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A Note on Abbreviations
To save space, several abbreviations are used in this 
book to refer to other books of the Beasts & Barbarians 
line. They are listed below:
SEPG: Beasts & Barbarians Steel Edition Player Guide
SEGM: Beasts & Barbarians Steel Edition Game Master 
Guide
TLD: Tricarnia, Land of Demons
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Human sacrifices are always a messy thing, especially if you are the chosen 
victim!

Trapped in a very dangerous situation in Tricarnia, the Land of Demons, you’ll 
have to make a flight in the dark to keep your neck away from the blood-hungry 
blade of a beautiful Tricarnian princess with nothing to lose except her soul.

But this is only the beginning of the story, because, on the wings of the night, 
you’ll have to face the threats of one of the most mysterious places of the 
Dominions, the fabled Xalath, from which nobody emerges alive and sane.

Are you ready to face the adventure?  

Special Book of Lore Expansion: The Xalath, the Labyrinth of Alath, an 
enormous maze in the very heart of Tricarnia, full of mysteries and dangers!
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INTRODUCTION 
Welcome to The Eye of Xalath, a scenario for the Beasts & Barbarians Savage Worlds setting.
To play this scenario you need a copy of the Savage Worlds core rules and both Beasts & 

Barbarians Steel Edition books (SEPG and SEGM). 
This scenario is for a party of one to six Seasoned heroes, but it can easily be modified, following 

the instructions in the SEGM, for parties of different sizes and experience.
You can play it with characters of your own, or using the Heroes of the Dominions pre-generated 

adventurers (available from the same store where you found this product).
If you haven’t got gaming terrain at your disposal, you will also find gaming stones and several 

copies of Burst Templates handy, to represent specific terrain features in fights.
Parts in italics are intended to be read aloud or paraphrased by the Game Master to the players.
Now, if you intend to play this scenario, stop here: the following sections are reserved for the 

Game Master only.
Otherwise, if you plan to run this adventure, go on, and prepare to face the threats of the Eye of 

Xalath!

CHARACTER REQUIREMENTS
This scenario presents a number of very different situations, so numerous skills are useful.
In particular a character (one is enough) with a good Riding skill will have a chance to shine 

during an important chase sequence, likewise a hero versed in Knowledge (Arcana) can receive 
additional hints which could save the party’s skins on several occasions.

There will also be a goodly amount of hiking, exploring and wandering in a hostile environment, 
so Survival, Tracking and Climbing could be your adventurers’ best friends.

As usually happens in the Dominions, fights will be common, so a warrior or two are more than 
welcome in the party.

However, although all the skills above are useful, they are not essential to complete the adventure 
with success. 

Important Belongings: The adventurers begins the story as prisoners, so they are stripped of 
their equipment, especially weapons and armor. Very small items, like lockpicks, jewels and similar 
things can pass unnoticed (at the GM’s discretion). If the GM feels generous, the most important 
and valuable of them can be found in Lizard’s possession during the third and fourth part of the 
scenario (he found them in the Tower of the Moon and picked them up).   

BACKGROUND
 North of Nal Taraska, a Tricarnian citadel in the shadows of the Brokenchain Mountains, there is 

a mysterious location called the Xalath, which means “the Labyrinth of Alath” in Tricarnian.
 It is an enormous maze, made of deep channels, rooms and clearings connected by a series of 

passages so convoluted and full of dead ends, that getting lost among them is very easy. 
The labyrinth extends southward from the base of the Brokenchain Mountains and its real 

dimensions are unknown, as is its origin: some say it was built by a mad Priest Prince of the past, 
others consider it a remnant of the Keronian Empire, but there are even stranger rumors (see the 
Book of Lore). 

Whatever the truth, the Xalath is a place full of dangers, because it is inhabited by weird creatures 
that can be found in no other place in the Dominions, but it also hoards great treasures and secrets. 

And, as you certainly know, greed has driven more than one man to perdition.
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Some weeks ago the Prince of Nal Taraska sent an expedition to map the Xalath, a large group of 
men led by his firstborn, Prince Tarakos.

 But of the whole expedition only one man returned, Tarakos himself, mad and raving from a fever 
and his wounds. 

He staggered into the throne room, holding something to his chest, and fell at the feet of his 
father.

