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We understand that digital piracy is a reality of the time and inevitable. Therefore, we are releasing this solo adventure without DRM knowing full well it’s going to travel.

We just want to remind all players that we do this for a living and this adventure and others like it supports a whole team of writers, artists, editors, and more. So if you truly can’t afford it, then we genuinely hope that you enjoy the experience.

But if you can, we’d appreciate your support on our website (www.obviousmimic.com) or via our Patreon page (www.patreon.com/obviousmimic).

Thank you and enjoy!


 

Dear Player,

Thank you for picking up our second solo adventure. The Crystals of Z’leth has been another labor of love that resulted in our biggest gamebook so far.

The Crystals of Z’leth is a solo adventure designed to play as your own Dungeons & Dragons: 5th Edition character. It is an interactive story where you as the player make the choices that take your character through challenges with real consequences to the story.

This solo adventure was successfully crowdfunded on Kickstarter in 2023 by more than 3500 backers from all over the world. We are eternally grateful for the support the community has given us and for the funding that provided us with the resources to create this for you. The Obvious Mimic team was able to spend more time, write more content, and create more art for this book and we hope it shows.

We had a blast making the book and we think you will enjoy this book as much as we did creating it.

Daniel Howard was the game designer and lead writer for The Crystals of Z’leth. Besides being a co-founder of Obvious Mimic, Daniel is also a forever DM and author/editor who has been publishing fiction and non-fiction for almost 30 years.

Kai Wloka is the producer and editor for The Crystals of Z’leth. As the other co-founder of Obvious Mimic, Kai brought his love of all things gaming to guide the story, build a fun experience, and get it out the door.

We thank you for joining us for the love of play.


Obvious Mimic
Solo Adventure Rules
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Introduction

The solo adventure you are about to enjoy is an interactive narrative where you get to be the hero of the story. Through your character’s abilities and your choices as the player, you can make progress through the various challenges set before you.

This version is based on the rules of Dungeons & Dragons: 5th Edition. If you’re already familiar with the basic mechanics of this game system, most of the rules here in the following sections will be a review (though you may want to check out the What’s Different? section before moving on).

If you’re not familiar with the rules of Dungeons & Dragons: 5th Edition, then we suggest you review

them here: https://www.dndbeyond.com/sources/basic-rules

The Goal

Though the exact goal of each Obvious Mimic solo adventure will vary based on the story, your goal as the player will always be to reach the end of the adventure in one piece.

Know that there will be obstacles and hazards in your path that will challenge (or even kill) your character.

You will have to use your character’s abilities - and your own wits - to overcome them and reach the story’s end.

What You’ll Need

To play this solo adventure, you’ll need the following:


	
A 5e character of level 1 or 2



	
A set of dice



	
This book





Optional Encounter Materials

This solo adventure is designed to work on its own, but we understand advanced players may want to run encounters more like a traditional tabletop experience. So we also provide self-DM materials as an optional PDF. Again, this is not necessary to enjoy the solo adventure but it is an option for players to also enjoy.

You can get the self-DM content for free here: https://obviousmimic.com/pages/self-dm-packs
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About You

You are the hero of this solo adventure. But who are you? We honestly don’t know.

That’s because Obvious Mimic solo adventures are written for you to play whatever character you want. There are no restrictions. That means you could play a new character just getting started, or you could use this adventure as a DM-approved downtime activity between sessions.

The story has been crafted in such a way that any character can succeed. Of course, some adventures will be easier or harder based on your character, but your choices as the player will help guide your character through their challenges.

The only real restriction we include is that our stories lean towards heroism. We don’t even run evil campaigns at our real-world tables. Your choices within the story will generally be of good and neutral alignments.

The Crystals of Z’leth has been written for Tier 1 (levels 1 to 4) characters to play. This means that certain parts will be challenging for a level 1 character but most will be very easy for a level 4 character.

How To Play

As you read, you will have to follow the prompts to progress through the story toward your goal. The adventure is broken down into numbered sections that have been randomized within chapters. On your journey, you’ll face choices like this:
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To move forward, you would either flip to the section you’ve chosen (your only option if you’re reading the physical book) or click on the go to # link to jump straight to that section (available in the digital versions).

