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INTRODUCTION 
The jungles near Lenap hold many ancient secrets, not the least of which is a long-
abandoned temple to Hanuman the Accursed built ages ago by the depraved wizard-priest 
Charrn’dal Karn. Unseen by human eyes for centuries, the lost temple is rumored to hide 
a horde of gems and an eldritch treasure. But who or what still guard its gleaming prizes? 

“Return to the Lost Temple” is a revision of a classic Judges Guild short adventure 
published in the Book of Treasure Maps. This revision and expansion was created for 
GenCon 2005 as an adventure to promote the release of the Wilderlands of High Fantasy 
by Necromancer Games and Judges Guild. The adventure is designed for four to six 
characters of 12th to 14th level. The adventure is heavy on combat and the PCs should be 
prepared for it. If the bulk of the PCs are not combat-oriented, then consider adding one 
or two more PCs. 

This adventure is set in the Wilderlands of High Fantasy campaign setting. The exact 
location is Hex No. 2314 on the west (north) bank of the Dark River in the Dangerous 
Jungle of the Lenap campaign map. See the “Surrounding Locales and Geographic 
Features” section for more details. You could easily insert this adventure into any remote 
area of jungle in your campaign. 



ADVENTURE BACKGROUND 
The legendary wizard-priest Charrn’dal Karn of Lenap, a twisted and debased man, lived 
ages ago in ancient Lenap prior to the fall of the Empire of Kelnore. Charrn’dal Karn had 
devoted himself to the worship of Hanuman the Accursed, a bestial ape god. His 
depravities led even the jaded hedonists of ancient Lenap to drive him from their city. 
Charrn’dal and his fellow cultist followers traveled to the Dangerous Jungle up the Dark 
River and established a small outpost at the site of what is now the village of Delan, 
though the current occupants of Delan are unaware of the dark history of their settlement. 
From there he set out to construct a temple to his vile god in an area where Hanuman’s 
human cultists and his depraved animal minions could interact in their foul rituals. His 
god led him to a location deep in the jungle and there Charrn’dal built a mighty temple 
with the aid of Hanuman’s ape disciples.  

The many vile rituals and human sacrifices pleased Hanuman, and he revealed to his 
human wizard-priest the location of deep greenish-red gemstones of great size and 
pulsating with evil. Hanuman demanded that the gems be obtained and brought to his 
temple for his glory. Charrn’dal and his human and ape cultists sought out the vile gems 
and returned them to the temple. It is said that Charrn’dal fashioned a great and magical 
item from the largest of the gems. It is also said that Charrn’dal crafted a shining shield 
and magic sword to honor his foul god and to arm a great warrior who served as protector 
of the temple.  

Word of the existence of the gems and of the sword and shield came when one of the 
human cultists stole one such gem and escaped to Lenap. Legends speak of the traitorous 
cultist being torn limb from limb by winged apes and the gem apprehended and returned 
to its temple home. Soon thereafter came the fall of Kelnore and the great diseases that 
ravaged Lenap. Some legends say the accursed gem was responsible for the wasting 
disease that afflicted the city and spread without cure, and for the madness that drove 
many of Lenap’s residents to rend each other in a bestial fury. 

The years passed and Charrn’dal Karn disappeared. The human worship of Hanuman 
waned, and the temple fell to disuse. The fate of the wizard and the true history of the 
temple have been lost to the mists of time as this region of the world reverted to 
barbarism after the fall of Kelnore. Yet somehow tales of the fabulous gems and the 
wondrous items created by Charrn’dal survived and are told even today in Lenap, though 
few dare brave the dangerous jungles to find them.  

The temple has in truth fallen to disuse and been abandoned. It is occasionally visited by 
a beast, pulled by the call of Hanuman, or by a depraved priest or wizard seeking foul and 
bestial knowledge. Only its ancient guardians remain to protect its many treasures.  

Recently, a band of reavers landed in Lenap and learned of the ancient temple. They 
traveled up the Dark River to the temple. None returned. Though some traders speak of a 
man and an elf who fled the jungles seeking the Holy Cities to the north. But they were 
mad and could relate little of what they had seen. It is said that one of the reavers wrote a 
short account and drew a small map of the temple before his death.  

 



ADVENTURE HOOKS 
Here are several ways your PCs can be involved in this adventure: 

• The PCs come into possession of the account and map written by Valan, one of the 
two surviving reavers who recently visited the temple (see the Journal of Valan the 
Bold at the end of this adventure).  

• The PCs have heard the legend of the temple and the gems that can be found there. 

• The PCs have learned of the sword and shield forged by Charrn’dal Karn. 

• The PCs are seeking Charrn’dal Karn or his tomb.  

