GRM3-03

Shades of the Past

A One-Round D&D Living Greyhawk® 

Gran March Regional Adventure

Version 1
Round 1
by Jerald Eaker and James Lell
Special thanks to Jeffrey Kahrs for the environmental hazards and description of the Rushmoors.

A scouting party has not returned from their mission into the Rushmoors.  The army’s attempt to create a diverse and cohesive rescue party has enlisted you.  Are you up to the task of rescuing the missing scouts and finishing their duty?  An adventure geared for APLs 2-8.  Part 1 of the “Whispers from the Swamp” series.

Introduction

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A four-hour time block has been allocated for each round of this scenario, but the actual playing time will be closer to three and a half hours. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario. 

Preparation






First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well. There is enough room along the inside margin to bind the adventure, if you desire. 

Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure. It may help to highlight particularly important passages. 

When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual. We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packet, and your sense of fun. It is also a good idea to have a way to track movement during combat. This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map and chits, or as elaborate as resin dungeon walls and miniatures.

Instruct the players either to prepare their characters now, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction. 

Keep in mind that you must have at least three players (not counting the DM), for the game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.

Once you are ready to play, it is handy to instruct each player to place a nametag in front of him or her. The tag should have the player’s name at the bottom, and the character’s name, race, and gender at the top. This makes it easier for the players (and the DM) to keep track of who is playing which character.

The players are free to use the game rules to learn about equipment and weapons their characters are carrying. That said, you as the DM can bar the use of even core rulebooks during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster. 

Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in gray boxes. It’s strongly recommended that you paraphrase the player text instead of reading it aloud. Some of this text is general and must be adapted to the specific situation or to actions of the player characters.

Scoring






After the players have completed the scenario or the time allotted to run the scenario has run out, the players and DM score the game. The RPGA has three ways to score its games. Consult your convention coordinator to determine which method to use for this scenario:

1. No-vote scoring: The players write their names and RPGA numbers on the scoring packet grid. You fill in the top of the grid. That is all. No one is rated. This method is used for people who are just playing for fun.

2. Partial scoring: The players rate the game master and the scenario on their player voting sheet, and provide personal information, but don’t vote for other players. The game master rates the scenario and completes personal and event information, but does not rate the players as a team or vote for players. This method is used when there is no competition, but the event coordinator wants information on how the game masters are performing, or the game master wants feedback on his or her own performance.

3. Voting: Players and game masters complete the entire packet, including voting for best player. If this method is used, be sure to allow about 15-20 minutes for the players to briefly describe their characters to the other players, and about 5-10 minutes for voting. This method is used when the players want to know who played the “best” amongst the group, or when the adventure is run in tournament format with winners and prizes. 

When using voting, rank the players in order of your voting choice while they are completing their forms, so that you are not influenced by their comments on your abilities. It’s a good idea to have the players vote while you determine treasure and experience awards for the scenario. 

After voting, give the Scoring Packet to your event coordinator. 

This is a LIVING GREYHAWK Adventure.  As a LIVING adventure it is expected that players bring their own characters with them.  If players do not have a LIVING GREYHAWK character generated, get a copy of the current LIVING GREYHAWK character generation guidelines, and a character sheet from your convention coordinator or the RPGA Web site, ant then have any players without a character create on.  Once all players have a LIVING GREYHAWK character, play can begin.

Along with the other materials that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the LIVING GREYHAWK Gazetteer.
Living Greyhawk Levels of Play



Because players bring their own characters to LIVING GREYHAWK games, this adventure’s challenges are proportioned to the average character level of the PCs participating in the adventure. To determine the Average Party Level (APL):

4. Determine the character level for each of the PCs participating in the adventure.

5. If PCs bring animals that have been trained for combat (most likely being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc) use the sidebar chart to determine the number of levels you add to the sum above. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately.

6. Sum the results of 1 and 2, and divide by the number of characters playing in the adventure.  Round to the nearest whole number.

7. If you are running a table of six PCs, add one to that average.
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By following these four steps, you will have determined the APL. Throughout this adventure, APLs categorize the level of challenge the PCs will face. APLS are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.

APL also affects the amount of experience you may gain at the end of the adventure. If your character is three character levels or more either higher or lower than the APL this adventure is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face that either your character was not as challenged as normal, or relied on help by higher-level characters to reach the objectives.

Note: LIVING GREYHAWK adventures are designed for APL 2 and higher. Three or four, or sometimes even five 1st-level characters may find difficulty with the challenges in a LIVING GREYHAWK adventure. If your group is APL 1 there are three things that you can do to help even the score.

8. Attempt to create a table of six 1st-level characters, or try to enlist higher-level characters to play at that table.

9. Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a free action (spoken command) that may be attempted each round. If an animal loses half or more hp in a single round it flees, unless another check is successful.

Time Units and Upkeep




This is a standard 1-round Regional adventure, set in Gran March.  Characters native to Gran March pay one Time Unit per round, all others pay two Time Units per round.  Adventurer’s Standard Upkeep costs 12gp per Time Unit.  Rich Upkeep costs 50gp per Time Unit.  Luxury Upkeep costs 100gp per Time Unit.

Adventure Background

There were several events that led up to the current situation.  The DM should beware of each separate event as some of the information could be revealed by specific NPCs throughout the scenario.

Ancient Ruins

The island itself is really the top of a very old ruin.  Over the years the ruins have become covered in mud and muck, eventually forming some sort of soil where small brush could grow.  

Almost a century ago, a tribe of lizardfolk made the surrounding swampland their home.  In the process, they discovered this island.  While living in the area, one of the lizardfolk came to the island and was corrupted, causing problems within and without the tribe.  It was a year before the tribe was able to put itself back into order.  The lizardfolk shaman declared the island a forbidden place.

Thirty years ago, another one of the tribe became seduced by the corrupting influence of the island.  The corrupted tribe member killed the shaman and several other members of the tribe before he was stopped.  A druid took over as shaman of the tribe and spent years creating a natural barrier on the outskirts of the island to prevent the corruption from spreading.

The Bullywug Explosion

The year of 592 brought an excessive amount of rain to the Rushmoors.  This gave the bullywug population within the swamp more food than usual through the winter, causing a huge population growth.  At the same time, a powerful bullywug savant called Xigglub arose among the tribes and took them over for his master.  The bullywugs started to revere him, almost like a deity.  Thus, six large tribes of bullywugs became somewhat unified.  Each of these tribes was led by a lesser savant who follows the master savant’s goals.  These savants kept the warring among the tribes to a minimum.  Their focus is now on expanding their territories throughout the Rushmoors.

At the beginning of 593, the bullywug expansion began in the Rushmoors.  One group, led by a savant called Giggbligg discovered the old ruins.  They sensed the power there and spent a month forcing the tribe of lizardfolk out of the area and closer to the dry land of Gran March.  Since then, the bullywugs have made the island their home.  A bullywug cleric, Giggzugg, determined he and his chosen could gain more power through sacrifices on the island.  They spent two months waiting for human sacrifices.  Finally, several dozen bullywugs ambushed and captured a group of Flan and the Gran March scouts that had come in search of them.

Lizardfolk Tribes

There are various tribes of lizardfolk living throughout the Rushmoors.  The tribes vary in size, but the particular tribe located near the island (ancient ruins) was roughly a couple hundred strong before the bullywugs invaded.

The bullywugs struck the tribe from surprise and defeated the lizardfolk.  Although many bullywugs died, the lizardfolk were forced to move away from their territory, closer to the edge of the swamp.  The lizardfolk were always peaceful with the humans – the flan and the few others they encountered.  However, the relocation of the tribe has forced the leadership to get food through other means, since their normal hunting grounds are unavailable.  So, the leader of the tribe has been stealing livestock from the nearby Gran March farms in order to feed the remainder of his tribe.  He purposely avoids injuring any humanoids during these raids.

Guardian Flan

The Gwarcheidwad (gwar-Kah-EE-dwad), or “guardian” in Flan, have devoted their lives to ensure the remnants of the evil that once ruled this land do not surface.  They have their left hand dyed black and a circle of black henna around their left eye (this represents their devotion to stop the remnants of the Whispered One).  They only speak Flan.  The tribe made contact with some of the soldiers of the Gran March last year by warning them of future incursions into the Rushmoors.

Just recently, the Gwarcheidwad learned of the bullywugs’ discovery of the ancient ruins from a lizardfolk.  They sent a group of Flan warriors to investigate the site.  Unfortunately, the Flan have not yet realized the extent of the bullywug problem and the warriors sent were unprepared for what they encountered.  Half the group was killed, the rest captured.

Gran March Lead-In

When the farms first started to lose livestock near the Rushmoors (in a hamlet called Guilder’s Folly), Elector Arturo Gilbreth was alerted and he sent his soldiers to try to discover the source.  They were not successful, so the Elector sent word to Fort Endurance.

The fort sent an eight-man group of scouts in to investigate the missing livestock.  When they arrived at Guilder’s Folly and began investigating, they heard of similar incidents occurring in Willow’s Bend (since the lizardfolk had taken a liking to the local cattle there).  The scouts decided to go to Willow’s Bend to get more direct information.

Jared Meex, a retired scout in Willow’s Bend, and Krag Sathan, a half-orc druid, both noticed the increase of bullywug activity over the past couple of months.  When the scouts asked Jared Meex about the missing livestock, he responded that it was his belief that it is related to the bullywugs.  They also learned that Krag Sathan had recently left Guilder’s Folly to stay in Willow’s Bend, and that he frequently takes trips into the swamp.  Although few (Marttik) know the reason, Krag is venturing into the swamps.  Currently he is looking for a druidic artifact that he heard is buried in the ruins of a city in the northern part of the Rushmoors.

The scouts decided to follow Jared Meex’s hunch and investigate the bullywugs in the swamp; however, a large force of bullywugs intent on capturing them ambushed them.  All but 2 of the scouts were captured by the bullywugs and taken to the ruins.  One was killed and the other was left for dead.  It took several days for Grenth Listhume, the injured scout, to get out of the swamp.  He was badly injured and terribly diseased.

Once he escaped from the swamp he slowly started heading toward Fort Endurance.  Unfortunately, he did not make it and collapsed on the trade road en route to the fort.  A group of traveling merchants found him and by piecing together his ramblings, were able to hasten toward Fort Endurance to get help for the missing scouts

Adventure Summary 

Introduction

The adventure begins in Fort Endurance and the PCs can be hooked into the scenario in the following ways: [1] if they are Gran March active military they have the option to go on caravan duty (if they are permitted to) or stay and do a Dim Forest scouting mission (which never occurs), or [2] if non-military (or are not assigned to caravan duty) they can be hired as help for the Hospitalers (duties may vary, although primarily guard duty) or wait for a job as a scout into the Dim Forest.

Encounter One-A

If the PCs choose the caravan duty, they encounter the merchants on the trade road about 4 hours after leaving Fort Endurance.  Here, they learn of the dead scout and either the PCs volunteer to help, or Yorgid assigns them the task to go help.

Encounter One-B

If the PCs stay in Fort Endurance waiting for the Dim Forest scouting mission, they learn of a rescue mission that Corporal Lyle Longnose is organizing.  They must leave at once to help.

Encounter Two

When the PCs arrive in Willow’s Bend they can investigate the locals, including 6 major people: Arturo Gilbreth, the local elector who visits every few days; Talon Kessel, the local priest of Phyton; Jared Meex, the retired flan scout; Brelich Goldtooth, the only innkeeper in the village; Tom Gort, the local blacksmith; and Zippora Cettina, the only shopkeeper in the village.  There are also 2 visitors in town: Krag Sathan, a druid who has recently relocated, and Marttik Suip, a visitor waiting for someone.  Finally, they can speak with various farmers.  They can learn information this way and also possibly obtain a guide.

Encounter Three

If the animal disappearances are investigated at the farms, then it is possible to stake out a new one and run into the lizardfolk.  Otherwise, the PCs encounter the lizardfolk returning from the Rushmoors later.

Encounter Four

The PCs must travel through the Rushmoors to get to the island where the scouts are imprisoned.  A guide will make things easier, but natural hazards still exist.  It takes approximately two days to reach the island.

Encounter Five

The guide, the trail, or the directions lead(s) to the outskirts of the ruins where a trap is set.  The PCs may also spot a dire rat, a lone wanderer from the den.  They will see the island and have to choose one of three ways to get there.

Encounter Six-A

The PCs can get to the island by crossing some logs that have been set up as a road of sorts.  It might be difficult since traps have been laid.

Encounter Six-B

The PCs can get to the island by crossing a strip of soggy land that contains a large, dead tree.  There is a dire rat’s nest located here, though.

Encounter Six-C

The PCs can swim or water-walk to the island.  They will encounter monstrous water spiders going this way.

Encounter Seven

The PCs must find a way to get to the center of the island, which is surrounded by a thick hedge of sorts.  The PCs can defeat the band of bullywugs there and rescue whatever prisoners remain.  The PCs could also become cursed.

On their return trip to Willow’s Bend, the PCs will encounter the lizardfolk if they have not already.

Encounter Eight

When the PCs return to Willow’s Bend to report to the corporal, they will be told that a courier from Fort Endurance has arrived.  Depending on the outcome of the rescue mission, they may be offered the option to go back to the island and guard the site.  If they do so it costs an extra TU.

Note to DM:  Make sure to impress that the optional encounter could be quite dangerous.  The scouts could give the information that dozens of bullywugs captured them.  If the PCs are all first level, try to discourage the optional encounter.

Encounter Nine

The PCs must guard the island for a week, when Captain Jinx arrives.  Some of the bullywug leaders will return cautiously and try to kill the PCs.

Conclusion

The PCs meet Captain Jinx and may be “rewarded”.  If all die, then the military will raise them for a TU cost.

DM Notes

This adventure is meant to tax the PCs abilities and is quite difficult.  The optional encounter is meant to be extremely difficult.

Also, there are cases where some rolls need to be secret.  DM Aid 4 is set up in the back as an optional guide to help keep track of several rolls you may need.  The curse in particular would be nice to have the saves before hand, as the PCs are not supposed to know where they got this curse.  Try to have various NPCs shake their hands, pat their arms, etc (where appropriate), to confuse the issue.

Also, there are overland maps of the general Gran March area this adventure takes place in, as well as a small map of Willow’s Bend in DM Aid 2.

Full Moon

The Full Moon occurs within this scenario.  Any PCs inflicted with lycanthropy may change and cause unpredictable results.  Check with the PCs to see if anyone is inflicted with this curse.

Introduction

The adventure begins in Fort Endurance.  The reason the characters are there is their own.  A couple of possible reasons follow.  It is a good location for travelers to stop to get supplies or to rest when traveling across Gran March.  It is also a decent assignment location for those in the military.

Note to DM:  There is no boxed text for the introduction since it is possible to have a wide variety of characters.  The DM will have to be flexible to explain the options below and which one they would take due to their military status.

There are two choices for characters if they are looking for something to do.  It is assumed that they would have heard about either one.  The characters will have also noticed each other while seeing what is available, at meals, etc.

The first option is to stay in the fort and wait for a scouting mission into the Dim Forest.  This is merely an excuse but one should come up in a couple days when Captain Jinx returns.  If they choose this option, go to Encounter One-B.

The second option is to hire on (or be assigned) to caravan duty under the caravan master, Yorgid Prossin.  If hired on, it will pay based on APL (5 gp at APL2, 10 gp at APL4, 15 gp at APL6, and 20 gp at APL8).  There is nothing extra for the rescue assignment.  The caravan is taking supplies to Orlane.  If they sign on for caravan duty, it must be with the express understanding that Yorgid is in charge and the characters will follow his command.  The caravan will leave at dawn one morning.  If they choose this option, go to Encounter One-A.

Ret. Lt. Yorgid Prossin: Male human Rng/Ftr 4/4 (AL: LN).

Encounter One-A
On the Road

It is late morning of the day the caravan has left Fort Endurance.  Two wagons can just be made out in the distance.  As the distance between the wagons and the caravan shortens, a rough-looking man hails the caravan.

The two wagons contain 2 families of merchants.  The brothers Femper (Cahill and Denton) sold fine clothes in Orlane before the attacks destroyed their business.  Rather than rebuild, they decided to move to Hookhill where they have other relatives (and a chance for a wealthier clientele) and start anew there.  Denton is the primary speaker, as he relates to military people better.  Only Cahill, his wife Henna, and his brother Denton will talk to the PCs.  The PCs could find out that Denton’s wife and two children are in one wagon (she is Flan and weary of the group), and Cahill’s three children are in the other (peeking out to see).

Cahill Femper: Male human War/Exp 1/1 (AL: NG).

Henna Femper: Female human Com 1 (AL: NG).

Denton Femper: Male human War 3 (AL: LN).

A day ago they picked up a scout who had collapsed near the trade road.  The scout was feverish and delirious.  Henna Femper did her best to help the poor man, but he died last night anyways (she suspects disease).  Note that the scout will not be able to be raised but speak with dead will still work on the corpse if the PCs make a successful Diplomacy check (DC 10).  The little they learned from the scout indicated that they needed to hurry to Fort Endurance to relay the news and take the scout’s body.  If the PCs do not inquire about the information, Yorgid will.  See Mission Information for what can be found out.

Once the information is obtained, Yorgid will ask (subtly order) the characters to head off to help the scouts, and the town.  If military, they will be ordered.  A corporal will be assigned to be a military liaison and will either take charge (if the group is mostly non- military) or he will simply accompany them if there is a PC who outranks him.

Corporal Vincen Longnose: Male halfling Rog/Ftr 1/1 (AL: N).

[Note: The corporal is always on the lookout for quick promotion.  He plans to embellish his involvement in the rescue mission, but won’t leave out the characters actions.  If the mission fails, he lets the characters shoulder most of the blame.  He doesn’t want to get his hands dirty and lets the PCs do all the work, but otherwise, he is pretty open to talking.  His brother Lyle is the same way.]

If horses are needed, there is a merchant traveling with the caravan who has 20 horses that can be bought (at 150% the price).  The merchant can be negotiated with but he is tough (opposed roll: if PC is 10 or greater then the merchants diplomacy, he will cut the price to 125%, if 20 or greater, will cut it to normal price).

Merchant Togar Uberrin: Male human Exp 4 (AL: N; Bluff +8, Diplomacy +12, Intimidate +10, Sense Motive +8).

The trip to Willow’s Bend is uneventful and leads to Encounter Two.

Mission Information

The merchants know the following: 

· The scouts were ambushed in the Rushmoors.

· The scout mentioned something about Willow’s Bend and cows.  Yorgid knows of Willow’s Bend.

· The scout rambled “they’re alive”, “hurry”, and “must rescue the corporal”.  The merchants interpreted the ramblings to be that the scout’s comrades were captured but would be killed unless they were rescued quickly.

· There were other ramblings about his family and other things not related.

The following details could possibly be revealed with a successful casting of speak with dead (scout’s alignment was lawful good and Will save +1 and DM must judge what information is revealed based on the questions asked):

· His name is Grenth Listhume.

· There were eight scouts.

· The scouts were looking into livestock disappearances.

· The only tracks that were found at the disappearances were those of crocodiles (or giant crocodiles at APL 8).

· The disappearances began in Guilder’s Folly but recently have occurred at Willow’s Bend.