Rolling Dice in the Text

Many sections don’t give you the choice but instead require you to roll some kind of check (usually a skill check). It might look something like this:
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In this case, your choice is based on the results of a skill check. So in the example above, you would roll a 20-sided die (d20) and then add your Athletics skill bonus as it appears on your character sheet. If the result is 10 or more, you pass and go to section 192 to find out the results of your success. If you roll less than 10, you fail and go to section 33 to find out the results of the failure.

Other situations may call on you to roll dice for random effects like saving throws against negative effects, being damaged by your environment, or randomizing certain events in the story. These will be prompted as needed.

Advantage and Disadvantage

Some effects apply Advantage or Disadvantage to your d20 dice rolls. In both, you roll the d20 two times.When you have Advantage, you choose the better result of the two. Conversely, Disadvantage forces you to choose the worse result of the two.

Combat Encounters

Like any good adventure, you can expect to engage in combat with monsters and villains.
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When you start a combat encounter you follow these steps:


	
Read the block because some creatures will take special actions before attacking.



	
Roll Initiative for you and your opponent (d20 plus Initiative modifier) to determine turn order. Higher goes first.



	
Choose an action: attack or use an ability (class ability, spell, etc.).



	
If you’re attacking, roll attack rolls (d20 plus Attack Modifier) against AC. If the attack roll is equal to or higher than the defender’s AC, then the attacker hits.



	
Roll damage rolled on the dice given by the attack plus any damage modifiers. A creature’s attack damage is equal to their Hit. If a creature has a Hit: 4 (1d6 + 1), that means it deals 4 damage to the player character whenever their attack successfully hits. Alternatively, you may want to roll one d6 and add 1 for their attack instead of the usual 4, as seen in the example inside the brackets. That way, enemy attacks may be slightly different each turn.



	
Repeat until either you or your opponent are reduced to 0 hp and then go to the given section.





What’s Different?

There are a number of things that are going to be a little different. This game is meant to capture the fun of a tabletop roleplaying game (TTRPG), but it is still its own medium. Here are a few things that work differently.

Movement

If you’re working with some of our self-DM resources like maps, etc. then you can run combat encounters and explore environments like a traditional tabletop game.

However, the game has been designed in such a way that movement is assumed throughout both the story and combat to simplify the game experience.

Inspiration

Because there’s no DM to give personalized rewards for your actions, this adventure hands out Inspiration

when you’re on the right track. (In Dungeons & Dragons: 5th Edition, Inspiration is a single-use point that allows you to apply advantage to one d20 roll.)

Optional Rule: Since you are playing alone without the benefit of a party to support you in your adventure, you can help offset the challenge by saving multiple Inspiration for when you might need them.

Taking Actions outside the Story

This solo adventure is a static work and it cannot truly replace the imaginative creativity of a group session run by a Game Master. So how do you resolve actions “off the page?”

Some examples - like buffs or debuffs and healing - are easy to resolve. Apply the bonus or the effect to events in the story. For example, you could cast the cantrip guidance before a skill check to increase your chance of passing that check. Or drink a healing potion whenever it makes sense to recover hit points for your character.

But what about open-ended spells like illusions or enchantments? How do these resolve in the story?

And the answer is that it’s up to you. Based on the open-ended effect you’ve applied, you can determine for yourself how it affects the story and your options.

So here are a few examples of what this could mean:


	
Applying the charmed effect might let you automatically pass all skill checks when  interacting with another character.



	
Casting a distracting illusion on an opponent might mean they take no action for one turn.



	
A special movement action in combat - like flying or teleporting - gives you an extra turn.



	
Long-term effects (e.g. barkskin lasting 1 hour) last as long as you think is reasonable given the events of the story.
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For more ideas or guidance, you can join our Discord server here: https://discord.gg/cSv4q6PmdB

After The Adventure

Over the course of this adventure, your character will receive various rewards in terms of treasure, items, and experience. These rewards are designed in such a way that you can then take them on to another solo adventure or even join a tabletop session if your DM allows.

Your character’s adventure doesn’t have to end here, but instead treat this solo adventure as just one part of your epic journey.

Whichever direction you take when you’re done, your character can keep whatever levels and treasure you’ve found along the way.