“Highness... I bring you... unimaginable power,” he said, in front of the whole court. 
And then he died. 
The thing Tarakos held fell to the ground with a noisy sound. It was an ancient dagger, made of 

gold, with a triangular-shaped eye carved on the hilt, which seemed to stare with malevolence at the 
startled courtiers. 

What Really Happened in the Xalath. Takaros and his men met the Xalathi in the labyrinth, 
the servants of Alathur, a powerful demon. The Tricarnian prince took from them their most 
prized treasure: an unholy dagger which could be used to physically summon their master to the 
Dominions.

For several centuries Alathur, the Lord of the Eyes, has been waiting for the right moment 
to enter our world, but so far he hasn’t managed to do so, because this requires very particular 
circumstances. 

A sacrifice must be performed in the labyrinth, on the night of a full moon, and with a very 
particular victim: a person of pure Tricarnian blood, who could host the demon’s soul, but with no 
magical power at all, which could be used to drive him off.

And, in the throne room of Nal Taraska the Blade of Alathur, for the first time in centuries, sensed 
a creature meeting exactly those requirements.

The Desperate Princess. The lord of Nal Taraska has three offspring. We already spoke of the 
eldest, Tarakos, who died as a hero retrieving the dagger; he was the first. 

Princess Takeria is the second.  She is very beautiful, but it is no secret she is considered damaged 
goods: unlike her brothers, she was born with no magical power, which brings shame on the whole 
family and makes her worthless even as a bride for a dynastic marriage because no Tricarnian Prince 
would marry her.

The only things that stopped her brothers killing her were the fact she isn’t the first in the line of 
succession, and that her father has a fondness for her.

But now that Tarakos is dead, the third brother, Askor, who is ruthless as a snake, has decided to 
risk the rage of his father and kill sweet little Takeria, the only thing standing between him and the 
throne of Nal Taraska.

Takeria has always been very aware she is living on borrowed time, but when she saw the 
golden dagger, she suddenly remembered something she read in an old book, where it speaks of 
the Blade of Alathur, which can give great powers, if used to perform a human sacrifice in honor 
of the Lord of Eyes, Alathur. 

So, taking great risks, she crept into her father’s rooms and stole the dagger.
Now she only needs someone to sacrifice: she cannot use the slaves of the family, that is too 

dangerous, so she ordered her most trusted servant, a hunchback called Tyvak, to find her someone 
to butcher on the altar tonight.

Getting the Heroes Involved
Tyvak has already found the right people: the bodyguards of a Jalizaran merchant who stopped in 

the citadel tonight to sell his worthless wares.
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So armed with an open smile and a bottle of spiked wine he went into the foreigners’ quarters to 
offer them a lucrative job… 

PART 1: THE SACRIFICE
A RUDE AWAKENING

The first thing you become aware of is the acrid smell of firewood in the braziers. Then, the fact 
you are bound, lying on your back, legs and arms spread, like a pig which is going to be gutted. And 
then your head, which thumps as if beaten by the hammer of Hulian himself.

Etu’s tits, you know you should have not accepted the wine from that hunchback Tricarnian 
servant…

“You brought me foreign victims?” asks a female voice nearby, stressing the word “foreign”.
“My lady, I could not find anything better in so short a time, I am pretty sure the demon will like 

their blood as well as that of any son of a Tricarnian pit.” 
The apologizing voice belongs to Tyvak, that son of a dog who lured you in a tavern in Nal 

Taraska, the Tricarnian citadel where the Jalizaran caravan you were guarding stopped this 
morning.

“Humph!” the female voice snorts, unimpressed.
You raise your head as best your awkward position allows and assess the situation. It isn’t good. 

It isn’t good at all. You are inside a circular building, probably a tower, bound on a large, circular 
altar, each of you like one petal of a flower. 

In front of you there is an old hunchback, with a massive book under his arm, and a taller, 
cloaked figure nearby.

“Well, let’s go,” the cloaked figure says. “We don’t have much time. Open the book and let’s start.”
The figure drops the cloak to reveal a gorgeous, very young woman, with the pale skin and black 

silken hair of true Tricarnian nobility.
She is dressed in a skimpy bejeweled bikini, but it isn’t her luscious body which holds your 

attention now: it is the big, sharp, golden dagger she holds! 
“As you wish, Princess Takeria,” the slave says, then bows and opens the book.
The heroes are bound and helpless, stripped of all their gear (see above) and it is clear Princess 

Takeria is going to kill them. The players can try to speak with her, to buy time and discover what is 
going to happen. Takeria isn’t particularly secretive, she knows the heroes are going to die, but she 
doesn’t have much time, so she keeps the chat short.

