protection of the Empire, and of challenge against adversity.

5/ The Pyramid of the Sky Colossus

The inside of this pyramid has a stone statue in the centre. It depicts a large amphibian form that towers up and stares benignly down at the ground. In one hand is clutched a lightning bolt, in the other a rough round rock that has flames curling up from it. The walls are filled with images of clouds and rain.


Theology: An Int test –30 will recall some vague tales of Slann worship and will discern the interior as a shrine and the statue that of the Eagle Totem, the Slann spirit that embodies the skies of their Empire. It is a totem of wisdom, contemplation, and thought.

The Warrior Chambers (map 2)

6/ The Hall of Guardians

In each of the alcoves throughout this long hall is a ferocious looking statue that depicts a Slann warrior in strange amour that has the motive of an eagle, a jaguar, or an alligator to it.

7/ Construction Halls

These halls have numerous wall sconces with burned out torches in them. There are large tables and numerous blocks of stone in various degrees of being carved. There are some pots, pans, chisels and other assorted masonry tools laying around as well as rotten planks of wood and rope.


Each of these halls was a haven for the many workers who helped create it. They could toil out of the sun, and in peace, safe from attack and interference.

8/ Antechamber

There are several stone slabs and hieroglyphs on the walls that if translated reveal that they were of religious prayer, sanctification, and blessing.


The bodies of the warrior Slann were laid here while awaiting passage into the next room.

9/ Preparation Room

There are several stone platforms inscribed with hieroglyphs of sanctification and purity of water. A set of stone shelves bear strange cutting tools and a great many pots.


The tools are rusted and weak, and whatever was in the pots has long since evaporated and only a dust with a spicy smell remains.


The bodies were readied for burial here.

10/ The Arsenal (accessed only by the secret door)

This large hall has many racks of wood, many of which have crumbled from age and have spilled their collections of weapons onto the floor. Decrepit spears, swords, axes, and shields lay everywhere.


A secret arsenal of weapons was maintained in case the Slann came under attack during construction.

The Hall of Deeds (map 3)

11/ The Watchdogs

At the base of each set of stairs is a bipedal reptile measuring about ten feet from tail to snout. They have powerful hind legs but very small and almost useless clawed arms. Their hide is dense and scaly with a dark green hue. A thick metal collar encompasses their broad neck and a length of chain connects it to a ring in the wall.


These Carnivorous Snappers were anchored here to serve as watchdogs. The Lizardmen know that humans like to pillage ruins such as this and if that day came, they wanted to know about it.


The beasts are roused by the characters approach on the stairs and will attack immediately. They have chain enough to head fifteen yards in any direction.

Carnivorous Snapper
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Special Rules:  Cause fear in living creatures under ten foot tall. Tough skin provides two amour points on head and back. One bite, one tail lash (-10 WS, rear only).

As soon as they are dealt with, a listen test (80%) hears the sounds of much movement echoing in the halls and choruses of a harried hissing sound. This is from the females and hatchlings who are rushing down as warriors grab weapons and prepare to defend their nest.

12/ The Halls of Deeds

The walls of this area are covered with depictions of the many deeds of Kwetzelle Sakatananga. There are some confrontations with poorly presented humans, but many of the conflicts seem to focus on hordes of strange bipedal rodents that are often shown rising from the ground and they are swathed in swarms of flies. The beasts are distorted, crooked, and riddled with diseases of every kind.


The party will now be subject to attack by small groups of Lizardmen. These are poorly coordinated efforts to assault or ambush them and will primarily serve as a delay so that the Cold Ones can be readied for a more coherent assault.


The Lizardmen have one attack and a high initiative, therefore after they have made their assault they are very likely to dodge back and avoid any retaliation. The longer they can keep up this hand to hand hit and run tactic the longer the rest of the tribe has to flee and the warriors mount up on their Cold Ones. One tactic that can help overcome them will rely on a character forcing a Lizardman to dodge and then a character with a lower initiative can then charge them and despatch the off balance and vulnerable beast who cannot dodge again.

Lizardmen Warriors
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Special Rules: One point of armour on all locations. Immune to fear and terror.

Skills: Dodge blow. Nightvision: 30 yards

Trappings: Feathered head dress, Bone necklaces, Shield, Club.

