


The Teeth of Gwahlur
Short Story by Robert E. Howard

Adaptation for D&D by Wesley Connally

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

Levels: 9-10

Reputation: 20 Keshan (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

The PCs have gone south to the kingdom of Kush to see if the legendary Jewels of Gwahlur actually exist.
Posing as mercenary generals for hire to train the warriors of Keshan, they learn of a forbidden city that lies
within volcanic-like walls outside the capital of Keshan. Gaining access to the sacred city will be challenging
enough, but once they learn about all the hands who want the jewels, they may get more than they bargained for.

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

this is where they will be adventuring.


mailto:wes@cwc.edu

To capture the spirit of the Conan world, I offer a “Babe-In-Distress bonus (BID).” As there is almost
always a BID in the stories and thus these adventures, I have the characters “compete” for her favor.
If you wish to do this, when the characters first meet the BID, have characters average their
Comeliness and Charisma scores. Then have them roll a d20. The one who comes closest without
going over their averaged score has struck the fancy of the BID for whatever reason (“he’s not the
best looking, but he has kind eyes”). He then becomes responsible to oversee her safety. If the
adventure is completed and she is still alive with only a few nicks, that character is awarded a 10%
experience point bonus, not to mention her undying gratitude in the bedroom. Of course, this process
applies to female player characters as well. The BID perhaps is intimidated by men and seeks the
safety of female protection, or perhaps the BID “just swings that way...”

Part 1: Scaling the Cliffs

The cliffs rise sheer from the jungle, towering ramparts of stone that glint jade-blue and dull crimson
in the rising sun, and curve away and away to east and west above the waving emerald ocean of
fronds and leaves. It looks insurmountable, that giant palisade with its sheer curtains of solid rock in
which bits of quartz wink dazzlingly in the sunlight.

You have come to the kingdom of Keshan following the lure of a fabled treasure that outshines the
hoard of the Turanian kings. Keshan is a barbaric kingdom lying in the eastern hinterlands of Kush
where the broad grasslands merge with the forests that roll up from the south. The people are a
mixed race, a dusky nobility ruling a population that is largely pure Negro. The rulers—princes and
high priests—claimed descent from a white race which, in a mythical age, had ruled a kingdom
whose capital city was Alkmeenon. Conflicting legends sought to explain the reason for that race's
eventual downfall, and the abandonment of the city by the survivors. Equally nebulous were the tales
of the Teeth of Gwahlur, the treasure of Alkmeenon. But these misty legends had been enough to
bring you to Keshan, over vast distances of plain, riverlaced jungle, and mountains.

You had found Keshan, which in itself is considered mythical by many northern and western nations,
and you had heard enough to confirm the rumors of the treasure that men call the Teeth of Gwahlur.
But its hiding place you could not learn, and you were confronted with the necessity of explaining
your presence in Keshan. Unattached strangers are not welcome there.

But you were nonplussed. With cool assurance you made your offer to the stately, plumed, suspicious
grandees of the barbarically magnificent court. You are a group of professional fighting men. In
search of employment you have come to Keshan. For a price you would train the armies of Keshan
and lead them against Punt, their hereditary enemy, whose recent successes in the field had aroused
the fury of Keshan's irascible king. This proposal was accepted.

But then came an interruption. Thutmekri came to Keshan at the head of an embassy from
Zembabwei. His offer outweighed yours. He pledged himself to invade Punt from the east with a
host of black spearmen, Shemitish archers, and mercenary swordsmen, and to aid the king of Keshan
to annex the hostile kingdom. The benevolent kings of Zembabwei desired only a monopoly of the
trade of Keshan and her tributaries—and, as a pledge of good faith, some of the Teeth of Gwahlur.
These would be put to no base usage, Thutmekri hastened to explain to the suspicious chieftains;
they would be placed in the temple of Zembabwei beside the squat gold idols of Dagon and Derketo,
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Emphasize that just because this is their first obstacle of the adventure, it is by no means their easiest.
In fact, this could be their deadliest. It is assumed they had time to gather some spikes, hammer, and
ropes before leaving Keshan.

The walls are 500° up, but they are only straight and sheer after the first 300°. PCs must make climbing
checks at this point, which is at the 350’ mark. They must make checks every 50°. This means 4 total
checks need to be made.

If characters have the mountaineering skill, no check is needed. Thieves may use their climbing skills,
but all other characters only have a 3% per DEX point. Characters would be advised to have the best
climber, were he a mountaineer, thief, or just the one with the best DEX, lead the group tied by ropes. If
a non-leading PC should fail a check, the next person who is higher must make a ST check or fall as
well. Keep going up the rope until someone makes a ST check.