For the Dungeon Masters

We have created an info pack for DMs who haven’t read The Crystals of Z’leth to integrate its results into their campaign. You can find all this content here: www.obviousmimic.com/pages/solo-adventure-references-for-dms

This includes a summary of the events of the story, the rewards a player character might have received, and some ideas on how to use this story as part of your campaign with adventure hooks, lore, and recurring NPCs. The DM reference guide carries strong spoiler warnings.
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Chapter 1:
Introduction



 

It’s been most of a day’s travel since the jungle rose up around you in a twist of green and brown filled with the sounds of strange beasts. The tangle of trees and vines acts like a living canyon on either side of the rough track that counts as a road. What little you can see of the sky overhead is a flat white overcast, a gentle promise of rain today.

The humid air is heavy with the smell of flowers and fruit, and the hum of insects hangs just on the edge of your hearing. The heat is nearly overwhelming and you are running low on water, but your contact assured you that your destination wasn’t far. It’s a relief knowing you’ll not have to spend the night alone and in the open out here. As you force yourself through the air that seems to thicken with every step, you confirm once more that you have the map you’ve been hired to deliver, and that leads to the expedition you will join when you arrive. According to your contract, it’s primarily a rescue mission following another team into the jungle. However, the understanding is that your group will also pick up where the last one failed in its search for a supposedly lost city of a powerful ancient civilization.

With a healthy advance and an equal share of the treasure, all this discomfort may just be worth it in the end.

Add 75 gp to your inventory.

An especially loud trill calls out from somewhere among the trees and vines. You stop a moment and look for its source, but it’s hopeless in all the dense, dark plant growth to either side. It’s hard to even tell what direction it came from. Then you round a bend and see a collection of wagons. You’ve reached the expedition camp at last, but it seems that things may already be getting complicated (go to 74).



1

You successfully grab hold of the lizardfolk who broke ranks to come up behind Rija and Gigar. He struggles for a moment with a snarl and his claws reach back for your eyes, but they stop just before they make contact.

Then he relaxes with a rumbling groan in the back of his throat. You realize that everyone is staring at you and Rija is stunned with her mouth agape. Gigar doesn’t know what to do with himself, but Rija looks up to the chieftain who nods his head, clearly smiling.

“I appreciate the thought,” she says. “But you can let him go. Now.”

Seeing no other option, you comply (go to 36).



2

Almost as soon as the water hits your tongue, you are brought to your knees with a dizzying, feverish weakness. You double over on the soggy ground next to the stream and vomit up everything you’ve eaten in what seems like the last week.

With blurry eyes and buzzing ears, you drop to your side and shake violently for what feels like a very long time. Eventually, several pairs of hands help you get upright.

“Here, here,” says a high-pitched voice. Your eyes flutter open to a female gnome holding a tin cup to your lips. You drink a gulp of clean water from the cup. “You gonna make it?”

Your body nearly rejects the water, but you manage to just barely hold it down. You sit up to find two of the wagon drivers holding you up.

With a nod, you tell them you’ll live but feel terrible.

You are poisoned (even if you are normally immune to the poisoned condition) until your next long rest. After your long rest, roll a Constitution saving throw against DC 12. If you pass, you recover, but if you fail you are still poisoned until your following long rest, when you can roll to save again. Repeat the process until you recover.
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The burly expedition wagon drivers help you up and back to camp.

“Yeah, you’ll be fine,” one of them says. “C’mon. You won’t be doing that again, I bet. Let’s get you some clean water.”

By the time you reach camp, you’re no longer being held up but still feel brutally sick. But at least there’s water in the barrels (go to 45).



3​


Gain Inspiration.

You approach Rija who has set out a bedroll on the ground like the rest of the crew. She’s kneeling beside it organizing a collection of odd-looking items. She appears to be cataloging them and re-packing them, moving with well-practiced precision.

Notable in the grid are two large glossy black crystals, a coiled rope of unusual quality, an impressive climbing axe, three stoppered vials, and at least a dozen small blue crystals faintly glowing against the fabric beneath them.

As you approach, she looks up and meets your eye as she immediately starts to collect her gear. “Looking for something?”

Roll an Intelligence (Arcana) check. If you get 15 or more, (go to 34). If you get less than 15, (go to 57).



4​


The scaly form that drops out of the canopy above narrowly misses you, but it doesn’t stop there. A pair of snake heads dart out from the quickly-uncoiling mass. They hiss and snap at you with rows of sharp teeth.

