
Lands of Barville 
 

A perpetual rolling blackness of 
thunderclouds casts a gray pall over the land. 
The darker silhouette of White Dog Manse looks 
overthe valley from its 1,000 foot pillar of rock. 
White Dog Manse dominates the small village of 
Barville. The manse stands high atop a natural 
pillar of rock against the cliffs to the north of the 
village. The dark Homme-pelu swamps surround 
the village and cliffs. Use Map 1 to see the 
relative locations of the town and White Dog 
Manse. 

The road to the village and lands of 
Barville goes through ancient iron gates, 
controlled by the will of Monseiur Samaque. 
There are only two gates, one east of the village 
and one west of the manse crossroads up the 
mountain. The gates open when the PCs arrive 
but close after they enter Barville. The gates will 
not open for the PCs again until Samaque is 
destroyed. 

There is a deathly stillness in the dark 
Barvillen swamps. Yet the swamps are patrolled 
constantly by the dogs and serving beasts of 
Monseiur Samaque. No one has left Barville for 
centuries. This is because of the trapping fog 
that exists everywhere in Barville. Once it is 
breathed, it infuses itself around a character's 
vital organs as a neutralized poison. The fog 
does not taste or smell any different than normal 
fog. It does not harm characters as long as they 
continue to breathe the air in Barville. However, 
when they leave Barville, the poison 
becomes active. Characters must save vs. 
poison or start to choke. Unless choking 
characters reenter Barville within 24 hours, they 
die. The choking stops as soon as they breathe 
the fog again. 

The Negroes were given a potion by 
Samaque that cancels the effects of the fog. 
This potion is jealously guarded by Big Mama 
Eve, who buried it in a secret place. It is 
impossible for the PCs to discover the potion. 
The fog is magically produced by Samaque and 
disappears entirely upon his destruction. 

The poor villagers of Barville have been 
terrorized for centuries by "the devil" Samaque. 
Only the town priest and the few survivors of the 
second ruling house of Barville have the will to 
offer more than just personal resistance to 
Samaque. No villager has left Barville 

for centuries. Those who tried never returned, 
dying from the vile snapping teeth of the 
Barvillen dogs and the choking deadly fog. 

Every 3 turns, check for a random 
encounter. When the PCs are not in White Dog 
Manse, during daytime, use Table 4 at right, 
during nighttime, use Table 5 at right. When the 
PCs are in White Dog Manse, use Table 6 on p. 
12. 

Each night the PCs stay anywhere other 
than in the manse (Area K), Samaque attacks 
with his dogs and pigeons. His attacks are 
intended more to frighten the PCs than to 
damage them. Samaque just toys with them. 
After 5 melee rounds, Samaque and his 
creatures withdraw. If the PCs are indoors, 
every turn Samaque attacks, dogs try to break 
through a window or a door. A roll of 1 or 2 on 
1d6 means that a dog breaks through. Once a 
dog gets in, the remainder of the dogs and 
pigeons come in. The dogs and Samaque never 
attack Jezebel Compagnon. After 5 melee 
rounds, all of the creatures flee into the night, 
leaving only Samaque's hollow laughter in the 
distance. 
 
4-16(4d4) swamp dogs: AC 6; MV 18"; HD 4+4; 
#AT 1; Dmg 2-8; ALNE. 
 
10-100 (10d10) pigeons: AC 6; MV 4"/18"; HD 
1d4; #AT 0; Dmg 0; ALN. 
 

The pigeons fly into the room, getting 
into the way of spell casting. Characters must 
make dexterity checks to cast spells with 
material 
components. 

Samaque may knock at the door, but he 
cannot enter the building until someone invites 
him in. Samaque tries to charm characters into 
inviting him in. 
 
 
 
Table 4. Barville Daytime Random 
Encounters(Sunup to Sundown) 
 
Roll 1d6. If the result is a 1, the PCs encounter 
something. Roll1d6 and use the encounter 
below with the resulting number. 
 
 

1 2-8 (2d4) swamp dogs: AC 6; MV 18"; 
HD 4+4; #AT 1; Dmg 2-8; AL NE. 

2 1-10 Negroes: AC 6; MV 12"; HD 6; #AT 
1; Dmg 1-8; AL NE. 



3 1-4 villagers: AC 9; MV 12"; HD 2; #AT 
1; Dmg 1-6; AL NG. 

4 1-4 swamp dogs: AC 6; MV 18"; HD4+4; 
#AT 1; Dmg 2-8; AL 
NE. 

5 1-4 Negroes: AC 6; MV 12"; HD 6; #AT 
1; Dmg 1-8; AL NE. 

6 1-4 villagers: AC 9; MV 12"; HD 2; #AT 
1; Dmg 1-6; AL NG. 

 
 
Table 5. Barville Nighttime Random 
Encounters (Sundown to Dawn) 
 
Roll 1d6. If the result is a 1 or 2, the PCs 
encounter something. Roll1d12 and use the 
encounter below with the resulting number. 
 

1-2 1-10 swamp dogs: AC6; MV18"; HD4+4; 
#AT 1; Dmg2-8; AL NE. 

3 2-20 (2dl 0) swamp dogs: AC 6; MV 18"; 
HD 4+4; #AT 1; Dmg 2-8; AL NE. 

4-5 3-12 (3d4) drowned dead: AC 8; MV 6"; 
HD 2; #AT 1; Dmg 1-8; AL N. 

6-7 10-100(10d10) pigeons: AC6; MV4"/18"; 
HD 1d4; #AT0; Dmg 0; AL N. 

8 1 vengeful elk totem: AC 0/8 if 
corporeal; MV 9"; HD 10; #AT 1; Dmg 
age10-40 years; AL LE. 

9 3-12 (3d4) deadnecks: AC 6; MV 9"; HD 
2; #AT 3; Dmg 1-3/1-3/1-6; AL CE. 

10 1-4 restless indiennes: AC 5; MV 12"; 
HD 4+3; #AT 1; Dmg 1 -4; AL LE; SA hit 
drains 1 energy level. 

11 1-4 conjer spirits: AC 4; MV 12V24"; HD 
5+3; #AT 1; Dmg 1-6; AL LE; SA hit 
drains 1 energy level. 

12 1 brazen mulatto woman: AC 1; MV 
12"/18"; HD 8+3; #AT 1; Dmg 5-10; AL 
CE; SA hit drains 2 energy levels, gaze 
can charm, can become gaseous in 
same way as Samaque. 

 