Should a fall happen, characters take terminal velocity damage from such a height--52d6. Because of
the sloping nature of the bottom half, and because it is fairly smooth, characters are allowed a saving
throw for half damage. Obviously, a character who has fallen might just need to use a Fate Point to be
Left for Dead.

After the last climbing check is made, they reach the cave:
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When the PCs reach the summit:

[Wasps 10 (AC:4 HD:4 hp: 20 Mv:21 Th:17 D:2d4/d4 SA: poison sv or 2d6 CON damage + 2d6
rounds of being paralyzed SD: Sz:4' XP:420)]

Part 2: The City and Palace of Alkmeenon




The alcove is mostly concealed by a tapestry depending from above the lintel. If the PCs follow it
around, they find themselves in a small hallway that parallels the Oracle Room (where the body of
Yelaya is). As long as they have a light source, they easily see a small hole positioned so that if one
were to squat down, one could see and presumably hear what goes on in the Oracle Room. Clever PCs
might suspect ancient foul play, as the High Priest may have wanted to monitor what the “goddess”
tells important visitors.

When PCs decide to investigate what lies beyond the ornately carven door, read the following.
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Part 3: The Underground River

If the PCs decide to investigate where the sound emanated from, at some point in their wanderings read
the following:




[Ixitxachitil (flying giant manta rays) (8) (AC:4 HD:4+4 hp:16 Mv:12(S) 9 (glide) Th:15 D: SA: 3d4
SD: Sz:6' XP:420)]

The Ixitxachitil attempt to knock characters from the ladders and then fight them under the water where
they have a huge advantage (PCs have -6 on initiative and -6 on all combat rolls).

Once they make it up the ladders, PCs see a ledge that overlooks the river, or would if there were
enough light. An escape presents itself in the form of an opening in the ceiling.

Part 4: The “’Goddess Yelaya and Muriela

The Old Switcharoo

At this point, characters need to make a PER -5; if someone doesn't make it, proceed with roll playing.
If someone does make it, he notices her Corinthian accent and remembers her as Muriela, Zargheba's
dancing girl. Zargheba is a Stygian hired by Thutmekri to look for the Teeth of Gwahlur. He also

8



remembers a crescent-shaped birthmark on her hip.

If discovered, Muriela begs for their mercy. She doesn’t want to go back to Zargheba for he can be very
cruel, and may even kill her if he finds she was discovered. Muriela is the BID. Roll for the BID.
[Show “Figure 2: Muriela”]

[Muriela AC: 9 HD: 1 hp: 3 Th: 20 Mv: 12 D: d2 Sz: 6°0” 1401bs]

S:13C:8D:15 I: 11 W: 8 Ch: 11 COM: 17 PER: 8

Vitals: Age: 18 Measurements: 36C 24 36 Hair: Brunette Eyes: Dark Blue Skin: Milky White
Muriela has the Allure trait as well as Acting, Dancing, Disguise, Etiquette, and Sex.

She knows the following:

A Zargheba is out in the yards of the palace watching for the priests. He left via a secret
door to the east of the throne. She can show the party the door.

A He and she came alone

A They entered through a secret way on the south side of the valley; a broad pool at the
cliff's foot. Gwarunga told this information to Zargheba. (Gwarunga is a native of Kush
who is in the Keshan Court).

A He hid her among the trees while looking for this Oracle Chamber. He does not fully
trust Gwarunga; he came back and led her here, stripped Yelaya's body and gave Muriela
her clothes.

A “Twas to bid the priests to take the Teeth of Gwahlur and give some of them to
Thutmekri as a pledge, as he desired, and place the rest in the palace at Keshan. | was to
tell them that an awful doom threatened Keshan if they did not agree to Thutmekri's
proposals. And, oh, yes, | was to tell them that you were all to be skinned alive
immediately.”

A Gorulga is not a party to this swindle. He believes in the gods, and is incorruptible.
(Gorulga is High Priest of Keshan)

One bright plan the PCs might have is for her to continue Zargheba’s plan to fool the High Priest, only
now, she is instructed to say something different, something that might greatly benefit the PCs.

