
Hollow Earth Expeditions 

Rampage of the Frozen Terror! 

This Unofficial Adventure may be used as a 
one-shot journey into the world of Hollow 
Earth Expeditions and the Ubiquity system or it 
may be used as the leading edge to a campaign 
set therein.   

It is set in a snow covered valley within the 
Hollow Earth and all of the creatures can be 
found in the Bestiary of the Mysteries of the 
Hollow Earth book. 

This adventure is tough, and may require up 
to five (5) player characters to safely complete.  
Read this carefully to determine the strength of 
your party before beginning.  The final battle 
with the Bull Mammoth is especially tough 
since the party will be using Spears, not 
Firearms. 

Movement is also difficult as the valley is 
covered in Knee Deep snow, slowing movement 
by one-half (1/2), but this will also reduce 
falling damage to One Non-Lethal per Twenty 
feet fallen. 

Introduction 
A small friendly tribe living on a frozen 

valley have fallen under attack by a great beast.  
A beast who seems intent on driving them from 
their home.  Can a noble party of adventurers 
stop the marauding beast and determine its true 
motives before the Yu-Kur tribe leaves their 
ancestral hunting grounds forever? 
Plot Synopsis 

The Yu-Kur tribe have shared a valley with 
another tribe, the Uu’lans, for generations.  It is 
a rich, green valley in the summer, and plentiful 
hunting grounds for Woolly Beasts in the winter 
times.  But recently the Uu’lan discovered gold 
in the great river.  Worthless for tools, they use 
it for ornament.  When ocean pirates, who trade 
with them in the winter months, saw this they 
became eager to drive the Yu-Kur from the 
valley and claim the rich gold fields for 
themselves. 

Thus, the pirate captain, Barton, has sent a 
couple of his men into the cold valley with a 
poison which will make the beasts go wild, 
berserk.  Using blowguns and darts similar to 
that of the Uu’lan, he wants them to poison the 
Mammoths so that their drug induced actions 
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will make the Yu-Kur believe that their 
“gods” have turned against them,  driving 
them from the valley forever. 

The Player Characters 

The reason the player characters are in 
the valley is up to the Game Master, 
finding a way to fit it into his/her existing 
campaign.  The characters could be looking 
for Mammoth to hunt, they could be 
searching out the Yu-Kur for trade (or 
perhaps old friends) or they could simply 
be “passing through.”  The point is to have 
them on the frozen rough during the day of 
the attack... 

Tribal Background 
The Yu-Kur tribe has hunted in this valley 

for generations, sharing it with another tribe 
from across the far mountains.  During the 
times of warmth, they move high in the 
mountains, living on spring buck and the fresh 
greens that grow along the mountain ridges. 

Every winter (“time of white” as they call it) 
they return to the lower valley, when the great 
woolly beasts move through, and so too does 
the beast they have come to worship, the great 
Mammoths.  These shaggy giants provide 
everything they need, food, clothing, tools, 
weapons and shelters are all made from their 
remains.  In return, they worship them, and 
only take what they need, picking the weakest 
of the herd to hunt and leaving the rest alone. 

The other tribe, the Uu’lan, do not hunt the 
mammoth, leaving the valley alone during the 
winter times for the warm shores of the Endless 
River. 

The Yu-Kur are also fierce warriors, never 
having lost to any invader.  Strong, yet friendly, 
they welcome all peaceful visitors as a chance to 
learn about visitors into the lands of their gods. 

Now, as the party moves into the frozen 
valley, either by chance or in 
search of the Yu-Kur, they 

find the area strangely quiet until... 

Aftermath of the Attack 
“...breaking through the trees along a great 

ice covered river, you find yourselves 
confronted with a scene of carnage.  A half 
dozen Yu-Kur hunters are scattered about the 
snow, battered, beaten and trampled.  One 
bloody faced warrior stands with his spear 
facing down against a female Woolly 
Mammoth who seems busy bashing a tree to 
pulp with her massive tusks. 

As you enter, she turns and rushes toward 
you, swinging her head wildly from side to 
side in a blind raging charge.” 

