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“This game references the Savage Worlds game system, available from Pinnacle Entertainment 
Group at www.peginc.com. Savage Worlds and all associated logos and trademarks are copyrights 
of Pinnacle Entertainment Group. Used with permission. Pinnacle makes no representation or 
warranty as to the quality, viability, or suitability for purpose of this product.” 
 
By David M. Garrett – My Philosophy: I’m a huge fan of Savage Worlds the game, the fantastic 
creators who dream up the awesome materials for Savage Worlds, and the die-hard fans who make 
up the community of Savages. I’m sharing by experiences of how I run my games and settings for 
free in the hopes that someone else out there might enjoy the kinds of pulpy stuff I’m running. 
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Introduction	to	the	Call	of	Kungfulhu	Underdark	Campaign	
	
This	is	the	Call	of	Kungfulhu	conversion	of	the	G	1-3,	D1-4,	and	Q1	modules,	which	I	will	call	the	
Underdark	Campaign	for	simplicity	to	encompass	them	all.	 If	you’re	wanting	to	run	these	in	a	
separate	campaign,	that’s	fine;	however,	you’ll	need	to	adjust	accordingly	because	I’m	converting	
this	to	mesh	better	with	running	Call	of	Kungfulhu.	
	
I	will	keep	adding	on	to	this	campaign	even	after	the	Underdark	Campaign	because	there	is	still	
the	entire	part	where	the	heroes	go	to	the	Dreamlands.	
	
Here’s	the	method	to	my	madness	of	running	this	campaign:	
	
When	running	Call	of	Kungfulhu,	here	are	the	key	elements	from	each	listed	core	books	to	use.	
	

• Savage	Worlds	 Deluxe	 Explorers	 Edition	 is	 always	 handy	 to	 have	 for	 numerous	 rules	
clarifications.	

• Realms	of	Cthulhu	–	The	Bestiary	is	a	definite	go-to.	See	my	blog	post	on	how	I	created	
my	Super	Bestiary.	I	also	keep	handy	the	rules	for	RoC’s	Sanity	system,	as	it	is	what	comes	
into	play	in	the	Dreamlands.	Also,	RoC	has	rules	for	grappling	multi-tentacled	beasts.	

• Iron	Dynasty	–	Much	of	ID	is	about	the	world	of	Konoyo.	For	the	following	CoK	campaign,	
it	has	yet	to	be	determined	if	the	adventurers	go	to	Konoyo,	but	right	now	it	is	looking	
like	that	will	be	way	down	the	road,	if	at	all.	So,	you	can	skip	reading	most	of	that	stuff	
unless	you	just	really	want	to.	The	important	part	of	ID	is	its	rule	system.	This	drives	the	
heart	of	CoK,	so	you	need	to	know	it	well.	And	 it’s	 friggin’	cool!	 I	also	keep	handy	the	
Setting	Rules,	Blackpowder	Rules,	and	Reputation	Rules.	Dueling	is	a	huge	part	of	Konoyo,	
but	doesn’t	 come	 into	play	much	 in	 the	 following	campaign.	But	you	might	choose	 to	
make	Dueling	a	part	of	Shan’s	culture	in	your	running	of	it.	In	our	campaign,	we	chose	to	
bring	a	Ninja	and	a	Ronin	into	to	our	group	and	they’ve	fled	Konoyo,	but	we	don’t	have	
any	 intention	 of	 heading	 there	 until	 this	 campaign	 has	 been	 finished.	 For	 reference,	
though,	Konoyo	is	just	off	the	map	to	the	East	of	the	coast	beyond	the	Sea	of	Clouds.	

• SW	Fantasy	Companion	–	I	really	like	that	the	FC	has	reprinted	the	entire	power	list	from	
SWDE	and	added	new	ones,	so	I	keep	it	handy	just	for	that;	but,	the	FC	is	used	heavily	in	
the	Underdark	Campaign.	There	are	some	great	tables	to	roll	for	random	treasure	and	the	
magic	items	are	awesome.	I’ll	explain	the	two	options	later.	