The party very well might decide to look for the Stygian snipe where he is hiding outside of the palace.
Muriel will not wish to accompany them, for the High Priest and his acolytes are expected soon. If the
party leaves to find Zargheba, run the following:




How Muriel responds depends on if her cover was blown earlier, or if the PCs were perhaps fooled by
the ruse. If fooled, she relates what Zargheba told her to say as planned:




If the PCs discovered the ruse, and tell her to say something new, read this version:

In either case, there is much mumbling concerning the goddess’ edict, and in either case, the priests
depart, bowing while moving backwards the entire time. They will move with haste to the location of
the Teeth of Gwahlur guided by the directions handed down from generation to generation of priests. It
is a simple plan for the PCs to just follow the priests to the location.

Gwarunga Lingers
But a fly in the ointment exists when re-entering the Audience Hall. By the time the PCs move around
from their place of hiding, Gwarunga has Muriela by the throat to the left of the throne.

The characters will most likely attack him and his guards. If Gwarunga is near death, he will feign
dying, and re-emerge as a player in the final scene. The only ways he will not, is if a critical hit makes
it impossible (like a severed head or major limb), or if characters check his fallen body specifically to
see if he is alive and then slay him.

[Gwarunga (AC:6 HD:10 hp:80 Mv:15 Th:7 D:d6+5/d6+5 SA: stunned d3 rounds on a 16+ attack roll
SD: Sz: M XP:4000)] He uses a spear and is a master with such which earns him +3/+3.
S:18/51 C: 17 D: 17 I: 14 W: 10 Ch: 12 COM: 13 PER: 11

[6 Guards (AC:8 HD:4 hp:30 Mv:12 Th:13 D:d6+3 SA: SD: Sz: M XP:650)]
When the battle is over, have all PCs make a PER check to notice that Muriela’s headpiece is gone.
Muriela, moves her hands to her head, and with a look of surprise, states that it must have fallen off in

the Oracle Room. When she returns to the Oracle Room, PCs hear a scream and muffled cry.

The OI’ d Switcharoo Two
When returning to the Oracle Room, the goddess has returned to the dais! And Muriela is gone!

The ancient keepers of Bit-Yakin have abducted Muriela via a secret door to the west of the dais in the

Oracle Room. Finding the secret door takes a typical check. If they fail to find it, warn them that the
High Priest’s trail to the Teeth of Gwahlur grows colder by the minute.
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If they find the door, read the following:

Characters will have to pass a conventional Open Doors Check to re-enter the Oracle Room.

If Gwarunga’s feign death worked, when they emerge, the chamber is empty, and so is the dais. Yelaya
has again vanished! He has taken her body and contrived a plan to get the Teeth.

Otherwise, when they emerge, Yelaya’s body is there as expected. In this case, the servants of Bin-
Yakin must have slammed the door on them.

Part 5: The Priests Procession

When the characters finally decide to chase the priests:




Have characters make a Listen Check. If successful, they hear a crying and sobbing sound if Muriela is
not with them.




Characters need to make a PER check to notice a green viper before it strikes them.

[Viper (AC: 8 HD:1 hp:3 Mv:12 Th:15 D:1 SA: venom save each round or d4 CON/round for 4 rounds
SD: Sz: S XP:320)]

Once Muriela has been saved (if she was not already with them), the PCs once again catch up to the
priests.

If Gwarunga is still alive continue with the following. If not, skip down to “The Guardians Appear.”
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If Gwarunga’s feign death worked, he has followed the PCs and priests, carrying Yelaya’s body with
him, holding it aloft, and doing his best to imitate her voice (he is helped by the echo in the cavern).

Part 6: The Guardians Appear




The PCs can either attempt to take the Teeth for themselves, fighting Bit-Yakin’s servants (and possibly
avoiding the wrath of the goddess), along the way, or they can make for the opening to the outside
while “the gettin’s good”). In either case, they will need to cross the upper bridge before they can
escape. It is suggested that they have a final encounter either with the goddess’ fist, or a servant or two
on the bridge. If they hold the Teeth, make sure they hold on to them during the battle, lest they fall to
the river below.

If Gwarunga is did not die in the palace and he attempted to impersonate the goddess Yelaya, read the
following:

There are now 19 other guards and priests besides Gorulga. Yelaya will hand pick (pun intended) two
each round to destroy. Be sure to assign Gorulga a number when randomly rolling who she chooses.
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His death could affect the outcome. Any guards and priests not caught up in melee with one of the
fifteen Servants, will run back into the tunnels including Gorulga. When PCs first fight a servant of Bit-
Yakin, read the following description:

It is no ape, neither is it a man. It is some shambling horror spawned in the mysterious, nameless
jungles of the south, where strange life teems in the reeking rot without the dominance of man, and
drums thunder in temples that had never known the tread of a human foot.