· He thinks a half-orc druid, Krag Sathan, is involved with the disappearances.

· He knows the various people in Willow’s Bend.

· The scouts were ambushed from hiding (this scout was the first to fall and did not see anything).

· The scouts were heading to old lizardfolk hunting grounds.

· One scout, Wilmer Kempler, was found dead after ambush.

· He believes the other 6 scouts are alive because he found the corporal’s amulet, which wouldn’t have just fallen off – it was a clue.

Encounter One-B
Lazing Around the Fort

If a PC is active military, they will be assigned to a rescue mission. They are told to go to a Corporal Lyle Longnose for instructions. If the PCs are nonmilitary or not active, they receive the following text: 

The caravan has been gone a few hours when a notice is posted in the Fort.  The notice reads, “Stout folk needed for important military mission.  See Corporal Lyle Longnose immediately for details.”

The corporal will gather all the PCs together and learn briefly what they can do. Introductions can be made here. The corporal will then relay all the information the merchants have in Encounter One-A under Mission Information (as the merchants have arrived in the fort and the corporal has been assigned this duty).  The difference in the information is that the military is positive the scouts can be rescued.  If a PC is retired military and would like to be reactivated, the Corporal will arrange it.  All active-duty and reactivated military do not receive pay, just free lifestyle cost.  If hired on, it will pay based on APL (5 gp at APL2, 10 gp at APL4, 15 gp at APL6, and 20 gp at APL8).

The corporal will tell the characters that he has been assigned to lead the rescue mission.  If there are higher ranking active military PCs, he will talk with them separately telling them they were picked for their leadership qualities, and the corporal will merely act as a military liaison between the characters and the commander at the fort.  Either way, all information should go through the corporal.

The corporal arranges the military to loan all the characters a light horse for quicker travel, as time is of the essence.

Corporal Lyle Longnose: Male halfling Rog/Ftr 1/1 (AL: N).

[Note: The corporal is always on the lookout for quick promotion.  He plans to embellish his involvement in the rescue mission, but won’t leave out the characters actions.  If the mission fails, he lets the characters shoulder most of the blame.  He doesn’t want to get his hands dirty and lets the PCs do all the work, but otherwise, he is pretty open to talking.  His brother Vincen is the same way.]

The trip to Willow’s Bend is uneventful and leads to Encounter Two.

Encounter Two
Welcome to Willow’s Bend

Willow’s Bend is a relatively plain village of only twenty or so houses.  The main road bends around a large, blackened tree stump at the center of the village.  Despite its size, it has all of the necessities of a town: a large inn with a stable, a blacksmith, a small Harvest temple, a general store, and a large meeting hall.  It appears the village could support more than the local farming community for short periods of time.

The characters could arrive in Willow’s Bend at any time of day based on their traveling speed (see DM Aid 1 for various speeds and travel time to Willow’s Bend).  The corporal will set up his base of operations at the Inn and will either direct the characters to check the current town information or simply await their information reports.  Otherwise, the characters are free to do as they please.  [Note that the corporal himself will do as little work as is necessary.]  Willow’s Bend’s population (including all surrounding farmers) number slightly over 200.

The Elector and a couple of his men are staying at the inn when the PCs arrive at the village.  The two soldiers with the Elector are Lt Kurt Fredrik and Soldier Wenton.

Listed below are the various people that can be spoken to, the information they have and their attitude, and where they are at specific times (this is only a guideline).

DM Note:  It should be noted that spells cast on any NPC will not be regarded well and the proper authorities will be alerted.  Also, do not spend more than 30 minutes to an hour on the role-playing through Encounter Two.  Otherwise, the scenario may run long.

Major Village NPCs

(The following NPCs are the ones with all the information.)

Elector Arturo Gilbreth: Male human Ftr/Ari 6/3 (AL: NG; Climb +1, Diplomacy +12, Handle Animal +7, Innuendo +6, Jump +1, Profession (military) +7, Ride +12, Sense Motive +6, Swim +4; Languages: common, dwarven).  See Appendix One for more details.

Arturo Gilbreth is a pudgy Oeridian.  Since he never expected to be an elector, he takes pride in his relationship with the common folk, and rarely dresses the part he should.  Arturo is a friendly, sometimes boisterous man.  Once he knows the PCs were sent to help, he will offer to help as much as he can.  Arturo will gladly provide a writ to ask for Jared Meex’s aid as a scout if the PCs ask him for it.

Notes: The elector has his own estate located between Guilders Folly and Willows Bend. He oversees several villages within a large area. He frequents Willows Bend often, as it is the biggest farming village around, and all the local festivals and auctions are held there.  He likes to talk about his time in the military and enjoys listening to others.  He is currently looking for an appropriate husband for his daughter of 14, even though she is unattractive.  If any of the PCs he meets are nobility within Gran March, high in rank, or someone with prestige (like a knight) and they are likeable (and not freakish), Arturo will try to get to know him and be on good terms to see if he is suitable for his daughter.

Brelich Goldtooth, innkeeper: Male dwarf Brd 3 (AL: NG; Bluff +8, Decipher Script +5, Gather Information +8, Listen +4, Sense Motive +2, Spot +2; Languages: common, dwarven, giant, gnome, goblin, orc, halfling).

Brelich is a hill dwarf from the Lortmils.  He is not really gruff for a dwarf, having lived around humans the majority of his life.  He has made his living entertaining others for the most part and will pass on his information, sometimes for a price.

Krag Sathan: Male half-orc Drd 12. (AL: N; Heal +12, Intuit Direction +12, Knowledge (nature) +10, Knowledge (Rushmoors) +8, Spellcraft +8, Swim +15, Wilderness Lore +19; Languages: common, orc, draconic, druidic)

Krag is a harsh sounding half-orc, but handsome and articulate for his kind.  He is quiet and reserved though, and is not quick to anger.  Patience is a virtue to him, and he will usually let others ramble on or lose their temper, while still remaining calm.  He is quite secretive about what he does, but will reveal other information with the appropriate Diplomacy check (the DM can adjust circumstance bonuses if he feels the situation warrants it).  Opposed Sense Motive checks may reveal he is holding something back at times.  Krag does not get intimidated.  He also will not take the time out of his quest to really help the PCs.

Jared Meex, scout: Male human Rng 6 (AL: N; Handle Animal +8, Hide +6, Knowledge (nature) +7, Move Silently +5, Profession (soldier) +4, Spot +13, Swim +3, Wilderness Lore +11; Languages: common, flan).  See Appendix One for more details.

Jared Meex is a hard-nosed, retired flan scout of 62 years.  Although older, he is fit except he is missing his left arm.  He claims he lost it to a hydra in the swamp and never could afford to have it regenerated.  Now, he no longer cares as he is used to it and is retired.  Jared is also slightly hard of hearing and will speak quite loudly.  Jared was originally from one of the flan tribes in the Rushmoors, but he became a Gran March citizen many years ago.  With only one arm, he rarely fights anymore.  He is willing to help his friends in the town if needed.

If asked for help as a guide through the swamp, he will help the PCs under one of two conditions.  One is that the PCs pay him 1 gold a day.  The other is the Elector asks him to (this can be by a writ the PCs show him).  Although Jared will help as a guide, he will not participate in combat (using his ring of invisibility if combat arises).

Marttik Suip, traveler: Male human Rog/Wiz/Lor 5/6/4. (AL: N; Bluff +9, Decipher Script +15, Disable Device +11, Disguise +9, Gather Information +13, Innuendo +8, Knowledge (arcana) +21, Knowledge (geography) +19, Listen +10, Open Lock +11, Search +11, Sense Motive +8, Spellcraft +23, Spot +10; Languages: common, abyssal, auran, celestial, draconic, dwarven, elven, ignan, infernal, sylvan, terran, ancient baklunish, flan)

Marttik is a well-tanned Oeridian that keeps to himself.  He is a slow low-talker that tries to nonchalantly watch newcomers.  He never reacts to anything alarming as if he knew what was happening.  From others perspective, he appears as though he is waiting for someone to arrive that hasn’t.  Marttik will reveal nothing other than his name without two things occurring: a good Diplomacy roll (DC 15 + APL) and an eventual pledge of their allegiance to him (even though the PC knows not what Marttik is doing).  Even then, he will have to mull it over (for two days) and watch the PC who made the offer to make sure the PC is not evil.  If the PC(s) pass, they will make a contact in Marttik Suip and he will reveal his information, freely but privately.

Talon Kessel, priest of Phyton: Male human Clr 6 (AL: NG; Concentration +6, Diplomacy +7, Heal +10, Knowledge (nature) +6, Knowledge (religion) +5; Languages: common).  See Appendix One for more details.

Talon Kessel is an Oeridian in his mid 20’s with brown hair.  He is slightly thin for his height.  He comes across as nervous and fidgety, but is good at heart.  He has become extremely paranoid over the last week because of a dream he had that he has interpreted as a vision from his deity.  He will gladly reveal what he knows about the townsfolk, missing scouts, or missing livestock, but it will take more convincing to learn why he is nervous.  Talon always takes his meals at the inn since he cannot cook.

Other Village NPCs

(The following NPCs are other villagers, primarily provided as names the DM can reference.)

Jo Goldkind, Goran Artous – farmers: Male humans War 1.
The Goldkind and Artous farms are the farms that were attacked and had their livestock stolen.

Radegund Leber, Kino Morada, Elias Idoru, Hessid Ghent – farmers: Male humans War 1.

These are other farmers in the area.

Harriette Portis, cook: Female human Com 1.

Harriette is the cook at the inn.  Her food is some of the best around, especially since Brelich provides quality ingredients.  She and her son live in a backroom at the inn.

Thaddeus Portis, stable boy: Male human Com 1.

Thaddeus is a 10-year-old stable boy and son of Harriette.  He loves the military and is impressed by the PCs who are soldiers.

Tom Gort, blacksmith: Male human War 4 (AL: LN; Climb +8, Craft (armorsmithing) +5, Craft (blacksmithing) +9, Craft (weaponsmithing) +5, Handle Animal +5, Profession (soldier) +7, Ride +5; Languages: common, goblin, elven).

Tom is a well-muscled middle-aged man.  He is friendly, but usually busy.  He has no peculiar traits.

Zippora Cettina, shopkeeper: Female human Exp 2 (AL: NG; Appraise +6, Craft (pottery) +6, Diplomacy +8, Gather Information +4, Knowledge (local) +4, Listen +6, Profession (shopkeeper) +7, Ride +3, Sense Motive +9, Spot +9; Languages: common, halfling).

Zippora is an elderly human woman (around 60 years old) who is a pretty good judge of character.  She is not your typical salesperson, and rarely pressures anyone, since this is such a small town.  She has an excellent memory.

Locations at Day

[Morning to before dinner (8-5pm)]

Arturo (elector) is around the village

Brelich (innkeeper) and Marttik (traveler) are at the inn

Krag (half-orc) is in the swamp

Jared (flan guide) is looking into a farm

Talon (priest) is at the harvest temple

Locations at Evening

[Before dinner to 2 hours after (5-10pm)]

Arturo (elector), Brelich (innkeeper), Marttik (traveler), Talon (priest), Zippora (shopkeeper), Elias Idoru (farmer), and Hessid Ghent (farmer) are at the inn

Krag is returning from the swamp

Jared is returning to the inn to have a drink or five

Locations at Night

[After bedtime (10pm-8am)]

Arturo (elector), Brelich (innkeeper), Krag (half-orc druid), Marttik (traveler) are at the inn asleep

Everyone else is at his or her own home

Information

Everyone Knows:

· The two farm attacks both occurred at dawn.

· With the first farm (Goldkind farm), the farmers and hands didn’t even hear anything.  All that was found was crocodile tracks and the cow had the appearance of following them.  There was also a mostly eaten cow right outside the barn.

· With the second farm (Artous farm), some farm hands heard some commotion, but as soon as they made it outside, the grass and weeds wrapped around their legs, preventing them from moving.  There were two missing cows from the second farm.  The only tracks found were those of crocodiles.

· They’ve seen that half-orc Krag skulking around their farms too.  They think he is involved.  A Sense Motive check (DC 12) can determine the farmers are on edge with the half-orc.

· Both attacks occurred in the last 2 weeks, the last one being 8 days ago.

· Jared Meex is best scout around.  He knows this area of the swamp like the back of his hand.

· Suspects of the attacks have ranged from the half-orc druid, Krag Sathan, to lizardfolk to bullywugs.

Elector Arturo Gilbreth knows:

· Originally, his men looked into the animal problem.  When his soldiers weren’t finding out information quick enough, he sent word to Fort Endurance for help.  The scouts were the result of that.

Brelich Goldtooth knows (‘**’ indicate it takes some monetary compensation – use a Gather Information roll compared to DC 20 and for every point off it costs a silver, to a minimum on 1 silver):

· The scouts were led by Corporal Hayden Jinx, who had a run-in with Marttik Suip.

· **Corporal Jinx accused Marttik of knowing more than he was letting on and nearly threatened him with arrest, but Marttik whispered something to Jinx and he calmed down and went about his business.

· Marttik Suip appears to be waiting for someone.  Seen him whispering answers like he was talking to someone late at night at times.  He probably works for someone with magical connections.

· Arturo is looking for a husband for his daughter – not much of a looker by human standards.  Might have his eye on one of the PCs if they fit what Arturo is looking for.

· **Krag Sathan doesn’t always sleep in his bed every night.  He is sometimes gone for several days at a time.  Once heard him mumbling something about lizards and crocodiles after one of his trips into the swamp.

· **Jared Meex was the last to see the scouts.

Krag Sathan knows:

· Diplomacy check (DC 10) reveals he is a druid on a personal quest mapping out the swamp.  He has some maps he has drawn, which are crude, to show as proof.  This is not a lie since he is keeping track of places he has already been.

· Diplomacy check (DC 20) reveals he knows there are bullywugs in the swamp and tries to say the bullywugs are behind the livestock disappearances.

· Diplomacy check (DC 23 + APL) reveals he is friends with the lizardfolk and knows they are behind the animal disappearances.  He explains the lizardfolk’s plight (see Adventure Summary).  He suggests that if the PCs can find a way to talk to them (they only speak draconic), they can be dealt with diplomatically rather than through force.

· Diplomacy check (DC 33 + APL) reveals that he is really on a quest to find an ancient druid artifact that he believes is located somewhere in section of the Rushmoors.  He feels it is his duty to reclaim this lost item and use it to help out Oerth as much as possible.

Jared Meex knows:

· He’s seen the half-orc Krag sneaking around the farms and the swamp.

· He’s seen bullywugs in the swamp lately.  Noticed them for the first time 2 months ago.  He told that to the scouts and they seemed so interested they wanted the directions to the area he saw them in.  That was the last he saw of the scouts.

· He doesn’t trust the look of that traveler hanging around the inn, Marttik Suip.

Talon Kessel knows:

· The scouts talked to him about the livestock, and the only thing he told them was that he had spotted a lizardfolk in the swamp a couple of years ago when he first moved to town.  He suspected that a lizardfolk might be behind the thefts.

· If the PCs talk to him and seem concerned with the farmers too, he will offer to provide some wands he makes to the PCs at cost.  The wands he is willing to make are (the APL includes the lower APLs wands too):

· APL 2: Cure light wounds, obscuring mist. 750 Gp cost.

· APL 4: Cure moderate wounds, speak with animals. 4,500 Gp cost.

· APL 6: Speak with plants, water breathing. 11,250 Gp cost.

· He feels guilty for not being able to personally help the farmers and the scouts because of his fear, although he won’t admit that.  The guilt can be determined by a Sense Motive check (DC 20).

· With a Diplomacy check (DC 20 + APL), he will reveal his dream.  It involved him walking in the swamp, when he got caught in a bog.  He started sinking and sinking and when he was waste high, he looked down and saw it was a giant frog swallowing him.  He tried to wake but couldn’t.  After he was swallowed, he found himself on a wooden altar surrounded by frogmen.  The closest one raised a serrated knife and thrust it down into his chest.  It was then that he woke in a sweat.  He knew immediately that it was an omen from Phyton.

Marttik Suip knows:

· Krag Sathan is on a quest for an old druidic relic lost in the swamp.

· He knows about the bullywug tribes (see Adventure Summary).

· He doesn’t know who is stealing livestock.

· Warns the PC(s) that there is evil in the swamp and they should beware.

After speaking with the locals, the characters could decide to investigate the farms or head toward the swamp.  If they head toward the swamp, go to Encounter Four.  If they just randomly head to a farm, there is no chance of a run in with the lizardfolk. They would have to stake out a farm that hasn’t been hit (staking out a farm will force the lizardfolk encounter at dawn). Otherwise, they will either find nothing or leftover tracks as specified in Encounter Three.

Encounter Three
Farm Food

If the PCs go to an already attacked farm, then they could discover the following information:

· The farmer and his family/workers saw nothing, but heard the animals.

· A few animals were stolen and one (or two) killed. They can show the PCs where the animals were buried. They did not eat the animals due to fear of it being diseased.

· A Heal check (DC 10) on dead animals (if inspected) can determine they died from bites. A wilderness Lore or Knowledge (nature) check (DC 15) can determine that the bite came from a crocodile (or giant crocodile at APL 8).

· A Track check (DC 17 [16 at APL 8]) of the area can locate the crocodile tracks. If the PCs spend 4 hours, they can follow the tracks to the edge of the swamp, where they will lose them.

If the PCs go to a new farm looking for information (but don’t wish to have a stake-out), then the farm they travel to is normal and operating as such. They may have somebody on watch (probably a child) because of the recent events.

If the PCs stake out a farm until dawn, they will encounter the lizardfolk. An appropriate spot and listen check on both sides may be required. If the PCs fail to spot or hear the lizardfolk approach the animals react but the lizardfolk receive a surprise action if they spotted one of the PCs.  The following text should be used.

The light of the sun just begins to appear, changing night into dawn. Instead of the expected crow of a rooster comes a cacophony of birds.  The clamor is made by the screeching of the chickens running around wildly.

If the lizardfolk are discovered, the only surprise action comes from the PCs if the lizardfolk do not spot them.  The following text should be used.

The light of the sun just begins to appear, changing night into dawn.  Shadowy figures creep toward the cattle, twitching when startled by the screeching of chickens breaking the silence of the morning.  As the figures become recognizable, they appear reptilian.

The stakeout could lead directly into a combative situation, even if negotiation does eventually work.

If the PCs are walking back from the swamp and have yet to encounter the lizardfolk, use the following text:

The trip back to Willow’s Bend leads past another farm. The screeching of alarmed fowl fills the air, although it must be coming from somewhere on the other side of the barn.

The PCs can make a Spot check (DC 12) to notice a man slumped down near the barn. The man is the farmer propped up behind the barn near a woodpile; axe in hands unconscious.  It looks as though he was subdued.  There are no tracks near him or any obvious evidence of a struggle, although the axe has blood on it.  By the time the PCs make it to the other side of the barn, they will see a crocodile enter a copse of trees and a bunch of birds fly out of it.  A Spot check (DC 15) will also note any lizardfolk and cow that is being led off.

