The Heart of Shabaal

(c) 1993, 1998 Dale Mitchell...all rights, yadda, yadda, yadda...

All Talislanta stuff belongs to SMS. So there...



Gamemaster's Introduction
Prophecy of the Jaka
In the heart of the Barrens lies an ancient, forgotten temple, half-buried among the ruins of a city built long ago by the Archaens. The temple has stood there, almost entirely covered by drifting sands, for untold ages. It is the temple of Shabaal; a shaitan, perhaps, though none can say for sure. A being the Jaka consider an adversary to the deities they worship. Ancient legends, all but forgotten to all except the very old Jaka, insist Shabaal sleeps in this temple-tomb with an army of Iron Statues and that one day he will awaken and reclaim Archaeus in a bloody war which he and his invincible Iron Warriors will win. Shabaal will rule for ten thousand years, putting to the sword all other cults and organizations who oppose him, as well as anyone else he sees fit to murder. His ten thousand-year reign shall be Chaos on Archaeus, as he and his army of Iron Demons consume and destroy the world with their evil. All shall perish by the end of his reign, and he and his Iron Warriors will move on to other worlds and other dimensions, plundering and destroying as they go.
Four months ago
One night, a Yitek tomb robber named Ahmak al Sid returned from the Barrens to Nadan in Carantheum. In a drunken stupor, he told all within his favorite ale-house how he had recovered some new and ancient artifact from up north. Dracartans hear these stories all the time, so the man's ramblings were given little attention by the patrons of the inn. All, that is, except for Skullk the Ferran. He took a liking to the amulet the drunken Ahmak al Sid was waving around as proof of his discovery, and "liberated" the necklace from its inebriated owner. Skullk then carried it south, to Dracarta, where he traded it for a bejeweled dagger. The Orgovian he traded it to, Belmar Rashif, took it west with him to trade at the Cymril Bazaar. From there it was sold to a Sindaran collector, Talatma.

Three months ago
Talatma acquires the amulet. Even though he was an expert in religious artifacts, he was baffled by the amulet's origin and by the strange runes on its surface. He hired a Callidian Cryptomancer named Ramillion to decipher the runes on the amulet. Ramillion spoke the runes aloud as he read and immediately thrust a dagger through Talatma's heart, killing him. Ramillion was put in the Cymrilian prison, where magicians tried in vain to magically exorcise the demon inhabiting him. The medallion was moved to the Lyceum Arcanum, where two more magicians were murdered by their friend Avenon (a Cymrilian), after he also recited the runes aloud. Avenon was also imprisoned, while the amulet was locked away in a box warded with powerful magic sigils and Kasmirin locks.

Two months ago
A Jaka Manhunter, Bru-tet-min, learned of this (overhearing two other members of the Lyceum in hushed whispers at a tavern) and remembered the tales his grandfather told him when he was a cub; stories about ancient evil gods the Jaka's deities once fought, and how they delighted in driving men mad with their evil. He returned home to Yrmania to tell his grandsire this news. His grandfather, Bin-kut-min, saw the amulet for what it was. The pair travelled to Cymril where he told the amulet's keepers at the Lyceum Arcanum of the cult of Shabaal. Bin' assured the amulet's keepers that he knew what to do with it to prevent it from harming anyone else. The possessed men, Ramillion and Avenon, were regrettably incurable.

The keepers gladly turned the amulet over to the old wolf, but on the way out of Cymril, the pouch the amulet was in was lifted by none other than Skullk, who didn't realize the amulet was in the pouch. When the pair of Jaka noticed the pouch missing, their keen sense of smell told them a Ferran had been at work. They chased Skullk through the city streets, and while they got a good look at him, they failed in capturing him.

Both Jaka remain in Cymril at present, hosted by the Lyceum Arcanum. They will remain until the amulet resurfaces, at which time they will be dispatched to its location so Bin' may destroy it.