• Call	of	Kungfulhu	–	It’s	important	to	read	the	materials	I’ve	created	because	it	explains	
how	to	convert	ID	into	terms	that	are	more	closely	like	the	Chinese	Wuxia	tradition	but	
keep	the	really	cool	parts	of	ID.	I’m	telling	you,	combat	is	fun	in	ID.	

	
I’ve	provided	pregenerated	characters	on	my	blog	as	well.	These	come	straight	from	the	sessions	
I’m	running.	Feel	free	to	use	them	so	that	you	can	jump	right	into	playing.	For	those	who	want	to	
use	them,	here	are	their	design	concepts	and	how	they	fit	into	the	storyline.	If	you	want	to	create	
your	own,	just	skip	ahead,	friend.	
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Qiang	–	Qiang	 is	a	Gongjiang	(person	who	builds	weird	science	contraptions)	 from	the	city	of	
Monjara.	Monjara	is	a	huge	city	in	the	forest	near	Hua	Shan.	His	allegiance	is	to	the	Wubang	Clan	
who	practice	Azure	Crab	style	Kung	Fu.	Even	though	he	doesn’t	practice	the	fighting	arts	–	he	
would	rather	fight	with	blackpowder	weapons	and	weapons	that	he	invents	–	he	still	considers	
himself	a	part	of	the	Wubang	Clan.	Qiang	has	been	a	secret	messenger	between	the	real	court	of	
King	Wanzhi	and	the	exiled	school	high	in	the	Mhuzheer	Mountains.	It	is	Qiang	who	takes	the	
message	 from	Wanzhi	 to	 the	Wubang	and	Shaolin	masters	pleading	 for	help	 in	defeating	 the	
growing	 power	 and	 threat	 of	 Zi-Khaf.	 Qiang’s	 weapons	 are	 a	 flechette	 gun	 that	 fires	 three	
flechettes	with	each	trigger	pull	and	named	Fang.	He	also	has	a	bamboo	rocket	 launcher	and	
ceramic	grenades.	
	
Zhang	Yong	–	Zhang	is	a	Shaolin	Monk	who	is	learning	to	master	Air	Chi.	He	has	tread	the	Sea	of	
Clouds	and	 rode	 the	mighty	 Jing	 that	 swim	 in	and	out	of	clouds	 like	whales	 swimming	 in	 the	
ocean.	 BTW:	 we	 roll	 played	 one	 of	 Zhang’s	 attempts	 to	 ride	 one.	 In	 our	 story,	 it’s	 what	
determined	that	he	was	ready	for	the	quest.	He	also	took	the	brands	of	the	Air	Dragon	and	the	
Mhuzheer	Hawk	on	both	his	forearms	to	leave	the	temple.	One	of	his	powers	 is	called	Windy	
Hands.	He	imbues	his	empty	hand	attacks	with	Air	Chi	to	drive	his	enemies	back.	His	weapon	is	
the	Jiu	Jie	Bian,	a	long,	light	chain	with	small	blades	on	each	end.	Zhang	can	also	summon	Air	
Elementals.	
	
Li	Wei	–	Qiang	and	Zhang	leave	the	Mhuzheer	Mountains	to	go	and	enlist	the	help	from	other	
warrior	clans.	One	of	their	old	allies	from	many	ages	ago	was	the	Jade	Ram	Warriors	from	Jade	
Mountain.	The	current	emperor	is	a	child	and	two	regents	vie	for	power,	so	it	might	be	a	little	
tricky	in	recruiting	help	there.	Li	is	one	of	the	Jade	Ram	Warriors	who	joins	the	party	to	help.	He	
has	learned	to	use	his	head	as	a	Signature	Moves	weapon.	He	also	fights	with	a	sword	and	has	
Earth	Chi.	He	can	draw	the	earth	around	him	to	form	armor	over	his	body.	He	also	collects	small	
pebbles	that	he	can	use	to	throw	at	enemies.	These	pebbles	transform	into	sharp,	jagged	rock	
missiles.	The	two	ways	to	get	to	the	Jade	Ram	temple	are	by	a	secret	tunnel	that	new	acolytes	
are	blindfolded	and	led	through	and	a	precarious	outcropping	of	Jade.	The	outcropping	 is	the	
only	way	a	warrior	may	leave	the	temple.	The	warrior	must	hang	from	the	ledge	freely	dangling	
hundreds	of	feet	above	the	mountains	and	shimmy	about	25	yards.	Zhang	did	this	to	leave	his	
temple	–	another	fun	part	to	roll	play.	FYI:	this	was	created	by	a	play	on	words	of	Hang	Shan.	
	