 

Use the stats for Woolly Mammoth 
(Mysteries of the Hollow Earth 170) for this 

fight, but give her only 8 Health as she is 
injured.  Because of the drug induced craze, she 
will fight all the way to –5, without needing to 
make a Willpower roll, before dropping dead. 

 

All characters in the party need to make a 
(Tough 3) Dexterity or Acrobatics Tumbling 
check to avoid the flailing tusks.  Those that 
succeed have avoided the onrush and are now 
laying in the snow to the side of where the beast 
ran.  Those that fail will take an amount of Non-Page 2 

 



Lethal damage equal to the amount they failed 
the roll by (1-2 possible points of Non-Lethal 
damage) and are flung to the side, also in snow.  
It is possible (Game Masters Discretion) that any 
character hit by a tusk attack could have their 
equipment or long weapon (rifle, spear, bow, 
etc) broken by the impact. 

After the initial charge, she will turn and 
attack one more time before running off through 
the trees, leaving a scene of carnage behind her.  
Should she escape, she will return to fight again 
later on in “Angry Gods & Gold Bits.” 

An observant character who makes a (Hard 
4) Perception check will notice that the 
Mammoth was sweating heavily and that her 
large eyes are wide and “glassed-over,” as if she 
was in a daze. 

Any character who makes an (Average 2) 
Medicine Diagnosis check will note that these 
symptoms are common in some forms of mental 
instability, viral infections (and fever) or drug 
overdose. 

In the aftermath of the attack, the party will 
find that two of the villagers are dead and two 
are in critical condition (broken arms, legs and 
ribs), requiring immediate medical attention.  
The Yu-Kur still standing is ok, suffering only 
minor injury while the last hunter has been 
knocked unconscious over beside a tree. 

The surviving hunter still standing is called 
“Nor-md.”  He will be grateful to the party for 
helping drive the “angry god” off his party, and 
for any aid they offer.  He will lead them to their 
village, carrying the wounded and dead back, 
along with what little game they obtained while 
hunting before the attack (a few hares and a fox). 

Along the way he will explain that they were 
out hunting game, mostly white fox and rabbit, 
when their “god” attacked them from the trees.  
They tried to defend, but there were caught by 
surprise and she seemed angry.  If asked, Nor-
md will explain how they worship the 
Mammoths, being the bringers of life that they 
are (as per Tribal Background).  A (Tough 3) 
Empathy check will tell the characters that he is 

withholding information, namely the fact that 
this is not the first attack his people have 
suffered and that he is frightened that their 
“gods” have turned against his people. 

Village of the Angry Gods 
It takes a half day’s walk to reach his village, 

which is located in a small box canyon on the 
edge of the valley.  The canyon is closed off by a 
10-foot high wall created from wood and 
Mammoth ribs.  Inside, a dozen “longhouse” 
style lodges are scattered about, each made out 
of wood and bone frame, with tree bark and 
Mammoth hide for coverings.  A small river 
runs down from the mountain, through the 
village and under the wall while tall trees, 
mostly pine, are scattered around the lodges. 

The village is led by an elder named Ne-roon.  
A man of advanced years, but still strong of 
body and spirit.  He is sad for their losses as he 
addresses the party: 

“I would thank you for rescuing our sons 
from the frozen lands.  Terrible, and 
frightening, this loss is.  An angry god is not an 
easy thing to look upon the face of.”  He raises 
his hands toward the heavens while he speaks, 
“tell me, Mighty One, what have we done to 
bring your wrath upon our simple tribe?  Were 
all those you have killed offended you or do 
you wish us to leave these lands of our fathers 
father?” 

His eyes return to the party.  “You have 
been kind in helping without cause.  We would 
be wrong to send you out without offering 
food and shelter in one of our lodges for a rest 
or two.  It is the least we can do.” 

If anyone asks about “all those,” Ne-roon will 
indicate that two other hunting parties have 
been attacked by angry Mammoth, with the 
party you brought back bringing the injuries up 
to 11, and now 5 hunters dead. 

Their hunters can find no pattern to the 
attacks.  All three hunting parties were on 
different parts of the valley.  
None were hunting Mammoth, Page 3 



which requires the entire tribe in a combined 
effort.  Two were hunting small game and the 
third was hunting a rogue (dire) wolf that had 
been spotted lurking in the area days earlier. 