However, Skullk escaped Cymril and headed west on the Phaedran Causeway to Zir, where he hoped to stowaway on a ship to Tarun. In Tarun, he planned to sell the amulet. While hiding on board the ship, the crew picked up his scent, and he was forced to flee the boat before it disembarked, stranding him in Zir. Keeping his ear to the street, Skullk soon heard about the search for the amulet. He soon found a way to get rid of it....

One month ago
A Sarista gypsy, Vanmir, was travelling east from his homeland of Silvanus. Skullk sold the necklace to Vanmir, who unwittingly took the item into his possession for a mere 45 gold lumens. He decided to take the amulet to Cymril to sell at the Bazaar.


Tonight....
Player's Introduction
The characters should start the game just leaving the Cymril Bazaar. Read the following:

"You spend some time in the Bazaar, passing by sellers hawking their wares."

(If the characters wish to purchase something, have them do it now, since it's crucial to the story that they not touch their money-pouches again until later....)

"Soon however, it grows dark, and you decide to spend the rest of the evening at the Tradewinds Inn (or equivalent). As you are leaving the Bazaar, you hear shouts behind you. Turning around, you see a swarthy Sarista running towards you at breakneck speed followed by a group of four Thralls wearing the colors of the City Guard. The Thrall in the front of the pack is shouting, "Halt! You are under arrest!"

If the characters step out of the way of the fleeing gypsy (none other than Vanmir), he will intentionally run into one of them, slipping the amulet into a money-pouch as he "accidentally" knocks the character down. If the characters try to detain the gypsy, he will act as if he is trying to escape while he plants the amulet. In any case, the amulet must end up in a character's money-pouch.

"The Thralls approach you and grab the gypsy, roughly lifting him from the ground. The leader turns towards you and says, 'Good work, citizens. You have our thanks.' The Thrall then turns to the Sarista and says, 'Where is the amulet?'

'Amulet? Whatever are you talking about?' the gypsy asks, practiced innocence in his voice.

'The disk-shaped amulet with runes around its edge and an exomorph's likeness in its center. You were seen trying to sell it at the Bazaar. Now where is it?' the Thrall bellows.

'I'm sure I don't know what you're talking about,' the gypsy shrugs.

'We'll see. Men, take him back to the Citadel for questioning,' the Thrall captain rumbles as the group heads down the street.

You can still hear the gypsy for quite some time, screaming at the top of his lungs: 'I'm innocent, you shambling idiots!' and: 'This is a mockery of justice!'

(I refrained from: "Help! Help! I'm being oppressed!")

;-)
You have a good laugh over this as you head to the Inn." 

End Introduction



Part Two



At the Tradewinds Inn

The characters overhear a conversation between a Jaka and a Cymrilian:

Jaka (Bru-tet-min): "Are you sure you haven't seen it?"

Cymrilian: "Hmm...Describe it to me again."

Jaka: "It's in the shape of a disk, about two inches across. There is an exomorph's head carved in its center, and runes circling the head along the outer rim. It is an evil and dangerous artifact. It has killed three men already and driven two others incurably mad, infesting them with demons. It must be destroyed before any more fall prey to its evil."

Cymrilian: "I see. And if I find this amulet, what then?"

Jaka: "Go to the Lyceum Arcanum and ask for Bin-kut-min, my grandsire. Present the amulet to him and he shall give you the 200-lumen reward."

(Feel free to adjust the price according to your own campaign's financial atmosphere...)

Cymrilian: "No questions asked?"

Jaka: "None at all. Just return the amulet to my grandsire and you shall receive your reward free of trouble. I must go now. Please tell all your companions what I have said."

(The Jaka leaves)

At this point, the character's drinks have arrived, or they have to pay their tab. At any rate, once the Jaka's gone out the back way, one of the characters discovers the amulet in his money-pouch. Sure, taking it to the Lyceum Arcanum will guarantee a reward, but then again, so will giving it to the Jaka who just left....