If the lizardfolk notice the PCs (which should occur unless they are trying to hide), they first attempt to flee. If that fails, they will try to negotiate while defending themselves with force (if necessary).  The lizardfolk have a cow and other animals depending on their number.  Other animals could include a large sack of chickens (both living and dead), a pig or two, etc.  The lizardfolk have used charm person or animal to get the larger animals to follow them.

APL 2 (EL 4)

Szisstrisk: Male lizardfolk Drd3 (1): hp 35; see Appendix Two.

Crocodile animal companion (1): hp 22; see Monster Manual.

APL 4 (EL 6)

Szisstrisk: Male lizardfolk Drd5 (1): hp 45; see Appendix Three.

Crocodile animal companion, advanced 5 HD (1): hp 40; see Appendix Three.

APL 6 (EL 8)

Szisstrisk and Hezresh: Male lizardfolk Drd5 (2): hp 45 each; see Appendix Four.

Crocodile animal companion, advanced 5 HD (2): hp 40 each; see Appendix Four.

APL 8 (EL 10)

Szisstrisk and Hezresh: Male lizardfolk Drd7 (2): hp 63 each; see Appendix Five.

Giant Crocodile animal companion (2): hp 76 each; see Monster Manual.

NOTE: change tactics slightly.  Either add a listen check to immediately cast entangle, or begin with a negotiation attempt.

Tactics: The lizardfolk are only trying to steal livestock to feed their tribe.  Since the bullywugs invaded their territory, hunting hasn’t been good and they have come to the farms for food.  They try to not harm humanoids, although they will defend themselves. 

First, if the lizardfolk make a listen check to hear the PCs coming from the other side of the barn [DC 15 or opposed rolls if sneaking], the lizardfolk will cast entangle on the ground to slow the progress and attempt to flee.  If that fails, then they will attempt to negotiate although they only speak draconic.  Finally, if that fails, they will use whatever method they have to flee.

The lizardfolk will gladly negotiate with the PCs for the livestock (they will trade their potion of animal logic if necessary).  The lizardfolk need the cattle and it would take a good Diplomacy check (DC 20 + APL) or knowing that they won’t escape alive to convince them to go without it.

The lizardfolk will attempt to barter information about the bullywugs for food, but may give up the information anyway if it helps them reclaim their territory.  Finally, if the diplomacy is really good (DC 22 + 2*APL), the lizardfolk could be convinced to lead the way to the bullywugs.
Treasure:
APL 2: L: 2 gp; C: 1 gp; M: 2 Potions of Animal Logic (Value 25 gp per character).

APL 4: L: 26 gp; C: 1 gp; M: 2 Potions of Animal Logic (Value 25 gp per character).

APL 6: L: 53 gp; C: 3 gp; M: 4 Potions of Animal Logic (Value 50 gp per character), 2 Potions of Invisibility (Value 50 gp per character).

APL 8: L: 53 gp; C: 3 gp; M: 4 Potions of Animal Logic (Value 50 gp per character), 2 Potions of Cure Moderate Wounds (Value 50 gp per character), 2 Potions of Invisibility (Value 50 gp per character).

Development: If the PCs negotiate well, there are a few effects it could have.  One thing is that they could gain guides to the island (this would prevent any kind of bog environmental encounter).  They could also learn the original layout of the island, and that it is an evil place (see DM Aid 3).  Also, they could improve some relations between the community/military and this particular lizardfolk tribe.  They could also learn of the lizardfolk tribe’s dealing with the bullywugs (see Lizardfolk Tribes in adventure Background).

Encounter Four
Into the Rushmoors

Patches of high land are dotted among areas of boggy mud and water.  The rushes after which the swamp is named whip at the face and hands, leaving welts where they hit.  Biting insects of every type and variety have decided that adventurer must be their favorite food.  It is also unbelievably humid, making the heat even worse. 

Play up the environment, but do not overwhelm the characters, as the environment does not make that interesting an adversary.  The following rules reflect the effects of the swamp (if you used DM Aid 4, use the Fortitude saves for the heat):

Heat:  Each day in the swamp, every character must make a Fortitude check at midday (DC 12, -1 for each previously failed check, -2 for medium armor and -4 for heavy armor).  Any character that fails takes 1d3 points of subdual damage.  Note that characters with ranks in Wilderness Lore do not have to make a Fortitude check.  Further, they can make a Wilderness Lore check at DC 15.  Every point they make the roll by adds 1 point to all the others’ saves (minimum +1); because they recognize what the other characters are doing wrong and can give tips.  If multiple characters have Wilderness Lore, use only the greatest bonus.  If Jared is with the party, he can give the PCs a +6 bonus (+11 Wilderness Lore skill).

The hazards of the swamp are not to be underestimated.  Choose one, but try not to run counter to a party’s strengths.  If the guide is leading them, then it is only #1 and everyone gets a +2 bonus to their saving throw.

1. Infected bugs: The characters are attacked by infected mosquitoes and have a chance to contract Swamp Fever.

Swamp Fever:  This is a malarial disease borne by the numerous mosquitoes of the swamp although this is unknown at the present time.  A Fortitude saving throw (DC 14) avoids contracting it.  If it is contracted, the infected person suffers one point of temporary Constitution damage per day until they make their saving throw, at which point the episode stops.  They then recover one point of ability damage per day (or more as outlined under the Heal skill).  A Heal check by another character may replace the character’s saving throw if needed.  If a character’s Constitution drops to zero, he dies.  The disease is permanent unless cure disease is used.  Episodes will reoccur throughout an infected person’s life.

2. Quicksand: The lead character must make a Reflex saving throw (DC 15) or be struck in quicksand.  Anyone caught in it will become completely submerged under in (600/weight in pounds of person and all equipment) rounds unless they make a Swim check at DC 20 or are pulled out by friends.  Pulling someone out requires enough strength to lift the character and equipment to the knees and then a Strength check at DC 14.  Each roll may be retried each round.  Note that small characters sink in half the time.  Be generous and give bonuses to the rolls for character creativity.

3. Bog Hole: One of the characters, determined at random, must make a Reflex save at DC 15 or fall into a bog hole and be immersed in water over their head.  The character must make a Swim check at DC 10.  Any character possessing the Swim skill automatically saves the character in question.  If no one possesses the skill or cannot make the roll, the Character suffers 1d3 points of subdual damage but the character does not drown.

Every half-day of travel requires a Track (or Wilderness Lore with directions) check (DC 20) to keep on the bullywugs’ trail.  Every day requires an Intuit Direction check (DC 15) to keep going in the correct direction. Both these rolls are unnecessary if the PCs have a guide. Failing a track or direction check slows the travel by half a day.

After almost one day of travel, the swamp landscape changes slightly.

The terrain alters slightly with the addition of trees, both living and dead, as travel leads deeper into the swamp.

Encounter Five
In View of the Island

After tracking the bullywugs nearly to their lair, or after following the guide to the old ruins the party will come to a large open area of water.  This takes approximately two days travel (if the party left in the morning, there would be an hour or two of light if the group headed straight to the ruins).

The trail has led to soggy ground, which is a welcome change from the knee to waist high water.  Through a clump of trees, a large opening can be seen in the swamp up ahead.  The somewhat solid land ends about 50 feet ahead into a large expanse of murky water.  Near the edge of the water lurks a dire rat gnawing on something.

From the opening through the clump of trees is an approximate 10-foot wide path through the thick brush.  This path extends 50 feet to the water’s edge.  The thick brush to the sides hinders line of sight (quarter cover for every 15 feet).  Along the path to the outskirts of the ruins, hidden amongst the brush and trees is a swinging log trap.  Its location is somewhere between the party and the dire rat.

If the trap is set off (by a concealed tripwire), the log continues swinging, whether it hits the PC who tripped the trap or not, and the vine tears (the log is set so the log swings through the path only one time).  The log then falls into an alarm spell, which alerts the bullywugs at the ruins.  Note that a detect magic spell may find the location of the alarm spell.  The alarm spell is set up this way so that animals will not trigger the alarm.  Once they have triggered or disabled the alarm and dealt with the rats the PC’s will have to make a choice on how to get to the island where the captive scouts are being held.  

APL 2 (EL 3)

Swinging Log Trap: CR 1; +5 melee (2d6, log); Search (DC 20), Disable Device (DC 20).
Dire rat, advanced Small 3 HD (1): hp 18; see Appendix Two.

APL 4 (EL 5)

Advanced Swinging Log Trap: CR 3; +10 melee (4d6, log); Search (DC 20), Disable Device (DC 20).
Dire rat, advanced Medium-size 6 HD (1): hp 42; see Appendix Three.

APL 6 (EL 7)

Advanced Swinging Medium Spider Venom Log Trap: CR 5; +15 melee (6d6, log) plus poison (1d4 Str/1d6 Str); Fort save resists (DC 14); Search (DC 20), Disable Device (DC 20).
Dire rat, advanced Medium-size 6 HD (2): hp 42 each; see Appendix Four.

APL 8 (EL 9)

Advanced Swinging Large Spider Venom Log Trap: CR 7; +20 melee (8d6, log) plus poison (1d6 Str/1d8 Str); Fort save resists (DC 16); Search (DC 20), Disable Device (DC 20).
Dire rat, advanced fiendish Medium-size 6 HD (3): hp 42 each; see Appendix Five.

Tactics: The dire rat(s) is too intent on feasting on the remains of something that it dragged from the water to care about the party (if it notices them). However, if the party comes within 20 feet of it, it will divert its attention to the party.  If the rat is attacked by missile fire, it will scurry off into the brush toward the strip of land (Encounter Six-B).  The rat is munching on the human bone (once belonging to a Flan warrior).
Beyond the murky water is an island, thickly covered with trees and vines.  There are only three mundane routes to the island.  A soggy strip of land covered with brush and an extremely large dead tree lies to the north of the island.  It looks as though only a couple of easy jumps are all that it would take to avoid the water.  To the south of the island lies a link of floating logs anchored between several swamp trees. Of course, there is always the option of swimming across the water.

There are basically three ways to get to the island. The PCs could have the magical means to traverse through the air or by teleportation, which could avoid all three ways. If the PCs choose to go the log route, go to Encounter Six-A; if they choose the muck island, go to Encounter Six-B; or should they choose to swim or walk on the water, go to Encounter Six-C.

DM Note: The murky water contains leeches (touch attack -2) that spread diseases (Filth Fever; DC 12; 1d3 days incubation; 1d3 Dex and 1d3 Con).  Those PCs with natural armor of +1 or greater need not worry about the leeches or the disease.  They do no damage other than the disease, but if the DM wants to keep count and have some fun with the description of leeches on the PCs, it might add something.  This applies to Encounters Six-A, Six-B, Six-C, Seven, and Nine.

Encounter Six-A
Crossing the Logs

There are a series of logs attached end to end between trees extending across the water to the island. The logs vary in width from three to five feet.

To cross all the logs (this path is made up of 7 tree trunks, ranging from 15 to 20 feet in length, in the water), it will require 1 running Jump check (DC 5 + APL) and two Balance checks (DC 10 + APL).  Some tree trunks are sturdy in the water, while a couple are just well placed logs floating in the water.  Failed checks result in falling in the calm, murky water.

The DM should pick two places along the route where traps are located.
APL 2 (EL 3)

Tripping Limb Trap: CR 1; +15 melee touch (trip into water); Search (DC 15); Disable Device (DC 18).

Swinging Log Trap: CR 1; +5 melee (4d6, log); Search (DC 20); Disable Device (DC 20).

APL 4 (EL 5)

Rolling Log Trap: CR 3; 20-ft log multiple targets; Reflex save avoids (DC 20); Search (DC 24); Disable Device (DC 18).

Swinging Greatclub Trap: CR 3; +15 melee (1d10+8, greatclub); Search (DC 15); Disable Device (DC 27).

APL 6 (EL 7)

Ice Ball Trap: CR 5; (8d6 cold) Reflex save half damage (DC 14); Search (DC 28); Disable Device (DC 28).

Fusillade of Darts Trap: CR 5; +18 ranged (1d4+1); multiple targets 1d8 darts per target in 10x10 area; Search (DC 19); Disable Device (DC 25).

APL 8 (EL 9)

Chain Lightning (cold) Trap: CR 7; (11d6 cold to nearest target center of trigger and 5d6 cold to each of 11 secondary targets) Reflex half damage (DC 19); Search (DC 31); Disable Device (DC 31).

Fusillade of Greenblood Oil Darts Trap: CR 7; +18 ranged (1d4+1) plus poison (1 Con/1d2 Con); Fort save resists (DC 13); multiple targets 1d8 darts per target in 10x10 area; Search (DC 19); Disable Device (DC 25).

Encounter Six-B
The Rat’s Nest

On the thin strip of land is a huge dead tree with debris and brush around a tangle of raised roots.  Except for some water before and after the strip of land, it is a dry walk to the island.

The party must either traverse some shallow water (almost knee deep or so) to reach the muck island or make a 7-foot jump. 

Closer inspection of the tree roots reveals holes in the ground, masked by the debris.  The holes are roughly three feet across and could easily fit a person should they desire to crawl into them.

The strip of land is approximately 120-feet long.  Its widest point is 20 feet.  The tree itself is almost 10-feet in diameter.  The strip of land only allows a 5-foot path around either side of the tree.  The large roots that spread from the tree out in all directions do not hinder movement, but do give the dire rats a +4 cover bonus to hide.

The base of the tree contains a dire rat nest.  The nest looks big enough to contain approximately 20 dire rats, however most are gone.  A Track check (DC 15) can determine that they swam into the water.  There are some nice shiny objects in the nest, but they are worthless.  When the PC’s arrive, the rats are hiding among the roots and debris.  If the rats are not spotted, they will attack the PCs when the first one is on the other side of the tree.  The rats themselves are spread around the area.

APL 2 (EL 3)

Dire rat, advanced Small 3 HD (2): hp 18 each; see Appendix Two.

APL 4 (EL 5)

Dire rat, advanced Small 3 HD (4): hp 18 each; see Appendix Three.

APL 6 (EL 7)

Dire rat, advanced Medium-size 6 HD (4): hp 42 each; see Appendix Four.

APL 8 (EL 9)

Dire rat, advanced fiendish Medium-size 6 HD (5): hp 42 each; see Appendix Five.

Between this mucky land and the island lies another 7-foot wide strip of murky water that can be traversed or jumped.

Encounter Six-C
Crossing the Water

Approximately 100 feet of water separates the land and the island at its narrowest point.  It appears the water around this island is even more stagnant than the rest of the swamp.

Only 60 feet of the 100 requires swim checks (in calm water).  The first 10 feet on both sides and 20 feet in the middle are all knee to waist high, allowing half movement.  The spiders will leap upon the PCs when they are halfway across, whether the party swims or water walks (allow opposed spot checks to notice them before the surprise attack).  This means the PCs could be on the 20-foot expanse that is knee to waist high.  The spiders are in hiding at nearby trees in the water.

APL 2 (EL 3)

Monstrous Water Spider, Medium-sized (2): hp 12 each; see Appendix Two.

APL 4 (EL 5)

Monstrous Water Spider, Large (3): hp 28 each; see Appendix Three.

APL 6 (EL 7)

Monstrous Water Spider, advanced Large 8 HD (3): hp 72 each; see Appendix Four.

APL 8 (EL 9)

Monstrous Water Spider, advanced Large 8 HD (6): hp 72 each; see Appendix Five.

Encounter Seven
Into the Frog’s Den

The island is slightly more solid than the rest of the swampland.  The trees and other foliage are thicker and harder to get through.  The center of the island is completely surrounded by this thick hedge.  In order to get to the center of the island, the vines and limbs must be hacked through.

Although the thick foliage surrounds the island, there are three additional ways into the main portion of the island besides chopping through the brush.  These ways will take Search checks and time to find.  First, with flight, the PCs could easily bypass the foliage.  Second, there is a tunnel under the water to the eastern side of the island.  This is the easiest way to find as a Track check (DC 15) could identify multiple tracks on the ground on that side (both bullywug and human).  The last way is a secret way through the brush on the northeast side of the island.  This way would take a great deal of searching the outskirts of the island (every 10 minutes spent searching would allow a new Search check [DC 23 + APL]).

The overgrown trees (and brush) basically form a dome over the center of the island.  Although the top is not as thick as the sides, it would still require slow movement through.  Plus, the many limbs and vines forming the top of the dome do not support much weight.  Consider that there is a 15-foot ceiling in the center and is darkened (basically pitch black at night and the darkness in the day allows +6 to Hide checks inside).

If the PCs decide to cut their way through the brush, they can clear a 5-foot section by doing 15 points of slashing damage (half damage for blunt weapons, piercing weapons are useless).  If the PCs discover the opening under the water, they can traverse the tunnel length (15-feet) and come up in the middle of the island.  It only takes an initial portion of holding their breath to get into the tunnel.  Once in, there is a pocket of air at the top of the tunnel (small PCs may have a problem).  If the secret entrance is found, then it is possible they could sneak in if they have been moving silently the entire time of searching.

At the time the PCs arrive in camp, most of the bullywugs are out. Search or Track checks (DC 20) inside the center of the island could determine the encampment supports approximately 3-dozen bullywugs.  The ones left are mainly guards for the prisoners.  The ritual killings no longer have great meaning like it did at the full moon, but they enjoy performing it anyway.

The center of the island is roughly a 30-foot diameter circle.  The southern portion of the circle contains a wooden altar with no obvious symbols or decoration other than bloodstains.  A stack of bones lies next to and under the altar.

The DM should simply describe the rest of the area since it could vary.  Mention of the unconscious, tied up captives, if there are any, could vary by number.  The pool of water that is the tunnel may not need to be mentioned if they traveled through it.

**It is important to read DM Aid 3 for a map of the island and details about it, including the evilness of the area, the curse, and special notes on spell effects in the area.

The center of the island is a permanent unhallowed area.  If there are any good clerics or paladins in the party, the DM should describe the unease they feel.  Also, the unhallow gives the bullywugs a +2 deflection bonus to AC vs Good creatures and a +2 resistance bonus to saves.  More importantly, the unhallow affect provides protection from mind effects.  Finally, anyone that disturbs the altar or its area (touching the altar and especially the ground it is on) they could be inflicted with the “Mark of the Eye” curse.  However, the cursed PC will not know they have become cursed until the end of the scenario, when they will notice the mark.  If DM Aid 4 is used, simply check which PC has the potential to be cursed (including the number of times he/she could be affected) and check the Will saves.  Try to give the illusion to the PCs that their curse might not necessarily have come from the altar’s location.

If the party doesn’t rest, turn back, get lost, or delay too long (DM prerogative), then only 2 other captives will be killed before the party gets there and that last bullywug becomes “bait”. DM Aid 1 can be used to keep track of the sacrifices made, and the order they are made.

APL 2 (EL 4)

Bullywug (2): hp 8 each; see Appendix Two.

Bullywug Bbn 2 (1): hp 24; see Appendix Two.

APL 4 (EL 6)

Bullywug (2): hp 8 each; see Appendix Three.

Bullywug War 2 (2): hp 16 each; see Appendix Three.

Bullywug Bbn 3 (1): hp 36; see Appendix Three.

APL 6 (EL 8)

Bullywug War 4 (3): hp 32 each; see Appendix Four.

Bullywug Bbn 5 (1): hp 60; see Appendix Four.