You dance back just out of reach and ready yourself for a fight (go to 66).



5

You draw your weapon, drawing the attention of not just the lizardfolk but members of the expedition. The bookish orc’s eyes widen behind the lenses of his spectacles. The woman beside him heaves a weary sigh, pinches the bridge of her nose, and shakes her head in exasperation.

“Well, this is erm…” the orc stammers. “This person is our—”

And he looks at you with open arms and a shrug. This overcooked noodle of an orc isn’t scaring anyone, but you might be able to shake the lizardfolk’s resolve.

Roll a Charisma (Intimidation) check. If you get 15 or more, go to 16. If you get less than 15, go to 43.



6​


Gigar hands you the map that you delivered. It’s untidily sticking out of its case and it seems like there are some new creases in the document when you unfurl it. The map seems to have been passed through many hands, each person leaving a note or an addition.
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Roll an Intelligence (Investigation) check. If you get 10 or more, go to 96. If you get less than 10, go to 60.



7​


After some pressing, the crew open up. They are fearful, but Gigar seems to have deep pockets. He at least has aristocratic airs about him. But his posturing and self-aggrandizing might just be to cover up that it’s a certainty that not everyone will return from this expedition.

Besides the poisonous snakes and roaming tribes of lizardfolk, there is a creeping dread in the jungle. The crew complain in their own ways about a nagging malaise, like they’re just about to get sick but haven’t quite fallen ill yet.

“But that Rija knows what she’s doing,” says one wagon drivers.

“Aye,” replies the cook. “Quiet lady for sure, but she’s one to be reckoned with. And with you here too, adventurer, maybe we all have a chance.”

A general murmur of assent passes around the crew. You make no promises as you finish your stew and then continue on with your evening.

If you haven’t done so yet, you can try to speak to Rija (go to 3), talk to Gigar (go to 82), or approach Z’ka (go to 55).

Or if you’re feeling ready to turn in for the night, go to 89.



8​


Though it’s a challenge full of muttering—and a fair bit of cursing when you trip and fall into a patch of thorny plant growth—you manage to haul the snake back to camp.

When you arrive with it, Rija yells Gigar’s name till he emerges from his wagon rubbing his eyes. You can’t tell if he’s been reading or napping, but when he sees the dead snake he grins like a schoolboy who’s been told class is canceled.

“Wonderful, oh just wonderful,” he says. “Come, come, come. Bring it into the wagon. I’ll cut into it while it’s fresh.”

You and Rija drop the snake in loops over the worktable in his wagon. Gigar searches through a chest and removes a case of ominous-looking surgical tools.

“This will take some doing, so if you’ll excuse me,” he says and you make your way out of the wagon. When Rija stays, the orc looks to her. “You too, Rija. I’ll need to concentrate.”

She hesitates for a moment, then follows you out the door, eager to learn about the scholar’s findings when he’s finished with the specimen (go to 88).



9​


The effect you conjure makes combatants of both sides cry out in alarm. Several lizardfolk approach it to investigate, so it’s only a matter of time before they realize that it isn’t real.

Still, it gives you a distraction to help you sneak off into the jungle. Roll a Dexterity (Stealth) check. If you get 10 or higher, go to 28. If you get less than 10, go to 42.



1​0

Gain the benefits of a long rest.

Rija does not wake you the following day and you are only roused by the clamor of the rest of the crew starting their day. After asking around, you discover that she and Z’ka went out just the two of them, scouting a route northeast.

“But the boss lady left you instructions,” says one wagon driver as he salts leeches on a horse’s legs. “You need to stay behind and help Gigar with the map. You’ve been out in the jungle now. Maybe you can help him.”

You thank him and he turns back to his task, which he seems to be enjoying a little too much. You collect a couple of wrapped parcels of rations and make your way toward the scholar’s wagon. You knock and he pokes his head out, brow furrowed in annoyance until he sees you.

“Ah, adventurer, such a lovely surprise. I take it Rija has assigned you to me today?”

You say that does seem to be the case.

“Wonderful, I could use your help,” he says, turning away to rummage through his desk. “Come in and take this, if you please.”

He presents you with a carved obsidian amulet. It appears to depict some kind of dragon or serpent, but in its detail, you can see that it has no scales but feathers. Huge feathered wings round out the piece of jewelry. Despite it being carved out of black volcanic glass here, you wonder what this creature might look like in living color.