• A PC wizard or cleric desires to learn high-level shapechanging or animal-related 
magic, of which it is rumored Charrn’dal Karn was a master. 

• The PCs are evil and desire the power of the temple, or to worship Hanuman, or to 
find bestial allies, or to acquire other evil items.  

 

SURROUNDING LOCALES AND GEOGRAPHIC FEATURES 
The largest city in the region, Lenap, sits at the end of the Ament Horn in the Bay of 
Danger. Docking at the city is rather perilous. Once the PCs arrive at Lenap, they most 
likely secure a boat and a guide and travel up the Dark River to Boghra-Little and then 
through the Dangerous Jungle to Delan, where they set out for the lost temple. It is also 
possible the PCs traveled overland to the Forest Bight Fortress and are proceeding from 
that citadel. As the Dark River does not have fords, the best way to approach the location 
of the lost temple is by setting out from Delan and staying to the west bank of the river.  

See the Wilderlands of High Fantasy Campaign Boxed Set for more details on these 
locations.  

The temple itself lies about 100 yards from the west bank of the river at a section where 
the river has a wide sandy beach. Should the PCs investigate, they would discover the 
ruins of an ancient stone pier beneath the sands. The temple itself, though close to the 
water, is covered in dense jungle. It cannot be seen from the shore. 



BEGINNING THE ADVENTURE 
The following beginning was devised for play at GenCon. 

It seems an eternity that you have been traveling through this forsaken jungle. Strange colored 
plants and twitching vines grow densely between the sickly green trees. The oppressive heat 
and thick air is filled with alien sounds and smells, and monstrous insects that could exist only 
in nightmares. As your machete hacks at the oozing, clinging vines, you think back on your 
travels. 

Despite their promises, the boat you hired in Lenap would not take you further than Boghra-
Little, a small village on the edge of the Dangerous Jungle. The best replacement you could 
manage was a rickety, cramped vessel with a silent crew, dark skinned and strangely scarred. 
Their captain, a stout man of the same race, gave silent directions with his wide-bladed 
machete.  

For days you traveled up the Dark River through the devilish jungle, relying on Valan‘s journal 
and map, your boat barely able to navigate the sickly purple waters. Several of your crew you 
lost to the monstrous piranhas that inhabit the river. At night, the hellish shrieks and sounds 
drove the skittish crew to huddle in fear near the smoking torches in the prow of the boat. At 
times the alien sounds seemed to be some ancient and primeval form of speech, though from 
creatures so debased and evil that no sane mind could picture them. Surely this journey was 
becoming a trip into madness.  

It was less than an hour ago that you spotted the wide sandy beach on the western bank of the 
foul river. The crew brought the ship ashore and made it fast to several large stumps. Leaving 
the captain and his crew behind to guard the boat, you and your companions set off into the 
dense jungle following what seems to be some ancient path, the fears of the ancient jungle 
being momentarily replaced with the legends of gems and wondrous items said to lie 
unguarded in the ancient temple. 

As you clear the tangle of vines, the underbrush seems to lessen. Before you, yet still encased 
within the vile green jungle, rests a massive stone building—nearly 200 feet on each side, a 
monstrous square block of ancient, vine-covered black marble. The square building appears to 
be one large room, with massive openings on each of the four walls. Ancient, time-worn stairs 
rise to each of the four openings. Darkness fills the central chamber, broken only by a few 
shafts of light. It appears that a large object dominates the room. And from the corner of your 
eye, when you are not looking directly at it, you sense the slow pulsing of an ancient and evil 
light. 

As you view the temple, you feel that it is ancient and alien. It is just then that you realize what 
has been unconsciously troubling you. The scale of the building is wrong. Though in 
proportion to itself, the temple was not designed for human physiology. The massive stone 
steps are flat and wide, and certainly too high to be designed for the stride of a man. The 
arched openings on each side are far too wide and tall to be made for you or your companions. 
What alien race or primeval man-beasts trod these ancient steps?  

Though the stone has weathered for countless millennia, you can still see that the stair leading 
up to each of the four openings are flanked by what appear to be stone faces. A sickly haze 
hangs over the whole structure. And the noises of the jungle are suddenly deathly still. 

