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Shadows in Zamboula
Short Story by Robert E. Howard
Adaptation for D&D by Wesley Connally

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

Levels: 6-7

Reputation: 10 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

This adventure is meant to be played immediately after “Black Tears.” If it isn't, sSimply omit Conan references
in the text. The party hopefully avoids becoming a group of cannibal’s next meal. They are approached by a
beautiful maid who begs their help in saving her brother from the evil druid tyrant in Zamboula.

World Map

At any appropriate time, you can show players “Figure 0: World Map—Zamboula, Turan” and let them
know this is where they will be adventuring.


mailto:wes@cwc.edu

Part 1: Aram Bakshs House




Allow characters to finish their conversation.

After characters are finished eating, drinking, and possibly interacting with other patrons, read on.

If characters check outside, they find an enclosed court, the walls flanking the road are low and no lock
on the gate leading to the road. Secretly roll to see who gets the “special” room, the one with a trick




opening from the outside and the one where the character will be attacked. The oil lamp has but a few
minutes of oil left in it.

Somewhere beyond the palm groves a drum begins.
One hour later a large Darfarian enters the room. Make the silhouette appear demonic.

[Darfarian (AC:8 HD:3 hp:27 Mv:12 Th:16 D:d4+3 SA: SD: Sz:6 XP:140)]

If the Darfarian is slain...

[Darfarian (AC:8 HD:3 hp:27 Mv:12 Th:16 D:d4+3 SA: SD: Sz:6 XP:140)]
Part 2: Zabibi, the Dancing Girl, and her Beau

After the assumed battle and victory...

Question and Answer session, so pause between paragraphs




Zabibi is the BID. Everyone should make a competitive roll for her favor.

[Zabibi AC: 10 HD: 1 hp: 3 Th: 20 Mv: 12 D: d2 Sz: 6°0” 1401bs]

S:10C: 14 D: 15 I: 14 W: 9 Ch: 15 COM: 19 PER: 13

Vitals: Age: 21 Measurements: 35DDD 24 33 Hair: Platinum Eyes: Light Green Skin: Milky White
Zabibi has the Allure trait as well as Dancing, Etiquette, Cooking and Sex.

They hear sounds of many scuffling feet and chatter. Characters have a chance to respond hiding
among the abandoned huts. If they allow the convoy of blacks to pass by, they hear the following.

After they pass, Zabibi uses her feminine wiles to get the group to search for her lover, “Alafdhal.” She
addresses most of her flirting to the winner of the BID contest.

[Alafdhal (AC:4 HD:8 hp:86 Mv:12 Th:11 D:d8+4/d8+4 SA: SD: Sz:6 XP:450)]
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After he has been subdued...

After they tend to Alafdhal, she turns to her protector:

Take the party's thief (or the one with the highest perception (PER) score) aside and tell him that he
recognizes that Zabibi is actually Nafertari, mistress of Jungir Khan and Alafdhal is none other than
Jungir Khan!

Additionally, he sees she has the famed Star of Khorala, a legendary ring of the Queen of Ophir,
carelessly lying at rest on the table. He must now decide whether to play along with her game, or reveal
her attempted subterfuge before all. Suggest that he may consider pocketing the ring for gain or
bribery if things get bad.

If he reveals her secret, she will deny it, saying “I get that often, a resemblance that has provided me
many benefits in my life.” She smiles, but those making a PER check at -4 can see a quick icy glance at
the thief.

Below is the most logical series of conversations if the thief plays along with her masquerade for now.

If they protest the slaying of Totrasmek, saying they will be a hunted group and the pleading of a
“dancing girl” will not stop the Zamboulan guards from feeding the vultures with their bodies.

If they ask for a reward:




Part 2: The Temple of Hanuman

Characters have little time to prepare. If they ignore her warning about armor, make sure they later
understand their folly as they attract more encounters of druids and in Baal-Pteor's chamber. Refer to
the map of the temple posted at the end of the adventure.

Characters have no chance to snatch her back in time, but you may roll some dice to give the
impression that they do. Of course after failing their attempt, they will try to break the door which is
impossible without a battering ram. There are no handles or locks to pick either.

They must go around the horseshoe area described by Zabibi. Here is information regarding the druid
quarters:




=

Each Room #2 has either 1-1° level or 1-2" level druid evenly distributed.

The opposite side of the “horseshoe” has a mirror image of the numbers and levels of druids.

3. The entire temple has vines growing along the walls and even the floors. Druids will take
advantage of this with spells such as Entangle and Trip.

