
A DVENTURE SEED

�� A great gathering of tribes has

begun cutting down the forests nearby

to create a huge shrine for their

ancestors and a great bonfire for their

yearly celebrations. Ghosts have been

seen here and there, and the presence of

a garkain is suspected. These rumors

are not true, however. An evil

shaman has been stealing the spirits of

tribespeople. He uses the legend of the

garkain in an attempt to scare the

tree-cutters from their work, lest they

discover the shaman•s blasphemous

laboratory hidden deep in the forest. If

discovered, the shaman pleads and begs

for mercy; he offers the only way he

knows to free the souls of those he has

trapped with his magic.

Unfortunately, his remedy demands

the wings of a true garkain be found,

dried, and slapped together throughout

the forest. This will drive the ghosts

out and into the care of the good

shamans of their home tribes who can

take them to their resting grounds.

Should the PCs discover the shaman•s

lair and then slay a garkain, they

still face the task of shaking its dried

wings throughout a tropical forest full

of other dangerous flora and fauna.
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action per turn. There is no limit to the
number of times a character can be nause-
ated by the garkain•s stink, and successful
saves must be made each round to resist
nausea. Enfolded individuals who succeed
at their Fortitude save to avoid paralysis do
not need to make a second save to avoid
the Nauseating Stench the same round,
but do in subsequent rounds.

Outsider: Outsiders have
Darkvision with a range of 60
feet. Garkain are not proficient
with weapons. A slain outsider
cannot be raisedor resurrected, although a
wishor miracle spell can restore it to life.

Skills: Garkain receive a +10 racial
bonus to Listen checks. This is figured into
the above stats.

Garkain
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1. Definitions: (a)"Contributors" means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including
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tions and derivative works under copyright law, but specifically
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cial abilities; places, locations, environments, creatures, equip-
ment, magical or supernatural abilities or effects, logos, symbols,
or graphic designs; and any other trademark or registered trade-
mark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open
Game Content; (f) "Trademark" means the logos, names, mark,
sign, motto, designs that are used by a Contributor to identify
itself or its products or the associated products contributed to the
Open Game License by the Contributor (g) "Use", "Used" or
"Using" means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open
Game Content. (h) "You" or "Your" means the licensee in terms
of this agreement.

2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content
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affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except as
described by the License itself. No other terms or conditions may
be applied to any Open Game Content distributed using this
License.
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RIGHT NOTICE portion of this License to include the exact
text of the COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or distributing, and You
must add the title, the copyright date, and the copyright holder's
name to the COPYRIGHT NOTICE of any original Open
Game Content you Distribute.
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Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership
of that Product Identity. The owner of any Product Identity used
in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you are dis-
tributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any autho-

rized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of
this License.

10. Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any Contributor
unless You have written permission from the Contributor to do
so.

12. Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or govern-
mental regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate automatically if
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licenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.
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