 



DUNGEON FEATURES 

Spell Effects 
The entire temple and dungeon beneath are under the effect of several powerful spells: 

The Aura of Evil 

The temple and dungeon have been consecrated to the worship of Hanuman the Accursed 
and as a result are under the effects of unhallow, desecrate, bane (from unhallow), and 
magic circle against good (also from unhallow). These spells are permanent, cover the 
entire temple and dungeon, apply to any evil creatures that are followers of Hanuman, 
and provide the following effects: 

• turn undead checks at -4 (unhallow, cumulative -10 with unhallow and desecrate) 

• good-aligned creatures receive a -1 penalty on attack rolls (bane) 

• good-aligned creatures receive a -1 penalty on saving throws against fear (bane) 

• evil creatures gain +2 enhancement bonus to AC (magic circle against good) 

• evil creatures gain +2 resistance bonus on saves (magic circle against good) 

• evil creatures are protected from bodily contact by good-aligned summoned creatures 
(magic circle against good) 

• evil creatures are warded from enchantment [charm] and enchantment [compulsion] 
effects (magic circle against good) 

• No non-evil summoned creatures can enter the area (magic circle against good) 

• -6 profane bonus to turn undead (desecrate, cumulative -10 with unhallow and 
desecrate) 

• evil creatures gain +2 profane bonus to attack rolls (desecrate)  

• undead in the area gain +2 hp per HD (desecrate) 

• casting animate dead in the area creates twice the normal amount of undead 
(desecrate). 

Suppressing the Evil Aura 

The effects of the unhallow and desecrate  can be temporarily suppressed. In each case, 
because of the divine aid involved in creating the effects, the caster of a hallow or 
consecrate must make a caster level check (1d20 + caster level) against a DC 29 (11 plus 
Charrn’dal’s caster level of 18). The unhallow or desecrate are then temporarily 
suspended for the duration of the new spell, but note that the hallow or consecrate have a 
much smaller area of effect then the unhallow or desecrate, which were expanded to 
include the whole temple and dungeon by divine intervention and a wish.  

Dimensional Anchor 

There is also a limited dimensional anchor spell on the temple. No spells warded by 
dimensional anchor operate to allow movement from the surface to the dungeon beneath 



The Statue (EL 12) 
The statue is in fact a stone golem of great size. If an attempt is made to relieve the statue 
of its crystalline eyes, the golem animates and attacks. Similarly, the golem animates if 
the symbol is triggered. The golem remains animated until all humanoids in the temple 
are destroyed. If humanoids flee the temple the golem will not pursue them unless they 
possess items taken from the temple, including gems from the golem’s eyes. If 
humanoids trigger the symbol and flee down the secret door, the golem remains active 
and waits outside the secret door for their return. The golem was created to obey 
commands from the demon Ramenah. If Ramenah slays all the intruders, she returns to 
the golem and commands it to return to its podium. Though the golem is crafted to have 
wings it cannot fly. 

Treasure: The hellishly reddish-green gems were two of the largest found by Charrn’dal 
Karn. They pulsate with an evil magic and were key components in the creation of the 
golem. They are worth 50,000 gp each. 
 
CHARRN’DAL KARN’S STONE GOLEM     CR 12 
N Huge Construct 
MM 137 
Init -2; Senses darkvision 60 ft., low light 
vision; Listen —; Spot — 
Languages none 

AC 29*, touch 8, flat-footed 29 
hp 117 (14d10+40) 
Immune DR 10/adamantine; immunity to 
magic, construct traits 
Fort +6*, Ref +4*, Will +6* 
Weakness by spell, see below 

Spd 20 ft. 
Melee 2 slams +23* (4d8+13) 
Base Atk +12*, Grp +33* 
Special Atk Slow 

Abilities Str 37, Dex 7, Con —, Int —, Wis 11, 
Cha 1 
SQ Call guardian 
Feats — 
Skills — 

Slow (Su): Can use a slow effect, as the spell, 
as a free action 1/per 2 rounds; range 10 
ft., duration of 7 rounds, DC 17 Will save 
negates (Constitution-based). 

Immunity to Magic (Ex): Immune to any 
spell or spell-like ability that allows spell 
resistance. Transmute rock to mud slows 

the golem for 2d6 rounds, with no saving 
throw, transmute mud to rock heals all of 
its lost hit points. A stone to flesh spell 
negates its damage reduction and 
immunity to magic for 1 full round. 

Call Guardian (Su): This golem can summon 
3 guardian apes (see above) 1/per day. 

Construct Traits (Ex): Immune to all mind-
affecting effects (charms, compulsions, 
phantasms, patterns, and morale 
effects); immune to poison, sleep effects, 
paralysis, stunning, disease, death 
effects, and necromancy effects; not 
subject to critical hits, nonlethal damage, 
ability damage, ability drain, fatigue, 
exhaustion, or energy drain; immunity to 
any effect requiring a Fortitude save 
(unless the effect also works on objects, 
or is harmless); not subject to massive 
damage. 