“Hold this please,” Gigar says again. “And we’ll begin.”

You reach out and grasp the amulet (go to 47).



11

You describe a few obvious things, like a crowd of lizardfolk and a magical ritual of some kind. And the crystals, as they seem pretty obvious. Gigar takes some notes but he looks disappointed.

“Nothing else, then?” he asks. “You didn’t see more of Z’leth?” he asks.

When you let him know that’s it, he sighs. “Like the others, then. I was hoping for more details from one as, erm, distinguished as you.”

He continues to probe and pester for a while longer, but you keep the specifics to yourself. The interview ends when you hear shouted greetings and increased movement outside (go to 75).



12

You turn to the lizardfolk as a group, but your eyes fall on the leader with the multicolored feathers around its neck. With a dramatic clearing of your throat, all eyes turn toward you with expressions ranging from curious to hostile.

You start with a greeting and introduce yourself as a member of the expedition. When no one contradicts you, though there are some confused glances, you continue by asking what seems to be the problem here.

When no one answers, you decide to try something else.

Roll a Charisma (Persuasion) check. If you get 15 or more, go to 62. If you get less than 15, go to 43.



13

Rija has stopped to assess a section of the jungle that seems to have caught her eye.

“If you’re done playing around, I could use another pair of eyes,” she says. “Come look at this.”

She waves you over and you join her, finding what appear to be small animal bones scattered across the jungle floor. It dawns on you that they could have fallen down from above, and you look up. Rija does the same, just as a heavy serpentine form drops toward you from above.

Roll a Dexterity saving throw. If you get 12 or more, go to 4. If you get less than 12, go to 50.



14

Gain Inspiration.

You cry out to the rest of the expedition, and crewmembers leap from their bedrolls in various states of grogginess. The posted sentries draw their weapons, no longer caught unawares by the approaching threat.

With no more option for stealth, the lizardfolk stalking the jungle burst out of the trees and attack with nets and clubs.

You can stay and fight (go to 73), use the confusion to sneak out of camp (go to 90), or use a spell or ability to avoid detection (go to 104).



15

A lucky swing of the club catches the side of your head, and the world spins around you until you find yourself on the ground. Crackling flames and screamed curses fill the air, but the wet stinking ground suddenly seems inviting.

You’re feeling so tired suddenly, and you close your eyes for a moment. Just a rest. Your last thought as you drift off is that you’ll be on your feet again in a moment.

YOU DIED.



16

Your display of aggression actually makes the lizardfolk nearest to you jump slightly and several speartips waver in your direction. Even through their harsh reptilian features, you see flashes of fear and sideways glances at each other.

The feathered leader stamps his feet and hisses in a gesture that you guess is like him nervously clearing his throat. The woman speaking for the expedition stands up straighter and raises her voice.

“I see the muscle has arrived,” she says, gesturing toward you. The orc next to her leans in to whisper something in her ear, but she shushes him. “Now if you don’t mind, we’d like to make something very clear—”

She pauses and looks over the spears in front of her at the warriors holding them (go to 85).



17

You cast a spell over the water and look at the swirling liquid. Though the fetid murkiness recedes for a moment, it blooms in the clear water again almost immediately. It still has the same stink as when it came from the stream.

You can try the water anyway (go to 79) or discard the water and return to camp to get water from one of the barrels (go to 45).



1​8

As you are looking around you, you see a long, serpentine form in the branches overhead just before it drops toward you.

Roll a Dexterity saving throw. If you get 8 or more, go to 4. If you get less than 8, go to 50.



1​9

You identify the garb and symbolism on the tablet as belonging to an ancient culture of lizardfolk said to inhabit the fabled city of Z’leth, a wealthy city said to wield powerful magic channeled through crystals.

These crystals were said to originate with this ancient Z’leth civilization, so there is likely some kind of underground complex somewhere in the vicinity. However, there are few reports of metallurgy in the historical records, making you wonder if there isn’t some inconsistency in the lore.

Z’ka is pleased with your progress and bobs his head. “Know. You know. And now you know.”

He then settles into his patch of disturbed earth and starts tapping along the tablet. You take your cue and bid him goodnight. He doesn’t look up from his whispered recitation as you find your bedroll and settle in for the night (go to 10).



