
TOMB  OF  THE  MANTIS  KHAN
AN OLD-SCHOOL MINI-ADVENTURE FOR 4TH-LEVEL CHARACTERS

INTRODUCTION
Long ago a tribe of fearsome mantis-folk ruled the grasslands. Either they are extinct or they have migrated elsewhere, but their elaborate underground tomb complexes 
are occasionally discovered. Subsidence has revealed the entrance to this one. Wide steps lead down into darkness.

MAP SCALE: 1 SQUARE = 10 FEET

PIT TRAPS
2 in 6 chance to trigger; 10 feet deep and spiked, doing 1d6 + 3d4 damage.

WANDERING MONSTERS
Roll 1d6 every two turns. A result of 1 indicates an encounter. Roll 1d6:

Roll Result

1-4 4d6 Giant Centipedes (unlimited number)

5 2d6 Mantis Zombie-Warriors (18*)

6 1d3 Mantis Ghoul-Shamans (6*)

*The figure in parentheses is the total number of this monster type that can be 
encountered randomly. It does not include monsters placed in rooms.

ROOM KEY

1/ Pressure Drop: Hundreds of circular holes in ceiling. Leather-armoured human 
skeleton impaled by three short, heavy spears lying 25 feet north of the door. Gold 
coins spill from a pierced backpack. Anyone entering any of the squares marked 
“X” has a 2 in 6 chance of triggering a pressure-sensitive trap: several spears fall 
from ceiling holes, inflicting 3d4 damage on anyone underneath. (A lever in the 
secret room at 1a deactivates all the traps.) There are 300 gp altogether. Also in 
the backpack is a carved jade statuette of an oddly leering, unsettling insectoid 
entity. The statuette bears a mild yet unpleasant curse: any Lawful characters 
viewing it for the first time must save versus spells or soil themselves on the spot. 
It is worth 250 gp to the right buyer.

2, 5, 7, 11/ Empty Rooms: No monsters, traps or treasure. The Referee can add tomb furnishings and miscellaneous dungeon dressing as required.

3/ Ferocity and Freedom?: Breach in south wall. Slight draught of air. Burrow too tight for elves or humans to walk without stooping (no Dexterity bonus to AC, always 
lose initiative ties) leads to surface but is inhabited by a fierce giant weasel [hp 18].

4/ Lurid Lure: Central alcove contains wall-mounted wooden shield, dusty with age but gaily painted with colourful images of mantis warriors butchering human-like 
figures. Moving the shield opens the secret doors north and south, releasing 2 mantis ghoul-shamans [hp 26, 21] into the passage. Select appropriate spells for them.

6/ Honour Guard: 8 mantis zombie-warriors [hp 17, 17, 13, 21, 18, 18, 19, 8] wielding halberds. They attack intruders but do not pursue anyone fleeing the room.

8/ Tomb of the Mantis Khan: Opening the secret door from Room 7 produces a faint draught of air, enough to agitate a set of wind chimes at the turn in the passage. It is 
almost impossible, therefore, to surprise the undead mantis khan [hp 28] and his 2 mantis zombie-warrior attendants [hp 22, 18] in this room. The khan has a short bow 
and looses an arrow +2 at the first non-mantis to enter the room. He uses a scimitar-like sword +1 in melee. His attendants wield halberds. Three wooden coffers contain 
the khan's treasure: 5,000 sp, 3,000 gp, 3 gems (2 x 250 gp, 1 x 1,200 gp) and a potion of diminution.

9/ Charmer: Those who listen at the door hear what sounds like three or four inhuman voices humming or buzzing in weird harmony. In fact, it is a single mantis ghoul-
shaman [hp 25] producing overtones by rubbing his vestigial wing cases together. This strange performance has the effect of “charming” 14 giant centipedes [hp 2 each] 
and the priest can cause them to swarm against intruders. Select appropriate spells for the priest. He wears tattered indigo robes and a pectoral amulet of platinum and 
jade (material value 1,250 gp) that provides a +1 bonus to saving throws versus spells, including those from staves or wands.

10/ Scroll of Darkness: The southern half of this space is shrouded in a bubble of magical darkness, centred on a scroll on a shelf. There is a 1 in 6 chance that a 
wandering monster lurks in the darkness. The scroll radiates darkness when it is unrolled, as it is now. If it is removed from the dungeon, there is a 1% chance per day that 
it will simply vanish, never to be seen again.

12/ Mortal Fear: Silver gleams and gems sparkle in an open wooden coffer, surrounded by a scattering of bones. There are 1,200 sp and 5 gems (2 x 50 gp, 2 x 100 gp, 1 x 
500 gp). The doorway is enchanted. Anyone entering the room must save versus spells or become convinced that if they depart, death will follow. They will be too 
terrified to leave for 1d3 x 10 turns. Roll for wandering monsters as normal. If an affected character is forced to leave the room, he or she must make another saving 
throw, with failure resulting in permanent insanity. (Remove curse will cure the afflicted character.) Note: The enchantment does not affect animals or the undead.

Stat Blocks

Giant Centipede: HD 1d2 hp; AC 9 [10]; AT 1 bite (1 hp damage); MV 13; AL N. Special: Bitten characters must save vs. poison or be horribly sick for 10 days – 50% 
movement rate, no other physical activity possible.

Giant Weasel: HD 4+4; AC 7 [12]; AT 1 bite (2d4); MV 15; AL N. Special: Clings to victim, inflicting 2d4 damage per round until killed.

Mantis Ghoul-Shaman: HD 4+3; AC 5 [14]; AT 2 claws (1d3 each), 1 bite (1d4); MV 12; AL C. Special: Non-elves struck must save or be paralysed for 2d4 turns. Immune 
to charm, hold and sleep. Turned as a wraith. Casts spells as a 3rd-level cleric.

Mantis Khan: HD 5+3; AC 3 [16]; AT 1 weapon (by weapon); MV 12; AL C. Special: Only harmed by magical weapons, fire and spells. Immune to charm, hold and sleep. 
Turned as a mummy.

Mantis Zombie-Warrior: HD 3+3; AC 5 [14]; AT 1 weapon (by weapon); MV 9; AL N. Special: Immune to charm, hold and sleep. Turned as a ghoul. Attacks last each 
round.
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