The Crypts (map 4)

13/ The Shrine

The portal before the stairs depicts a huge glowing archway around the opening and this image is carved with details that suggest that whatever the true version is, it glows and crackles with immense power. The image has many runes and sigils that are only hinted at and never fully revealed. The walls are decorated with images of Slann warriors. They wear elaborate amour and carry ornate weapons. Some are borne in litters that have vacant eyed humans beneath them.


These are images of the Slann warriors and wizards who are interred here.

14/ The Crypts

The stone doors sealing off the crypts have T: 8 D: 10 and they each have a number of stone platforms in them and these bear the desiccated remains of a Slann warrior in their amour and with weapon in hand. The walls have the names, deeds, and honours of the Slann within. After long careers in the service of the Emperor and to their Warlord, they met their end at the battle of Cotec against ‘the corrupted fur bodies from below’.

Heal wounds/Surgery: All of the Slann were killed by a deluge of frenzied, almost psychotic weapon blows. An Int test discerns that many of the weapons were notched or serrated. Some of the cadavers also bear the marks of exposure to poisonous and corrosive gases. Others have rat bites that range from multiple small nips from normal species, to bites from giant rats, and to some bites that are from creatures even larger than that.

A: Five Slann are clad in desiccated alligator skins. They each have a shield and a weapon that is ancient and crumbling into dust or rusting away to nothing.

B: A finely wrought litter lies broken upon the floor. It was once borne by six mummified humans who have collapsed with age and the shattered wood has a desiccated Slann sprawled upon it. Dressed in elaborate strings of bones its skin still has hints of the many tattoos of strange symbols upon it. An ornately carved staff lies at its side and is seemingly unaffected from age.


The humans have strange stitch marks on their temples and have had their genitals removed. The staff serves as an energy jewel of 5 MP’s and has the ability of characteristic bonus +10 WS, and +1 D.

C: Eight Slann dressed in the decayed remnants of jaguar skins. They each have a shield and a weapon that is ancient and crumbling into dust or rusting away to nothing.


D: Six Slann dressed in loose piles of eagle feathers and they wear helmets shaped like eagle’s heads. They each have a shield and a weapon that is ancient and crumbling into dust or rusting away to nothing.


E: Five Slann whose skin is painted black. They each have some sort of strange symbol presented on their chests and this same motif is repeated across their bodies.


F: Twelve Slann whose bodies are decorated with feathers and other odd markings. They each have a shield and a weapon that is ancient and crumbling into dust or rusting away to nothing.


15/ The Breach

The wall here has been broken down from the other side and rubble litters the floor before it. A ragged tunnel leads down and as soon as the party reach this point, they hear the sounds of what sounds like galloping but it has a heavier and scratchier sound.


A cold one charge now begins as the warriors seek to drive the intruders out, kill them, or at least let their females and hatchlings escape. If the party can hold the position, dealing with them single file will make survival a great deal easier. The stupidity test for the Cold Ones is based on the leadership of their rider if they have one.

Lizardmen Cold One Riders
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Special Rules: One point of armour on all locations. Immune to fear and terror. They cannot dodge while on the back of their steed, so targeting them while they are mounted in a useful tactic because once they are on the ground they are a lot more agile and tough to deal with. Head and arms: -20 WS, Body and legs: -10 WS.

Skills: Animal care: reptiles only, Dodge blow. Nightvision: 30 yards, Ride.

Trappings: Feathered head dress, Bone necklaces, Spear, Shield, Club.

Cold Ones

Large bipedal reptiles with long hind legs and powerful arms, all tipped with curved wicked talons. Small horns create ridges along their head, down their back and along their tail. Their green skin is thick, scaly, and has a slick quality to it.
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Special Rules:  Cause fear in living creatures under ten foot tall. Subject to stupidity until they cause a wound, whereupon they may act as normal.  Cold Ones will never attack other creatures of the lizard race i.e. creatures whom their infra red spectrum of sight registers as cold blooded. They have one amour point of dense skin on all locations. Their skin exudes a poisonous slime that has no effect on reptiles, but if absorbed through the pores will affect all other warm-blooded mammals.

Any critical hit result that causes a ‘covered in blood’ type effect will result in the absorption of a dose.

1 to 2 doses: drowsy.