2​0

You wake with the sun and a nudge of Rija’s boot. It rained overnight, which has dried somewhat to leave just a slight dampness to your clothes and a near certainty of leeches in your boots. Still, you had a decent night’s rest.

Gain the benefits of a long rest.
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“Let’s go,” she says and tosses you a packet of rations. “Eat on the trail.”

The two of you pass through the camp, which is just starting to rise and pack to move out for the day, and go on to scout the way ahead.

Engage Rija in conversation (go to 56), walk quietly together and observe your surroundings (go to 95), or split up to sneak through the jungle (go to 67).



2​1

Watching the cadence at which Z’ka taps a claw against the words in front of him, it dawns on you that he’s not just reading. He’s praying.

Every so often his head bobs as if in deference to some greater being. It’s obvious that he is toting a religious text, made of stone to survive the permanent dampness of the jungle.

You realize suddenly that you’ve been staring, unconsciously starting to bob along with Z’ka’s prayer rhythm. He has also seen you and has stopped.

“Only one way,” he says finally. “Not wake up. Just sleep.”

And he returns to his slow, wet chewing and tapping of the text. Despite the heat, a shiver runs down your spine.

If you haven’t done so yet, you can try to speak to Rija (go to 3), talk to Gigar (go to 82), or speak to the rest of the crew (go to 68).

Or if you’re feeling ready to turn in for the night, go to 89.



2​2

You say that you want to dissect the snake and remove certain oddities for easy transport. Rija offers you an extremely sharp knife from a toolkit on her belt and you go to work.

Roll an Intelligence (Nature) or a Wisdom (Medicine or Survival) check. If you get 12 or more, go to 49. If you get under 12, go to 76.



2​3

You and Rija haul the snake up onto your shoulders and start to trek back the way you came.

Roll a Strength (Athletics) check with advantage due to Rija’s help. If you get 14 or more, go to 8. If you get under 14, go to 35.



2​4

You do nothing as the purposeful lizardfolk advances on Rija and Gigar.

The bookish orc sees the potential threat first and with a squeal he jumps behind his companion.

“Agh,” he cries. “Rija! Do something!”

She spins, one hand going to the knife on her belt and the other coming up to ward off whatever threat is approaching from behind. In response, the lizardfolk coming up behind her stops where he is and plants the butt of his spear into the ground in front of him.

She looks at him and then you. The lizardfolk also glances at you to see if you’re going to move.

“All right,” she says. He nods, and you just look

between them as they size each other up (go to 36).



2​5

Unfortunately, you can’t read any of Gigar’s notes either and tell him so.

“Ah, well,” he says. “It was worth a try though, eh?”

You get up to leave, but Gigar stops you and flips through his notes with a stubby finger.

“Ah, ah, ah,” he scolds. “You have not been dismissed. Look here. See these symbols? They mean ‘Z’leth’. As in the ancient civilization. So while I don’t yet understand these new symbols, we know that the answers will be in this book.”

Looking at the symbols, you find it hard to see past his fingertip covering the word. Not that you could read it anyway.

“All right, now you are dismissed,” Gigar says with a wide smile. “Ta-ta for now!”

He returns to trying to decipher the ancient writings in his book, and you continue on with the start of your evening.

If you haven’t done so yet, you can try to speak to Rija (go to 3), approach Z’ka (go to 55), or speak to the rest of the crew (go to 68).

Or if you’re feeling ready to turn in for the night, go to 89.



2​6

From where you are hidden, you see Rija come into view. She pauses for a moment and looks from side to side for any threats.

So when it comes, she misses the danger from above. A twisted, scaly mass drops out of the tree above to land on your companion. She cries out and falls to the ground under what looks like a considerable weight.

You rush to her side just as she manages to free herself and you offer what help you can, so it’s no surprise when two serpents’ heads dart out of the writhing mass to snap at you (go to 66).



2​7

A whirling storm of sights and sounds and sensations overwhelms you and you feel severely unbalanced. You manage to push through a sense of vertigo, but it seems to tear at your consciousness as you do so.

You have disadvantage on Intelligence and Wisdom checks and saving throws until you next take a long rest.

With a final act of willpower, a scene resolves itself in front of you (go to 65).



