


Tomb  
    of the  
Savage 
Kings

By Stephen Newton • Cover artist: Will McAusland 
Editor: Tim Snider • Proofreader: Jen Brinkman  
Cartographer: Stefan Poag • Interior artists: Chris 
Arneson, Jason Edwards, Will McAusland, Brad 
McDevitt, Jesse Mohn, & Stefan Poag • Art direction 
& layout: Matt Hildebrand • Publisher & Mr. Mummy: 
Joseph Goodman 
Special Thanks: Judge Julian Bernick, Stephen E. Paine, Estella 
Castillo, Boris Karloff, Harley Stroh, and The Hound of Hirot 
Playtesters: San Jose Zoomans: Estella Castillo, Stephen E. 
Paine, Ava Newton, Cori Newton, Josh Purtscher, Santana the 
Fierce, Thom Hall, Jon Wilson, Darren Peech
Bride of CyclopsCon: Bjorn Nelson, Marc Plourde, Michael 
Nusbaum, Matt Thompson, Tim White
Judge Julian Bernick:  Dave Aughinbaugh, Bart A. Buckel, 
Nathan Groon, Stephanie Groon, Tim Spahr
Judge Julian Bernick Bride of CyclopsCon:  “Be Kind, Re-bind” – 
Steve Barnett, Ryan Bishop, Ron Blessing, David Corrie, Stefan 
Flickinger, Randall Harris

Download pregenerated characters and start playing right now!
Visit goodman-games.com/pre-generated-characters/

A LEVEL 2 ADVENTURE

DCC RPG and this adventure are copyright © 2012 Goodman Games LLC. Dungeon Crawl 
Classics is a trademark of Goodman Games LLC. DCC RPG is published under the Open 
Game License. Refer to the OGL in this work for additional information.

www.goodman-games.com

http://goodman-games.com/pre-generated-characters/


Page 2

INTRODUCTION

T
omb of the Savage Kings is designed for 4-5 2nd-level 
characters. It is inspired by numerous mummy 
movies, specifically Universal’s The Mummy (1933) 

and The Mummy’s Hand (1940), as well as Hammer Studio’s 
The Mummy (1959). The adventure includes tie-ins to Harley 
Stroh’s brilliant Doom of the Savage Kings but is a standalone 
adventure. 

PLAYER BACKGROUND:  
THE DAME’S STORY 

Summarize or roleplay the events leading up to the player 
start: 

One of Portnelle’s most popular and wealthy socialites, the 
widow Zita Aztur, has frantically approached the PCs in a 
desperate plea for assistance. Zita’s sister Isobel has gone 
missing! Iosbel is well known in Portnelle for her incredible 
beauty and her interest in antique weapons. Isobel had recent-
ly become “entangled” with Ardeth Bey, a stranger who had 
acquired information regarding the whereabouts of the tomb 
of Andoheb, greatest of the Savage Kings, and the rumored 
resting place of the fabled Moon Spear of Andoheb. Not trust-
ing the newcomer courting Isobel, Zita instructed her halfling 
servant Whemple to perform discreet investigations into Bey’s 
background. Whemple learned that Bey was a known associ-
ate of El Gato, a thieves’ guild renowned for their deft burglary 
skills and canny ability to move stolen goods.

Whemple’s sources confirmed that Ardeth had purchased 
from El Gato a map rumored to lead to the tomb of Andoheb. 
The sources claimed Ardeth suspected Andoheb’s Moon 
Spear could be found in the king’s burial chamber. Whemp-
le’s sources could not confirm the veracity of the map, but if 
legitimate, Isobel may have been enticed into joining Ardeth 
Bey in pursuit of its discovery. 

Ardeth Bey’s last visit to Isobel was one week ago and nei-
ther Bey nor Isobel have been seen since. Zita is fearful that 
Bey and Isobel have gone to risk the dangers of the tomb 
in search of the Moon Spear! Zita will pay the PCs hand-
somely to follow up on this lead and bring back any news 
of her sister’s whereabouts. As for recovered treasure, Zita 
respectfully requests a 15% locators fee, but her sister’s safe 
return is her main concern. Zita instructs her “manservant” 
Whemple to guide the PCs to the tomb. They can bring 
him inside if they wish, but under no circumstances must 
Whemple be placed in harm’s way.

And finally, if the PCs happen to come across Ardeth Bey 
during their exploration, she would like him brought back 
alive if possible as there are some individuals from El Gato 
who would like to have a word with him…

JUDGE’S BACKGROUND: 
THE REAL STORY

Zita’s story has a few kernels of truth but is mostly a fic-
tion. Zita and Whemple themselves are the actual members 
of El Gato and they themselves recently breached the tomb 
of Andoheb. During their exploration, Zita and Whemple 
dispatched several of the tomb’s foes and retrieved several 
artifacts. The pair eventually discovered the withered body 
of Kharis—Andoheb’s cursed high priest—in his sarcopha-
gus (area 8) and removed Iah-Babi’s Shroud of Un-Life from 
the body. The shroud is a cursed relic used for imprison-
ing souls of the wicked for eternity. Freed from his magi-
cal binding, Kharis arose as a demi-mummy and followed 
Zita’s scent back to her abode where he wreaked havoc. 
During the melee, Kharis the Risen gazed upon the beautiful 
Isobel and was taken aback by her resemblance to Sonjasup, 
the long-dead princess he failed to protect from the Jackal 
and perceived cause of his misfortunes. Quickly devising 
a plot of revenge against Sonjasup’s father, Kharis charmed 
Isobel, bringing both her and the shroud back to the tomb to 
implement his nefarious plans. Kharis the Risen intends to 
use the Moon Pool to open a portal back in time. His plan 
is to capture Sonjasup’s soul at the precise moment of her 
death, casting the stolen soul into Isobel’s body before it can 
travel to the afterlife, and then forcing Isobel/Sonjasup to 
wear the cursed Shroud of Un-Life as an act of spiteful re-
venge against Andoheb. 