Shi	La	–	Fire	Wu	and	mistrusted	by	the	group	at	first,	she	is	one	of	the	prisoners	in	the	dungeon	
of	G1	that	the	party	frees	(hopefully).	Shi	La’s	uncle	is	Zi-Khaf	–	Shi	La’s	father	is	the	emperor’s	
younger	brother.	Her	backstory	feeds	heavily	into	where	the	campaign	eventually	leads.	I’ll	leave	
that	for	later.	You	can	also	use	her	as	an	NPC	if	you	choose	to	create	your	own	characters.	She	
has	some	cool	fire	powers.	She	can	summon	Fire	Elementals	and	she	can	cast	smite	on	the	other	
heroes’	weapons	making	them	really	cool	to	describe	in	combat.	
	
	
	
	
	



	 4	

	
Overview	of	the	Entire	Campaign	to	Deafeat	Zi-Khaf	
	
Just	to	be	clear,	there	are	several	“worlds”	to	explore	so	far	in	this	setting.	The	main	action	takes	
place	in	Shan	and	Therwyndia	in	Pangaea	(Panjia	in	Shanese).	Consider	the	five	mountains	and	
the	lands	around	them	as	the	hub	from	where	the	heroes	will	adventure.	The	Underdark	is	the	
underground	world	that	connects	all	of	the	mountains	from	below.	Very	few	people	have	ever	
ventured	into	the	Underdark.	The	people	from	Hang	Shan	have	probably	explored	the	most	as	
they	are	representatives	of	Earth	Chi	and	love	caves	and	caverns.	They	will	occasionally	run	into	
the	Bone	Chewer	clans,	but	even	that	is	rare.	In	Shanxi	Shan	is	the	Fire	Pearl	that	has	already	
been	opened	and	that	leads	to	the	Dreamlands.	The	other	pearls	haven’t	been	opened	yet,	but	I	
have	plans	for	them	in	later	releases.	Adventurers	may	also	explore	the	other	areas	of	Pangaea	
outside	of	Shan	and	Therwyndia.	As	mentioned	earlier,	Konoyo	is	still	an	option	too.	
	
In	ancient	history,	before	men	came	to	rule	over	Shan,	there	was	the	goddess	Nuwa.	She	created	
all	of	the	things	of	the	world	by	drawing	from	the	Void	all	of	Creation	and,	thus,	Yin	and	Yang	
were	created.	At	first,	Nuwa	created	the	giants	and	they	ruled	over	Pangaea	for	thousands	of	
years.	
	
Then,	the	dragons	entered	the	world.	Over	many	centuries,	the	dragons	grew	in	power	until	they	
were	finally	a	nuisance	to	the	giants.	Then	the	greatest	battle	of	all	history	began.	For	almost	a	
thousand	years	the	dragons	and	giants	battled	each	other	until,	finally,	they	reduced	each	other’s	
numbers	to	the	point	that	few	dragons	and	giants	were	alive	anymore.	
	
When	the	great	Gold	Dragon	Fut	Sang	Long	who	was	the	king	of	all	dragons	died,	a	sort	of	truce	
was	made.	Then	men	came	to	Pangaea.	Most	of	the	knowledge	of	those	ancient	times	was	lost	
and	forgotten	except	to	a	very	few	scholars,	masters,	and	wizards.	Not	many	people	even	know	
that	the	last	dragons	guard	huge	pearls	that	are	gateways	to	other	dimensions.	
	