*Modified by unhallow or desecrate spell; 
recalculate if suppressed. 
Tactics Notes: Don’t forget about Slow. Spell 
immunity only applies if the spell ordinarily 
allows spell resistance. The golem will not 
chase PCs. It will stand 10 ft. in front of the 
secret door, facing toward the center of the 
temple. If the PCs try to run away and harry it 
from afar, or if the golem is close to death, it 
will use its Call Guardian ability. 



2. CIRCULAR ROOM 

This large circular room appears to be empty, except for a ape-like stone head on the north 
west wall. A sulferous vapor constantly floats out of the eyes and mouth of the sculpture. Dust 
of the ages coats the floor. Many runes seem to have once covered the walls, but their 
pigments have faded over time and they are nearly indecipherable. A pair of bronze bound 
wooden doors hang precariously on their hinges in the north wall. 

Vapor: The vapor is mildly poisonous and cause 1d6 temporary Strength damage and 
nausea as per a stinking cloud spell. A Fortitude save DC 17 negates. 

Doors: There are a pair of bronze-bound, wooden doors on the north wall that will 
crumble into splinters if touched.  

Secret door: A standard stone secret door. The secret door appears to be part of the wall. 
 Stone door (6 in. thick): Hardness 8, hp 90, Break DC 25, Open Lock DC 25; Search 
DC 25. 

Relevant skill checks: Track (DC 15) locates relatively recent humanoid foot traffic has 
disturbed ages of dust.  

 

3. ROOM OF THE FRACTURED FRESCOES 

The walls of this room were once decorated with fresco paintings. However, now the plaster 
has faded and crumbled to dust on the floor. Some patches still remain, but they do not 
appear intelligible. What appears to have once been a plaster wall or screen once covered the 
passage to the west, but no longer. 

Frescoes: Closer investigation (Int check DC 20) reveals the frescoes depict, in fractured 
part, strange sacrifices and human/ape copulation rituals, all before a great demonic ape. 

 

4. ALCOVE OF THE ORACLE 

This small chamber is filled with the fumes from the large circular room. The dense smoke 
hangs thickly and pours out of the openings of the ape-face carved into the wall. The source of 
the smoke is unknown, as is the manner in which is exits the catacombs. 

In this small chamber, a person gifted with prophetic ability would sit and inhale the 
vapors until he or she was almost violently ill, upon which the power of prophecy would 
come on them and they would speak into Room 2, making it appear that the stone head 
was speaking. 

Vapors: Simply entering the chamber subjects the PC to the vapors as in 2, above, 
though the DV for the Fortitude save is now 25. 

 

 



5. MALIGNANT MOLD (EL 6) 
This room and the hallway leading up to it from the east are filled with yellow mold. 
Requires a Spot (DC 20) or specific request to check the ceiling to notice the mold in the 
hallway. The mold is on the ceiling in the hallway, and in the room proper on the floor 
and walls. 

 
YELLOW MOLD         CR 6 
N Medium Plant 
Init +0; Senses low light vision; Listen —; 

Spot — 
Languages none 

AC 13, touch 10, flat-footed 13 
hp 39 (6d8+12) 
Immune DR 10/bludgeoning; immunity to 

magic, plant traits 
Fort +7, Ref +2, Will +2 
Weakness sunlight and daylight, fire 

Spd Immobile 
Special Atk Spores (10 ft. cube, 2d6 Con) 

Abilities Str 14, Dex 0, Con 14, Int —, Wis 10, 
Cha 1 

Feats — 
Skills — 

Poison Spores (Ex): If contacted, or once 
every 1d4 rounds, a patch of yellow mold 
can release a cloud of poisonous spores 
in a 10-foot cube. Creatures caught in the 

cloud must succeed on a DC 15 
Fortitude save or take 2d6 points of 
Constitution damage. One minute later, 
another save must be made to avoid 
another 2d6 points of Constitution 
damage. The cloud lingers for 1 round 
before dispersing. 

Immunity to Magic (Ex): Yellow mold is 
immune to all spells and effects except 
those of a fire-based nature. It takes 
normal damage from such attacks. 
Further, sunlight or a daylight spell 
renders it unable to use its poison spores 
for as long as its exposed to the light. 

Plant Traits (Ex): Immunity to all mind-
affecting effects (charms, compulsions, 
phantasms, patterns, and morale 
effects); Immunity to poison, sleep 
effects, paralysis, polymorph, and 
stunning;  Not subject to critical hits;  
Proficient with its natural weapons only;  
Proficient with no armor; Plants breathe 
and eat, but do not sleep. 

 

Doors: Once in the room, the doors to rooms 6 and 7 are stone doors. They are locked. 
 Stone doors (6 in. thick): Hardness 8, hp 90, Break DC 25, Open Lock DC 25. 