[Sasquatch (15) (AC:6 HD:6+4 hp:52 Mv:15 Th:11 D:d8/d8 SA: squeeze/rend SD: Sz:8' XP:420) If
both claws hit or a natural 20 is rolled, then the victim is either squeezed for double damage (before the
Crit Table roll) or rended (save vs death or die—if the character saves then he instead takes 2d8
damage)]

Part 7: The Escape
Two routes of escape present themselves to the PCs:

Escape by the opening in the wall

If the PCs are able to avoid dying by either the goddess and/or the Servants of Bit-Yakin, and are able
to make it across the upper bridge to the opening they saw, they can make a quick escape, perhaps with
Muriela and the Teeth of Gwahlur in tow.

Escape by backtracking

It may occur to the PCs to escape by backtracking all the way to the Dragon Door opening and
attempting to escape via the pool that Muriela mentioned. This will work, but they will have to deal
with the Servants pursuing them along the way. The servants know all the shortcuts and PC will have to
deal with any that they did not kill in the melee by the time they reach the outskirts of the City of
Alkmeenon. The goddess will not pursue the party outside of the expansive cavern. If the PCs meet
Gorulga, he may strike a temporary alliance with the PCs. If they have the Teeth, they could parlay for
any help he might give them (he does have Raise Dead after all!)

Part 8: Epilogue

If they manage to leave with the Teeth of Gwahlur, they will find that they, indeed, are valuable. In
total, 32 Teeth of Gwahlur are in the chest. Each could buy a small house stocked with 10 servants.
Perhaps the PCs are ready to buy a kingdom. Perhaps the Teeth will simply have been stolen or lost
between adventures. But one thing is for sure, if the PCs decide to slowly spend the Teeth over a few
weeks or more, something that valuable will always be a source of jealousy....

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:

e Most Damage in a single blow/spell
e Coolest Critical Hit by a PC
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Weirdest/Funniest Happening

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

Best Idea
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Cast of Characters

This adventure has several names that can become confusing. Here is a list of them to help:

Keshan City of Blacks where you seek the Teeth of Gwahlur
Thutmekri Ambassador of Zembabwei, but a Stygian by race
Gorulga High Priest of Keshan

Alkmeenon Ancient Holy city near Keshan

Yelaya Last Ruler of Alkmeenon

Bit-Yakin Wandering Aesthetic who took refuge in Alkmeenon
Zargheba Stygian also looking for the Teeth, hired by Thutmekri
Gwarunga Native who is in the Keshan Court

Muriela Dancing Girl of Zargheba's
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Gwarunga, 10" Level Warrior

AC:5 (skins and DEX)

HD: 10 hp: 103

Mv: 15

ThacO: 5

#AT: 3

D: d6+7/d6+7/d6+7

SA:  expert, specialized and master with the spear;
stunned d3 rounds on a 16+ attack roll

can use one attack to Trip opponent with spear as per
“Conan Special Combat Moves”; this attack

does NOT provoke an AofO and he can add his
ST modifier (+2) to the opposed roll

SD:

Sz: M 6°4”

XP:4000

He uses a spear and is a master with such which earns him +3/+3. Additionally, his spear point is a +1
magical weapon.

S:18/51 (+2/+3) C: 17 D: 17 1: 14 W: 10 Ch: 12 COM: 13 PER: 11
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Gorulga 10™ Level High Priest of Derketa
Primary Sphere: Necromantic

AC: 7 (skins and shield)

HD: 10 hp: 73

Mv: 15

ThacO: 13

#AT: 3/2

D: d6+5

SA: spells; expert and specialized with the axe
SD: spells

SzzM6’1”

XP: 4000

He uses an Axe +2.

S:17 (+1/+41) C: 15 D: 12 I: 14 W: 17 Ch: 14 COM: 10 PER: 14

First Tier 6 Second Tier 5 Third Tier 4 Fourth Tier 4 Fifth Tier 3
Bless Augury Dispel Magic Neutralize Poison ~ CauseCW

CauselL W CauseMW Inflict Injury Recitation Raise Dead
Prot from Good Slow Poison Magic Vestment CauseSW Atonement

Sanctuary Aid Prayer CureSW

Prot from Evil Hold Person

*Bold spells are Necromantic and thus do not cause Gorulga the additional -1 CON check penalty.
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Figure 1: Yelaya on the Altar
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Figure 2: Muriela
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Figure 3: Pteor the God of the Pelishti

ON A GRANITE
THRONE SITS THE
MONSTROUS AND
OBSCENE PTEOR,
THE GOD OF THE
PELISHTI. ..
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