There	 is	an	ancient	 legend	that	 tells	of	how	Nuwa	 imprisoned	the	great	demon	Atlach	Nacha	
(Lolth	is	transformed	into	Atlach	Nacha	in	CoK)	deep	in	the	Undedark	and	cursed	her	to	build	a	
web	so	intricate	that	it	would	take	her	thousands	of	years	to	complete.	But	the	prophecies	speak	
of	a	time	when	Atlach	Nacha	will	complete	her	web	and	usher	in	the	apocalypse.	The	only	hope	
for	those	who	live	in	those	end	times	is	that	the	Gold	Dragon	Fut	Sang	Long	will	be	reborn	and	
enter	the	world	to	awaken	the	dragons	to	fight	this	last	epic	battle	against	the	giants	before	a	
new	age	dawns.	
	
Many	felt	hopeful	when	Zi-Khaf’s	brother	discovered	a	dragon	egg	and	gave	it	to	his	daughter	as	
a	gift.	Even	though	this	was	in	the	terrible	emperor’s	grasp,	most	people	hoped	that	the	dragon	
was	the	one	of	prophecy.	Zi-Khaf’s	niece	took	extra	care	of	the	egg	and	a	Gold	Dragon	did	hatch	
from	the	egg.	But	then,	the	emperor’s	niece	and	the	young	dragon	were	kidnapped	from	the	Fire	
Mountains	and	some	believe	that	they	were	likely	killed	by	Atlach	Nacha’s	minions.	
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After	Zi-Khaf	opened	the	Fire	Pearl	portal,	he	set	his	sights	on	opening	all	of	the	other	four	portals	
as	well.	He	has	now	set	up	camp	right	in	Hua	Shan	as	his	wizards	attempt	to	open	the	second	
portal.	
	
When	 the	Water	 Chi	Masters	 of	 the	 Azure	 Crab	 school	 escaped	 into	 exile	 in	 the	Mhuzheer	
Mountains,	they	kept	communications	open	with	their	kinsmen	back	by	the	Azure	Sea	and	Hua	
Shan.	Guowang	Wanzhi	has	 really	been	biding	his	 time,	playing	nice	politics	with	Zi-Khaf	and	
waiting	on	his	warriors	to	grow	in	strength.	Times	have	become	so	turbulent	with	Zi-Khaf’s	arrival	
in	Hua	Shan	with	his	large	retinue	of	court	and	soldiers,	that	an	urgent	plea	was	sent	to	both	the	
Masters	of	the	Wubang	Clan	and	Shaolin	Temple.	
	
A	rare	meeting	was	held	at	Shaolin	Temple	with	members	of	the	Wubang	Clan.	Now,	your	band	
of	heroes	has	been	formed	with	the	mission	of	going	to	Jade	Mountain,	removing	Karzhi	from	his	
position,	restoring	the	Queen	as	the	rightful	Regent.	Furthermore,	you	must	convince	her	and	
young	Fhan-Lo	to	help	the	Azure	Kingdom.	
	
While	at	Jade	Mountain,	your	heroes	must	also	stop	a	band	of	Quanch	Giants	who	have	suddenly	
started	raiding	the	eastern	slopes	of	the	mountains.	If	you	fight	like	great	warriors,	your	actions	
might	just	convince	the	Queen	and	her	son	to	help.	This	is	where	the	Underdark	Campaign	begins	
and	starts	to	fit	into	the	overall	campaign.	In	Shan,	Quanch	Giants	replace	Hill	Giants.	Quanch	
Giants	are	actually	an	off-shoot	race	of	Hill	Giants	and	have	very	similar	stats,	but	are	slightly	
smarter	than	their	Hill	Giant	cousins.	A	better	name	for	G1	in	CoK	would	be	The	Steading	of	the	
Quanch	Giant	Chief.		
	
The	next	stop	for	your	band	of	Chi	harnessers	leads	you	through	the	heart	of	one	of	your	enemies’	
homes.	You	must	cross	Tai	Shan	and	reach	Zik.	Your	only	hope	for	peace	with	Tai	Shan	is	if	you	
can	help	Shupa	win	the	power	struggle	over	the	Void	Walkers.	Shupa	may	turn	out	to	eventually	
be	an	enemy,	but	he	is	surely	better	than	the	Xukong	Xiangzhe	–	especially	if	you	took	out	their	
buddy	Karzhi	back	in	Hang	Shan.	
	