 

 



6. SKELETONS (EL 10) 
This room contains 10 dire ape skeletons. They were sacred beasts of Hanuman. They 
immediately animate and attack once the door is opened and the presence of good-
aligned characters are within 60 feet. 

 
DIRE APE SKELETONS                  CR 3 
N Large Undead 
Init +7; Senses darkvision 60 ft.; Listen --; 
Spot -- 
Languages none 

AC 16*, touch 14, flat-footed 13 
hp 42* (5d12+10*) 
Immune DR 5/bludgeoning, turn resistance  

-10* 
Fort +3*, Ref +6*, Will +6* 
Weakness none 

Spd fly 40 ft. (good) 

Melee 2 claws +9* (1d6+6) and bite +4* 
melee (1d8+3)  

Base Atk +4*, Grp +12* 
Special Atk -- 

Abilities Str 22, Dex 17, Con --, Int --, Wis 10, 
Cha 1 

SQ darkvision 60 ft., undead traits 
Feats Improved Initiative 
Skills Climb +14 

*Modified by unhallow or desecrate effect; 
recalculate if supressed. 
Tactics: Attack and keep attacking. 

 

7. EMPTY CHAMBER 
Moldering cloth and wood fill this room. What the function of this room was has been 
lost to time. 

Secret door: The secret door in the north wall appears to be a part of the wall. 
 Stone doors (6 in. thick): Hardness 8, hp 90, Break DC 25, Open Lock DC 25; Search 
DC 25. 

 

Hallway Pit Traps (EL XX) 
The Hall Between 7 and 8: has 2 pit traps.  
 First (West) Pit Trap: CR 1; mechanical; location trigger; manual reset; hidden switch 
bypass (Search DC 25); DC 15 Reflex save avoids; 20 ft. deep (2d6, fall); multiple targets (first 
target in each of two adjacent 5-ft. squares); Search DC 20; Disable Device DC 23. Market 
Price: 1,300 gp. 

 Second Pit Trap: CR 2; mechanical, location trigger; manual reset; DC 20 Reflex save 
avoids; 40 ft. deep (4d6, fall); Search DC 20; Disable Device DC 20. Market Price: 2,000 gp. 

 

 

 

 

 



8. Vacant Vault 
This room was apparently a place for the repose of honored dead. There are several large 
stone sarcophagi in the room along the east wall. They are filled with the bones of semi-
preserved though horribly desiccated ape-men. There is nothing of value here.  

There are several plaques and bronze shields on the wall. Writing in Abyssal (though 
using an ancient Sylvan hand) list various names. None are recognizable. The door to 
area 10 has been ripped off its hinges.  

Doors: The door to area 10 has been destroyed. The door to area 9 is a locked stone door 
and it is sealed with a green wax seal. 
 Stone doors (6 in. thick): Hardness 8, hp 90, Break DC 25, Open Lock DC 25, Search 
DC 25 for the secret door, but only after the plaque is moved. 

Secret door and trap: The secret door in the north wall is 3' in diameter and is 4' off the 
ground. It is hidden behind a 4' diameter bronze plaque that depicts an beneficent looking 
old man. The plaque is attached at the top and will swing to either side. Any person 
standing in front of the opening will be hit by a crossbow bolt. 
 Crossbow Bolt Trap: CR 1; mechanical; proximity trigger; manual reset; Atk +10 ranged 
(1d8, crit 19-20/x2, bolt); Search DC 20; Disable Device DC 20. Market Price: 2,000 gp. 

 

 



9. Sealed Crypt (EL 11) 
This room contains a dread wraith. Also in the room is a sarcophagus containing the 
remains of what appears to have been a great man-ape warrior.  

Funerary Items: There are 5,000 gp worth of funerary items dedicated to Hanuman, 
containing the heart and other organs of the deceased ape-warrior. His evil spirit haunts 
the room.  

Stone Chest: Also, in a stone chest against the wall is: 800 gp, four 500 gp diamonds, 
one 50 gp crysocolla, two 100 gp aquamarines and a ceremonial bronze dagger 
(worthless). 