The village can only provide simple foods 
and warm vegetable broth to eat as their 
supplies are running low.  They share some 
simple medical supplies (equivalent to one First 
Aid Kit) to help with the parties injuries.  The 
lodge they are provided with is in the center of 
the canyon, with exits on both ends and a warm 
fire in the center section. 

The rest time is uneventful and, indeed, quite 
relaxing given the wintry environment.  
However, as the rest time ends, terror strikes: 

Your evenings rest is interrupted by 
someone screaming in terror, a beastly roar, 
and the sound of wood shattering.  As you look 
out of the lodge, you can see a young bull 
mammoth has burst through the fence and is 
charging through the village, smashing lodges 
as it runs in a reckless path toward the back of 
the canyon. 

The beast is running headlong through the 
village, swinging it’s head and tusks wildly from 
side to side as it runs.  Sweeping everything out 
of it’s path and hurling men, women and 
children as it goes. 

 

Use the stats for Woolly Mammoth 
(Mysteries of the Hollow Earth 170) for this 

fight.  Because of the drug induced craze, he will 
fight all the way to –5, without needing to make 

a Willpower roll, before dropping dead. 

 

Unlike the previous beast, this Mammoth 
will fight until the end, attacking a different 
target each turn.  It may attack a Player 
Character, an NPC or even a Lodge, determined 
randomly.  Any attempt to “distract” the beast 
will fail due to it’s drug induced craze. 

Like before, an observant character who 
makes a (Hard 4) Perception 
check will notice that the 

Mammoth was sweating heavily and that his 
large eyes are wide and “glassed-over,” as if he 
was in a daze. 

However this battle proceeds, this is a chance 
for the Player Characters to engage in acts of 
brash heroism as there is a massive beast flailing 
about and there are women and children in 
danger of being trampled and crushed in it’s 
rage.  The Game Master is encouraged to create 
opportunities; a screaming child about to be 
stepped on, an old woman trapped in a burning 
lodge, an unconscious warrior hurled into the 
river.  Whatever the situation, it’s the daring 
rescue that makes the player character look the 
hero. 

In the aftermath of the battle, the Yu-Kur 
village is in ruins.  Dozens of people are dead or 
injured, most of the lodges have been flattened, 
trampled or are on fire and their great protective 
wall has been destroyed. 

To make matters worse, one tribesman 
informs Ne-roon that the lodge that housed all 
their food stores has been crushed and thrown 
into the river, destroying most of their supplies. 

If the party suggests that they use the dead 
Mammoth for food and supplies, ALL of the 
villagers will strongly object.  This “angry god,” 
as they will call it, came here to punish them.  It 
would be wrong to use it’s body for anything. 

If any character examines the body, with a 
successful (Tough 3) Investigate Search they 
will discover a long dart hidden within the 
heavy fur.  It is some type of blowgun dart, 
made of wood, about eight-inches long, with 
cotton on one end and the remains of a thick 
blue paste along the tip.  Any character handling 
it needs to make an (Average 2) Dexterity Roll.  
Failure results in the character accidentally 
making contact with the poison on the end of the 
dart. 

Blue Urchin Poison 

Toxin 4                             Damage:  Special. 

This is a powerful hallucinogen made from 
saltwater reef urchins.  Because it effects the Page 4 



brain of the creature, it’s effect is the same no 
matter what creature encounters it.  The only 
difference is the onset time.  For a Man Sized 
creature, the onset is almost instantaneous, but 
for a Mammoth it can take several hours or 
even days. 

The poison effect will be immediate, with 
the character instantly becoming glassy 
looking, start sweating and becoming 
physically violent (preferring to swing clubs or 
fists instead of using guns or bows).  He will 
attack randomly, striking at man, child or 
longhouse with equal savagery.  They will 
fight all the way to –5 Health (or farther if they 
have the Die Hard talent). 

Their is not enough poison on the darts to 
make a complete study of it, but a pot of pure 
poison (found on the Pirate Body later) will 
allow a better understanding. 

Any character with the Medicine skill can 
examine the pot of poison.  A successful (Hard 4) 
check will allow the character to realize that the 
poison will eventually wear off.  In the case of 
the Mammoth it make take several weeks. 