Giggzugg: Bullywug Clr 5 (1): hp 45; see Appendix Four.

APL 8 (EL 10)

Bullywug War 6 (3): hp 48 each; see Appendix Five.

Bullywug Bbn 7 (1): hp 84 each; see Appendix Five.

Giggzugg: Bullywug Clr 7 (1): hp 63; see Appendix Five.

Tactics: The bullywugs at the site are left to guard the island and kill the rest of the prisoners.  They do this occasionally to keep their fun going.  They will kill any intruders with the bullywugs protecting the cleric, if there is one.

If the bullywugs hear the alarm or are alerted to the PCs (by the cutting of vines or searching for the secret entrance), all but 1 of the bullywugs will set up for an ambush.  The other will go set up as decoy, taking one prisoner to the altar and prepare to sacrifice him to distract the PCs.  This is intended to create focus for the PCs to make the ambush more effective.

Otherwise, the bullywugs are no more prepared than normal.
If any of the bullywugs are captured, they will not reveal much.  The lesser ones (non-named) only know of their current superior (the named ones) and those they are from “further in the swamp”.  The leaders here (ones with names) only reveal information if they are guaranteed they will be allowed to leave freely (unarmed is fine).  They will insist on some sign they will be allowed to leave (being untied for example).  The information the leaders can reveal is in the Bullywug Explosion section found in the Adventure Summary.

Treasure: Searching the area will lead to finding a locked, wooden chest (Open Lock check DC 18 + APL).  Inside the chest is plenty of small semi-precious and worthless gems (total value: 50 gp x APL).  All the scouts and flan equipment can be found in the area too.  Each Flan possesses studded leather armor, large wooden shield, club, longbow, 20 arrows, and a couple days’ rations (total value: 9 gp each per character).  Each of the normal scouts (not the corporal) has leather armor, buckler, short sword, light crossbow, 10 bolts, some rations and survival gear, and 3 sp (total value: 7 gp each per character).  See DM Aid 1 for the number of Flan and scouts that should’ve been in the area.  The Flan and scouts will want to reclaim their own equipment.  The PCs can take the rest.  The extra loot from the dead flan or scouts can be added to the loot section of the treasure.

APL 2: L: 68 gp; C: 100 gp; M: 2 Potions of Cure Moderate Wounds (Value 25 gp per character), Potion of Hiding (Value 13 gp per character), Potion of Sneaking (Value 13 gp per character).

APL 4: L: 146 gp; C: 200 gp; M: 2 Potions of Cure Moderate Wounds (Value 25 gp per character), Potion of Hiding (Value 13 gp per character), Potion of Sneaking (Value 13 gp per character), Potion of Bull’s Strength (Value 25 gp per character).

APL 6: L: 196 gp; C: 300 gp; M: 2 Potions of Cure Moderate Wounds (Value 25 gp per character), Potion of Hiding (Value 13 gp per character), Potion of Sneaking (Value 13 gp per character), 4 Potions of Bull’s Strength (Value 75 gp per character).

APL 8: L: 184 gp; C: 400 gp; M: 2 Potions of Cure Moderate Wounds (Value 50 gp per character), Potions of Hiding (Value 13 gp per character), Potions of Sneaking (Value 13 gp per character), 4 Potions of Bull’s Strength (Value 100 gp per character) +1 Hide (Value 97 gp per character).

All the Flan and scout prisoners are diseased and weakened (they have a Con score of 5), even possibly tortured.

Scout (6): Male human Rgr 1 (AL: LG).

Flan (8): Male human War 1 (AL: LN).

The Flan prisoners are of the guardian tribe, and therefore have the mark around their eye and left hand (although because they’ve been prisoners a bit, some of the henna make not be on any longer).  If any of the Flan are rescued remember that they only speak Flan.  They will try to communicate with the party.  If the language barrier cannot be crossed, a form of sign language will be attempted.  They need to relay the idea that this site is cursed and the Marchers should leave as soon as possible.  They will also say that the Rushmoors is no place for Marchers and they will want to head back into the swamp as soon as they are able.  See the Adventure Summary for the Flan information that can be relayed to the players.  They wish to return to the swamp with their normal equipment.  If the party should desire to detain them and turn them over to the military as deserters or draft dodgers this is entirely possible.  The PCs could either subdue them or have a good Diplomacy check (DC 23 + APL) to make them come with the PCs.

The scouts will ask the PC questions about who is in charge and how far they are away from Willow’s Bend.  They will report to any military personnel anything that might help, including what happened to them (see Gran March Lead-In in the Adventure Background section).  They have further information they need to report to Fort Endurance, including information they learned of the bullywug numbers.  They therefore wish to return to Willow’s Bend as soon as possible.

The PCs can stay as long as they like, but the scouts will only delay at most a day to heal before they try to find Willow’s Bend with or without the PCs help.  The scouts have no interest in detaining the flan, but will warn them that they have a right to be there.

If the PCs haven’t encountered the lizardfolk, they will on the way back to Willow’s Bend (see Encounter Three).  Otherwise, continue to Encounter Eight.

Encounter Eight
The Report and the Choice

The PCs return to town.  Corporal Longnose will want to be informed by the PCs of what happened.  Make sure to note what the PCs may leave out that won’t be found out through the scouts or by investigation.

In the PCs absence, Corporal Longnose has discovered one or two things:

· If the PCs didn’t learn about it before they left, he learns from Krag that the lizardfolk are behind the livestock disappearances.  Krag tells him this for his own reasons, but indicates that the lizardfolk went out of their way not to harm farmers or other people.

· He learns from Brelich that there used to be some old ruins far out the in swamp.  He heard this from Jared once.

The corporal gives this information to the courier when he arrives two days after the PCs arrive in Willow’s Bend.

Depending on how long the PCs stay in the swamp, the courier that returns has either already come to Willow’s Bend or hasn’t arrived.  The PCs can meet the courier who has brought news.

Courier Tucker Finch: Male human War 3.

Either way, what happens next depends on how successful the PCs were with the mission and what they tell Corporal Longnose.

If the PCs are completely open with the corporal or the corporal cannot find out story differences through investigation, the scouts, town NPCs, etc, then the PCs will gain the favor of Corporal Longnose.  Mention on the AR, which brother the influence is with.

If the PCs were successful with rescuing the scouts (meaning they at least rescued 1 of them), they will be offered a secondary mission for bonus pay (the pay is 10 gp per APL number – 20 gp at APL2, 40 gp at APL4, etc).  This second mission is to guard the ruins until the captain in charge arrives.  This comes from the courier that arrived and after learning of the ruins.  Make mention that this mission could be deadly (especially if they or the scouts have informed the corporal of everything) and that the captain may take some time (it costs 1 extra time unit) but that the captain will not forget what you’d be doing for him.  He is traveling from Fort Endurance with some men.  (If all the PCs are first level, please try to discourage the optional encounter as their chance of survival greatly diminishes.)

If the PCs failed in the mission, they will not be offered the secondary mission due to incompetence.

If the PCs informed the Corporal of everything (or the Corporal would not be the wiser – such as learning information from a scout), then if anyone is injured he will get Talon to heal them.  He will also commend everyone who was fully honest and tell him or her they have earned his trust.

It is not a disservice to refuse, especially since the dangers of the bullywug forces that the injured scout reported are great.  If they turn it down, they need to wait in Willow’s Bend for the captain to arrive.

If the PCs accept the secondary mission, go to Encounter Nine.  If they decline the mission, go to Conclusion A.  Finally, if they proved incompetent, go to the Conclusion B.

Encounter Nine (Optional)
Guarding the Island

The bonus encounter is quite boring for the most part as there is only one encounter, but since they stay on the island, the DM should keep track of who else might become cursed (see DM Aid 3 for details).  The first group of bullywugs to return comes to try and ambush the party (1d4 + 1) days after they’re on the island.

There is a bullywug rogue who scouts ahead (using the secret entrance if necessary) to see if something is wrong and assess the situation.  Use hide/move silently opposed rolls in secret.  At APL 6 and 8, the rogue is also invisible.

If the rogue is killed during the search, then the rest of the bullywugs take precaution and attack from the water entrance about 10 minutes later.  If the rogue returns to the others, then they will try and ambush the party.

APL 2 (EL 8)

Bullywug (4): hp 8 each; see Appendix Two.

Gligg: Bullywug Rog3 (1): hp 18; see Appendix Two.

Giggzugg: Bullywug Clr3 (1): hp 27; see Appendix Two.

APL 4 (EL 8)

Bullywug War2(4): hp 16 each; see Appendix Three.

Gligg: Bullywug Rog5 (1): hp 32; see Appendix Three.

Giggzugg: Bullywug Clr5 (1): hp 45; see Appendix Three.

APL 6 (EL 11)

Bullywug War 5 (2): hp 40 each; see Appendix Four.

Bullywug Bbn 5 (2): hp 60 each; see Appendix Four.

Gligg: Bullywug Rog7 (1): hp 42; see Appendix Four.

Jiggbligg: Bullywug Savant Sor7 (1): hp 79; see Appendix Four.

APL 8 (EL 13)

Bullywug War 8 (2): hp 64 each; see Appendix Five.

Bullywug Bbn 7 (2): hp 84 each; see Appendix Four.

Gligg: Bullywug Rog9 (1): hp 54; see Appendix Five.

Jiggbligg: Bullywug Savant Sor9 (1): hp 97; see Appendix Five.

Tactics: The stat blocks for this encounter already has potions, and some spells already cast.  The remaining potions in their equipment list are what they have left.  Except for the rogue scouting, the tactics vary slightly based on APL.  Either way, they split up through the available entrances.  Make opposed listen checks to hear them coming, else they receive a surprise round entering the area.  At all APLs, the secret entrance is ruined by the bullywugs barging through, so there becomes a small opening looking out to the water.

At APLs 2 and 4, the rogue and cleric will come through the secret entrance (although the rogue will go first sneaking), while the others go through the water entrance.  If the rogue is dead, then the cleric goes through the entrance alone.

At APLs 6 and 8, all of the bullywugs are invisible.  The warriors come from the water entrance while the barbarian bullywugs come through the either the cut entrance or the water entrance.  The rogue will enter through the secret entrance (stealthily).  At APL 6, the savant will stay just outside the secret entrance, invisible, casting summon monster spells.  At APL 8, the savant comes inside and levitates to the top to cast summon spells invisibly (remember he has the rod of lesser silence at this APL).

The spellcaster will try to use their summon spells initially (the summon monster iv spell at APL 8 should get multiple of level 3 creatures).  Appendix Six contains the summoned creatures summoned by the various spell levels.  After that, it depends how the fighting is going as to whether they flee or not.
Treasure:
APL 2: L: 147 gp; C: 0 gp; M:  Potion of Hiding (Value 13 gp per character), Potion of Sneaking (Value 13 gp per character).

APL 4: L: 263 gp; C: 0 gp; M: Potion of Hiding (Value 13 gp per character), Potion of Sneaking (Value 13 gp per character), Potion of Cure Light Wounds (Value 4 gp per character), Potion of Cure Moderate Wounds (Value 25 gp per character), Potion of Bull’s Strength (Value 25 gp per character).

APL 6: L: 282 gp; C: 0 gp; M: 3 Potions of Hiding (Value 38 gp per character), 3 Potions of Sneaking (Value 38 gp per character), Potion of Cure Light Wounds (Value 4 gp per character), 5 Potions of Cure Moderate Wounds (Value 125 gp per character), 5 Potions of Bull’s Strength (Value 125 gp per character).

APL 8: L: 282 gp; C: 0 gp; M: 3 Potions of Hiding (Value 38 gp per character), 3 Potions of Sneaking (Value 38 gp per character), Potion of Cure Light Wounds (Value 4 gp per character), 5 Potions of Cure Moderate Wounds (Value 125 gp per character), 5 Potions of Bull’s Strength (Value 125 gp per character), Rod of Lesser Silence (Value 450 gp per character).

This climatic battle ends when the PCs flee, the PCs are dead, or the bullywugs are dead (with the option of the named bullywugs fleeing).  Should the PCs retreat and stay away for the rest of the day, the rest of the bullywugs’ tribe can be contacted (2 hours away) to join them.  This adds 5-dozen bullywugs to the island and surrounding area.  If the bullywugs are not contacted or a bullywug flees back to them, the rest of the tribe simply retreat until some future time.

If the PCs flee back to Willow’s Bend, then go to Conclusion C.  If the PCs succeed in guarding the ruins, go to Conclusion D.  If all the PCs died on the island, choose one armor or weapon from each that they lose for good.   This item should be magical or at least masterwork.  If a PC has neither, see if he has anything magical that the savant could detect and take it.  Approximate worth of any item should be 250gp times the square of the APL minus one [250 * (APL - 1)^2] (or their best item if no item that great).  They have the option of being raised only because the captain and his men will retrieve what’s left of their remains.  The cost for raising them is 2 time units, as the captain will try to get them raised in time (as per the raise dead spell).

Conclusion A

Captain Nicoli Jinx arrives with 16 soldiers.  While the captain and his attaché head off to hear reports, the rest of his men wait in the inn.  They first hear a quick, but detailed report from the corporal.  If any scouts were rescued, he will listen to them next.  Finally, he will address the PCs.

Captain Jinx speaks.  “Thank you for saving my men.  You have performed your duty well and I guarantee to include that on my report.  Unfortunately, I have no time for pleasantries, as I must hurry to the site before more bullywugs arrive.  May Heironeous protect you in your duties.”

With that, the captain and his attaché turn and leave your presence.

The PCs receive the favor of Captain Jinx since at least one scout is rescued (since the last one to be sacrificed is his son).  Since the PCs declined the optional mission, they do not receive a commendation from the military.

Conclusion B

Captain Nicoli Jinx arrives with 16 soldiers.  While the captain and his attaché head off to hear reports, the rest of his men wait in the inn.  They first hear a quick, but detailed report from the corporal.  Finally, he will address the PCs.

Captain Jinx speaks.  “Thank you for performing your duty to the best of your abilities.  What occurred was a tragedy, but those men will be remembered.  I’m here to assume command of the ruins.  I feel your talents would best be utilized elsewhere.”

With that, the captain and his attaché turn and leave your presence.

Since the PCs failed to rescue any scouts, they do not receive the favor of Captain Jinx (since his son died).  Since they also could not do the optional mission, they do not receive a commendation from the military.

Conclusion C

Captain Nicoli Jinx arrives with 16 soldiers.  While the captain and his attaché head off to hear reports, the rest of his men wait in the inn.  They first hear a quick, but detailed report from the corporal.  If any scouts were rescued, he will listen to them next.  Finally, he will address the PCs.

Captain Jinx speaks.  “Thank you for saving my men.  You have performed your duty well and I guarantee to include that on my report.  Unfortunately, I have no time for pleasantries.  Please give me a brief, but detailed, report of what you encountered at the site.”

After listening to the PCs report.

“Thank you for those details, men.  Now I must hurry to the site before more bullywugs arrive.  May Heironeous protect you in your duties.”

With that, the captain and his attaché turn and leave your presence.

The PCs receive the favor of Captain Jinx since at least one scout is rescued (since the last one to be sacrificed is his son).  Since the PCs failed in the optional mission, they do not receive a commendation from the military.

Conclusion D

Captain Nicoli Jinx will arrive with 16 men, Corporal Longnose, and Jared Meex.  One of the men is a scout who checks on the PCs invisibly first.  It is why they may call out to the party safely.  One of the men will call out for the leader of the group (as placed there by Corporal Longnose).  The captain will eventually meet with the PCs.

Captain Jinx speaks.  “Men, I am most impressed not only with what I see you have done here, but also with the words that others have spoken of you.  I now relieve you of your guard duty at this site.  I hope my men will perform as ably as you have.  Be assured I will not forget the personal favor you have done by ensuring this site is free of the evil presence of bullywugs.  May Heironeous protect you in your duties.”

The captain then addresses Corporal Longnose to get the men set up.  As Corporal Longnose and the other men busy themselves, the captain turns back to you to listen to your story.

The captain will also gladly listen to how they defeated the additional threat, and anything else they have to tell him.

The PCs receive the favor of Captain Jinx since at least one scout is rescued (since the last one to be sacrificed is his son).  If the PC is active-duty military (or reactivated), then that PC also receives a commendation from the military.

The End

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished. Then assign the experience award.  Award the total value (objectives plus role-playing) to each character.

Encounter Three

Defeated or successfully negotiated with lizardfolk.


APL2 90 xp; APL4 150 xp; APL6 210 xp; 

APL8 270 xp;

Encounter Five

Defeated trap.


APL2 45 xp; APL4 75 xp; APL6 105 xp; 

APL8 135 xp;

Defeated dire rat encounter.


APL2 45 xp; APL4 75 xp; APL6 105 xp; 

APL8 135 xp;

Encounter Six-A, Six-B, or Six-C

Defeated encounter.


APL2 90 xp; APL4 150 xp; APL6 210 xp; 

APL8 270 xp;

Encounter Seven

Defeated bullywugs.


APL2 120 xp; APL4 180 xp; APL6 240 xp; 

APL8 300 xp;

Story Award

Rescued scouts:

APL2 40 xp (10 xp per scout);  

APL4 60 xp (15 xp per scout); 

APL6 80 xp (20 xp per scout);

APL8 100 xp (25 xp per scout);

Discretionary role-playing award

APL2 50 xp; APL4 75 xp; APL6 100 xp;

APL8 125 xp;

Total Normal Experience: 


APL2 450 xp; APL4 675 xp; APL6 900 xp;

APL8 1125 xp;

Optional Bonus Encounter: 


APL2 180 xp; APL4 240 xp; APL6 300 xp;

APL8 360 xp;

Total Possible Experience: 


APL2 630 xp; APL4 915 xp; APL6 1200 xp;

APL8 1485 xp;

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes.  Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins, and magic items that make up the encounter’s treasure.

The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions.  Looting the bodies takes at least 10 minutes per every 5 enemies, and if the characters cannot take the time to loot the bodies, they do not gain this gold.  If you feel it is reasonable that characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot.  If the characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below.

The coin total is the number of gold pieces each character gains if they take the coin available.  A normal adventuring party can usually gather this wealth in a round or so.  If for some reason, they pass up this treasure, the coin total is subtracted from the encounter totals given below.

Next, the magic items are listed.  Magic item treasure is the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure.  Many times characters must cast identify, analyze dweomer or similar spell to determine what the item does and how to activate it.  Other times they may attempt to use the item blindly.  If the magic item is consumable (a potion, scroll, magic bolts, etc.) and the item is used before the end of the adventure, its total is subtracted from the adventure totals below.

Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate.  Because this is a Regional scenario, characters may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.

L = Looted gear from enemy; C = Coin, Gems, Jewelry, and other valuables; M = Magic Items.

L:  Looted gear from enemy

C:  Coin, Gems, Jewelry, and other valuables

M:  Magic Items (sell value) 

Encounter Three:  Lizardfolk

Loot all the lizardfolk.


APL 2: L: 2 gp; C: 1 gp; M: 2 Potions of Animal Logic (Value 25 gp per character).


APL 4: L: 26 gp; C: 1 gp; M: 2 Potions of Animal Logic (Value 25 gp per character).


