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                                      Loboids: These six-foot tall human ears with tattoos and piercing on sturdy yet spindly            
                    legs wear sun-protecting wizard hats. They communicate and manipulate objects with their         
        long ear hair that also denotes their age. They eat sound as we would food, and expectorate                       
                      earwax when they’re angry.

                             They were created generations ago by a long-dead sand wizard to protect 
                        its sonic familiar, the shriekfrapp. The three mobilities are necessary to carry 
                       out the dance whose magic keeps the monster immobile and at the bottom of the                        out the dance whose magic keeps the monster immobile and at the bottom of the 
                      oasis pool. Their newly perceived superiority of mobilites between the factions 
                     is causing the dance to falter and the water to recede.

                    Tiptoers: Wear ballet shoes. Symbol: foot pointed straight down. Loboids have 
               hearing magic that makes it hard to sneak up on them unless the tiptoers teach 
           you their sneak technique.

Bouncers: Wear pogo shoes. Symbol: Circle with a concentric circle inside, like a trampoline. 
Bouncers can jump up to 15-feet high.Bouncers can jump up to 15-feet high.

Striders: Wear sand skis. Symbol: exaggerated leg with foot on the ground. Striders can move 
three times as fast as a human across sand while wearing their skis.

Earo the Hero (they/them): This loboid elder ambassador is covered in clumpy balls of wax 
and has long, gray ear hair that can manipulate things like tendrils and can form shapes and words. 
They recommend subduing the beast with the ritual dance by uniting the factions to bring things back to They recommend subduing the beast with the ritual dance by uniting the factions to bring things back to 
the good ole days when everyone worked together. He has a golden hearing aid (see treasure room) and 
a golden prosthetic leg that doesn’t allow them to be a part of any faction. They will lead you to the 
underground to show you what the potential horror is. The rest of the loboids think Earo is a raving old quack.

              Shriekfrapp: Underneath the water of the oasis is a dormant               
        water spirit with a serpentine body covered in humps to     
                         store food (gold/water), four knobby kneed legs and    
            multiple mouths that while underwater create a  
                  serene hum with an effervescence, spa-like   
                                   quality, and jacuzzi bubbles… but as the   
                    water gets lower it becomes bad.

                    The shriekfrapp emits water with                        The shriekfrapp emits water with    
                         the magic dance, but without   
                        the proper dance, the water is  
                                 sucked into its humps,   
                          making it bigger and bigger.  
                                 The more the shriekfapp is   
                         revealed by pulling the water  
                           into itself, the more the hum  
                               turns from gentle to painful.  
                                When fully revealed, the sonic  
                                                  damage is constant and loboids  
                       just start exploding. Loboids must  
                        make a CON save or die when they hear   
                    the shriek. PCs must save or be stunned.  
               Verbal components of spells are impossible,  
                         and you can’t hear farther than one foot.  
                   It wants to be dry. It’s always in pain.

Doing the loboid’s ritual dance will trap the 
sheikfrapp again and keep the ecosystem intact. 

Freeing the shriekfrapp will destroy the oasis and loboids. 
It eats gold, digests it, and excretes a more valuable 

magic gold from its cloaca into 
the treasure room 
below the oasis.

magic gold from its cloaca into 
the treasure room 
below the oasis.

     

Overview: The water is draining away at the secret golden oasis because of all the infighting between 
the adorable, ear-like loboids. Can you help the tiptoers, bouncers and striders to stop bickering and 
unite with their magic dance to save their home from being destroyed by the slumbering Shriekfrapp? 
I hear that it’s good luck to flip a gold coin into the water when you arrive.