Getting Free. The heroes are held by sacrificial ropes, which, luckily for them, are slightly 
rotten. To break free, each hero must succeed at a Dramatic Task based on Strength. When they 
gather four successes and/or raises, they are free. To make the scene more climatic, make them roll 
once every time Takeria says a part of the invocation (see below). 

The Chosen Victim. Takeria picks a random character as the first victim, although she is going 
to sacrifice all of them. If, at the end of the invocation, the victim isn’t free, she stabs him with the 
dagger, but as this is the first time she has made a sacrifice, she makes a mess of it, wounding the 
victim (who takes a non-soakable Wound) and cutting him free of one of his ropes!

“I think I’ll start with that one,” the Princess says (pointing toward a character).
“Keep the book open, so I can read the invocation,” the Princess says to the slave, while she raises 

the dagger high. You notice now it is a very peculiar weapon, with an eye engraved on the hilt. Ketu’s 
balls! The eye blinked!
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“Alathur, Lord of the Eyes! I, Takeria of Nal Taraska, offer you these lives to give me what I need 
more!”

“Klaatu…” she begins.
“Veratha…” she continues.
“Nikto!” the dagger falls toward the chest of your friend! 
By this point, probably one of the heroes will be free. All characters with a hand free are 

considered in grappling distance of the princess, who, due to the concentration required by the 
ritual, is automatically Surprised.

Tyvak will feebly try to defend his mistress, but he won’t be a problem for the party.
Once a character gets the dagger (the only weapon in the room), he can free all his companions 

in a round. 
At the end of the scene, the party should be free, with the golden dagger in their possession and 

the Princess and her slave overpowered.
But the real trouble is yet to begin.
(WC) Princess Takeria (1). See page 34.
(E) Tyvak. This frail, old slave has d4 in Vigor and Strength and d6 in all other Traits, plus the 

Elderly and Ugly Hindrances. He has no combat skill at all but he is ready to use the Fanatics Setting 
Rule to protect Takeria.

ENTER THE LIZARD
Now you are free and with no mad woman trying to butcher you, you can spare a look for the 

room. You are in a tower, probably on a high floor. Four big braziers burn near the altar. There are 
two ways out, a stairway going down to the south and another going up to the north.

At that very moment, from the stairs going down, out comes a group of soldiers: they have black 
insect-like armor and tiny long arms and legs which make them look like mantises. They must belong 
to some weird caste of Tricarnian slave warriors.

Their leader is a bald, bare-chested man with cold eyes, armed with a long chain-like whip made 
of interlocked bones.

When he speaks, he does so in the soft tones of the eunuchs. “Well, Lady Takeria, you’ve made a 
real mess with those slaves and the Blade of Alath, haven’t you?”

The Princess, in your power, frowns and says “Lizard, I never thought I’d be happy to see you. 
Yes, I stole the dagger from my father. Now, kill these slaves and take me to him. I am his favorite 
daughter, I am pretty sure the punishment won’t be too harsh. And I’ll reward you”

“My lady,” the eunuch answers with a cold smile. “You are unfortunate. Tonight I am not working 
for your father, but for your brother Askor. And he wants the dagger, the book, and you dead. Kill 
them all!”

With a clicking of their tongues, the mantis-soldiers advance toward you.
The heroes are unarmed, and their only potential hostage is worthless. Their only chance to 

survive is escaping up the north stairs. 
If they decide to fight (you should discourage this), the battlefield is a circle 14” in diameter, with 

the 2” wide altar in the middle, and two 2” wide exit stairs at 12 o’clock (north exit) and 6 o’clock 
(south exit). Place the heroes within 2” of the altar, and the opposition within 2” of the southern exit 
(a number of opponents will be on the stairs).

 The heroes automatically have the initiative and they can slow down the attackers by toppling 
over one or more braziers (see below).

If someone attacks Takeria, and Tyvak her slave is still alive, he will sacrifice himself to save her.
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