APL 6: L: 53 gp; C: 3 gp; M: 4 Potions of Animal Logic (Value 50 gp per character), 2 Potions of Invisibility (Value 50 gp per character).


APL 8: L: 53 gp; C: 3 gp; M: 4 Potions of Animal Logic (Value 50 gp per character), 2 Potions of Cure Moderate Wounds (Value 50 gp per character), 2 Potions of Invisibility (Value 50 gp per character).

Encounter Seven:  Bullywug Camp

Loot all the bullywugs.


APL 2: L: 68 gp; C: 100 gp; M: 2 Potions of Cure Moderate Wounds (Value 25 gp per character), Potion of Hiding (Value 13 gp per character), Potion of Sneaking (Value 13 gp per character).


APL 4: L: 146 gp; C: 200 gp; M: 2 Potions of Cure Moderate Wounds (Value 25 gp per character), Potion of Hiding (Value 13 gp per character), Potion of Sneaking (Value 13 gp per character), Potion of Bull’s Strength (Value 25 gp per character).


APL 6: L: 196 gp; C: 300 gp; M: 2 Potions of Cure Moderate Wounds (Value 25 gp per character), Potion of Hiding (Value 13 gp per character), Potion of Sneaking (Value 13 gp per character), 4 Potions of Bull’s Strength (Value 75 gp per character).


APL 8: L: 184 gp; C: 400 gp; M: 2 Potions of Cure Moderate Wounds (Value 50 gp per character), Potions of Hiding (Value 13 gp per character), Potions of Sneaking (Value 13 gp per character), 4 Potions of Bull’s Strength (Value 100 gp per character) +1 Hide (Value 97 gp per character).

Total Possible Treasure – Primary Mission

APL 2: 240 gp

APL 4: 450 gp

APL 6: 600 gp

APL 8: 1000 gp

Encounter None:  Optional Bullywug Raid

Loot all the bullywugs.


APL 2: L: 147 gp; C: 0 gp; M:  Potion of Hiding (Value 13 gp per character), Potion of Sneaking (Value 13 gp per character).


APL 4: L: 263 gp; C: 0 gp; M: Potion of Hiding (Value 13 gp per character), Potion of Sneaking (Value 13 gp per character), Potion of Cure Light Wounds (Value 4 gp per character), Potion of Cure Moderate Wounds (Value 25 gp per character), Potion of Bull’s Strength (Value 25 gp per character).


APL 6: L: 282 gp; C: 0 gp; M: 3 Potions of Hiding (Value 38 gp per character), 3 Potions of Sneaking (Value 38 gp per character), Potion of Cure Light Wounds (Value 4 gp per character), 5 Potions of Cure Moderate Wounds (Value 125 gp per character), 5 Potions of Bull’s Strength (Value 125 gp per character).


APL 8: L: 282 gp; C: 0 gp; M: 3 Potions of Hiding (Value 38 gp per character), 3 Potions of Sneaking (Value 38 gp per character), Potion of Cure Light Wounds (Value 4 gp per character), 5 Potions of Cure Moderate Wounds (Value 125 gp per character), 5 Potions of Bull’s Strength (Value 125 gp per character), Rod of Lesser Silence (Value 450 gp per character).

Total Possible Treasure – Optional Mission

APL 2: 170 gp

APL 4: 225 gp

APL 6: 325 gp

APL 8: 550 gp

NOTE: The only way to obtain all of the treasure is to kill all the lizardfolk and bullywugs and loot their bodies.  If the lizardfolk are negotiated with, the treasure will be less.

Special

Swamp Fever:  Once during any adventure, you must roll 1d20.  If the roll is a 1, the disease takes effect.  The infected person loses one temporary point of Constitution per day, until the victim makes a Fortitude saving throw (DC 14), at which point the episode stops.  They can only recover normally once a successful save is made.  The disease is permanent unless a cure disease spell  (or similar magic) is used.

Favor of Corporal Longnose:  This favor can be used a single time as a substitute for an Influence point with the military.  In addition, there may be future scenarios in which Corporal Longnose appears where other uses of the favor may be given.  Check the name of the brother the favor is with:
____ Lyle
____ Vincen

*The PC can use the favor of Corporal Longnose to purchase the Rod of Lesser Silence after any Gran March Regional adventure.

Commendation with the Military:  This commendation is given to active-duty military PCs who participated in a crucial rescue mission of scouts missing in the Rushmoors.

Favor of Captain Nicoli Jinx:  This favor can be used a single time as a substitute for an Influence point with the military or the Church of Heironeous.  In addition, there may be future scenarios in which Captain Jinx appears where other uses of the favor may be given.

Special Interest of Elector Arturo Gilbreth:  This PC has earned the notice of elector Arturo Gilbreth as a potential husband for his only daughter.  The elector will keep an eye on the career of this PC as his daughter comes of age.

Pledged Allegiance to Marttik Suip:  The PC has agreed to aid Marttik in future endeavors in exchange for possible information Marttik may know.  Should Marttik Suip appear in any future scenarios, this PC will already be on good terms with him, and the PCs allegiance may be tested.

Rod of Lesser Silence:  The user can cast up to three spells per day without verbal components as though using the Silent Spell feat.  This does not increase the level of the spell and cannot be used on spells above third level. [Caster level: 17th; Prerequisites: Craft Rod, silent spell; Market Price: 5,400 gp]

Potion of Animal Logic:  The imbiber gains an intuitive empathy with animals (in the form of a +10 circumstance bonus on Handle Animal checks) for 1 hour.  An imbiber with ranks in Animal Empathy also gains a +10 circumstance bonus on Animal Empathy checks. [Caster level: 2nd; Prerequisites: Brew Potion, spellcaster level 6th; Market Price: 150 gp]

Items for the Adventure Record

Special AR that has an option for an extra TU expenditure for the optional encounter. Also, there is an additional AR that has the details of the curse on it.

Swamp Fever:  Once during any adventure, you must roll 1d20.  If the roll is a 1, the disease takes effect.  The infected person loses one temporary point of Constitution per day, until the victim makes a Fortitude saving throw (DC 14), at which point the episode stops.  They can only recover normally once a successful save is made.  The disease is permanent unless a cure disease spell  (or similar magic) is used.

Favor of Corporal Longnose:  This favor can be used a single time as a substitute for an Influence point with the military.  In addition, there may be future scenarios in which Corporal Longnose appears where other uses of the favor may be given.  Check the name of the brother the favor is with:
 ____ Lyle
____ Vincen

*The PC can use the favor of Corporal Longnose to purchase the Rod of Lesser Silence after any Gran March Regional adventure.

Commendation with the Military:  This commendation is given to active-duty military PCs who participated in a crucial rescue mission of scouts missing in the Rushmoors.

Favor of Captain Nicoli Jinx:  This favor can be used a single time as a substitute for an Influence point with the military or the Church of Heironeous.  In addition, there may be future scenarios in which Captain Jinx appears where other uses of the favor may be given.

Special Interest of Elector Arturo Gilbreth:  This PC has earned the notice of elector Arturo Gilbreth as a potential husband for his only daughter.  The elector will keep an eye on the career of this PC as his daughter comes of age.

Pledged Allegiance to Marttik Suip:  The PC has agreed to aid Marttik in future endeavors in exchange for possible information Marttik may know.  Should Marttik Suip appear in any future scenarios, this PC will already be on good terms with him, and the PCs allegiance may be tested.

Rod of Lesser Silence:  The user can cast up to three spells per day without verbal components as though using the Silent Spell feat.  This does not increase the level of the spell and cannot be used on spells above third level. [Caster level: 17th; Prerequisites: Craft Rod, silent spell; Market Price: 5,400 gp]

Potion of Animal Logic:  The imbiber gains an intuitive empathy with animals (in the form of a +10 circumstance bonus on Handle Animal checks) for 1 hour.  An imbiber with ranks in Animal Empathy also gains a +10 circumstance bonus on Animal Empathy checks. [Caster level: 2nd; Prerequisites: Brew Potion, spellcaster level 6th; Market Price: 150 gp]

Wand of Obscuring Mist: Caster Level: 1st; Prerequisites: Craft Wand, obscuring mist; Market Price: 750 gp; Weight: - lbs.  Spell from PH, page 233.

Wand of Speak with Animals: Caster Level: 2nd; Prerequisites: Craft Wand, speak with animals; Market Price: 4,500 gp; Weight: - lbs.  Spell from PH, page 254.

Wand of Speak with Plants: Caster Level: 3rd; Prerequisites: Craft Wand, speak with plants; Market Price: 11,250 gp; Weight: - lbs.  Spell from PH, page 254.

Wand of Water Breathing: Caster Level: 3rd; Prerequisites: Craft Wand, water breathing; Market Price: 11,250 gp; Weight: - lbs.  Spell from PH, page 271.

Mark of the Eye curse:  This PC has been cursed by something or someone.  The physical appearance of the curse is a blistered, black circlet around the left eye.  The cursed radiates magic (transmutation and divination) but not evil.

The curse has three major drawbacks that the PC must suffer.  First, the cursed suffers a –2 penalty to all Intelligence-based skill and ability checks as the curse causes the PC difficulty in clear thought.  Second, the cursed is more susceptible to Vecna’s will.  All attack, damage, ability, skill, and saving throw rolls involving a follower of Vecna are at a –2 circumstance penalty.  Finally, once per adventure, the cursed is inflicted by an intense headache that has the same effects as spell touch of madness (Will save DC 17).  If the cursed fails their save, they are dazed for 17 rounds.  This always occurs at the beginning of a combat of the DMs choosing.  [Note that spell immunity and other such spells will not prevent this effect.]

With some irony, the curse also imbues the PC with spell ability.  This ability functions as the imbue with spell ability spell (see PH, page 216), except that the spells available for the cursed are random as per the following charts and the spells are good for the adventure for which they were rolled.  The spell level is that of a 17th level caster.  At the beginning of each adventure (in front of the DM), the spells are determined and can be used once during that adventure.  If any spell is used, it should be noted on the AR that this ability of the curse was used.

	Level 1 spells (roll d6)

	Roll
	Spell

	1
	Cure light wounds

	2
	Remove fear

	3
	Detect magic (extended)

	4
	Endure elements

	5
	Detect secret doors

	6
	Entropic shield


	Level 2 spells (roll d6)

	Roll
	Spell

	1
	Find traps

	2
	Delay poison

	3
	Resist elements

	4
	Remove paralysis

	5
	Undetectable alignment

	6
	Cure moderate wounds


There are specific ways to remove this curse.  Dispel magic will not remove the curse.  However, it will suppress the effects of the imbue benefit and headache for 1d4 rounds if successful.  Break enchantment will remove the curse with a DC 28 check.  Greater dispelling can remove the curse with a dispel check against caster level 17.  Limited wish (duplicating greater dispelling), miracle, or wish will remove the curse.  Finally, as a special note, the curse is specifically difficult to remove by a remove curse spell.  It requires an effective caster level of 17 to remove it.  It should be noted on the AR that the cursed was removed and by whom.

Touch of Madness As Presented In Defenders of the Faith

Enchantment (Mind-Affecting)


Level: Madness 2


Components: V, S


Casting Time: 1 action


Range: Touch


Target: Creature touched


Duration: 1 round/level


Saving Throw: Will negates


Spell Resistance: Yes

You may daze one living creature by making a successful touch attack.  If the target creature does not make a successful Will save, its mind is clouded and it takes no action for 1 round per caster level.  The dazed creature is not stunned (so attackers get no special advantage against it), but can’t move, cast spells, use mental abilities, and so on.

Item Access

APL 2:


Potion of Animal Logic (Scenario, see above)


Wand of cure light wounds (Regional, DMG)


Wand of obscuring mist (Regional, DMG)
APL 4:

APL 2 Items


Wand of cure moderate wounds (Regional, DMG)


Wand of speak with animals (Regional, DMG)
APL 6:

APL 2&4 Items


Wand of speak with plants (Regional, DMG)

Wand of water breathing (Regional, DMG)
APL 8:


APL 2, 4, & 6 Items


Rod of Lesser Silence (Scenario*, see above)

Appendix One: NPCs

Elector Arturo Gilbreth: Male human Ftr/Ari 6/3; CR 8; Medium-sized humanoid (human); HD 6d10 + 3d8 +18; hp 73; Init +1; Spd 30 ft./x4; AC 21 (12 touch, 14 flat-footed) [[+1 Dex +6 breastplate +3 large shield +1 ring]]; Atk +13/+8 melee (1d8+6/19-20/x2, longsword +2); AL NG; SV Fort +9, Ref +5, Will +6; Str 14, Dex 12, Con 14, Int 12, Wis 11, Cha 15. Height 5 ft. 10 in. Weight 188 lb.


Skills and Feats: Climb +1, Diplomacy +12, Handle Animal +7, Innuendo +6, Jump +1, Profession (military) +7, Ride +12, Sense Motive +6, Swim +4; Leadership, Mounted Combat, Ride-By Attack, Spirited Charge, Power Attack, Cleave, Weapon Focus (longsword), Weapon Specialization (longsword), Trustworthy.


Languages: Common, dwarven.


Possessions: +1 Breastplate, +1 large steel shield, +2 flaming longsword, +1 ring of protection.


Physical Description: Arturo Gilbreth is a pudgy Oeridian.  Since he never expected to be an elector, he takes pride in his relationship with the common folk, and rarely dresses the part he should.  Arturo is a friendly, sometimes boisterous man.


Notes: The elector has his own estate located between Guilders Folly and Willows Bend. He oversees several villages within a large area. He frequents Willows Bend often, as it is the biggest farming village around, and all the local festivals and auctions are held there.  He likes to talk about his time in the military and enjoys listening to others.  He is currently looking for an appropriate husband for his daughter of 14, even though she is unattractive.  If any of the PCs he meets are nobility within Gran March, high in rank, or someone with prestige (like a knight), Arturo will try to get to know him and be on good terms to see if he is suitable for his daughter.

Jared Meex, retired scout: Male human (flan) Rgr6; CR 6; Medium; HD 6d10+12; hp 45; Init +1; Spd 30 ft./x5; AC 15 (12 touch, 14 flat-footed) [[+1 Dex +3 leather armor +1 ring]]; Atk +8/+3 melee (1d8+2/19-20/x2, longsword+1); AL N; SV Fort +8, Ref +4, Will +5; Str 12, Dex 12, Con 14, Int 10, Wis 14, Cha 12. Height 6 ft. 1 in. Weight 184 lb.


Skills and Feats: Handle Animal +8, Hide +6, Knowledge (nature) +7, Move Silently +5, Profession (soldier) +4, Spot +13, Swim +3, Wilderness Lore +11; Alertness, Blind-fight, Endurance, Run.


Languages: Common, Flan.


Possessions: +1 Leather armor, +1 longsword, +1 ring of protection, ring of invisibility.


Physical Description: Jared Meex is a retired flan scout of 62 years.  Although older, he is fit except he is missing his left arm.  He claims he lost it to a hydra in the swamp and never could afford to have it regenerated.  Now, he no longer cares as he is used to it and is retired.

Talon Kessel, priest of Phyton: Male human Clr 6; CR 6; Medium-size humanoid (human); HD 6d8+6; hp 36; Init +0; Spd 30 ft./x4; AC 13 (10 touch, 13 flat-footed) [[+3 studded leather]]; Atk +4 melee (1d6/x2, quarterstaff); AL NG; SV Fort +6, Ref +4, Will +8; Str 10, Dex 10, Con 12, Int 10, Wis 16, Cha 13. Height 5 ft. 10 in. Weight 170 lb.


Skills and Feats: Concentration +6, Diplomacy +7, Heal +10, Knowledge (nature) +6, Knowledge (religion) +5; Combat Casting, Lightning Reflexes, Brew Potion, Craft Wand.


Languages: Common


Possessions: quarterstaff, studded leather armor.


Physical Description: Talon Kessel is a Oeridian in his late 20’s with brown hair.  He is slightly thin for his height.  He is usually nervous and fidgety.


Spells Prepared (5/5/5/4; base DC = 13 + spell level).


*Domain spell. Domains: [Plant (Rebuke or command plant creatures as a evil cleric rebukes or commands undead.  Use these abilities a total number of times per day equal to 3 + Charisma modifier. Knowledge (nature) is a class skill.); Water (Turn of destroy fire creatures as a good cleric turns undead.  Rebuke or command water creatures as an evil cleric rebukes undead.  Use these abilities a total number of times per day equal to 3 + Charisma modifier.)].

Appendix Two: APL 2 Encounters

All creatures are assumed to have NO possessions unless otherwise stated in their stat block.

Encounter Three: Lizardfolk

Szisstrissk: Male lizardfolk Drd 3; CR 4; Medium-sized humanoid (aquatic, reptilian); HD 2d8+3d8+10; hp 35; Init +2; Spd 30; AC 21 (touch 12, flat-footed 19) [[+2 Dex +5 natural +2 leather +2 large shield]]; Atk +4 melee (1d6+1, club), or +5 ranged (1d4+1, sling); AL N; SV Fort +5, Ref +3, Will +5; Str 12, Dex 14, Con 14, Int 10, Wis 15, Cha 8. Height 6 ft. 7 in. Weight 340 lb.


Skills and Feats: Animal Empathy +1, Balance +4, Concentration +5, Handle Animal +0, Jump +5, Knowledge (nature) +1, Swim +10, Wilderness Lore +7; Combat casting, track.


Possessions: club, sling, 10 sling bullets, leather armor, large wooden shield, bone necklace worth 8 gp, 2 potions of animal logic.


Spells Prepared (4/3/2; base DC = 12 + spell level): 0 – [cure minor wounds, detect poison, know direction, virtue]; 1 – [cure light wounds, entangle, obscuring mist]; 2 – [briar web, charm person or animal].


Note: Stat block represents spells cast to charm livestock.

Crocodile; CR 2; Medium-sized animal (aquatic); HD 3d8+9; hp 24; Init +1; Spd 20, swim 30; AC 15 (touch 11, flat-footed 14); Atk +6 melee (1d8+6, bite), or +6 melee (1d12+6, tail slap); SA Improved grab; AL N; SV Fort +6, Ref +4, Will +2; Str 19, Dex 12, Con 17, Int 2, Wis 12, Cha 2.


Skills and Feats: Hide +7 (+19 when submerged), Listen +5, Spot +5.


Improved Grab (Ex): To use this ability, the crocodile must hit a Medium-size or smaller opponent with its bite attack. If it gets a hold, the crocodile grabs the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom. The crocodile automatically deals bite damage each round it maintains the pin.
Encounter Five and Six-B: Dire Rats

Dire Rat Advanced; CR 1; Small animal; HD 3d8+3; hp 18; Init +3; Spd 40, climb 20; AC 15 (touch 14, flat-footed 12) [[+3 Dex +1 size +1 natural]]; Atk +5 melee (1d4, bite); SA Disease; SQ Scent; AL N; SV Fort +3, Ref +6, Will +4; Str 10, Dex 17, Con 12, Int 1, Wis 12, Cha 4. Height 3 ft. long. Weight 65 lb.


Skills and Feats: Climb +11, Hide +11, Move Silently +6; Weapon Finesse (bite).


Disease (Ex): Filth Fever [Fort save (DC 12), incubation 1d3 days; 1d3 Dex and 1d3 Con damage (both temporary)] spread by bite.

