MAHTUGA, SORCEROUS CITY UNDER SIEGE

Locations

There is a 1GP toll to enter the Inner City.

C Citadel: The Witch-Queen Korena governs from
here, issuing proclamations and passing sentence
on any rogue sorcerers who are apprehended. So
far no Chaos creatures have entered its walls.140
elite female soldiers, known as the ‘Seven Score
Swordsisters’, patrol the Inner City.

1 Circle of Mages: A luxurious meeting place for
wizards. Local laws state that all sorcerers within the
city have to register with the circle and pay a
monthly tithe (10% of earnings). The Archmage
Passandri has recently disappeared, causing fear
and panic amongst local wizards.

2 Ketch the Weaponsmith:  Quality, but expensive.
3 Shantytown: Within a crater that resulted from
misfiring spells, a beggar colony has arisen under
the leadership of Jhute, a Chaotic cultist who would
sacrifice the city to appease his dark masters.

4 Deep Pit: 30% chance that 2d6 Ratmen crawl out
at night after a ‘dry’ day. 60% after a ‘heavy’ day.

5 Temple of the Pot-bellied God : Deity of Good
Fortune. Rub his statue’s belly to get +1 to a Saving
Throw (only works 1d3 times).

6 Fat Rhon's: Store for common equipment, gossip
7 Tower of T'shush: see panel on right of page.

8 Mercenary HQ: Khuk's Company, a ragtag bunch
of demi-human sellswords, looking for new recruits.
9 Militia HQ: Armoury and rallying point for citizens
who are charged with defending the Outer City
against Chaos. 2D6 Militiamen on guard.

10 Chapterhouse of the ‘Chosen’:  armoured
priests who dedicate their lives to opposing Chaos.
11 The Last Stand: Inn, cheap broth and potent ale.
12 Monastery: The Abbott and his monks hold
weekly wrestling bouts outside to showcase their
martial prowess and collect donations. All may pit
their skills here. Bets are taken by the Abbott, a
shrewd gambler and collector of forbidden tomes.

Summary
The city was built using strange rock
that long ago fell from the stars and
is causing the essence of magic to
fluctuate within the city walls. A daily
check must be made to ascertain the
‘forecast’ for the day ahead:

Todays Magical Status

dry normal  heavy
Yesterday
dry 1-4 5-6
normal 1 2-5 6
heavy 1-2 3-6

Dry: spellcasting takes extra effort,
consult table below each time a spell
is cast. roll 1d4:

1 caster rolls saving throw or sleeps
for 1d6 rounds

2 the effect and duration of the spell
is halved, as appropriate

3 spell is delayed for 1d4 rounds

4 caster develops ‘wand-rot’ and
cannot cast any spells for 1d3 days
Heavy: spellcasting takes little effort,
consult table below each time a spell
is cast. roll 1d4:

1-2 the effect and duration of the
spell is doubled, as appropriate

3 causes an explosion in another
location (roll 1d12 on Locations)

4 spell summons a creature of Chaos
to warp to the caster’s location. Roll
1d6 twice, the first die is the number
of Tentacled Horrors that appear,
the second is the Hit Dice for each,
add together both results to give the
descending AC for each creature.
They move at half human speed.
Hirelings must check morale.

Random Events

(Roll 3d6 daily. -1 if ‘dry’, +1 if heavy)
Outer City

2 Vigilantes rounding up wizards in the
streets to hang them.

3 Demi-humans get taunted by crowd.

4 Blind Storyteller accosts PCs to tell his
tale. If listen, gain +2 Wisdom for 24 hrs.
5 The Vagrant Blades, a group of foreign
sellswords, are brawling with some of
Khuk’s Company (1d6 of each)

6 Wizard wants PCs to protect him

7 Thief, pursued by 2d6 Militiamen, runs
toward the PCs, shouting for help.

8 ‘Chosen’ attempt to arrest PCs

9 PCs are summoned by the Witch-
Queen as she has a task for them.

10 1d6 ‘Chosen’ have arrested a young
woman who cries for help

11 Owurd, a grim Northern berserker,
asks PCs to fight Chaos alongside him
12 Nude woman gallops by on horse.
13 Yung the Sorcerer challenges any PC
spellcaster to a duel at dawn.

14 2d6 Chaos Cultists set fire to houses.
15 Dying beggar hands one of the PCs a
scroll. It is a map of a secret lair beneath
a city location (roll 1d12)

16 Leeba the rogue attempts to pick-
pocket one of the PCs.

17 Merchant attempts to recruit the PCs
to spy on the Circle of Mages.

18 2d6 children pelt the PCs with stones
from nearby rooftops

19 Location (roll 1d12 on Locations)
warps to the Plane of Chaos for 24 hrs.
Tower of T'shush

Tallest building in the Outer City,
rumoured to have once been the abode
of an ancient magician. Local wizards
know that the key to unlock its doors is
held by the Circle of Mages. Inside the
Tower is subject to perpetual change
and the number of floors (one room per
floor), contents and inhabitants varies on
each visit. The only constant feature is
that on the top floor is a huge speckled
silver egg. Characters may leave the
Tower at any time by stamping their left
feet and whispering an incantation that
can only be learnt from an iron-bound
tome kept under guard in the library of
the Circle of Mages. Repeated trips to
the Tower will draw the attention of rival
adventurers, wizards and thieves.

Roll when PCs enter a room

1-2 empty, except for dungeon dressing
3-4 Trap

5 Tentacled Horror

6 warped to another city location (1d12)
Each room has one entrance/exit, a
spiral staircase.

Trap (Roll 1d3). Saving Throw to avoid.
1 Darts (1d3 damage)

2 Rock falls from ceiling (1d6 damage)
3 Poison Gas (sleep for a day)

After exiting a room, roll 1d6 and add the
amount of rooms visited so far on the trip
up the tower. If the total is over 20, they
enter the top floor next and find the
speckled silver egg.................
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