Nor-md will instantly recognize the dart as 
being one from the Uu’lan Tribe from over the 
mountains.  He will explain: 

Since before our fathers fathers walked 
these forests, the Yu-Kur and the Uu’lan have 

lived and hunted this great valley.  We live 
here when the snows cover the grounds, and 
higher in the mountains when the green 
returns.  The Uu’lan live here during the warm 
times, and go to the shore of the endless river 
when the snows begin to fall.  They do not like 
the cold, it is unusual for one to be hunting 
during this time, even more so for them to hunt 
one of the sacred animals, they know how we 
feel.  This must be another sign from our gods. 

The darts discovery is distressing to the tribal 
elders, but there are other pressing matters.  The 
tribes food supplies have been destroyed, and a 
hunting party must be sent into the forest. 

The Game Hunt 
With their protective wall broken, and many 

of their people dead or injured, there are few 
hunters to take up spear. 

If the Player Characters decide to take on the 
hunting expedition, Nor-md (the hunter from 
the “Aftermath Of The Attack” encounter) will 
volunteer to accompany them, acting as tracker 
and guide.  He claims to know of a spot where 
“Spring Buck” might be found and with the 
Characters “fire sticks” they may be able to kill 
several quickly.  The other hunters will remain 
behind to start rebuilding and 
to guard the village. Page 5 

Uu’lan Facts 
The following information is available should 
any of the characters asks one of the Yu-Kur 
about the Uu’lan tribe: 
 
• They worship the great winged hunter (a 

raptor or eagle), who flies away with the 
cooling weather and returns in the warm. 

• They are thin skinned and do not like the 
cold.  On those occasions where trading 
has occurred, the Yu-Kur have had to 
come down out of the mountains during 
the summer or travel to the Endless River 
in winter. 

• They build their homes in the vines and 
trees, living off the ground like their gods. 

• They hunt with blowgun and knife, using 
poison made from the spotted lizards of 
the warm brush. 

• Recently they have acquired metal knives 
from the men who travel the Endless 
River. 

• They hunt individually, where the Yu-Kur 
hunt in groups. 

• They make war with other tribes in the 
surrounding valleys, but leave the Yu-Kur 
alone because they have lost all previous 
battles. 



Even though the hunting grounds are only a 
few hours away, everyone in the party will be 
given one days worth of food and water. 

The trek to the hunting grounds is slow and 
tiring, with the characters making a single file 
track through deep snow most of the way.  After 
a few hours of walking, Nor-md stops the group 
at the edge of a wide sheet of ice and says: 

“This is the shore of the great river that 
splits our valley.  Listen, you can hear it’s life 
below the ice.  We cannot walk the same 
footfalls here for the ice is thin in places and 
we must be ready to move quickly should it 
crack and some fall in.” 

If the characters listen carefully, they will 
hear the water moving below the ice.  The 
crossing seems thick and solid, but slippery.  
When moving out onto the ice, each character 
must make a (Tough 3) Balance Check.  Success 
means they stay standing while crossing.  
Failure means that they fall.  If a character 
chooses to crawl across the ice (on hands and 
knees), then they will suffer no chance of falling, 
but still may break the ice due to weight. 

Breaking The Ice:  The Ice has a Defense of 2 
(similar to Glass).   Every character crossing it 
who DID NOT fall must roll 2 dice.  Any 
success means the ice did not crack and they 
made it safely across to the other side.    If no 
successes are rolled, then the ice has broken 
open under their weight and the character falls 
into the river. 

Any character that DID fall must make an 
Attack Roll (2 Dice) against the ice (still rolling 2 
Defense Dice).  If the attack succeeds, or the 
attack fails, but the ice rolls no successes, then 
the ice has broken open and the character falls 
into the freezing river below. 

Any character in the water has up to their 
Body Attribute in Rounds to get out before they 
start taking damage.  After that, they must roll a 
(Tough 3) Body Check, with a cumulative –1 die 
after the first check, or take 1 Nonlethal point of 

damage.  Getting out of the 
river will prove difficult as the 

edges of the ice are slippery and prone to 
breaking again.   

