


The Devil in Iron
Short Story by Robert E. Howard

Adaptation for D&D by Wesley Connally

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

Levels: 8-9

Reputation: 5 Turan (Country Reputation is based on a 1-5 scale from barely known (1) to heroic
status (5). For every 5 points of Adventure Reputation the characters earn, based on a successful
adventure, their score for the Country Reputation in the country where the adventure takes place, goes
up by 1. Reputation will affect NPC reaction rolls, prices, jealousies, women etc.)

Adventure Summary
A trap is set for the adventurers to lure them to an island on the Vilayet Sea. But everyone gets more than they
bargained for as the once ancient ruins on the island is regenerated and a god comes back to life!

World Map
At any appropriate time, you can show players “Figure 0: World Map—Turan” and let them know this

is where they will be adventuring.


mailto:wes@cwc.edu

Part 1: The Trap
Characters need to make a BID roll.

[Octavia AC: 10 HD: 1 hp: 3 Th: 20 Mv: 12 D: d2 Sz: 5°9” 1271bs]

S:9C:12D: 11 I: 16 W: 13 Ch: 15 COM: 20 PER: 11

Vitals: Age: 19 Measurements: 38DDD 26 36 Hair: Platinum Eyes: Dark Brown Skin: Milky White
Octavia has the Allure trait as well as Dancing, Etiquette, Cooking.




It is assumed that the characters will want to chase her down whether it be to return her to her master
for peace sake, or to claim her as their own, or perhaps free her. If they do not move to do this, it will
be incumbent upon the BID winner to kindle their thirst for the chase.

The party learns of Octavia's journey to Xapur at 9am. It takes %2 hour to reach the coast, one hour to
procure a boat and 4 % hours to row out to the island. That puts them at Dagon at 3pm. It gets dark at
6:30pm giving them 3 % hours before “things get real.” It is very important to keep track of time and
where the PCs are when it gets dark (see “Background” below).

Have them travel the short distance to the sea, procure a boat and sail to the island, Xapur, and scale the
stairs, and traverse the jungle. This should be an easy journey.

Part 2: Reaching Dagon

It is from this point that the characters have about 3 %2 hours before nightfall. Keep track of actions in
lumps of turns on a separate piece of paper. As the characters traipse around the jungle of Xapur, have
them roll for surprise at -5.



d4+2 rounds later the other Hell Hounds 3 close the circle.

[Hell Hounds (4) (AC:4 HD:7 hp:42 Mv:15 Th:13 D:d10 SA: fire SD: Sz: M XP:1400) Fire breath=10
yard range, 7 damage, NO save for half. If a 20 is rolled, it bites and grabs its victim breathing every
round on him.]

After the battle is over:

The gate has 200hp and if forced open, it releases a deadly trap—an iron cage with long thin points
depending from its ceiling. It crashes down on those walking through the broken gate trapping the first
two members and possibly the next two unless a saving throw vs Breath Weapon is made. A save is
also applicable for the spikes (vs Death/Poison). Saving indicates the thin lances miss the heads of the
character. Failure indicates 3d10 damage, and the loss of 1 CON/turn for 1 hour. Characters get a save
every turn to avoid that turn’s CON loss.

Background for DM

A Yuetshi fisherman climbed the great domed part of the ruins and beheld a marvelous site through the
broken roof. Below, a huge figure of a man was perfectly preserved and strangely, a great dagger was
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sunk into his chest. The dagger gleamed like the sun itself and lured the fisherman to climb down and
retrieve it. When he pulled it out, much to his surprise, the colossal man awoke and promptly slew him.

Khosatral Khel awoke when the dagger that paralyzed him for centuries was removed. He is
(practically) a god from the stars and created this formerly great city. Now he has set to task the
resurrection of the city and all its inhabitants, the Dagonians. These people are now similar to Ju-Ju
Zombies. They slumber in a comatose state, but at night, they fully awake and act as normal (though
technically undead) people. They can be turned as 4HD creatures.

If Khosatral knows of the party's presence in his city, the Dagonians attack on sight.
There is a 40% chance of encountering 1d4 Dagonians in any particular room or corridor at night.

[Dagonian (Ju-Ju zombies) (AC:6 HD:3+12 hp:30 Mv:12 Th:15 D:d8+4 SA: SD: fire=1/2, normal
weapons=1/2 Sz:6 XP:1150)]

At night, when fully awake, they act as normal people and can interact with the PCs. However, if
Khosatral has been alerted to the PCs presence, the Dagonians attack them on sight.

Part 3: Dagon’s Interior

As they move about, they see an open door to a house. Eventually, they should venture into a building
or home. In either case, use the following description.




If the characters search the room. Search check applicable.

A hallway presents itself as a means to further investigate the interior.




The man shows no evidence of being killed, but his sleep is so deep that the PCs might mistake him for
dead. If they think to compare his pulse or lack thereof to Yateli's, she appears dead too.

Unbeknownst to the characters, the entire city is a hive of connections, each house having a stairwell
that connects to the underground halls and rooms. After traversing some common hallways and rooms
for 10 minutes, they come out into a huge central room.

The area is vast, and PCs could wander aimlessly for hours of game play time. It is more prudent to not
have a map of the city, but rather ad lib rooms, hallways, and stairways as you see fit. Use the
following table for each random turn.