3 to 4 doses: unconscious.

5 to 6 doses: paralysed.

7 doses: dead.

16/ The Passage of Homage

In each of the nine alcoves is the statue of a legendary Slann hero. They are all made of gold and have an enc of 125. They are worth around 500 GC each, possibly more to a collector of such items. The statue to Kwetzelle Sakatananga has a secret door behind it that accesses his personal tomb. If Holst has finished his translations then he will recognise the identity of the statue.


The Lizardmen have no interest in gold and have ignored this area of the ruin.

17/ The Tomb of Kwetzelle Sakatananga

To the left are a number of shelves laden with stone tablets that are engraved with hieroglyphs. To the right are many war trophies all of which are mounted on the walls. There are banners, weapons, armour, and stuffed heads. Ahead, is a stone catafalque in which lies the desiccated remains of a Slann warrior who is clad in ornate amour and has a halberd clutched to his chest.

The Library: The tablets tell the tale of his conquests and achievements and of the fight against the Skaven. It finishes with the epic telling of his death. Holst will want to take the tablets because they will be worth far more than the statues. The porters will be loaded up with the tablets and the remains of the Toad Slann. Holst will offer the party the deal of letting them have all the statues and the sword and staff so that he can preserve these relics.

The Trophy Room: There are heads and possessions of Lizardmen, Pygmies, and Skaven as well as animal heads and pelts, all killed by Kwetzelle. Everything is very old and extremely delicate, but they hold little interest for Holst.

The Toad Slann: An examination by someone with heal wounds or surgery will discover massive trauma to the mouth and throat that clearly suggests that the lungs and organs of the Warlord were corroded by some sort of incredibly potent and almost instantaneously acting contagion.

The Sword: The two handed sword is a black and brutal looking weapon with one serrated side and a pommel shaped like a rat skull. It is magical and was taken from a Skaven Chieftain whom Kwetzelle killed in personal combat. It has the ability of +10 I and is a bane weapon versus Humans.

Lair of the Lizardmen (map 5)

In this area will be a number of Lizardman warriors who are defending the retreat of the nest up the tunnel to the surface caves and then into the jungles. They will have a few Carnivorous Snappers to assist them and they will not pursue retreating characters.

The area is obviously the primary home for the entire nest.


Characters with mining skill will notice that these tunnels were created centuries after the upper levels and by an entirely different race, one whose techniques were nothing like those employed by the Slann.

18/ The Access Point

The tunnel here is filled with rubble. Those with mining will automatically realise that it was deliberately collapsed some time ago. The stink of corruption and decay trickles through the boulders. It would take weeks of work to get through and even then, it would only access the lethal Under-Empire of Clan Pestilens.

19/ Tunnel

This ascending tunnel travels from some two hundred yards and then a sizeable fissure accesses a small natural underground cave system. Mining skill will determine that the fissure was created by a seismic event and it allowed access between cave and tunnel. The cave leads out into the jungle.


Follow Trail will discern the rash tracks of the young and females that fled.

Part 5: Aftermath

Once he has the tablets and has had a good look around at everything that lies here. He will want to spend two weeks to have a very intense study of everything and make notes on what he has found. This is of course, with food permitting. During this time, the party will have little to do but soak up the sun, relax, keep watch, and maybe practice new skills or learn any relevant ones from Gunner or the porters. Once he has finished, Holst will want to get back to the port, get a room, and get working on everything that tablets mean. The pyramid is resealed and the journey home begins.


The Treasure Trove will buy the statues as their value in gold only. Precious Pete will put his Int of 66 and evaluate skill to work on the entire batch and buy at 25% less than his estimate. Lustrian Joe’s would be interested in one and will go up to 520 GC for one to anchor very firmly to the bar. The doctor is also intrigued and would pay 550 GC for the Sakatananga one, or 700 GC’s worth of services and credit with him.


Again Eckhart can do magic sense for 2 GC an item to find out what they are, and he would be willing to exchange the staff for couple of healing potions.

The adventure continues in ‘The Quest Of The Bathryll.’

Part 6: Experience Points

25
Accepting the job

50
Reaching the ruin

50
Killing the scout

25
Defeating the Venom tribe

50
Accessing the ruin

75
Holst ends up with the tablets
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