Bodysnatching 101
The House of Bones
Manticore Mayhem
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Fast-Play Game

Your portal to the AD&D' game!





































































































































MISTRESS ON THE MERE
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save vs. poison or suffer 3d4 hp dam-
age); SZ S; ML 8; XP 175; MM/320.

3. Zombies.

The dreary silence is broken by
noises up ahead, as if something
| were skulking through the trees
and water. Barely visible in the fog,
| a humanoid c¢reature shambles |
| toward you. A rounded head with
| bulbous eyes juts out of the water
| next to it. You hear more splashes
and more movement coming from
| what seems like all directions, and
i at this peint you can make out the
| details. A dozen dirt-encrusted hob-
| goblins move toward you, axes
hanging lazily at their sides. They

are joined by bloated, froglike ]
bipeds that bear terrible wounds.

As they slowly hop and splash their
way toward you, they stare with
vacant, milky eyes—that is, the
ones who still have eyes.

Shambling mounds hold brave heroes

e *

at bay as the swamp vampire Datou assunies a monstrous _;‘in'm.

When Datou became a vampire, he
animated dead bullywugs and hob-
goblins (see the sidebar on Datou) to
patrol and guard his domain. They
attack and capture any two-legged
beings they encounter. The undead
bullywugs have retained their hop-
ping ability (+1 to hit), but they still
have initiative penalties like other
zombie monsters.

Three rounds after the PCs engage
the zombies, a huge bullywug mon-
ster zombie rises from the swamp
and joins in the attack. This creature
stands 9' tall and is too heavy and
sluggish to hop like its smaller kin.

Bullywug monster zombie: INT
non (0); AC 6; MV 9; HD 6; hp 34;
THACO 15; Dmg 4-16; SD turned as
a wraith in Datou’s domain; immune
to sleep, charm, hold, death magic,
poisons, and cold-based spells; SZ L;
ML 20; XP 650; MM/373 (variant).

Bullywug zombies (12): INT non
(0); AC 9: MV 9; HD 2; hp 9 each;
THACO 17; Dmg 1-8: SA hop (+1 to
hit); SD turned as ghasts in Datou’s

5.

domain; immunities as above; SZ M;
ML 20; XP 65; MM/373.

Hobgoblin zombies (12): INT
non (0); AC 8; MV 9; HD 2; hp 10
each; THACO 19; Dmg 1-8; SD turned
as ghasts; immunities as above; 87
M; ML 20; XP 65;: MM/373.

The hobgoblin zombies each have
2d8 gp and (10% chance) a small gem
(value 50 gp). The bullywug zombies
bear horrific wounds from their defeat
at the hands of the hobgoblins. The
hobgoblins have fewer wounds, but
each bears distinet puncture wounds
in the neck—the result of Datou’s
revenge. All zombies carry thick vines
to bind prisoners, They bring captives
to Datou’s clearing and dump them on
the ground for the vampire to drain
when night falls.

4. Giant Leeches. A group of giant
leeches attacks the PCs. If the heroes
fail a surprise check at -2, they do
not detect the leeches until the third
round of combat when the loss of hit
points is apparent and movement in
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