 
DREAD WRAITH                               CR 11 
CE Large Undead (Incorporeal) 
MM 258 
Init +13; Senses darkvision 60 ft.; lifesense 
60 ft.; Listen +25; Spot +25 
Languages none 
Aura unnatural aura 

AC 27*, touch 27, flat-footed 16; Incorporeal 
(50% miss chance for magic weapons) 
hp 136* (16d12+32*) 
Immune undead traits, turn resistance -12* 
Fort +5*, Ref +7*, Will +9* 
Weakness daylight powerlessness 

Spd fly 60 ft. (good) 
Melee incorporeal touch +18* (2d6 plus 1d8 
Con)  
Base Atk +10*, Grp — 

Special Atk Constitution drain, create spawn 

Abilities Str --, Dex 28, Con --, Int 17, Wis 18, 
Cha 24 
SQ darkvision 60 ft., incorporeal traits, +2 
turn resistance, undead traits, unnatural aura 
Feats Alertness, Blind-fight, Combat Reflexes, 
Dodge, Improved Initiative, Improved 
Natural Attack (incorporeal touch), Mobility, 
Spring Attack 
Skills Hide +14 (+/-4), Listen +9, Search +6, 
Spot +9 

Incorporeal (Ex): An incorporeal creature has 
no physical body. It can be harmed only 
by other incorporeal creatures, magic 
weapons or creatures that strike as 

magic weapons, and spells, spell-like 
abilities, or supernatural abilities. It is 
immune to all nonmagical attack forms. 
Even when hit by spells or magic 
weapons, it has a 50% chance to ignore 
any damage from a corporeal source 
(except for positive energy, negative 
energy, force effects such as magic 
missile, or attacks made with ghost 
touch weapons). Although it is not a 
magical attack, holy water can affect 
incorporeal undead, but a hit with holy 
water has a 50% chance of not affecting 
an incorporeal creature. 

Lifesense (Su): A dread wraith notices and 
locates living creatures within 60 feet, 
just as if it possessed the blindsight 
ability. It also senses the strength of their 
life force automatically, as if it had cast 
deathwatch. 

Constitution Drain (Su): Living creatures hit 
by a dread wraith’s incorporeal touch 
attack must succeed on a DC 25 
Fortitude save or take 1d8 points of 
Constitution drain. The save DC is 
Charisma-based. On each such 
successful attack, the dread wraith gains 
5 temporary hit points. 

*Modified by the unhallow or desecrate 
effect; recalculate if supressed. 
Tactics: A dread wraith uses its incorporeality 
and its Mobility and Spring Attack feats to 
hide in solid objects, spring out, attack, and 
return.

 



10. AN EMPTY CRYPT 

This room appears to have been ransacked at some point in time. There are jumbled, dusty 
bones lying about the room and a few scattered coppers on the floor. The door into this 
chamber has been ripped off its hinges and lies on the floor. 

 

The Hall Between Room 8 and Room 11 
The west-bound passage has been sealed off and made to appear as if it never existed. 
Thus it seems that the hall only leads to Room 11. If the new construction is detected 
(Search DC 20) it will be but the work of a few turns to break down the seal. 

 

11. A FALSE TREASURE TROVE (EL 4) 
In order to protect itself from further human incursions into its treasure trove, the demon 
has sealed up the west-bound passage and placed a mock treasure in this room.  

Lying about on the floor are the desiccated bodies of 3 warriors. They are long dead. 
Against the east wall is a huge box. The box is locked and there is a wax seal on the lock. 
If the wax seal is broken, all torches and lanterns and light spells in the room will be 
extinguished or dispelled (no saving throw) and an arcane chuckling will be heard (magic 
mouth). Opening the chest will set off a fireball in the center of the room. Inside the chest 
there appears to be 1000's of gold pieces, several finely wrought pieces of jewelry, a 
magic sword and a strangely shaped shield. 
 Fireball Trap: CR 4; magic device; proximity trigger (alarm); automatic reset; spell 
effect (fireball, 5th-level wizard, 5d6 fire, DC 14 Reflex save half damage); Search DC 28; 
Disable Device DC 28. Cost: 7,500 gp, 600 XP. 

They are all phantasmal forces and will disappear when touched. At that point a magic 
mouth will speak: "Fools, did you think that I would leave my valuables where thieves 
such as you could find them? They are gone and so should you!" 

 

 

 

 

 

 

 

 

 

 



12. THE OUTER CHAMBER 
This room has a stasis field on it that will be broken when the door opens. Lying about on 
the floor will be 6 bleeding bodies of men in viking garb. They have been badly 
mutilated. One of them bears a shield with a red gate painted on it. The secret door in the 
south wall is hidden so as to appear as part of the wall. 
 Stone doors (6 in. thick): Hardness 8, hp 90, Break DC 25, Open Lock DC 25, Search 
DC 25. 