4. If characters are without metal armor, and take pains to move quietly, they have an 80% to go
unnoticed.

5. Metal armor makes stealth nearly impossible. Roll d6 for every 10’ of movement. Ona 1 or 2,
they attract the attention of a room with druids.

6. If in the first round of combat, if the druids are not dispatched or silenced, e.g., with a Silence
Person spell, their cry will alert 1 or 2 more rooms of druids. Each round this will be repeated
until half the “horseshoe” will be engaged in combat.

7. At this point, two druids will break off and alert the other side of the temple. Those druids will
start to arrive at a rate of d3 druids per round. Keep track of druids as their numbers are finite
(18 in the horseshoe).

8. There are another 15 druids downstairs (which isn’t mapped). Nothing of value is downstairs

and that level simply contains the mess hall, kitchen, training rooms, etc.

N

[Druids (1%) (AC: 10 HD:1 hp:6 Mv:12 Th: 20 D:d6+2 (spiked mace) SA: spells SD: spells Sz:M
XP:50)]

First Tier

Strength of Stone
Shillelagh

Faerie Fire

Animal Summoning 1
Entangle

[Druids (2" (AC: 10 HD:2 hp:12 Mv:12 Th: 20 D:d6+2 (mace) SA: spells SD: spells Sz:M XP:100)]

First Tier Second Tier
Strength of Stone Barkskin
Shillelagh Warp Wood
Faerie Fire

Animal Summoning 1

Entangle



Temple of Hanuman

Down to training rooms, kitchens, mess hall, etc

1. Main Worship Area
a. Secret doors are bronze and
bolted from the other side.
Unbreakable.

2. Priest’'s Room
0-3 priest present

3. Baal-Pteor
4. Totrasmek

Zabibi dances at X

4a. Ts Private Room

4b. Privy
dc. Closet

4d. T's Personal Servant
4e.Ts Personal Servant 2 {0 e

4f. T's Living Area
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Baal-Pteor will not join the fight at this point. He will wait for their possible arrival into his chamber
where he has the advantage.

When they make it to Room 3, Baal-Pteor's chamber, check where everyone stands and read the
following:

This spell not only produces illusions which paralyzes those who fail, but activates the magnetic force
on the marked table. Two things happen to the characters.

1)

2)

Save vs Spells or become transfixed. The illusions will not kill. They are there to distract while
Baal-Pteor strangles each character one at a time. When a character dies, his image fades to
nothing in the mind's of his comrades. This image allows surviving characters to get another
Save vs Spells at -2 to break free. A successful save means the character's vision returns to
normal but loses 1 round of action in any case to clear his head.

A powerful magnetic force begins to pull any metal towards it (remember Zabibi's warning).
Note the location of the magnetic table with respect to the character's position. For characters to
resist, they must make a ST check. Failure means they either must let go of the metal or be drug
to the table and be stuck. For every 10 pounds of metal, the ST check is made at -1.
Furthermore, if characters are within two squares of the table (w/in 10") they get another -2. If
they are within 1 square (5" the penalty is -3. For characters with exceptional strength, subtract
a bonus strength level for each -1. For example, a character with an 18/54 ST, and a -5 to save,
would save at a 15 (18/01, 18, 17, 16, 15). A character saving in the range of exceptional ST,
still fails on a 19 or 20.
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[Baal-Pteor (AC:8 HD:10 hp:103 Mv:12 Th:9 D:d4+6 SA:strangle SD: Sz:6'6” XP:3900)
Can inflict d4+3 CON points per round on an unconscious foe until dead.]

Strangle vs Conscious Foe: use grapple rules, but Baal-Pteor does a called shot (-4) to hit the neck. If
he wins, he can skip the next phase (equivalent to wrestling proficiency) and immediately begin to do
d4+6 damage. If he hits the neck then he also does d4+2 CON points. When CON is <3, the character
falls unconscious until CON is 0 or his hp expires whichever is first, at which time he dies.

After the battle, a quick search will reveal a secret door, behind which screams ensue.

[Druids (3) (AC: 10 HD:3 hp:18 Mv:12 Th: 18 D:d6+2 (mace) SA: spells SD: spells SzzM XP:180)]

First Tier Second Tier Third Tier
Strength of Stone Barkskin Dispel Magic
Shillelagh Trip Summon Insects
Faerie Fire Heat Metal

Animal Summoning 1
Animal Friendship
Entangle

[Totrasmek 8" level druid (AC:2 HD:8 hp:48 Mv:12 Th:14 (12 vs good) D:d6+1 SA: spells SD: spells
Sz:5'6” XP:4000)]
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ST:17;C:14; D: 12;1: 10; W: 16; CH: 17; COM: 8

He wears Leather Armor +2 and a Necklace of Hanuman bestowing a +4 AC to such worshipers. He
wields a Brass Mace +1, +3 vs Good Creatures, the top end being cast into the likeness of an ape.