Encounter Six-C: Monstrous Water Spiders

Monstrous Water Spider (hunter); CR 1; Medium-sized vermin (aquatic); HD 2d8+2; hp 12; Init +3; Spd 40, climb 20; AC 14 (touch 13, flat-footed 11) [[+3 Dex +1 natural]]; Atk +4 melee (1d6 and poison, bite); SA Poison; SQ Water walk, vermin immunities; AL N; SV Fort +4, Ref +3, Will +0; Str 11, Dex 17, Con 12, Int --, Wis 10, Cha 2.


Skills and Feats: Climb +2, Hide +14, Jump +16, Spot +15; Weapon Finesse (bite).


Poison (Ex): Fort save DC 14, 1d4 Str initial and secondary.


Water walk (Ex): Monstrous water spiders can walk on water at the same rate as their land movement.


Vermin immunities: immune to mind-influencing effects

Encounter Seven: Bullywug Camp

Bullywug; CR 1; Medium-sized humanoid (aquatic); HD 1d8+3; hp 8; Init +0; Spd 20, swim 30; AC 15 (touch 10, flat-footed 15) [[+3 natural +2 leather]]; Atk +1 melee (1d6/x3, halfspear), or +1 ranged (1d6/x3, halfspear); SQ Marsh move; AL CE; SV Fort +5, Ref +0, Will –1; Str 10, Dex 10, Con 16, Int 8, Wis 8, Cha 8.


Skills and Feats: Hide +2 (+8 when in marsh), Listen +0, Spot +0; Endurance.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Possessions: 2 halfspears, dagger, masterwork leather armor.

Bullywug Bbn 2; CR 2; Medium-sized humanoid (aquatic); HD 2d12+10; hp 24; Init +1; Spd 30, swim 30; AC 17 (touch 11, flat-footed 17) [[+1 Dex +3 natural +3 studded leather]]; Atk +5 melee (1d10+3/x2, MW greatclub), or +3 ranged (1d6+2/x3, halfspear); SA Rage; SQ Marsh move, Uncanny dodge; AL CE; SV Fort +8, Ref +1, Will +0; Str 14, Dex 13, Con 20, Int 8, Wis 10, Cha 8.


Skills and Feats: Hide +5 (+11 when in marsh), Listen +4, Spot +3, Wilderness Lore +4; Power Attack.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Uncanny Dodge (Ex): Starting at 2nd level, the barbarian gains the extraordinary ability to react to danger before her senses would normally allow her to do so.  At 2nd level and above, she retains her Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker. (She still loses her Dexterity bonus to AC if immobilized.)


Possessions: masterwork greatclub, 2 halfspears, dagger, masterwork studded leather armor, potion of hiding, potion of sneaking, 2 potions of cure moderate wounds.

Encounter Nine: Bullywugs Return

Note: Assumption is made that bullywugs will get a chance to prepare for their ambush.  The stat blocks reflect spells cast and potions that have been quaffed.
Bullywug; CR 1; Medium-sized humanoid (aquatic); HD 1d8+3; hp 7; Init +0; Spd 20, swim 30; AC 15 (touch 10, flat-footed 15) [[+3 natural +2 leather]]; Atk +1 melee (1d6/x3, halfspear), or +1 ranged (1d6/x3, halfspear); SQ Marsh move; AL CE; SV Fort +5, Ref +0, Will –1; Str 10, Dex 10, Con 16, Int 8, Wis 8, Cha 8.


Skills and Feats: Hide +2 (+8 when in marsh), Listen +0, Spot +0; Endurance.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Possessions: 2 halfspears, masterwork leather armor.

Gligg: Bullywug Rog 3; CR 3; Medium-sized humanoid (aquatic); HD 3d6+6; hp 18; Init +2; Spd 20, swim 30; AC 17 (touch 12, flat-footed 17) [[+2 Dex +3 natural +2 leather]]; Atk +4 melee (1d6+1/19-20, MW short sword), or +5 ranged (1d6/x3, MW short bow); SA Sneak attack +2d6; SQ Marsh move, evasion, uncanny dodge; AL CE; SV Fort +3, Ref +5, Will +1; Str 12, Dex 15, Con 14, Int 12, Wis 10, Cha 8.


Skills and Feats: Craft (trapmaking) +7, Disable Device +7, Escape Artist +8, Hide +8+18 (+14+24 when in marsh), Listen +6, Move Silently +8+18, Search +7, Spot +6, Tumble +8; Dodge, Mobility.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Evasion (Ex): If exposed to any effect that normally allows a character to attempt a Reflex saving throw for half damage (such as fireball), she takes no damage with a successful saving throw.  Evasion can only be used if the rogue is wearing light armor or no armor.

Uncanny Dodge (Ex): Starting at 3rd level, the rogue gains the extraordinary ability to react to danger before her senses would normally allow her to do so.  At 3rd level and above, she retains her Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker. (She still loses her Dexterity bonus to AC if immobilized.)

Possessions: masterwork short sword, masterwork short bow, 20 arrows, leather armor, potion of sneaking, potion of hiding.

Giggzugg: Bullywug Clr 3; CR 3; Medium-sized humanoid (aquatic); HD 3d8+12; hp 27; Init +0; Spd 15, swim 30; AC 16 (touch 10, flat-footed 16) [[+3 natural +3 hide]]; Atk +4 melee (1d6+1/x3, MW halfspear), or +2 ranged (1d6+1/x3, halfspear); SA Spells; SQ Marsh move; AL CE; SV Fort +7, Ref +1, Will +5; Str 12, Dex 10, Con 18, Int 10, Wis 14, Cha 7.


Skills and Feats: Concentration +9 (+13 with combat casting), Heal +5, Hide +0 (+6 when in marsh), Knowledge (religion) +4; Combat Casting, Augment Summoning.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Summoning (Sp): Bullywug clerics are notorious for their powerful but unpredictable summoning abilities.  When a bullywug cleric uses a summon monster spell, there is a 50% chance that one more monster than the spell would ordinarily summon will appear.  In such cases, there is a 25% chance that the summoned monsters will not be in the bullywug’s control, rampaging and attacking at random.  It is not uncommon for bullywugs that have summoned monsters and failed to control them to spend all their efforts fighting their own summoned creatures instead of attacking their original foe.


Possessions: masterwork halfspear, 2 halfspears, masterwork hide armor.


Spells Prepared (4/3/2; base DC = 12 + spell level): 0—[inflict minor wounds (4)]; 1st—[protection from good*, inflict light wounds (2), summon monster I]; 2nd—[fog cloud*, inflict moderate wounds, summon monster II].


*Domain spell. Domains: [Evil (Cast evil spells at +1 caster level.); Water (Turn of destroy fire creatures as a good cleric turns undead.  Rebuke or command water creatures as an evil cleric rebukes undead.  Use these abilities a total number of times per day equal to 3 + Charisma modifier.)].

Appendix Three: APL 4 Encounters

All creatures are assumed to have NO possessions unless otherwise stated in their stat block.

Encounter Three: Lizardfolk

Szisstrissk: Male lizardfolk Drd 5; CR 6; Medium-sized humanoid (aquatic, reptilian); HD 2d8+5d8+14; hp 49; Init +2; Spd 30; AC 21 (touch 12, flat-footed 19) [[+2 Dex +5 natural +2 leather +2 large shield]]; Atk +5 melee (1d6+1, club), or +6 ranged (1d4+1, sling); AL N; SV Fort +6, Ref +4, Will +7; Str 12, Dex 14, Con 14, Int 10, Wis 16, Cha 8. Height 6 ft. 7 in. Weight 340 lb.


Skills and Feats: Animal Empathy +3, Balance +4, Concentration +7, Handle Animal +2, Jump +5, Knowledge (nature) +1, Listen +5, Spot +5, Swim +10, Wilderness Lore +10; Combat casting, track, alertness.


Possessions: masterwork club, sling, 10 sling bullets, leather armor, large wooden shield, bone necklace worth 8 gp, 2 potions of animal logic.


Spells Prepared (5/4/3/2; base DC = 13 + spell level): 0—[cure minor wounds, detect magic, detect poison, know direction, virtue]; 1st—[cure light wounds, entangle, faerie fire, obscuring mist]; 2nd—[briar web, charm person or animal, heat metal]; 3rd – [dominate animal, harrier].


Note: Stat block represents spells cast to charm livestock.

Crocodile; CR 3; Huge animal (aquatic); HD 5d8+15; hp 40; Init +1; Spd 20, swim 30; AC 15 (touch 11, flat-footed 14); Atk +7 melee (1d8+6, bite), or +7 melee (1d12+6, tail slap); SA Improved grab; AL N; SV Fort +7, Ref +5, Will +2; Str 19, Dex 12, Con 17, Int 2, Wis 12, Cha 2.


Skills and Feats: Hide +7 (+19 when submerged), Listen +5, Spot +5.


Improved Grab (Ex): To use this ability, the crocodile must hit a Medium-size or smaller opponent with its bite attack. If it gets a hold, the crocodile grabs the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom. The crocodile automatically deals bite damage each round it maintains the pin.
Encounter Five and Six-B: Dire Rats

Dire Rat Advanced; CR 3; Medium-sized animal; HD 6d8+12; hp 42; Init +2; Spd 40, climb 20; AC 13 (touch 12, flat-footed 11) [[+2 Dex +1 natural]]; Atk +6 melee (1d6+2, bite); SA Disease; SQ Scent; AL N; SV Fort +7, Ref +7, Will +6; Str 14, Dex 15, Con 14, Int 1, Wis 12, Cha 4. Height 6 ft. long. Weight 94 lb.


Skills and Feats: Climb +12, Hide +6, Move Silently +5; Weapon Finesse (bite).


Disease (Ex): Filth Fever [Fort save (DC 12), incubation 1d3 days; 1d3 Dex and 1d3 Con damage (both temporary)] spread by bite.

Encounter Six-C: Monstrous Water Spiders

Monstrous Water Spider (hunter); CR 2; Large vermin (aquatic); HD 4d8+8; hp 28; Init +3; Spd 40, climb 20; AC 14 (touch 12, flat-footed 11) [[+3 Dex –1 size +2 natural]]; Face/Reach 10x10/5; Atk +5 melee (1d8+3 and poison, bite); SA Poison; SQ Water walk, vermin immunities; AL N; SV Fort +5, Ref +4, Will +1; Str 15, Dex 17, Con 12, Int --, Wis 10, Cha 2.


Skills and Feats: Climb +4, Hide +10, Jump +18, Spot +15; Weapon Finesse (bite).


Poison (Ex): DC 16, 1d6 Str initial and secondary.


Water walk (Ex): Monstrous water spiders can walk on water at the same rate as their land movement.


Vermin immunities: immune to mind-influencing effects

Encounter Seven: Bullywug Camp

Bullywug; CR 1; Medium-sized humanoid (aquatic); HD 1d8+3; hp 8; Init +0; Spd 20, swim 30; AC 15 (touch 10, flat-footed 15) [[+3 natural +2 leather]]; Atk +1 melee (1d6/x3, halfspear), or +1 ranged (1d6/x3, halfspear); SQ Marsh move; AL CE; SV Fort +5, Ref +0, Will –1; Str 10, Dex 10, Con 16, Int 8, Wis 8, Cha 8.


Skills and Feats: Hide +2 (+8 when in marsh), Listen +0, Spot +0; Endurance.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Possessions: 2 halfspears, dagger, masterwork leather armor.

Bullywug War 2; CR 1; Medium-sized humanoid (aquatic); HD 2d8+6; hp 16; Init +1; Spd 20, swim 30; AC 18 (touch 11, flat-footed 17) [[+1 Dex +3 natural +2 leather +2 large shield]]; Atk +4 melee (1d6+1/x3, MW halfspear), or +3 ranged (1d6+1/x3, halfspear); SQ Marsh move; AL CE; SV Fort +6, Ref +1, Will –1; Str 12, Dex 13, Con 16, Int 8, Wis 8, Cha 8.


Skills and Feats: Hide +3 (+9 when in marsh), Listen –+0, Spot –+0; Endurance.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Possessions: masterwork halfspear, 2 halfspears, dagger, masterwork large wooden shield, leather armor.

Bullywug Bbn 3; CR 3; Medium-sized humanoid (aquatic); HD 3d12+15; hp 36; Init +1; Spd 30, swim 30; AC 17 (touch 11, flat-footed 17) [[+1 Dex +3 natural +3 leather]]; Atk +6 melee (1d10+3/x2, MW greatclub), or +4 ranged (1d6+2/x3, halfspear); SA Rage; SQ Marsh move, Uncanny dodge; AL CE; SV Fort +8, Ref +2, Will +1; Str 14, Dex 13, Con 20, Int 8, Wis 10, Cha 8.


Skills and Feats: Hide +6 (+12 when in marsh), Listen +4, Spot +4, Wilderness Lore +5; Power Attack, Sunder.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Uncanny Dodge (Ex): Starting at 2nd level, the barbarian gains the extraordinary ability to react to danger before her senses would normally allow her to do so.  At 2nd level and above, she retains her Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker. (She still loses her Dexterity bonus to AC if immobilized.)


Possessions: masterwork greatclub, 2 halfspears, dagger, masterwork studded leather armor, potion of hiding, potion of sneaking, 2 potions of cure moderate wounds, potion of bull’s strength.

Encounter Nine: Bullywugs Return

Note: Assumption is made that bullywugs will get a chance to prepare for their ambush.  The stat blocks reflect spells cast and potions that have been quaffed.
Bullywug War 2; CR 1; Medium-sized humanoid (aquatic); HD 2d8+6; hp 16; Init +1; Spd 20, swim 30; AC 18 (touch 11, flat-footed 17) [[+1 Dex +3 natural +2 leather +2 large shield]]; Atk +4 melee (1d6+1/x3, MW halfspear), or +3 ranged (1d6+1/x3, halfspear); SQ Marsh move; AL CE; SV Fort +6, Ref +1, Will –1; Str 12, Dex 13, Con 16, Int 8, Wis 8, Cha 8.


Skills and Feats: Hide +3 (+9 when in marsh), Listen –+0, Spot –+0; Endurance.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Possessions: masterwork halfspear, 2 halfspears, dagger, masterwork large wooden shield, leather armor.

Gligg: Bullywug Rog 5; CR 5; Medium-sized humanoid (aquatic); HD 5d6+10; hp 32; Init +3; Spd 20, swim 30; AC 18 (touch 13, flat-footed 18) [[+3 Dex +3 natural +2 leather]]; Atk +5+7 melee (1d6+1+3/19-20, MW short sword), or +7 ranged (1d6/x3, MW short bow); SA Sneak attack +3d6; SQ Marsh move, evasion, uncanny dodge; AL CE; SV Fort +3, Ref +7, Will +1; Str 1216, Dex 16, Con 14, Int 12, Wis 10, Cha 8.


Skills and Feats: Craft (trapmaking) +9, Disable Device +9, Escape Artist +11, Hide +11+21 (+17+27 when in marsh), Listen +8, Move Silently +11+21, Search +9, Spot +8, Tumble +11; Dodge, Mobility.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Evasion (Ex): If exposed to any effect that normally allows a character to attempt a Reflex saving throw for half damage (such as fireball), she takes no damage with a successful saving throw.  Evasion can only be used if the rogue is wearing light armor or no armor.

Uncanny Dodge (Ex): Starting at 3rd level, the rogue gains the extraordinary ability to react to danger before her senses would normally allow her to do so.  At 3rd level and above, she retains her Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker. (She still loses her Dexterity bonus to AC if immobilized.)

Possessions: masterwork short sword, masterwork short bow, 20 arrows, masterwork leather armor, potion of sneaking, potion of hiding, potion of bull’s strength, potion of cure light wounds.

Giggzugg: Bullywug Clr 5; CR 5; Medium-sized humanoid (aquatic); HD 5d8+20; hp 45; Init +0; Spd 15, swim 30; AC 16 (touch 10, flat-footed 16) [[+3 natural +3 hide]]; Atk +5 melee (1d6+1/x3, MW halfspear), or +3 ranged (1d6+1/x3, halfspear); SA Spells; SQ Marsh move; AL CE; SV Fort +8, Ref +1, Will +6; Str 12, Dex 10, Con 18, Int 10, Wis 15, Cha 7.


Skills and Feats: Concentration +10 (+14 with combat casting), Heal +7, Hide +0 (+6 when in marsh), Knowledge (religion) +5; Combat Casting, Augment Summoning.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Summoning (Sp): Bullywug clerics are notorious for their powerful but unpredictable summoning abilities.  When a bullywug cleric uses a summon monster spell, there is a 50% chance that one more monster than the spell would ordinarily summon will appear.  In such cases, there is a 25% chance that the summoned monsters will not be in the bullywug’s control, rampaging and attacking at random.  It is not uncommon for bullywugs that have summoned monsters and failed to control them to spend all their efforts fighting their own summoned creatures instead of attacking their original foe.


Possessions: masterwork halfspear, 2 halfspears, masterwork hide armor, potion of cure moderate wounds.


Spells Prepared (5/4/3/1; base DC = 12 + spell level): 0—[inflict minor wounds (5)]; 1st—[obscuring mist*, inflict light wounds (2), summon monster I (2)]; 2nd—[fog cloud*, inflict moderate wounds (2), summon monster II]; 3rd – [water breathing*, summon monster III].


*Domain spell. Domains: [Evil (Cast evil spells at +1 caster level.); Water (Turn of destroy fire creatures as a good cleric turns undead.  Rebuke or command water creatures as an evil cleric rebukes undead.  Use these abilities a total number of times per day equal to 3 + Charisma modifier.)].

Appendix Four: APL 6 Encounters

All creatures are assumed to have NO possessions unless otherwise stated in their stat block.

Encounter Three: Lizardfolk

Szisstrissk and Hezzresh: Male lizardfolk Drd 5; CR 6; Medium-sized humanoid (aquatic, reptilian); HD 2d8+5d8+14; hp 49; Init +2; Spd 30; AC 22 (touch 12, flat-footed 20) [[+2 Dex +5 natural +3 leather +2 large shield]]; Atk +5 melee (1d6+1, club), or +6 ranged (1d4+1, sling); AL N; SV Fort +6, Ref +4, Will +7; Str 12, Dex 14, Con 14, Int 10, Wis 16, Cha 8.


Skills and Feats: Animal Empathy +3, Balance +4, Concentration +7, Handle Animal +2, Jump +5, Knowledge (nature) +1, Listen +5, Spot +5, Swim +10, Wilderness Lore +10; Combat casting, track, alertness.


Possessions: masterwork club, sling, 10 sling bullets, leather armor, large wooden shield, bone necklace worth 8 gp, potion of invisibility, 2 potions of animal logic.


Szisstrissk: Spells Prepared (5/4/3/2; base DC = 13 + spell level): 0—[cure minor wounds, detect magic, detect poison, know direction, virtue]; 1st—[cure light wounds (2), faerie fire, obscuring mist]; 2nd—[briar web, charm person or animal, heat metal]; 3rd – [dominate animal, harrier].