If a character attempts to climb out on their 
own, they must make a (Hard 4) Athletics 
Climbing or Acrobatics Balance check in order 
to get back out onto the ice.  Failure means they 
are still in the water. 

Anyone attempting to directly help the 
person in the river (“here, take my hand”) will 
have to roll to see if the ice cracks under their 
weight again (using the DID NOT Fall 2 dice 
rules above) when they get to the edge to offer 
the help.  If they do not fall in, a Feat of Strength 
is required to pull the person onto the ice. 

If a rope, tree branch, log or other long object 
is used to pull the person from the water, no 
additional danger of ice breaking occurs, and 
only a Feat of Strength is required to pull the 
person to safety. 

Even after the character is dragged out of the 
river, they must be gotten out of the wet clothes 
and dried before they can hope to recover.  Nor-
md will create a partial shelter in a nearby stand 
of trees, along with a fire to dry clothing.  Here 
the characters can rest for a few hours, get warm 
and eat. 

After resting, the trek to the hunting grounds 
is only an hour or so long.  In a field at the edge 
of a group of trees can be seen a large heard of 
deer like creatures, “Spring Bucks,” foraging for 
food below the snow.  If counted, their appears 
to be about 25 animals.  The players will notice 
Nor-md whispering quietly to himself for a 
moment, his fists clenched over the head of his 
spear.  He then looks up to the sky and says “the 
winds say we may only hunt 5.” 

 

  Use the Wild Animals: Deer description 
(Mysteries of the Hollow Earth 184) for the 

Spring Bucks.   

 

Conduct the hunt however the characters 
wish it, but remember that the spring buck are 
always on the lookout for dangers and sneaking Page 6 



up on them would prove difficult.  Gunfire will 
immediately spook the herd and have them 
running for the forest away from the sound.   

Gunfire from the hunt will also spook 
another creature, a Saber-Toothed Tiger had also 
been stalking the herd.  Crouching in a thicket of 
shrubs, the gunfire cause it to break and run for 
the rocky mountainside on the far side of the 
clearing, bolting past characters as it runs from 
the strange noise. 

Should the characters choose to track and 
hunt the Tiger, they will find it runs to a cave 
some half mile from the clearing, up in the 
mountains.   

 

Use the Smilodon description (Mysteries of 
the Hollow Earth 170).   

   

Cornered in the cave, it will fight to the 
death, striking at any creature that attacks it (if it 
can tell where the attack came from).  The beast 
is good sized, being equal to three of the Spring 
Bucks in mass. 

Whatever is hunted and killed, Nor-md will 
dress the beasts out, then build several Travois 
from sturdy branches, load the kills and begin 
the long trek back to the village. 

Angry Gods & Gold Bits 
Nor-md will lead the characters to a location 

upriver from where they crossed before, not 
wishing to cross at the same place twice.  As the 
party splits up in preparation to cross, an 
observant character (Tough 3 Perception) will 
notice a dark object in the snow nearby.  If they 
investigate, they will find the following; 

Your search has uncovered the body of a 
man, apparently crushed by an “angry god.”  
He is dressed in heavy clothing, but not furs, 
but rather worked leathers and padded armor, 
and is armed with two flint-lock pistols and 
broad short sword.  Inside a crushed backpack 
can be found the remains of several darts, a 
small pot with a thick blue paste in it (the blue 

urchin poison), food, shot and powder and 
more heavy clothing.  A few small nuggets of 
gold are the only treasure to be found on his 
person. 

His body is adorned with several rings, 
earrings, necklaces and a shark tattoo on his 
neck.  Nor-md says that this he is not one of 
their hunters, nor does he appear to be of the 
Uu’lan tribe.  His dress and appearance make 
him believe that he is one of the men who 
travel the Endless River, but this does not 
make sense as they never come this far up 
away from the warm waters. 

The various gold nuggets weigh a total of 12 
ounces.  The flintlock pistols are .50 caliber and 
there is enough shot and powder for 30 more 
shots.  Neither has been fired yet. 

As the party examines the body, another 
Mammoth rushes from the trees, charging 
through the party and into the river, where it 
turns and charges again. 