There	 is	no	safe	route	 into	Tai	Shan,	but	you	gain	 intel	 that	there	 is	a	domain	of	Frost	Giants	
growing	in	power	and	that	they	are	becoming	quite	a	nuisance	to	the	humans.	It	is	at	this	time	
that	the	party	begins	to	realize	that	something	big	is	going	on	with	the	giants	and	it	would	be	
best	to	cross	the	Glacial	Rift	that	is	the	Frost	Giant	domain	for	two	reasons:	to	reach	Zik	via	an	
underground	route	and	also	to	deal	with	the	Frost	Giants	and	try	to	figure	out	just	what’s	going	
on.	
	
After	reaching	Shupa,	he	provides	you	with	your	next	adventure.	In	order	to	deliver	a	devastating	
blow	 to	 Zi-Khaf	 and	 his	 army,	 you	 must	 sneak	 through	 the	 Fire	 Pearl	 portal	 and	 go	 to	 the	
Dreamlands	to	Dylath-Leen.	In	order	to	reach	the	Fire	Mountains,	the	party	goes	through	G3,	the	
Hall	of	the	Fire	Giant	King.	
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At	the	end	of	this	adventure,	the	heroes	learn	that	it	was	the	Drow	who	kidnapped	Shi	La	and	the	
Gold	Dragon.	Shi	La	was	subdued	into	slavery	and	given	to	the	Quanch	Giants	as	a	slave.	The	Gold	
Dragon’s	whereabouts	are	a	mystery.	The	party	must	seek	the	Gold	Dragon	in	D1-3	and	Q1.	
	
At	this	point,	the	party	must	decide	whether	their	adventures	take	them	to	the	Dreamlands	or	
to	the	Underdark.	One	method	of	resolving	this	is	to	divide	the	party,	play	out	both	and	just	say	
that	the	events	are	happening	concurrently	even	though	you’ll	role	play	them	separately.	That	is	
what	my	group	is	doing.	
	
Let’s	take	the	Dreamlands	option	first.	
	
While	in	Dylath-Leen,	you	must	convince	the	Mayor	Feldagash	of	Zi-Khaf’s	true	intentions	so	that	
hopefully	Dylath-Leen	will	quit	trading	with	Shanxi	Shan.	
	
Mayor	 Feldagash	 explains	 that	 he	 will	 stop	 trade	 on	 one	 condition.	 One	 of	 the	 greatest	
architectural	features	in	Dylath-Leen	was	recently	destroyed	due	to	its	age	and	the	weather	–	the	
great	oculus	 that	 adorned	 the	Central	 Council	House	of	Dylath-Leen	and	was	made	of	highly	
polished	onyx.	 It’s	up	to	you	bunch	of	human	cuisinarts	to	find	the	city	of	 Inganok	where	the	
greatest	onyx	miners	and	craftsmen	must	be	convinced	to	replicate	the	huge	oculus.	
	
You	must	venture	to	the	Enchanted	Wood	where	a	magical	portal	leads	to	the	Underworld.	Once	
through,	you	must	sneak	through	the	City	of	the	Gugs,	cross	the	Valley	of	Pnath,	climb	the	Peaks	
of	Thok	to	find	the	stairwell	that	will	lead	you	to	the	ruined	city	of	Sarkomand.	Sarkomand	is	near	
Inganok.	
	
Once	in	Inganok,	your	trail	leads	you	to	the	old	High	Priest	Jollof.	He	can	be	found	at	the	sixteen-
angled	tower	that	is	the	Temple	of	the	Elder	Ones.	Jollof	explains	that	Mayor	Feldagash	tried	to	
negotiate	the	building	of	the	oculus	but	he	doesn’t	understand	that	the	only	place	to	mine	a	piece	
of	 onyx	 big	 enough	 for	 the	 oculus	 is	 north	 beyond	 the	 usual	 quarries.	 The	 heroes	must	 put	
together	a	mining	group	and	escort	the	miners	to	the	Giant	Quarry	where	you	must	secure	a	site	
for	the	miners	to	work.	
	