First Tier Second Tier Third Tier Fourth Tier

Strength of Stone Barkskin Dispel Magic Giant Insect (Mantis)
Shillelagh Trip Summon Insects Flying Monkeys
Faerie Fire Heat Metal Spike Growth Produce Fire

Animal Summoning 1 Flame Blade Snare Sticks to Snakes
Animal Friendship Warp Wood

Entangle

Detect Poison

Totrasmek has previously cast Summon Flying Monkeys. Four monkeys are perched on overhangs
watching the events unfold, but are commanded to attack any intruders.

[Flying Monkeys (AC:7 HD:2 hp:12 Th:16 from above D: d4+2/d4+2/d4 SA: dive, X2 damage SD:
Mv:12 (fly 18 B) S: S ML: 20 EX: 180)]

Characters can opt to get a free hit from behind—thief's backstab is appropriate.

If the PC who noticed it earlier took it, the search will, of course, be fruitless but she will search for a
d10+3 rounds. Otherwise, she finds it in a d10 rounds.

Once they defeat Totrasmek, the characters have a d10 safe rounds to exit the temple. Note, you should
compare this roll with Zabibi's roll to find her ring. The difference between the rolls are the number of
safe rounds or the number of unsafe rounds where any remaining druids are searching for the party.

If the number of safe rounds is less than the unsafe rounds, 1d4 druids will be in the main temple area
when the characters try to leave. When the druids call for help, 0-3 druids appear each round thereafter
until their numbers are spent.

When characters finally ask what she is doing...




Halfway through her searching, she runs back to Totrasmek's personal quarters to search there (rooms
4a, 4c, and 4f). Whether she finds it or no, she wants to hurry to return to Alafdhal to use the phial. And
on their successful escape...

The sack of silver turns out to be 900sp.

Part 4: Epilogue
Characters at this point have several options:
1. They can try to get their revenge on Aram Baksh
2. They can track down the clan of cannibals just outside the city to eliminate them (their
number is 48)
3. They can do as Nafertari says and search the temple under the protection of Jungir
Khan, serving those two for a time
4. or they can simply leave the city

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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Ring of Khorala:
When the key word inscribed on the inside of the ring is spoken, the wearer may charm as per

spell anyone of the opposite sex. Direct eye contact must be made. This power is usable but once per
day. It is also extremely valuable. The former owner of the ring, the Queen of Ophir, would gladly pay
4,000 gold pieces for its return, no questions asked. Characters may be reluctant to return it as they do
not know that it will be a “no questions asked” exchange.

Summon Flying Monkeys
Level: 4 Casting Time: 4
This spell summons 1d4 flying monkeys who will do 8 hours worth of task or partake in one
battle. Monkeys (AC:7 HD:2 hp:12 Th:16 from above D: d4+2/d4+2/d4 SA: dive, X2 damage
SD: Mv:12 (fly 18 B) S: s ML: 20 EX: 180); monkeys appear 1 round after summoning.
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Figure 0: The World Map—--Zamboula, Turan
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Figure 1: Aram Bakshs Neighborhood

1. Aram Baksh's Inn 4. Path Through Fig Trees to Desert
2. Enclosed Garden 5. Occupied Homes
3. Abandoned House
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Figure 2: A Maiden in Trouble!
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Figure 3: Hanuman the God

AND /NS/DE, BESTIAL IN
THE UNCERTAIN LIGHT,
SQUATS THE CARVEN IMAGE
OF AMQNLYMAN --NO LESS
SIM/AN N ASPECT
BECAUSE HE SITS CROSS-
LEGGED LIKE A MAN.
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AHANDS LIE OPEN UPON HIS
LAP PALMS UPWARD--AS (F
REAPY TO RECEIVE THE
BOPIES OR S0OULS OF
VICTIMS-- THE WRETCHED
AUMAN SACR/IFICES OF
A BLOOP THIRSTY,

PEGERNATE CLL7.

o

BeckoNING
CONAN TO
FOLLOW, THE
GIRL. MOVES
AROUNL THE
LOATHSOME
IMAGE ...




Figure 4: Zabibi and the Cobras
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