2​8

The lizardfolk tear through the expedition crew, trapping them in nets and beating them with heavy clubs. Amid the screams and rushing shadows, no one notices as you dart soundlessly from shadow to shadow and out of camp.

From your position at the edge of the jungle, you can see that pockets of resistance have broken out among the expedition, though crewmembers are being overwhelmed and subdued by the lizardfolk’s superior numbers. Those crewmembers that make a break for it are knocked down by thrown clubs and also captured.

As you’re considering your next move, two strong sets of hands grab you from behind: one set around your torso and the other over your mouth to prevent you from crying out.

You’re jerked roughly back into the jungle and away from camp (go to 29).



29​


You flail momentarily before Rija tells you to stop. Shocked into stillness, you look around to see that Z’ka has his hands clamped around your upper arms. He is standing between Rija and Gigar, and none of them seem injured, though Gigar is shifting nervously from foot to foot.

“Here,” Rija says as she thrusts your gear into your hand. “You’ll be needing this. Come on.”

Gigar looks back to the camp. “But shouldn’t we… erm?”

“If you want to return, be my guest,” Rija says. “But I am continuing on. And you—the both of you—can still be of use. Just as I’m sure you’d also be put to good use by Z’ka’s former companions.”

Gigar looks to the lizardfolk and his face catches the flickering lamplight. Z’ka cocks his head at the orc, licks his lips, and sucks air through his teeth. Gigar’s eyes widen in terror. “Go. Hungry them,” says the lizardfolk.

Gigar looks between the three of you and, clearly not seeing what he wants on your face, resigns himself to staying. “Fine. Let’s be off then.”

Rija then turns to you. “Same offer,” she says.

You point out that you’re here for a reason, and that’s this ancient city. You want to find Z’leth.

Z’ka releases you and gives you a firm nod. As the circulation returns to your arms, you take your gear from Rija before following her into the darkened jungle away from the camp. Though it’s hard for you to tell in the murk and tangle of the vegetation, you’re quite sure you’re traveling northeast (go to 107).



3​0

You point out to the lizardfolk that there is clearly an existing agreement between them and the expedition. There is no difference between this group and the group that passed before them.

It’s clear now that at least some of these lizardfolk understand common well enough to communicate. A hissing conversation passes between them, too low to hear clearly though the tone is one of uncertainty.

The woman speaking for the expedition presses the advantage and looks around meaningfully.

“Our companion is right,” she says. “You must honor our agreement and give us free passage.”

The leader of the lizardfolk nods slowly and gestures for her to continue (go to 85).



3​1

You hear a slithering sound followed by a snap. Following the sound with your eyes, you see a collection of glowing pinpricks of light floating among the trees. Standing about the height of an adult human, but with eyes much larger, you have to guess it’s lizardfolk again.

You subtly ready yourself for battle. Whether this is the same band you met earlier or another group, it doesn’t matter. No one sneaks up on a sleeping camp with good intentions.

Knowing what’s coming, you can sneak away from camp (go to 63) or raise the alarm (go to 14)



32

The jungle is thick and lush, but not in a way you’d consider healthy. The trees twist themselves into unnatural shapes and the vines cling parasitically tight to their hosts. The air smells of too-ripe fruit just starting to go bad. Even the birdsong is too sharp and disconcerting.

There’s a palpable sense of sickness in the air, a corruption that radiates from all around you, like being just on the edge of nausea.

Roll a Wisdom (Perception) check. If you get 15 or higher, go to 18. If you get under 15, go to 53.



33

“Not sleep,” Z’ka says, beckoning. “Come. See.”

You follow him to what you can assume is where he sleeps. He doesn’t have a bedroll—he’s cold-blooded after all—but he’s scratched a flat area of disturbed earth to lie down on. The stone tablet is propped up against a wagon wheel nearby.

“Show you,” the lizardfolk says. “Great wisdom. Old things. Things in dark know us. We not know them. This is best.”
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Medium Beast, Neutral

Armor Class 12
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STR DEX CON INT
BHY) 14(+2) 12(+1)  4(-3)

ACTIONS
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Bite. Melee Attack: +3 to hit. Hit: 4 (1d6 + 1) piercing damage.
If you are hit, roll a DC 11 Strength saving throw or be

knocked prone.
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