Hezzresh: Spells Prepared (5/4/3/2; base DC = 13 + spell level): 0—[cure minor wounds, detect magic, detect poison, know direction, virtue]; 1st—[cure light wounds (2), entangle, obscuring mist]; 2nd—[flaming sphere, heat metal, warp wood]; 3rd – [dominate animal, spike growth].


Note: Stat block represents spells cast to charm livestock.

Crocodile; CR 3; Huge animal (aquatic); HD 5d8+15; hp 40; Init +1; Spd 20, swim 30; AC 15 (touch 11, flat-footed 14); Atk +7 melee (1d8+6, bite), or +7 melee (1d12+6, tail slap); SA Improved grab; AL N; SV Fort +7, Ref +5, Will +2; Str 19, Dex 12, Con 17, Int 2, Wis 12, Cha 2.


Skills and Feats: Hide +7 (+19 when submerged), Listen +5, Spot +5.


Improved Grab (Ex): To use this ability, the crocodile must hit a Medium-size or smaller opponent with its bite attack. If it gets a hold, the crocodile grabs the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom. The crocodile automatically deals bite damage each round it maintains the pin.
Encounter Five and Six-B: Dire Rats

Dire Rat Advanced; CR 3; Medium-sized animal; HD 6d8+12; hp 42; Init +2; Spd 40, climb 20; AC 13 (touch 12, flat-footed 11) [[+2 Dex +1 natural]]; Atk +6 melee (1d6+2, bite); SA Disease; SQ Scent; AL N; SV Fort +7, Ref +7, Will +6; Str 14, Dex 15, Con 14, Int 1, Wis 12, Cha 4. Height 6 ft. long. Weight 94 lb.


Skills and Feats: Climb +12, Hide +6, Move Silently +5; Weapon Finesse (bite).


Disease (Ex): Filth Fever [Fort save (DC 12), incubation 1d3 days; 1d3 Dex and 1d3 Con damage (both temporary)] spread by bite.

Encounter Six-C: Monstrous Water Spiders

Monstrous Water Spider Advanced (hunter); CR 4; Large vermin (aquatic); HD 8d8+32; hp 72; Init +3; Spd 40, climb 20; AC 15 (touch 13, flat-footed 11) [[+4 Dex –1 size +2 natural]]; Face/Reach 10x10/5; Atk +9 melee (1d8+4 and poison, bite); SA Poison; SQ Water walk, vermin immunities; AL N; SV Fort +5, Ref +4, Will +1; Str 17, Dex 19, Con 14, Int --, Wis 10, Cha 2.


Skills and Feats: Climb +5, Hide +11, Jump +19, Spot +15; Weapon Finesse (bite).


Poison (Ex): DC 16, 1d6 Str initial and secondary.


Water walk (Ex): Monstrous water spiders can walk on water at the same rate as their land movement.


Vermin immunities: immune to mind-influencing effects

Encounter Seven: Bullywug Camp

Bullywug War 4; CR 3; Medium-sized humanoid (aquatic); HD 4d8+12; hp 32; Init +2; Spd 20, swim 30; AC 19 (touch 12, flat-footed 17) [[+2 Dex +3 natural +2 leather +2 large shield]]; Atk +6 melee (1d6+1/x3, halfspear), or +6 ranged (1d6+1/x3, halfspear); SQ Marsh move; AL CE; SV Fort +7, Ref +3, Will +0; Str 12, Dex 14, Con 16, Int 8, Wis 8, Cha 8.


Skills and Feats: Hide +6 (+12 when in marsh), Listen –+0, Spot –+0; Combat Reflexes, Endurance.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Possessions: masterwork halfspear, 2 halfspears, dagger, masterwork large wooden shield, leather armor, potion of bull’s strength.

Bullywug Bbn 5; CR 5; Medium-sized humanoid (aquatic); HD 5d12+25; hp 60; Init +2; Spd 30, swim 30; AC 18 (touch 12, flat-footed 18) [[+2 Dex +3 natural +3 studded leather]]; Atk +8 melee (1d10+3/x2, greatclub), or +7 ranged (1d6+2/x3, halfspear); SA Rage; SQ Marsh move, Uncanny dodge; AL CE; SV Fort +9, Ref +3, Will +1; Str 14, Dex 14, Con 20, Int 8, Wis 10, Cha 8.


Skills and Feats: Hide +9 (+15 when in marsh), Listen +6, Spot +6, Wilderness Lore +5; Power Attack, Sunder.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Uncanny Dodge (Ex): Starting at 2nd level, the barbarian gains the extraordinary ability to react to danger before her senses would normally allow her to do so.  At 2nd level and above, she retains her Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker. (She still loses her Dexterity bonus to AC if immobilized.)


At 5th level, the barbarian can no longer be flanked; she can react to opponents on opposite sides of her as easily as she can react to a single attacker.  This defense denies a rogue the ability to use a flank attack to sneak attack the barbarian.  The exception to this defense is that a rogue at least four levels higher than the barbarian can flank her (and thus sneak attack her).


Possessions: masterwork greatclub, 2 halfspears, dagger, masterwork studded leather armor, potion of hiding, potion of sneaking, 2 potions of cure moderate wounds, potion of bull’s strength.

Giggzugg: Bullywug Clr 5; CR 5; Medium-sized humanoid (aquatic); HD 5d8+20; hp 45; Init +0; Spd 15, swim 30; AC 16 (touch 10, flat-footed 16) [[+3 natural +3 hide]]; Atk +5 melee (1d6+1/x3, MW halfspear), or +3 ranged (1d6+1/x3, halfspear); SA Spells; SQ Marsh move; AL CE; SV Fort +8, Ref +1, Will +6; Str 12, Dex 10, Con 18, Int 10, Wis 15, Cha 7.


Skills and Feats: Concentration +10 (+14 with combat casting), Heal +7, Hide +0 (+6 when in marsh), Knowledge (religion) +5; Combat Casting, Augment Summoning.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Summoning (Sp): Bullywug clerics are notorious for their powerful but unpredictable summoning abilities.  When a bullywug cleric uses a summon monster spell, there is a 50% chance that one more monster than the spell would ordinarily summon will appear.  In such cases, there is a 25% chance that the summoned monsters will not be in the bullywug’s control, rampaging and attacking at random.  It is not uncommon for bullywugs that have summoned monsters and failed to control them to spend all their efforts fighting their own summoned creatures instead of attacking their original foe.


Possessions: masterwork halfspear, 2 halfspears, dagger, masterwork hide armor.


Spells Prepared (5/4/3/1; base DC = 12 + spell level): 0—[inflict minor wounds (5)]; 1st—[obscuring mist*, inflict light wounds (2), summon monster I (2)]; 2nd—[fog cloud*, inflict moderate wounds (2), summon monster II]; 3rd – [water breathing*, summon monster III].


*Domain spell. Domains: [Evil (Cast evil spells at +1 caster level.); Water (Turn of destroy fire creatures as a good cleric turns undead.  Rebuke or command water creatures as an evil cleric rebukes undead.  Use these abilities a total number of times per day equal to 3 + Charisma modifier.)].
Encounter Nine: Bullywugs Return

Note: Assumption is made that bullywugs will get a chance to prepare for their ambush.  The stat blocks reflect spells cast and potions that have been quaffed.
Bullywug War 5; CR 4; Medium-sized humanoid (aquatic); HD 5d8+15; hp 40; Init +2; Spd 20, swim 30; AC 19 (touch 12, flat-footed 17) [[+2 Dex +3 natural +2 leather +2 large shield]]; Atk +7+8 melee (1d6+1+2/x3, halfspear), or +7 ranged (1d6+1+2/x3, halfspear); SQ Marsh move; AL CE; SV Fort +7, Ref +3, Will +0; Str 1215, Dex 14, Con 16, Int 8, Wis 8, Cha 8.


Skills and Feats: Hide +7 (+13 when in marsh), Listen –+0, Spot –+0; Combat Reflexes, Endurance.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Possessions: masterwork halfspear, 2 halfspears, dagger, masterwork large wooden shield, leather armor, potion of bull’s strength.

Bullywug Bbn 5; CR 5; Medium-sized humanoid (aquatic); HD 5d12+25; hp 60; Init +2; Spd 30, swim 30; AC 18 (touch 12, flat-footed 18) [[+2 Dex +3 natural +3 studded leather]]; Atk +8+10 melee (1d10+3+6/x2, greatclub), or +7 ranged (1d6+2+4/x3, halfspear); SA Rage; SQ Marsh move, Uncanny dodge; AL CE; SV Fort +9, Ref +3, Will +1; Str 1418, Dex 14, Con 20, Int 8, Wis 10, Cha 8.


Skills and Feats: Hide +9+19 (+15+25 when in marsh), Listen +6, Move Silently +2+12, Spot +6, Wilderness Lore +5; Power Attack, Sunder.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Uncanny Dodge (Ex): Starting at 2nd level, the barbarian gains the extraordinary ability to react to danger before her senses would normally allow her to do so.  At 2nd level and above, she retains her Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker. (She still loses her Dexterity bonus to AC if immobilized.)


At 5th level, the barbarian can no longer be flanked; she can react to opponents on opposite sides of her as easily as she can react to a single attacker.  This defense denies a rogue the ability to use a flank attack to sneak attack the barbarian.  The exception to this defense is that a rogue at least four levels higher than the barbarian can flank her (and thus sneak attack her).


Possessions: masterwork greatclub, 2 halfspears, dagger, masterwork studded leather armor, potion of hiding, potion of sneaking, 2 potions of cure moderate wounds, potion of bull’s strength.

Gligg: Bullywug Rog 7; CR 7; Medium-sized humanoid (aquatic); HD 7d6+14; hp 42; Init +3; Spd 20, swim 30; AC 18 (touch 13, flat-footed 18) [[+3 Dex +3 natural +2 leather]]; Atk +7+8 melee (1d6+1+2/19-20, MW short sword), or +9 ranged (1d6+1+2/x3, MW composite short bow); SA Sneak attack +4d6; SQ Marsh move, evasion, uncanny dodge; AL CE; SV Fort +4, Ref +8, Will +2; Str 1214, Dex 16, Con 14, Int 12, Wis 10, Cha 8.


Skills and Feats: Craft (trapmaking) +11, Disable Device +11, Escape Artist +13, Hide +13+23 (+19+29 when in marsh), Listen +10, Move Silently +13+23, Search +11, Spot +10, Tumble +13; Dodge, Mobility, Spring Attack.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Evasion (Ex): If exposed to any effect that normally allows a character to attempt a Reflex saving throw for half damage (such as fireball), she takes no damage with a successful saving throw.  Evasion can only be used if the rogue is wearing light armor or no armor.

Uncanny Dodge (Ex): Starting at 3rd level, the rogue gains the extraordinary ability to react to danger before her senses would normally allow her to do so.  At 3rd level and above, she retains her Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker. (She still loses her Dexterity bonus to AC if immobilized.)


At 6th level, the rogue can no longer be flanked; she can react to opponents on opposite sides of her as easily as she can react to a single attacker.  This defense denies other rogues the ability to use flanks attacks to sneak attack her.  The exception to this defense is that another rogue at least four levels higher than the character can flank her (and thus sneak attack her).

Possessions: masterwork short sword, masterwork strength (+2) composite short bow, 20 arrows, masterwork leather armor, potion of sneaking, potion of hiding, potion of bull’s strength, potion of cure light wounds.

Jiggbligg: Bullywug Savant Sor 6; CR 8; Medium-sized monstrous humanoid; HD 2d8+6d4+48; hp 79; Init +1; Spd 30, swim 20; AC 14 18 (touch 11 15, flat-footed 13 17) [[+1 Dex +3 natural +4 mage armor]]; Atk +6 melee (1d6/x3, halfspear), or +6 ranged (1d6/x3, halfspear); SA Poison, spells; SQ Darkvision, marsh move, summoning; AL CE; SV Fort +11, Ref +6, Will +5; Str 10, Dex 12, Con 22, Int 12, Wis 10, Cha 20.


Skills and Feats: Bluff +10, Concentration +12 (+16 when combat casting), Hide +8 (+14 when in marsh), Knowledge (arcana) +7, Listen +9, Spellcraft +7, Spot +9; Combat Casting, Toughness, Augment Summoning.


Poison (Ex): The fluid sacs on a savant’s head contain a contact poison (contact DC 16, 1 Dex/2d4 Dex).  As a standard action the savant can cause one of its sacs to erupt, coating an adjacent target on a successful touch attack.  Savants, bullywugs, kuo-toas, skum, and aboleths are immune to this poison.  It takes seven days for a ruptured sac to heal and restore its poison.  The largest two poison sacs are only used if the savant is in great peril, for each of them deals 1d2 points of Intelligence damage to the savant if used.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Summoning (Sp): Like the clerics who guide common bullywugs, bullywug savant sorcerers are notorious for their powerful but unpredictable summoning abilities.  When a bullywug cleric uses a summon monster spell, there is a 50% chance that one more monster than the spell would ordinarily summon will appear.  Unlike common bullywug clerics, savant summoning spells do not have a chance of accidentally summoning creatures hostile to them.


Possessions: masterwork halfspear, 2 halfspears, masterwork studded leather armor, potion of cure moderate wounds.


Spells Known  (6/87/60/4; base DC = 15 + spell level): 0—[daze, detect magic, mage hand, mending, ray of frost, read magic, resistance]; 1st—[charm person, lesser cold orb, mage armor, magic missile]; 2nd—[invisibility, summon monster II]; 3rd – [summon monster III].


Note: Stat block reflects mage armor already being cast on the savant and invisibility cast on all 6 bullywugs.

Toad familiar 8; Diminutive Animal; HD ?; hp 39; Init +1; Spd 5; AC 18 (touch 15, flat-footed 17); Atk +5 melee (1d2-5, bite); SQ Improved evasion, share spells, empathic link, touch, speak with master; AL CE; SV Fort +6, Ref +6, Will +5; Str 1, Dex 12, Con 11, Int 8, Wis 14, Cha 4.


Skills and Feats: Hide +21, Listen +5, Spot +5.

Appendix Five: APL 8 Encounters

All creatures are assumed to have NO possessions unless otherwise stated in their stat block.

Encounter Three: Lizardfolk

Szisstrissk and Hezzresh: Male lizardfolk Drd 7; CR 8; Medium-sized humanoid (aquatic, reptilian); HD 2d8+7d8+18; hp 63; Init +2; Spd 30; AC 24 (touch 12, flat-footed 22) [[+2 Dex +5 natural +4 leather +3 large shield]]; Atk +7/+2 melee (1d6+1, club), or +8/+3 ranged (1d4+1, sling); AL N; SV Fort +7, Ref +4, Will +8; Str 12, Dex 14, Con 14, Int 10, Wis 17, Cha 8.


Skills and Feats: Animal Empathy +5, Balance +4, Concentration +9, Handle Animal +6, Jump +5, Knowledge (nature) +1, Listen +5, Spot +5, Swim +10, Wilderness Lore +12; Combat casting, track, alertness, (Szisstrissk: leadership, Hezzresh: craft magic arms and armor).


Possessions: masterwork club, sling, 10 sling bullets, leather armor, large wooden shield, bone necklace worth 8 gp, 2 potions of animal logic, potion of cure moderate wounds, potion of invisibility.


Szisstrissk: Spells Prepared (6/5/4/3/1; base DC = 13 + spell level): 0—[cure minor wounds (2), detect magic, detect poison, know direction, virtue]; 1st—[cure light wounds (2), entangle, faerie fire, obscuring mist]; 2nd—[briar web, charm person or animal, heat metal, hold animal]; 3rd – [dominate animal, greater magic fang, harrier]; 4th – [summon nature’s ally IV].


Hezzresh: Spells Prepared (6/5/4/3/1; base DC = 13 + spell level): 0—[cure minor wounds, detect magic, detect poison (2), know direction, virtue]; 1st—[calm animals, cure light wounds (2), entangle, obscuring mist]; 2nd—[flaming sphere, heat metal, produce flame, warp wood]; 3rd – [dispel magic, dominate animal, greater magic fang]; 4th – [flame strike].


Note: Stat block represents spells cast to charm livestock.

Giant Crocodile; CR 4; Huge animal (aquatic); HD 7d8+28; hp 76; Init +1; Spd 20, swim 30; AC 16 (touch 9, flat-footed 15); Atk +11 +13 melee (2d8+12+14, bite), or +11 +13 melee (1d12+12+14, tail slap); SA Improved grab; AL N; SV Fort +9, Ref +6, Will +3; Str 27, Dex 12, Con 19, Int 2, Wis 12, Cha 2.


Skills and Feats: Hide +0 (+12 when submerged), Listen +5, Spot +5.


Improved Grab (Ex): To use this ability, the crocodile must hit a Large or smaller opponent with its bite attack. If it gets a hold, the crocodile grabs the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom. The crocodile automatically deals bite damage each round it maintains the pin.

Note: Stat block includes having greater magic fang (+2) cast.

Encounter Five and Six-B: Dire Rats

Dire Rat Advanced Fiendish; CR 4; Medium-sized magical beast; HD 6d8+12; hp 42; Init +2; Spd 40, climb 20; AC 13 (touch 12, flat-footed 11) [[+2 Dex +1 natural]]; Atk +6 melee (1d6+2, bite); SA Disease, smite good; SQ Scent, darkvision 60, cold and fire resistance 10, DR 5/+1, SR 12; AL N; SV Fort +7, Ref +7, Will +6; Str 14, Dex 15, Con 14, Int 3, Wis 12, Cha 4. Height 6 ft. long. Weight 94 lb.


Skills and Feats: Climb +12, Hide +6, Move Silently +5; Weapon Finesse (bite).


Disease (Ex): Filth Fever [Fort save (DC 12), incubation 1d3 days; 1d3 Dex and 1d3 Con damage (both temporary)] spread by bite.


Smite Good (Su): Once per day the creature can make a normal attack to deal +6 additional damage against a good foe.

Encounter Six-C: Monstrous Water Spiders

Monstrous Water Spider Advanced (hunter); CR 4; Large vermin (aquatic); HD 8d8+32; hp 72; Init +3; Spd 40, climb 20; AC 15 (touch 13, flat-footed 11) [[+4 Dex –1 size +2 natural]]; Face/Reach 10x10/5; Atk +9 melee (1d8+4 and poison, bite); SA Poison; SQ Water walk, vermin immunities; AL N; SV Fort +5, Ref +4, Will +1; Str 17, Dex 19, Con 14, Int --, Wis 10, Cha 2.


Skills and Feats: Climb +5, Hide +11, Jump +19, Spot +15; Weapon Finesse (bite).


Poison (Ex): DC 16, 1d6 Str initial and secondary.


Water walk (Ex): Monstrous water spiders can walk on water at the same rate as their land movement.


Vermin immunities: immune to mind-influencing effects

Encounter Seven: Bullywug Camp

Bullywug War 6; CR 5; Medium-sized humanoid (aquatic); HD 6d8+18; hp 48; Init +2; Spd 20, swim 30; AC 19 (touch 12, flat-footed 17) [[+2 Dex +3 natural +2 leather, +2 large shield]]; Atk +8/+3 melee (1d6+1/x3, halfspear), or +8/+3 ranged (1d6+1/x3, halfspear); SQ Marsh move; AL CE; SV Fort +8, Ref +4, Will +1; Str 12, Dex 14, Con 16, Int 8, Wis 8, Cha 8.