 

Hallway Beyond (EL 14) 
Beyond the secret door are three pit traps with spikes (first two squares, then skip one, 
then the one beneath that is also trapped, so it goes XXOX), that are coated with poison. 
And any time a pit trap lid is triggered, the whole corridor and an area north of the secret 
door is subjected to burnt othur fumes. The final square of the corridor has a wail of the 
banshee trap. 
 Spiked Pit Traps (x3): CR 5; mechanical, location trigger, manual reset; DC 25 Reflex 
save avoids; 80 ft. deep (8d6, fall), pit spikes (Atk +10 melee, 1d4 spikes for 1d4+5 each plus 
large scorpion venom, DC 18, 1d6 Str/1d6 Str); Search DC 20; Disable Device DC 20. 

 Burnt Othur Fumes Trap: CR 7; mechanical, location trigger, manual reset; gas, 
multiple targets; never miss; onset delay (2 rounds); poison (burnt othur fumes, DC 18 Fort., 1 
Con permanent damage/3d6 Con); Search DC 21; Disable Device DC 21. 

 Wail of the Banshee Trap: CR 10; magic device, proximity trigger (alarm, anyone 
stepping on or passing over that is not CE and does not speak a password), automatic reset; 
spell effect (wail of the banshee, 17th level caster, DC 23 Fortitude save negates), multiple 
targets (up to 17 creatures); Search DC 34, Disable Device DC 34. 

 

If they get past this, they have a shot at… 



13. DEMON HOARD (EL 17) 
This is the treasure trove of the temple. It belongs to a marilith demon named 
Rahmenah.  

Large stone chest: Against the south wall is a large stone chest, holding the following:  

• 29 matched 1000 gp greenish-red stones of unknown make 

• a non-magic sword with an enameled silver head of an old man on the pommel (it 
looks to be a very fancy sword worth 1300 GP, however, due to poor 
craftmanship of the blade, it is -1 hit probability and only has value as a dress 
sword);  

• a string of rose quartz beads worth 900 gp,  

• and a wooden and carnelian sword sheath worth 1200 GP. 

False bottom: The bottom of the stone chest is false (Search DC 20) and if removed, the 
following will be revealed: 5 small rectangular boxes. Each one is lined with lead and 
they are all identical.  

Four of them may be opened safely, but the 5th will explode for 3d6 points of damage to 
all within a 10' radius. The character holding the box takes double damage on a failed 
save. Regardless of which box is opened last, it will explode. The explosion will also 
destroy the contents of the box, if any. 
 Exploding Box Trap: CR 2; mechanical; touch trigger; manual reset; automatic hit, DC 
20 Reflex for half (character opening box takes 6d6; 3d6 to all within 10-ft.); Search DC 20; 
Disable Device DC 18. Market Price: 4,800 gp. 

Box 1: Treasure map (map from this booklet may be used). 

Box 2: Wand of Illusion - 35 charges. 

Box 3: Empty 

Box 4: Empty 

Box 5: Scroll: prismatic wall  

 

10 Wooden chests: There are also 10 wooden chests containing 1000 gp each and a 
shield shaped like a crescent moon (+2 blinding reflecting small steel shield).  



The Demon 
If the treasure is disturbed, the demon Rahmenah will appear almost instantaneously. 

She wields Blackrazor, an incredibly powerful greatsword. 

Hey, if she’s going to guard it you might as well let her use it. 

 
Blackrazor: Blackrazor is a +3 greatsword whose blade resembles a piece of the night sky 
studded with strange start. It has the ability to detect living creatures within a 60-foot radius, in 
a similar fashion to the detect thoughts spell, but it can determine only the presence or 
absence of creatures (whether conscious or not) and how many, not their mental strength or 
their surface thoughts. In addition, the sword can cast haste upon its wielder, once per day as 
a 10the level caster, and it grants its wielder immunity to mind-affecting spells and effects. 
Blackrazor communicates telepathically, and it can both speak and read Common, Abyssal, 
Draconic and Giant.  

Blackrazor has a special purpose: to consume souls. It is not finicky about whose soul it 
consumes, and under certain circumstances it will happily feed on its wielder’s. Whenever 
Blackrazor deals enough damage to bring a living creature to -1 or fewer hp (even below -10), it 
immediately uses and effect similar to death knell to kill the creature and drain its life force 
(Will save DC 15 negates, DC increased by +1 for every hp below -1). Its wielder gains the 
benefit of the death knell effect: 1d8 temporary hit points, +2 Strength and +1 to effective 
caster level. These benefits last 10 minutes per HD of the slain creature. Blackrazor itself 
consumes the soul, however, making it impossible to restore life to the creature except 
trhough the use of a wish, miracle, or true resurrection spell—but even these powerful spells 
have only a 50% chance of success. 

For every three days the sword remains unfed, its Ego score increases by 1, until it can compel 
its bearer to kill something for it to eat. Upon feeding, its Ego returns to its normal value.  