Notes on the amulet
Anyone using magic sight to view the amulet is repulsed by its evil. Its purpose cannot be determined by normal magic.

It is two inches in diameter with a hole near the top for a cord. There are runes around the edge of it, framing a stylized likeness of an exomorph's head (or something very similar) with bejeweled eyes. It is made from simple black iron. The other side of the amulet is blank.

I'll assume you've gotten your characters out the back door to follow the Jaka...

They find him there, slashed and poisoned, near death. He's been attacked by three Djaffir Bandits and left for dead once they discovered he didn't have the amulet. In his dying breaths, he reveals this. If they show him the amulet, he tells them to take it to his grandfather.



The Lyceum Arcanum

At the Lyceum Arcanum, the night guards are hesitant to let the characters in unless they reveal that they have the amulet. The guards are only too happy to let them in. The guard, while escorting them up, tells them:

"Yeah, that amulet business keeps the old Jaka busy; alright...You're the second set of visitors to see him tonight about that thing."

If asked, he identifies the "previous visitors" as a trio of Djaffir Merchants....

Notes
Bin-kut-min's door is locked from the inside. The Djaffir aren't done with him when the PCs arrive...

Inside, they find Bin almost dead and the Djaffir searching his room. They don't want to be disturbed, and will fight the PCs, with Rajan clawed gauntlets and Rajan swords.

They are, in actuality, Rajan Assassins in disguise...

Bin-kut-min is on his last legs. He tells the PCs the information revealed in the introduction (the Prophecy of the Jaka) and pleads to the characters to return the amulet to the Temple of Shabaal. He tells the PCs that the amulet is harmless if the runes aren't spoken; and that the safest place for it is around someone's neck, seeing as how superstition keeps people from putting it there...no thieves would think to find it around someone's neck and under their shirt.

(Note that the amulet has got to find its way around someone's neck, so upcoming events don't go bad for the PCs....).

Bin-kut-min's last words to the PCs are instructions for how to destroy the amulet: It must be cast into the fire at the base of the statue of Shabaal. He will attempt to get the PCs to swear to this quest before he dies. It is of the utmost importance to the old wolf that the stories he's handed down from his youth don't come true.

Right about now, the night sentinel returns with more guards. They haul away the bodies of the Rajans and cover the dead Jaka. They order the PCs to follow them.

Their destination is the penthouse two floors up, the home of Talmaj, the Chief Administrator of the Lyceum Arcanum.

Talmaj is half-asleep and in his nightshirt, and undignified appearance for someone of his stature. However, he's a kind man who simply wants to know what's going on. He'll give the PCs an adequate opportunity to explain themselves. Hopefully, at this point, the PCs are willing to see the amulet destroyed, whether by simple fear of what power the amulet holds, or by their promise to Bin-kut-min. If they don't seem to be interested, Talmaj offers a tidy sum to the group if they'll just find the Temple of Shabaal and destroy the amulet in its flames. All he wants is: "for the accursed thing to be destroyed."

But where is the temple...?



End part 2


Part Three



Talmaj offers the idea that one of the survivors of the amulet's journey to Cymril may have the answer.

The men he is referring to, Vanmir, Ramillion and Avenon, are all in the Cymril prison, and won't be able to be questioned until the following day.

The Prison

Talmaj has already sent word ahead that the PCs are on official business of the Lyceum Arcanum, so the PCs will have no problem interrogating the prisoners. Reading time again!

"As you arrive at the prison's front gate, the guard there calls for an escort. The Thrall escort takes you into the prison where you check your weapons, all your weapons. The guards search you extensively."

(Female Thralls are available to search PCs of a similar gender....)

"Satisfied finally, they let you pass. You enter another room where you are all given amulets on leather thongs to wear. The Cymrilian handing you these items tells you to keep it on at all times. If asked, he explains that the amulets negate magic in the wearer. To remove the amulet results in death dealt by the Thrall escort, who is charged with guarding you while you are in the prison."