 

Use the stats for Woolly Mammoth 
(Mysteries of the Hollow Earth 170) for this 

fight, but give her only 8 Health as she is 
injured.  Because of the drug induced craze, she 
will fight all the way to –5, without needing to 
make a Willpower roll, before dropping dead. 

If the female mammoth survived the initial 
encounter (from Aftermath of the Attack at the 

beginning of this module), then it is the same 
beast.  If that mammoth died, then this is a new 

one. 

 

Note:  The pot of Blue Paste is the Urchin 
Poison mentioned in Village of the Angry Gods.  
Should any character touch the paste, they risk 
suffering the same ill effects (violent, glassy look, 
etc) as mentioned there. 

As before, all characters in the party need to 
make a (Tough 3) Dexterity or Acrobatics 
Tumbling check to avoid the flailing tusks.  
Those that succeed have 
avoided the onrush and are Page 7 



now laying in the snow to the side of where the 
beast ran.  Those that fail take a “Tusk” attack 
and are flung to the side, also in snow or 
perhaps the river.   

After the fight, have any character who was 
thrown into the river, or anyone examining the 
dead Mammoth, make a (Tough 3) Perception 
check.  Anyone successful will notice small shiny 
particles on the legs of the mammoth or the wet 
parts of any character thrown to the river.  Read 
the following; 

The shiny flakes appear to be gold dust, 
stirred up from the muck of the river bottom.  
Nor-md says that it is common throughout the 
great river near the mountains, but it is 
worthless for making tools.  Even the Uu’lan 
only use it’s shiny bits to make jewelry and 
ornaments. 

This discovery should alert the party to the 
true villain of the adventure, namely the pirates, 
and their intent to drive the Yu-Kur from their 
ancestral grounds while putting the blame on 
the Uu’lan. 

With the battle over, the characters still need 
to cross the Great River, at another location as 
this one has been broken open by the rampaging 
mammoth, and return to the village with the 
hunting supplies.  The Game Master can decide 
whether or not to have the characters attempt to 
cross the ice (as before) or just simply allow 
them to succeed. 

The rest of the walk back to the village will 
be without incident. 

The Last Angry God 
Once returned to the tribe, the party can meet 

with Ne-roon and tell him of their hunt and of 
the discovery of dead pirate, gold and what they 
believe are the plans to drive them from the 
valley.  He will be grateful for the help of the 
player characters and will reward each with a 
Hunting Spear made from stout wood, 
mammoth bone and stone (treat as a Native 

Spear, Secrets of the Surface 
World 92-93).   

However, he must ask for one more favor for 
his people;  

One of our hunters has noticed the Great 
Bull of the Mammoth herd nearby, lurking in 
the trees.  The Winds tell me that he too has 
been poisoned with the madness, and that it is 
only a matter of time before he attacks our 
village.   

I need you to go into the  trees and send 
him to the Eternal Rest, where his spirit will no 
longer be tormented by the poisons of the Men 
of the Endless River.  This shame was brought 
on by the actions of outsiders, and the winds 
tell me that only outsiders can end it.   

But to honor his spirit, he must be laid to 
rest through the spear and the bow and the 
dagger of hand, not the magic of your Fire 
Sticks.  Will you do this for us? 

If the party refuses, no shame will befall 
them.  They will be given shelter for a rest, then 
asked to leave on the next day. 

If the party tries to explain that the 
“madness” will pass after some time, Ne-roon 
will say that the winds have directed him (the 
bull) to be laid to rest in order to end this curse. 

Should they accept the hunt, Nor-md will 
volunteer to go with them as tracker, but cannot 
fight alongside.  Actions of outsiders caused this 
pain, and only the bravery of outsiders will cure 
it.  In the battle, he will watch, and he will pray 
to the Winds, but not interfere. Page 8 



After a rest period, the player characters will 
be adorned in traditional hunting face paints 
and given 2 stone spears (in addition to the one 
already given) and a stone dagger.  They will be 
asked to leave their Fire Sticks in the village as 
they dress.  Anyone who refuses will not be 
permitted to go on the hunt. 