As for Zita and Whemple, they both managed to survive 
Kharis’ attack and saw the demi-mummy depart with the 
charmed Isobel and the shroud. Zita longs for her sisters re-
turn, but knows she is no match for a demi-mummy. Zita 
and Whemple have fabricated the story about Ardeth Bey 
to coax the PCs to seek out and return Isobel under false 
pretenses.

Joseph: [translating inscription on box] “Death... eter-
nal punishment... for... anyone... who... opens... this... 
casket. In the name... of Amon-Ra... the king of gods.” 
Good heavens, what a terrible curse!

Ralph: [eagerly] Well, let’s see what’s inside!

—The Mummy (1932), Director Karl Freund
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RUNNING THE ADVENTURE

The judge is encouraged to paraphrase or role play the 
events in the players’ background. From there, the PCs start 
the adventure outside the tomb. 

Playing Whemple: Whemple projects mannerisms best de-
scribed as pompous bordering on arrogant. As a lifelong 
servant of the posh Zita Aztur, he laments about how he 
now finds himself in the company of the “hoi polloi.” This 
personality is, of course, a ruse as Whemple is an accom-
plished thief and is one of the leaders of El Gato. Whemple 
has two true motivations: 1) help find Isobel for his partner 
Zita, and 2) take an inventory of treasure the PCs find so 
that he knows what to steal from them later when the time 
is right. He feigns injuries or makes up excuses as to why he 
cannot share his “halfling luck” with the PCs.

Whemple (4th level Halfling Thief): Init +2; Atk scimitar +5 
melee (1d4+2); AC 13; HD 4d6; hp 18; MV 30’; Act 1d20; thieves’ 
skills (+3 skill checks); SV Fort +2, Ref +4, Will +3; AL N.

Equipment: padded armor, 2 daggers, sack of delicious bis-
cuits & cooking oil.

Deciphering Ancient Lys Hieroglyphics: The hieroglyph-
ics in the tomb are the written form of the Ancient Lys lan-
guage. PCs can decipher with a successful comprehend lan-
guages spell, a DC 15 read languages check, or a DC 15 Int 
check. PCs whose background occupation have a language 
affinity (astrologer, elven artisan, fortune teller, scribe, etc.) 
receive a +2 to their checks.

PLAYER START
Area 1 — Outside the Tomb: After a grueling nine-hour 
trek through forests, across creeks, and over foothills, your guide 
Whemple stops before an oddly shaped hill covered in vines. The 
hirsute halfling is covered with mud and sweat and is quivering 
from either the cold night air or excitement.

“This is it! The Tomb of Andoheb! Brother of Ulfheonar and great-
est of the Savage Kings! If Ardeth Bey enticed Isobel into entering 
the tomb with him to search for the spear, there will no doubt be 
clues in there!”

As Whemple rambles on, you study the mound before you. Illu-
minated by a full moon, what you first thought was just another 
vine-covered hill is actually a flat-topped pyramid constructed of 
gigantic stones, some as large as a human!  

A statue at the base of the pyramid has been carved into the like-
ness of a human female with the head of baboon. Its foreboding 
countenance glares a warning to those who would enter.

The pyramid is approximately 400 feet at its base (121 me-
ters) and 200 feet high (61 meters). It is made up of large 
stone blocks which are easy to climb but nearly impossible 
to move. Without tools, it requires at least 3 PCs all to make 
a successful DC 18 Str check to even budge a single stone. 

There are no obvious means of entry into the pyramid. A 
thorough search of the exterior uncovers the starshaft (area 
2).  The inscription on the base of the statue offers the PCs 
clues on how to enter. 

The statue: The statue is a carving of Iah-Babi (the baboon 
moon goddess); it is 12-feet tall and carved from a single 
piece of stone. Examining the statue reveals fine details in-
cluding a crescent moon necklace and an inscription of a 
curse at its base: “May the moonbeams of Iah-Babi always 
illuminate the face of Andoheb. Those who obstruct the 
moon’s glow will be judged and cursed. Their eyes shall 
feed the maggots, moon sand will fill their lungs, and the 
scorpion shall know their bed.”

The Moon Door: The puzzle to entering the pyramid is for 
the PCs to somehow get a ray of moonlight to touch the 
statue. While this may seem obvious, the challenge becomes 
that the pyramid has been specifically constructed so that 
its shadow always prevents moonlight from directly touch-
ing the statue. PCs need to figure out a way to “collect” 
moonlight and cast it upon the statue (although a successful 
knock spell always works). Some ideas are below, but judges 
should reward player ingenuity with success:

• Using a mirror to reflect moonlight

• Collecting and transferring moonlight in bags of water 
or mystical container

• Creative uses of spells such as phantasm, reversing dark-
ness, or something similar to create “fake” moonlight

• Any creative gesture from a cleric of Shul

When the PCs successfully perform an action that satisfies 
the spirit of the requirement, several stones at the perimeter 
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