Vanmir
 Vanmir is the first stop in the interrogation:

"The escort takes you to a small room without windows. In the center is one table and enough chairs to accommodate the entire party, and one for Vanmir."

"Vanmir enters the room from a door in the wall on the opposite side of the room from the one you entered. He sits at his chair, looking his best to be annoyed, and says, 'What?'"

Vanmir remembers the character he left the amulet with vaguely; he remembers the others not at all. He is abrupt and a bit rude when he speaks, as he is eager to leave the prison. All he knows of the amulet is that he bought it from a Ferran in Zir. While he doesn't know the Ferran's name, he describes Skullk quite well. If one or both of the Jaka described Skullk to the characters as well, make it clear that it was the same thief. Vanmir knows nothing more and will seem disinterested in any additional information the characters may tell him about the amulet.

Ramillion
"The Thrall takes you down a dark flight of stairs and past a door guarded by two more Thralls. Past the door is a long, dismal hallway which smells of sweat and earth. He leads you down the hallway, past torches set in the walls and past thick wooden doors set at regular intervals on both sides of the hall. He stops about six doors down and points to the door on the left. 'This is Ramillion,' he says, opening a small window in the door."

"No sooner is this window opened than an orange face presses into it. It is the face of a madman. His eyes are wide, his face coated with sweat, and his foaming lips are drawn back tight, exposing his teeth. He presses his face into the small window and screams, 'You will all die! Shabaal is coming, and when he does, he will kill you all! I have seen his face! He will make me his avatar of death and I will drink your blood! I will bathe in your bile! I will--' (Here begins a stream of obscenities which spurs the Thrall to slam the window shut)."

"You can still hear the Callidian's ravings as the Thrall leads you further down the hall. He says, 'Ramillion is insane, but Avenon is not.' Three more doors down, the Thrall opens the window in the door. There is only silence. The Thrall speaks into the window: 'Up front, Avenon. You have visitors.'"

"A moment later, a calm, Cymrilian face comes into view.’Yes?' Avenon asks, politely."

The only information Avenon can give is the name of Talatma's widow, Eivmara. He says that Talmaj knows where she lives, and suggests the characters talk to her to find out where Talatma acquired the amulet. He spends the rest of his time saying thins like the following:

"You have the amulet, don't you? I can feel it. Speak the runes aloud. Go ahead. Use the amulet. Call upon Shabaal; he shall open your eyes as he has opened mine. Oh, he has shown me the Way of Things to Come. He is a wondrous god; I await his every sweet command. He is the Truth, His Word the Way. He is the spring from which all life and beauty flow."

He rambles on and on about "peace" and "inner harmony" but his eyes give him away. His evil and insanity are apparent.

"'That's enough, Avenon,' the Thrall mutters, closing the window."

"The Thrall escorts you back upstairs, where you reclaim your items, return the amulets and leave the prison grounds."

Eivmara
Talmaj gives the PCs her address, should they return to the Lyceum and get it.

At the estate of Talatma, the PCs find Eivmara selling what she can to survive on her own with her late husband's formidable collection. She is quiet and moody, but tells the characters of Belmar Rashif, the Orgovian trader who sold the amulet to Talatma. All she knows is that Rashif acquired the amulet somewhere in Carantheum and sold it to her husband. She then politely asks the characters to leave, apologizing for her abruptness. She does suggest, however, that the PCs look for Belmar Rashif in the Cymril Bazaar.

The Bazaar and Belmar Rashif
Rashif is nowhere to be found. Interrogating the other hawkers reveals that he has already set off back to Carantheum, about a week ago. The PCs must follow him to Dracarta.



End part three



Part Four



Um...err...well, you see...

Unfortunately, that's all the notes I could find...

I do have, however, the outline for the rest of the adventure. So, the rest will be rather abridged.

Outline
1. The only way to find the temple is to get the information from Ahmak al Sid, the only person who knows where it is. Simply get him drunk; he'll spill his guts. But be careful. He jealously guards his secrets and will kill to get his amulet back, if he finds out the characters are in possession of it....