Once	the	large	piece	of	onyx	is	back	in	Inganok,	you	can	return	to	Dylath-Leen	to	report	to	the	
mayor	that	the	craftsmen	have	begun.	Mayor	Feldagah	is	happy	with	your	help	and	cuts	off	trade	
with	Shanxi	Shan.	
	
Now,	let’s	go	back	and	return	to	the	alternate	path	that	leads,	hopefully,	to	the	ruin	of	Atlach	
Nacha.	
	
This	path	leads	straight	through	D1-3	and	Q1.	Atlach	Nacha’s	pit	intersects	the	Dreamlands	in	the	
Pool	of	Night	in	the	far	East	(see	Realms	of	Cthulhu	entry	for	Atlach	Nacha,	page	143).	
	
Eventually,	your	Wuxia	return	to	Shan	just	in	time	for	the	great	battle	that	will	hopefully	end	the	
reign	of	Zi-Khaf	in	the	north	and	the	Xukong	Xiangzhe	in	the	south	and	restore	stability	to	the	
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lands	of	Shan	and	Therwyndia.	Hopefully,	you’ve	recruited	plenty	of	help	along	the	way	to	assist	
in	the	final	battles	in	the	North	and	South.	
	
Side	Quests	Along	the	Way	
	
Da	Ka	-	While	in	the	South,	you	get	word	that	Da	Ka	might	be	a	good	place	to	go	to	recruit	support.	
Rumor	 has	 it	 that	 there	 is	 an	 underground	militia	 that	 has	 been	 secretly	 preparing	 to	 stand	
against	Tai	Shan	should	a	new	emperor	arise	who	is	tyrannical	in	their	use	of	Da	Ka	and	its	people.	
The	leader	of	this	militia	 is	a	woman	named	Asha-Tana.	She	is	a	very	accomplished	Gongjiang	
who	is	very	good	at	creating	unique	devices	and	weapons	that	might	just	come	in	handy.	
	
The	Reaver	of	Skulls	–	If	the	group	is	really	determined	to	muster	support	for	the	coming	war,	
you	 can	attempt	 to	 free	 the	Darnoogie	 tribes	 in	 the	 Jungles	of	 Yi-Awm	 from	 the	yoke	of	 the	
Reaver	of	Skulls.	When	your	Kung	Fu	warriors	 find	the	Darnoogie	tribe’s	camp,	you	see	them	
hoarding	food	in	the	center	of	the	village.	You	learn	that	the	food	is	a	sacrifice	to	the	Reaver	of	
Skulls	to	keep	him	content	so	he	doesn’t	emerge	from	the	Sepulcher	of	Gloom	and	destroy	the	
Darnoogie	tribe.	If	you	can	defeat	the	beast,	you	will	likely	win	over	the	Darnoogie	tribe.	
	
The	Enchanted	Wood	(Dreamlands)	–	While	in	the	Enchanted	Wood	searching	for	the	magical	
door	that	leads	to	the	City	of	the	Gugs,	the	party	runs	into	the	Zoogs.	The	Zoogs	are	a	finicky	race	
who	seldom	venture	from	the	forest.	Recently,	though,	the	Zoogs	have	been	falling	prey	to	an	
Urhag	that	has	moved	into	the	forest.	It’s	strange	that	it	should	be	so	far	south,	but	the	Urhag	
has	become	quite	a	nuisance	and	is	finding	that	Zoogs	are	tastey.	If	you	think	that	you	can	take	
on	an	Urhag	in	order	to	recruit	help	from	the	Zoogs,	then	go	for	it.	
	
Kurla’ab	–	A	great	ally	to	have	in	the	coming	war	is	the	Lightning	Throwers,	mighty	Wu	who	have	
learned	to	harness	the	element	of	lightning.	It	just	so	happens	that	the	area	near	their	temple	is	
being	ravaged	by	a	Nian	who	is	instilling	fear	in	the	poor	farmers	of	the	area.	If	you	volunteer	to	
put	down	this	threat,	you	might	convince	them	to	join	your	cause.	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	