Furnished Room

Furnished Room; 10% chance of 100sp to 1000sp items

Room with d4 Dagonians, awake at night, comatose at day; 30% of 100sp to 3000sp items
Empty Hallway

Empty Hallway

Stairwell up to a house; d6 Dagonians, awake at night, comatose at day; 30% of 100sp to
3000sp of items

Before the pace of the game tires, have the party find the following room, Throne Room of the Serpent
God:

ogakrwdE




Table whereff

had lain =i Fisherman

Domed Ceiling Room

Hallway Where PCs
First Enter

Thrane Room of the Serpent God

*walls resemble
snake skin

Heavy Bronze Doors

However, what the characters most likely do NOT realize, is that it is indeed real but will remain asleep
if not molested. If touched it awakens but does not move. It takes in its surroundings. In this case, it
will quickly slither after the party as they turn to leave the dais.

[Giant Constrictor (AC:5 HD:12 hp:96 Mv:15 Th:8 D:2d10/2d8 SA: constrict SD: Sz: G XP:2800) It
takes 80 points of strength to extricate one in its coils. There is a 20% to hit a coiled ally when striking
the snake.]

If the characters succeed in finding the secret door behind the constrictor's dais, and they enter, read the
following:




Note that the domed ceiling, broken for the Yuetshi, is now rebuilt via Khosatral's magic. PCs will not
be able to exit or enter that way. There are no other exits from this room.

Dagger of Dagon +3: Excellent class weapon. Forged from a meteorite and ancient Yuetshi magic.
This is the one weapon that can injure and perhaps disable Khosatral Khel. It can do traditional
damage, d4+3, but upon a critical hit, it buries itself into his chest and he becomes paralyzed until a
future fateful day where it is removed.

If the PCs leave the constrictor's room via the huge double door made of bronze, they travel through a
few more empty hallways and rooms until they reach a room with a pool. Use the random table above
for a few rooms and hallways, and then have them find the pool room below.

Allow the characters to move from room to room for a bit, again using the random table above. Then,
unexpectedly, they see Octavia lying on a silken divan.




[Khosatral (AC:-2 HD: 15 hp: 100 Mv: 9 Th: 5 D: 2d10/2d10 SA: SD: immune to everything magic or
non-magical save the Dagger of Dagon +2 described above Sz: 9' XP: 35,000)]

[Dagonian (Ju-Ju zombies) (AC: 6 HD:3+12 hp:30 Mv:12 Th:15 D:d8+4 SA: SD: fire=1/2, normal
weapons=1/2 Sz:6 XP:1150)]

Khosatral will attack but will forfeit initiative on the first round as he evaluates his enemies.

After a couple of rounds, it should become apparent that no spell or weapon can hurt him. If they do
not have the dagger that was, hopefully, envisioned at the pool, the party should soon run, to either
escape the city or to find the hidden door within the room of “scaled walls” to obtain the dagger.

In either case, if it is past 6:30pm, Khosatral Khel mentally orders the Dagonians to begin a journey to
him and attack the intruders. The party, as they flee away from Khosatral, will encounter a d4
Dagonians in a d4+1 rounds of running. Thereafter, every d6+1 rounds, another d4 Dagonians will
block their path, slowing them down and allowing Khosatral to catch up. It will be important during
this chase to keep track of distance and rounds of fighting to see if he does indeed catch up before the
characters can dispatch and move past the Dagonians.

It takes three rounds to get back to the constrictor's room, but make the chase exciting. Have PCs make
an INT check to see if they remember the most direct way back. At the God of the Serpents Room, they
can bar the double bronze doors which will hold Khosatral for a d6+1 rounds.

Unfortunately, if they left the giant snake unmolested, or alive, it will now awaken with the
commotion.

From the constrictor's room, PCs can make a INT -3 check to remember the most direct way; if
successful, it takes 5 rounds of running unmolested to make it to the stairwell that they know about.
Otherwise, if they fail to remember, use the Random Room chart at a rate of one room per round until
they find a stairwell up to a house.

PCs should probably encounter a group of Dagonians descending the stairwell, a last, perhaps,
obstruction to their freedom. This escape should be an exciting chase as the PCs are truly being pursued
by a far superior foe.
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Part 4. Escaping the City of Dagon
In the courtyard of Dagon, there is a final 1 in 3 chance of the PCs encountering a d6+1 group of

Dagonians. Khosatral Khel will pursue the PCs all the way to the steep narrow stairwell that leads
down to their boat, if he has not been placed in another temporal stasis with the Dagger of Dagon.

Outside the city, Jehungir Khan waits for the party near the stairs leading down to the water. He has a
band of Turanians with him, crossbows locked and loaded.

PCs must roll for surprise. In any case, the Turanians will at least win initiative and fire their crossbows
before the party can retaliate. Remember, crossbows treat armor as if it is 4 classes worse.

Jehungir Khan (AC:2 HD:8 hp:76 Mv:12 Th:12 D:d8+6/d8+6 SA: SD: Sz:6 XP:950)
Turanians 8 (AC:5 HD:2 hp:14 Mv:12 Th:16 D:d6/d6 or d8 SA: SD: Sz:6 XP:65)

This final battle could also involve Khosatral and Dagonians, surely an unexpected event for Jehungir
Khan!

Part 5: Epilogue

If they escape with their lives, award PCs with Xps or if you use a simplified system like I do, this
adventure should be worth 1/3 of a level for each 4 hour playing session (but no more than 1 level per
adventure in any case).

I also keep track and award the following bonuses each worth 1/10 of a level:

1. Most Damage in a single blow/spell

2. Coolest Critical Hit by a PC

3. Weirdest/Funniest Happening

4. Scribe (one player must write all notes including monsters killed and treasure gained)
5. BID if she is alive and relatively unharmed

6. Best Idea
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Figure 0: The World Map—--Khawarizm, Turan
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Figure 1: Octavia
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Figure 2: The God Snake
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