Ahmak al Sid still frequents his favorite haunt, the tavern in Nadan where this story more or less begins...Belmar Rashif (once the PCs corner him in Dracarta) tells them he acquired the amulet from Skullk, who stole it from a Yitek in said Nadan tavern....

2. Once in the Barrens, the Daneleks will do their best to kill all intruders. Only foreigners in possession of the amulet will be spared....

If I remember correctly, there was another group of Rajans that shadowed the PCs as they left Cymril. That, or they were disguised as Djaffir and were waiting in Dracarta, having interrogated Eivmara as well...

Either way, there was a point in the adventure where the PCs are in the desert travelling to where Ahmak al Sid says the temple is, when they're overrun by an overwhelming number of Djaffir, who are actually Rajans in disguise. Such is their number that the PCs have no choice but to surrender. So, the Rajans were going to make their way to the temple (having overheard Ahmak al Sid and the PCs in the tavern) and gain control of the Iron Army so as to do nasty things that Rajans do so well...

Just when things are looking hopeless, the Daneleks attack and basically kick the Rajans from here to Celadon. They're about to do the same to the PCs when they discover the amulet one of them is wearing...revealed, perhaps, by a torn shirt in the scuffle. No matter how it's done, they find the PCs in possession of this artifact and spare their lives. I'm not sure why this is, though. That part of the notes are missing....

(Kind of Lovecraftian, isn't it...?)

;-)
3. One of the Rajans (the leader, a severe Necromancer-Priest) is assumed dead, or escapes the fight when no one's looking (or something along those lines). He secretly follows the PCs to the temple. 

Note that it's crucial that this happens, as you'll read later...

4.The temple of Shabaal is half-buried (a la the "snake scene" in Raiders of the Lost Ark...). In fact, it's mistaken for a small, very expansive hill...It is indeed an enormous temple that has a ceiling of about 40 feet. The characters will enter at the main entrance of the temple, where there are areas for people to gather and view sacrifices and the like. There is a door behind the dais which leads into the main chamber, where the priests would go to converse with Shabaal. Guarding this door are a pair of automatons in the likeness of Shabaal. They will attack unless they see the amulet.

Third Edition Stats for the Shabaal Sentinels:

Height: 6'0"

Weight: 500 lbs. (they're made of stone)

Int: -7 / Per: 0 / Will: +2 / Cha: N/A / Str: +4 / Dex: -3 / Con: +8 / Spd: -4 / Level: 1 / HP: 30 / Armor: 4

Attacks: 2-handed Scimitar-type sword: d10 / Claw or Punch: d6 (d6+2 in the case of Claws)

5. Inside the huge double doors (large enough to allow the large statue of Shabaal within to come out into the main area of worship to impress those gathered) is one very large room, long and high-ceilinged. There are 1,000 statues, all made of Black Iron and outfitted with weapons of various sorts, although sword and shield ensembles are quite common. These statues are something out of a nightmare: humanoid but horribly twisted and perverted. No two Iron Men are alike; some have more than two arms, some defy description. They are truly horrific to behold. All are covered with dust and sand has collected over the centuries around their feet. They are facing the doors the PCs enter in, all perfect rank and file. There are also sconces and torches on the walls so that the entire area can be lighted, although there is a flickering glow from a large fire pit in the floor some three hundred feet back...

Third Edition Stats for the Iron Warriors:

Height: varies, about 6'0", although Iron Warriors a foot taller or shorter are mixed in.

Weight: varies, about 600 pounds.

Int: -4 / Per: +1 / Will: +4 / Cha: n/a / Str: +6 / Dex: -2 / Con: +9 / Spd: -6 / Level: 2 / HP: 60 / Armor: 6

Attacks: 2-handed Scimitar-type sword: d10 / or whatever the statue's got handy by way of nightmarish anatomy...