Blackrazor reacts poorly to contact with negative energy. If it is used to make a successful 
melee attack against an undead creature, it bestows one negative level upon its wielder and 
transfers some of this life energy to the undead creature in the form of 5 temporary hit points 
(which partially offsets the damage it deals). If it bestows as many negative levels upon its 
wielder as he has HD, it consumes its wielder’s soul through its death knell-like effect. The 
saving throw DC to remove the negative levels is 17. 

If the wielder uses Blackrazor while afflicted with negative levels from any source, every two 
living creatures killed with the sword remove one negative level from its wielder, instead of 
granting temporary hit points and strength. 

 AL CE; SV Fort +7, Ref +7, Will +7; Str --, Dex --, Con --, Int 17, Wis 10, Cha 15, Ego 19. 
Caster level: 10th; Prerequisites: Craft Magic Arms and Armor, death knell, haste, mind blank; 
Market Price: 90,150 gp; Cost to Create: 45,250 gp + 3,592 XP. 

 



RAHMENAH, TYPE V DEMON               CR 17 
CE Large Outsider (Chaotic, Extraplanar, 
Evil) 
MM 44 
Init +4; Senses darkvision 60 ft., telepathy 
100 ft.; Listen +31; Spot +31 
Languages Abyssal, Celestial, Draconic 

AC 31*, touch 15, flat-footed 27 
hp 216 (16d8+144) 
Immune DR 10/good and cold iron; 
immunity to electricity and poison; 
resistance to acid, cold and fire 10; SR 25 
Fort +21*, Ref +16*, Will +16* 
Weakness none 

Spd 40 ft. 
Melee Primary weapon +3 greatsword 
Blackrazor +30/+25/+20/+15* (2d6+16/19-
20), 2 longswords +25* (2d6+9/19-20), 1 
longbow (see ranged), and tail slap +24* 
(4d6+4) and longbow (see below) or 2 more 
longswords 
Ranged Longbow +22* (1d8)  
Base Atk +18*, Grp +31* 
Space/Reach 10 ft./10 ft. 
Special Atk Constrict (4d6+13), improved 
grab 

Abilities Str 29, Dex 19, Con 29, Int 18, Wis 
18, Cha 24 
SQ damage resistance 10/good and cold 
iron, darkvision 60 ft., demonic traits, 
immunity to electricity and poison, 
resistance to acid 10, cold 10, fire 10, spell 
resistance 25, telepathy 100 ft. 
Feats Combat Expertise, Combat Reflexes, 
Multiattack, Multiweapon Fighting, Power 
Attack, Weapon Focus (longsword), Weapon 
Focus (greatsword) 
Skills Bluff +26, Concentration +28, 
Diplomacy +30, Disguise +7 (+9 acting), 
Hide +19, Intimidate +28, Listen +31, Move 
Silently +23, Search +23, Sense Motive +23, 
Spellcraft +23 (+25 scrolls), Spot +31, 

Survival +4 (+6 tracking), Use Magic Device 
+26 (+28 scrolls) 

Constrict (Ex): A marilith deals 4d6+13 
points of damage with a successful 
grapple check. The constricted creature 
must succeed on a DC 27 Fortitude save 
or lose consciousness for as long as it 
remains in the coils and for 2d4 rounds 
thereafter. The save DC is Strength-
based. 

Improved Grab (Ex): To use this ability, a 
marilith must hit with its tail slap attack. 
It can then attempt to start a grapple as a 
free action without provoking an attack 
of opportunity. If it succeeds on the 
grapple check, it can constrict. 

Spell-Like Abilities (Sp): At will—align 
weapon, blade barrier (DC 23), magic 
weapon, project image (DC 23), 
polymorph, see invisibility, telekinesis 
(DC 22), greater teleport (self plus 50 
pounds of objects only), unholy aura (DC 
25). Caster level 16th. The save DCs are 
Charisma-based. 

Summon Demon (Sp): Once per day a 
marilith can attempt to summon 4d10 
dretches, 1d4 hezrou, or one nalfeshnee 
with a 50% chance of success, or one 
glabrezu or another marilith with a 20% 
chance of success. This ability is the 
equivalent of a 5th-level spell. 

True Seeing (Su): Mariliths continuously use 
this ability, as the spell (caster level 
16th). 

*Modified by the unhallow or desecrate 
effect; recalculate if supressed. 
Tactics: Kill, kill, kill!!! Teleport nearby. 
Activate some spells such as align weapon, 
magic weapon, project image, see invisibility 
and unholy aura. Then teleport into the room 
with the PCs. Nasty! Pick off wizards at a 
distance with bow. Approach and constrict 
the biggest threat. Slice and dice everything 
else. Suck their souls! 

 

Thus ends the adventure. 