Nor-md and the player characters will travel 
less then a mile before he picks up the trail of the 
Great Bull Mammoth.  A successful (Average 2) 
Perception check will allow the characters to see 
a large bull mammoth hiding in a stand of trees, 
pushing so hard against a large rock that his 
forehead is bleeding.  The trees around him are 
sparse, and will permit him to move easily 
about.  Several are smashed to kindling.  Given 
the number of shattered trees in the area, it 
should be easy to tell that no tree will provide 
cover from a charge by him.   

At the moment, the rock he is pushing 
against has his full attention so it should be easy 
for the characters to get within melee range 
before he notices them.  His drug induced craze 
will give him a +2 on his Perception check to 
notice anyone trying to sneak up on him though. 

 

Use the stats for Woolly Mammoth 
(Mysteries of the Hollow Earth 170) for this 

fight, but give him 16 Health as he is a massive 
beast.  Because of the drug induced craze, he 

will fight all the way to –5, without needing to 
make a Willpower roll, before dropping dead. 

 

During the battle, the bull will change from 
target to target with the same randomness as 
any other poisoned creature.  However, he is 
also very angry with that rock and may attack it 

as quickly as he would a player character. 

Should the Mammoth charge a tree that a 
character is hiding behind, that character will 
need to make a Reflexive (Tough 3) Dexterity or 
Acrobatics Tumbling check to avoid being hit 
by the falling tree and rushing mammoth.  Those 
that fail will take an amount of Lethal damage 
equal to the amount they failed the roll by (1-2 
possible points of Lethal damage). 

Throughout the battle, Nor-md will only 
stand nearby and watch and pray.  Should a 
character fall, he will run in and move them to 
safety, away from being trampled, and tend to 
their injuries, but will not aid in the fight beyond 
that point. 

Should the characters fail to take down the 
Great Bull Mammoth, their sacrifice will not 
have been in vain.  A day after the battle, the 
beast will die from it’s injuries.  Win or Loose, 
Any characters that die in the battle will be 
remembered by the Yu-Kur with reverence.   

Those that survived will be honored as true 
hunters, brave and bold.  They will be welcomed 
as friends of the tribe and given a replacement 
spear (if necessary).  Ne-roon will examine a 
bloody spear from one of the characters, say a 
quiet prayer and claim “the winds have seen 
the Great Bulls spirit is now at peace.  We have 
the blessings of the Mammoths again.”  Willing 
characters may also be branded upon the 
shoulder with a hot stone brand, carved in the 
silhouette of a mammoth. 

As a personal thank you, Nor-md, realizing 
that the characters value the shiny bits found in 
the rivers, will give each character two small 
nugget of gold.   Each nugget being about 5 
ounces in weight. 

Should any character use a firearm in the 
battle (hidden pistol, grenade or what have you), 
Nor-md will inform Ne-roon of this.  He will 
look them in the eyes and say “You have 
shamed the spirit of our gods, and stained your 
family as well!  Leave our valley and never 
return.  NOW!”  He will then 
turn his back on him or her, as Page 9 
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will every other villager.  His words are directed 
only at the offending character.  His/her 
companions are welcome to stay, and will be 
treated with honor.  The offending character, 
however, will be forced out of the tribal area, at 
the point of a spear if necessary. 

Continuing The Adventure... 
The Yu-Kur will remain in the area, living as 

they have done for generations, content that 
their gods are at peace again.  They will take no 
formal actions against the Men of the Endless 
River as they are too far away, but they shall 
remember.  Should any of them come into the 
valley, they will be treated as enemy and hunted 
down. 

The Game Master is free to continue the 
adventure, with the party going out on their 
own and seeking revenge against Captain Baron 
and the Pirates for their actions within the frozen 
valley.  Information on the Pirates can be found 
in Secrets of the Surface World, pages 83 to 86. 

Baron sent two of his people into the valley, 
but only one has been discovered (in Angry 
Gods & Gold Bits).  The fate of the other pirate 
is left to the Game Master to decide.  He could 
have been killed by one of the beasts (an angry 
mammoth, a saber-toothed tiger, etc), drown in 
the river, or killed by the Uu’lan for some 
reason.  Perhaps he was sent on a different 
mission, a back up plan, should the “crazed 
mammoth” fail.  Perhaps his location is one of 
those mysteries accidentally written into the 
module, only the Game Master can say... 
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