
THE WRECK OF THE SIREN
As soon as the treasure hunters board the Siren, the gladiator 

lizards emerge from the aft and forecastles to attack. The strange 
creatures fight to the death, seeking to gang up on opponents when 
possible. 
• Gladiator Lizards: There is one gladiator lizard for each hero, 

plus one more for each of the average Rank of the group (Novice 1, 
Seasoned 2, etc.), and their wily leader, Tzak, a Wild Card.

 w Gladiator Lizard
The two creatures which emerged in the gathering dusk held 

enormity even for the Mouser’s drugged mind. Shambling things, 
erect like men but taller, with reptilian heads boned and crested 
like helmets, feet clawed like a lizard’s, shoulders topped with bony 
spikes, forelimbs each terminating in a single yard-long claw. In the 
semidarkness they seemed like hideous caricatures of fighting men, 
armored and bearing swords. Dusk did not hide the yellow of their 
blinking eyes.

Then the voice called again: “For warriors, a warrior’s doom.”
—The Bleak Shore

These unusual and deadly creatures are found naturally only 
upon the Bleak Shore where they emerge from black, rock-like 
eggs. Gladiator lizards are vicious and predatory. They have some 
kind of strange mental link, allowing them to fight together with 
unnatural precision.
Attributes: Agility d10, Smarts d4 (A), Spirit d6, Strength d8, 

Vigor d8
Skills: Climbing d6, Fighting d10, Notice d6, Stealth d6
Pace: 6; Parry: 7; Toughness: 9 (2)
Special Abilities:
• Armor +2: Gladiator lizards have bony, crested heads and 

thick, leathery skin.
• Claws: Str+d8.
• Brood Mates: Gladiator Lizards gain an additional +1 bonus 

when ganging up on a foe.
• Size +1: Gladiator Lizards are roughly 8 feet tall.

JOURNEY HOME
After the battle, the rogues find the pay chest is empty. The 

lizards melted the agols into their trophies. Each of the six skulls 
can be sold for 30 rilks, however.

Follow the same procedure for encounters and Fatigue on the 
way out of the marsh as the trip in. Shortly after they reach the 
Causey Road, Kelt confronts the rogues with a small band of 
brigands, demanding “his” treasure. The adventurers can either 
fight or try to parley their way out of a battle.

Three of the skulls and successful Persuasion roll at –4 convinces 
Kelt to let them pass, as long as they keep the others secret. Each 
additional skull grants a +1 bonus to the roll. Turning over all 
of them but failing the roll means Kelt demands all their other 
valuables and weapons as well.

Kelt and his bandits fight until half their number is defeated or 
Kelt falls, at which point the survivors flee. Each has 1d8 agols in a 
pouch and Kelt has 6 rilks.

 t Kelt: Use the stats for Ship Captain from Lankhmar: City of 
Thieves.
• Brigands (2 per Hero): Use the stats for Brigand from Lankhmar: 

City of Thieves.
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