Finally, the statue of Shabaal is here, floating magically upon a stand above a large fire pit in the floor. He's there at the back of the temple, and this fire is the source of the glow previously mentioned. This fire pit is where the characters must throw the amulet to destroy it.

At this point, there are a number of ways this adventure can go...all of them involving the sudden reappearance of the Necromancer-Priest we let escape earlier.

The first avenue we can pursue is to let the Rajan take control of the amulet and awaken the Iron Warriors. A scary proposition indeed, considering there are a thousand of them...probably not the best way to go unless your PCs can get off the floor in a hurry. Although it does have its possibilities.

If this is the route you wish to pursue, note that whoever possesses the amulet gets to order the Iron Warriors around. Also, destroying the amulet by throwing it into the fire (about 300 feet away, hehe hehe) will reduce the Iron Warriors to statues again, forever. That amulet is one of a kind...

The second avenue to pursue is to allow the PCs to destroy the amulet and believe they've completed the adventure. Then the Rajan attacks. This is the Harryhausen aspect of the adventure, in that blood spilled in the temple awakens the Statue of Shabaal:

Third Edition Stats for Shabaal:

Height: 20'

Weight: 6 tons (made of stone)

Int: -7 / Per: +2 / Will: +5 / Cha: n/a / Str: +15 / Dex: -4 / Con: +12 / Spd: -7 / Level: 13 / HP: 150 / Armor: 6

Attacks: REALLY large Scimitar: 3d12 / Claws or Punch: 2d10

Notes on Shabaal: This is not, of course, the actual god Shabaal. It is simply a stone automaton. It cannot cast spells or use any sort of combat tactics. Its CR is a paltry +1. However, since all the priests who knew the command words to control it are dead, and the amulet for controlling Shabaal is lost to antiquity, it falls back on its "default" command: kill everything moving. It is essentially a bumbling idiot. In its day, under the control of the priests, however, it certainly must've been a force to be reckoned with.

There are two ways to stop Shabaal: One is to pry its "heart" out. That is, a softball-sized ruby embedded in its chest. This will take a full success, rolling vs. STR and having a prying tool (even a dagger) to do the work with.

The only other way to "kill" Shabaal is to lure it into the fire pit. This requires the removal (read: "destruction") of the platform above it. The platform has about 75 HP and 5 points of armor. When it has taken all 75 points of damage, it will crumble into the fire pit, which seems to descend forever....

The third avenue is, of course, to combine the previous two in devilish ways of your own...



Epilogue



The temple is filled with old artifacts, coins (tithe) amulets, scrolls (magical and otherwise), statues, and so forth, most of which are harmless. On a d20 roll resulting in a 1 or 2, however, the item in question is life-threatening. There may be a number of magic-throwing items utilizing offensive spells from the following fields:

Aeromancy

Aquamancy

Geomancy

Pyromancy

Natural Magic

Necromancy

Shamanism

Witchcraft

Primitive Enchantment

or whatever...

The three large gems on the statue are:

1. The Heart of Shabaal: A red Prismatite crystal of 8th level.

2. The Belt Gem: A 13th-Level Ebonite Crystal

3. The Loincloth Gem: Imbued with a 5th-Level Necromantic Barrier which can be used up to three times per day.

Special Note:

None of the items in the temple should exceed fifth level, excepting weapons which are leveled according to the rules...



Here ends The Heart of Shabaal



There you go. I wrote this adventure after playing the Talislanta game for about four months, so there may be some information that is erroneous or otherwise threatening to game balance. Feel free to rewrite the offensive parts...

Thanks for your patience in my getting this up on a webpage. Let me know how this adventure worked out in your campaign, if you choose to use it...

Dale
This 3e Talislanta Adventure was originally posted to this archived website:

http://web.archive.org/web/19990210115040/http://www.uidaho.edu/~mitc2932/shabaal.htm
Converted to text document by Drohem (June 18, 2010)