Skills and Feats: Hide +8 (+14 when in marsh), Listen –+0, Spot –+0; Combat Reflexes, Endurance, Dual Strike.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Possessions: masterwork halfspear, 2 halfspears, dagger, masterwork large wooden shield, leather armor, potion of bull’s strength.

Bullywug Bbn 7; CR 7; Medium-sized humanoid (aquatic); HD 7d12+35; hp 84; Init +2; Spd 30, swim 30; AC 18 (touch 12, flat-footed 18) [[+2 Dex +3 natural +3 studded leather]]; Atk +10/+5 melee (1d10+3/x2, MW greatclub), or +9/+4 ranged (1d6+2/x3, halfspear); SA Rage; SQ Marsh move, Uncanny dodge; AL CE; SV Fort +10, Ref +4, Will +2; Str 14, Dex 14, Con 20, Int 8, Wis 10, Cha 8.


Skills and Feats: Hide +11 (+17 when in marsh), Listen +8, Spot +8, Wilderness Lore +5; Power Attack, Sunder, Intimidating Rage.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Uncanny Dodge (Ex): Starting at 2nd level, the barbarian gains the extraordinary ability to react to danger before her senses would normally allow her to do so.  At 2nd level and above, she retains her Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker. (She still loses her Dexterity bonus to AC if immobilized.)


At 5th level, the barbarian can no longer be flanked; she can react to opponents on opposite sides of her as easily as she can react to a single attacker.  This defense denies a rogue the ability to use a flank attack to sneak attack the barbarian.  The exception to this defense is that a rogue at least four levels higher than the barbarian can flank her (and thus sneak attack her).


Possessions: masterwork greatclub, 2 halfspears, dagger, masterwork studded leather armor, potion of hiding, potion of sneaking, 2 potions of cure moderate wounds, potion of bull’s strength.

Giggzugg: Bullywug Clr 7; CR 7; Medium-sized humanoid (aquatic); HD 7d8+28; hp 63; Init +0; Spd 15, swim 30; AC 17 (touch 10, flat-footed 17) [[+3 natural +4 hide]]; Atk +7 melee (1d6+1/x3, MW halfspear), or +5 ranged (1d6+1/x3, halfspear); SA Spells; SQ Marsh move; AL CE; SV Fort +9, Ref +4, Will +7; Str 12, Dex 10, Con 18, Int 10, Wis 15, Cha 7.


Skills and Feats: Concentration +11 (+15 with combat casting), Heal +9, Hide +0 (+6 when in marsh), Knowledge (religion) +6; Combat Casting, Lightning Reflexes, Augment Summoning.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Summoning (Sp): Bullywug clerics are notorious for their powerful but unpredictable summoning abilities.  When a bullywug cleric uses a summon monster spell, there is a 50% chance that one more monster than the spell would ordinarily summon will appear.  In such cases, there is a 25% chance that the summoned monsters will not be in the bullywug’s control, rampaging and attacking at random.  It is not uncommon for bullywugs that have summoned monsters and failed to control them to spend all their efforts fighting their own summoned creatures instead of attacking their original foe.


Possessions: masterwork halfspear, 2 halfspears, dagger, +1 hide armor.


Spells Prepared (6/5/4/2/1; base DC = 12 + spell level): 0—[inflict minor wounds (6)]; 1st—[obscuring mist*, inflict light wounds (4), summon monster I]; 2nd—[fog cloud*, inflict moderate wounds (3), summon monster II]; 3rd – [water breathing*, inflict serious wounds, summon monster III]; 4th – [unholy blight*, summon monster IV].


*Domain spell. Domains: [Evil (Cast evil spells at +1 caster level.); Water (Turn of destroy fire creatures as a good cleric turns undead.  Rebuke or command water creatures as an evil cleric rebukes undead.  Use these abilities a total number of times per day equal to 3 + Charisma modifier.)].

Encounter Nine: Bullywugs Return

Note: Assumption is made that bullywugs will get a chance to prepare for their ambush.  The stat blocks reflect spells cast and potions that have been quaffed.
Bullywug War 8; CR 7; Medium-sized humanoid (aquatic); HD 8d8+24; hp 64; Init +2; Spd 20, swim 30; AC 19 (touch 12, flat-footed 17) [[+2 Dex +3 natural +2 leather, +2 large shield]]; Atk +10/+5+14/+9 melee (1d6+1+5/x3, MW+2 halfspear), or +10/+5 ranged (1d6+1+3/x3, halfspear); SQ Marsh move; AL CE; SV Fort +9, Ref +4, Will +1; Str 1316, Dex 14, Con 16, Int 8, Wis 8, Cha 8.


Skills and Feats: Hide +10 (+16 when in marsh), Listen –+0, Spot –+0; Combat Reflexes, Endurance, Dual Strike.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Possessions: masterwork halfspear, 2 halfspears, dagger, masterwork large wooden shield, leather armor, potion of bull’s strength.

Bullywug Bbn 7; CR 7; Medium-sized humanoid (aquatic); HD 7d12+35; hp 84; Init +2; Spd 30, swim 30; AC 18 (touch 12, flat-footed 18) [[+2 Dex +3 natural +3 studded leather]]; Atk +10/+5+14/+9 melee (1d10+3+8/x2, MW+2 greatclub), or +9/+4 ranged (1d6+2+4/x3, halfspear); SA Rage; SQ Marsh move, Uncanny dodge; AL CE; SV Fort +10, Ref +4, Will +2; Str 1418, Dex 14, Con 20, Int 8, Wis 10, Cha 8.


Skills and Feats: Hide +11+21 (+17+27 when in marsh), Listen +8, Move Silently +2+12, Spot +8, Wilderness Lore +5; Power Attack, Sunder, Intimidating Rage.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Uncanny Dodge (Ex): Starting at 2nd level, the barbarian gains the extraordinary ability to react to danger before her senses would normally allow her to do so.  At 2nd level and above, she retains her Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker. (She still loses her Dexterity bonus to AC if immobilized.)


At 5th level, the barbarian can no longer be flanked; she can react to opponents on opposite sides of her as easily as she can react to a single attacker.  This defense denies a rogue the ability to use a flank attack to sneak attack the barbarian.  The exception to this defense is that a rogue at least four levels higher than the barbarian can flank her (and thus sneak attack her).


Possessions: masterwork greatclub, 2 halfspears, dagger, masterwork studded leather armor, potion of hiding, potion of sneaking, 2 potions of cure moderate wounds, potion of bull’s strength.

Gligg: Bullywug Rog 9; CR 9; Medium-sized humanoid (aquatic); HD 9d6+18; hp 54; Init +3; Spd 20, swim 30; AC 18 (touch 13, flat-footed 18) [[+3 Dex +3 natural +2 leather]]; Atk +8/+3+11/+6 melee (1d6+1+4/19-20, MW+2 short sword), or +10/+5 ranged (1d6+1+2/x3, MW composite short bow); SA Sneak attack +4d6; SQ Marsh move, evasion, uncanny dodge, darkvision, hide in plain sight; AL CE; SV Fort +5, Ref +9, Will +5; Str 1214, Dex 17, Con 14, Int 12, Wis 10, Cha 8.


Skills and Feats: Balance +13, Craft (trapmaking) +13, Disable Device +15, Escape Artist +15, Hide +15+25 (+21+31 when in marsh), Listen +12, Move Silently +15+25, Search +13, Spot +12, Tumble +15; Dodge, Mobility, Spring Attack, Iron Will.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Evasion (Ex): If exposed to any effect that normally allows a character to attempt a Reflex saving throw for half damage (such as fireball), she takes no damage with a successful saving throw.  Evasion can only be used if the rogue is wearing light armor or no armor.


Uncanny Dodge (Ex): Starting at 3rd level, the rogue gains the extraordinary ability to react to danger before her senses would normally allow her to do so.  At 3rd level and above, she retains her Dexterity bonus to AC (if any) regardless of being caught flat-footed or struck by an invisible attacker. (She still loses her Dexterity bonus to AC if immobilized.)


At 6th level, the rogue can no longer be flanked; she can react to opponents on opposite sides of her as easily as she can react to a single attacker.  This defense denies other rogues the ability to use flanks attacks to sneak attack her.  The exception to this defense is that another rogue at least four levels higher than the character can flank her (and thus sneak attack her).


Possessions: masterwork short sword, masterwork strength (+2) composite short bow, 20 arrows, masterwork leather armor, potion of sneaking, potion of hiding, potion of bull’s strength, potion of cure light wounds.

Jiggbligg: Bullywug Savant Sor 8; CR 10; Medium-sized monstrous humanoid; HD 2d8+8d4+60; hp 97; Init +5; Spd 30, swim 20; AC 18/25 (touch 16, flat-footed 18/25) [[+1 Dex +3 natural +4 mage armor +7 shield]]; Atk +7/+2 melee (1d6/x3, halfspear), or +7/+2 ranged (1d6/x3, halfspear); SA Poison, spells; SQ Darkvision, marsh move, summoning; AL CE; SV Fort +11, Ref +6, Will +6; Str 10, Dex 12, Con 22, Int 12, Wis 10, Cha 20.


Skills and Feats: Bluff +10, Concentration +14 (+18 when combat casting), Hide +8 (+14 when in marsh), Knowledge (arcana) +9, Listen +9, Spellcraft +9, Spot +9; Combat Casting, Improved Initiative, Toughness, Augment Summoning.


Poison (Ex): The fluid sacs on a savant’s head contain a contact poison (contact DC 16, 1 Dex/2d4 Dex).  As a standard action the savant can cause one of its sacs to erupt, coating an adjacent target on a successful touch attack.  Savants, bullywugs, kuo-toas, skum, and aboleths are immune to this poison.  It takes seven days for a ruptured sac to heal and restore its poison.  The largest two poison sacs are only used if the savant is in great peril, for each of them deals 1d2 points of Intelligence damage to the savant if used.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Summoning (Sp): Like the clerics who guide common bullywugs, bullywug savant sorcerers are notorious for their powerful but unpredictable summoning abilities.  When a bullywug cleric uses a summon monster spell, there is a 50% chance that one more monster than the spell would ordinarily summon will appear.  Unlike common bullywug clerics, savant summoning spells do not have a chance of accidentally summoning creatures hostile to them.


Possessions: masterwork halfspear, 2 halfspears, masterwork studded leather armor, potion of cure moderate wounds, rod of lesser silence.


Spells Known  (6/86/70/61/4; base DC = 15 + spell level): 0—[daze, detect magic, flare, mage hand, mending, ray of frost, read magic, resistance]; 1st—[charm person, lesser cold orb, mage armor, magic missile, shield]; 2nd—[invisibility, levitate, summon monster II]; 3rd – [greater magic weapon, summon monster III]; 4th – [summon monster IV].


Note: Stat block reflects mage armor and levitate cast on savant, invisibility cast on all 6 bullywugs, and greater magic weapon cast on the 5 other bullywugs.

Toad familiar 10; Diminutive Animal; HD ?; hp 48; Init +1; Spd 5; AC 18 (touch 15, flat-footed 17); Atk +5 melee (1d2-5, bite); SQ Improved evasion, share spells, empathic link, touch, speak with master, speak with animals of its type; AL CE; SV Fort +7, Ref +7, Will +6; Str 1, Dex 12, Con 11, Int 8, Wis 14, Cha 4.


Skills and Feats: Hide +21, Listen +5, Spot +5.

Appendix Six: Summoned Creatures

All summoned creatures by either the bullywug cleric or savant has the Augment Summoning feat enhancement already included in their stat block.

Level 1

Fiendish Dire Rat; CR 1/3; Small magical beast; HD 1d8+2; hp 6; Init +3; Spd 40, climb 20; AC 15 (touch 14, flat-footed 12) [[+3 Dex +1 size +1 natural]]; Atk +5 melee (1d4+1, bite); SA Disease, smite good; SQ Scent, darkvision 60, cold and fire resistance 5, SR 2; AL N; SV Fort +3, Ref +5, Will +3; Str 10, Dex 17, Con 12, Int 3, Wis 12, Cha 4.


Skills and Feats: Climb +11, Hide +11, Move Silently +6; Weapon Finesse (bite).


Disease (Ex): Filth Fever [Fort save (DC 12), incubation 1d3 days; 1d3 Dex and 1d3 Con damage (both temporary)] spread by bite.


Smite Good (Su): Once per day the creature can make a normal attack to deal +1 additional damage against a good foe.

Level 2

Fiendish Medium Viper; CR 1; Medium-sized magical beast; HD 2d8+2; hp 11; Init +3; Spd 20, climb 20, swim 20; AC 16 (touch 13, flat-footed 13) [[+3 Dex +3 natural]]; Atk +5 melee (1d4 plus poison, bite); SA Poison, smite good; SQ Scent, darkvision 60, cold and fire resistance 5, SR 4; AL N; SV Fort +2, Ref +5, Will +1; Str 8, Dex 17, Con 11, Int 3, Wis 12, Cha 2.


Skills and Feats: Balance +11, Climb +11, Hide +12, Listen +9, Spot +9; Weapon Finesse (bite).


Disease (Ex): Filth Fever [Fort save (DC 12), incubation 1d3 days; 1d3 Dex and 1d3 Con damage (both temporary)] spread by bite.


Smite Good (Su): Once per day the creature can make a normal attack to deal +2 additional damage against a good foe.

Level 3

Fiendish Crocodile; CR 2; Medium-sized magical beast; HD 3d8+9; hp 27; Init +1; Spd 20, swim 30; AC 15 (touch 11, flat-footed 14) [[+1 Dex +4 natural]]; Atk +7 melee (1d8+7, bite) or +7 melee (1d12+7, tail); SA Improved grab, smite good; SQ Scent, darkvision 60, cold and fire resistance 5, SR 6; AL N; SV Fort +6, Ref +4, Will +2; Str 19, Dex 12, Con 17, Int 3, Wis 12, Cha 2.


Skills and Feats: Hide +7 (+19 when submerged), Listen +5, Spot +5.


Improved Grab (Ex): To use this ability, the crocodile must hit a Medium-size or smaller opponent with its bite attack.  If it gets a hold, the crocodile grabs the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.  The crocodile automatically deals bite damage each round it maintains the pin.


Smite Good (Su): Once per day the creature can make a normal attack to deal +3 additional damage against a good foe.

Appendix Seven: New Monsters

As presented in Monster Compendium: Monsters of Faerun
Bullywug

Medium-Size Humanoid (Aquatic)

Hit Dice: 1d8+3 (7 hp)

Initiative: +0

Speed: 20 ft., swim 30 ft.

AC: 15 (+2 leather, +3 natural)

Attacks: Halfspear +1 melee; or halfspear +1 ranged

Damage: Halfspear 1d6; or halfspear 1d6

Special Qualities: Marsh move, summoning (clerics only)

Saves: Fort +5, Ref +0, Will -2

Abilities: Str 10, Dex 10, Con 16, Int 7, Wis 7, Cha 7

Skills: Hide +0*, Listen –2, Spot -2

Feats: Endurance

Climate/Terrain: Temperate and warm aquatic and marsh

Organization: Solitary (1), pad (4), float (8), or pond (16-48)

Challenge Rating: 1

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: By character class

Life as a bullywug is nasty, brutish, and wet.  Bullywugs kill for sport, systematically destroy their own hunting grounds, and make a religious fetish of summoning monsters who may or may not stay within their control.


Bullyuwgs are frog-headed amphibious humanoids with green, gray, or mottled yellow skin.  They have long, flicking tongues that can barely fit themselves around a form of stunted Common.  They stand 4 to 7 feet tall, weigh 100 to 300 pounds, and fight with spears and other sharp weapons they can poke out of the water.  Bullywugs make it a point of pride to wear at least leather armor, even though swimming in armor isn’t easy.


Most bullywugs encountered outside their homes are warriors; the information in the statistics block is for one of 1st level (see Chapter 2 of the DUNGEON MASTER’s Guide for more information about the warrior class).

COMBAT

Bullywugs prefer to fight in or near water.  Whenever possible, they use summoned monsters as the first wave of attack.  In any given fight, there is therefore a 50% chance that bullywugs will fight to their death, no matter how stupid that seems, and a 50% chance that they will flee for their lives when some of their number have fallen, even if they could otherwise win the fight.


Marsh Move (Ex): Bullywugs suffer no movement penalties for moving in marshes or mud.


Summoning (Sp): Bullywug clerics are notorious for their powerful but unpredictable summoning abilities.  When a bullywug cleric uses a summon monster spell, there is a 50% chance that one more monster than the spell would ordinarily summon will appear.  In such cases, there is a 25% chance that the summoned monsters will not be in the bullywug’s control, rampaging and attacking at random.  It is not uncommon for bullywugs that have summoned monsters and failed to control them to spend all their efforts fighting their own summoned creatures instead of attacking their original foe.


Skills: *Bullywugs have a +6 racial bonus on Hide checks when in marshes because of their skill at camouflage.

BULLYWUG CHARACTERS

Bullywugs sometimes gain levels as barbarians.  The biggest bullywug in the pond frequently is at least a 2nd-level barbarian.

Bullywug Society

Bullywugs hunt things, eat things, bully things, and worship their noxious deities.  There are many bullywug clerics; as many as 10% of bullywugs in some ponds have one or more levels as a cleric.  Bullywug clerics can choose from the domains of Chaos, Evil, and Water.  Bullywug clerics are more limited than those of other races, and can only choose three types of spells: summon monster spells (their culturally preferred choice), inflict spells, and their domain spells.

As presented in Living Greyhawk Journal No. Two
Bullywug Savant

Medium-Size Monstrous Humanoid

Hit Dice: 2d8 + 1d4 (20 hp)

Initiative: +1 (Dex)

Speed: 30 ft., Swim 20 ft.

AC: 15 (+2 leather, +3 natural)

Attacks: Halfspear +1 melee; or halfspear +1 ranged

Damage: Halfspear 1d6; or halfspear 1d6

Special Attacks: Poison, Spells

Special Qualities: Darkvision, marsh move, summoning (sorcerers only)

Saves: Fort +6, Ref +4, Will +2

Abilities: Str 10, Dex 12, Con 16, Int 11, Wis 11, Cha 13

Skills: Bluff +3, Climb +2, Concentration +7, Hide +3*, Intimidate +3, Jump +2, Listen +2, Spellcraft +4, Spot +4, Tumble +3

Feats: Combat Casting

Climate/Terrain: Temperate and warm aquatic and marsh

Organization: Solitary (1), brood (1 plus 1-4 bullywugs), or great brood (1-3 plus 4-16 bullywugs)

Challenge Rating: 2

Treasure: Standard

Alignment: Usually neutral evil

Advancement: By character class

Bullywug savants are genetic throwbacks to a more advanced form of bullywug that held power in the Flaeness aeons ago.  Smarter than their common kin, they have arcane powers.

Bullywug savants look like upright bullywugs with smoother skin and darker coloration.  Their heads have six fleshy semitransparent fluid sacs: two on the chin, two by the earholes, and two on the top of the head.  The upper sacs appear to contain additional brain tissue.  When not expecting combat, they prefer to wear togas in the style of decadent nobility, and while they wear armor if they need to, they prefer using magic and magic items to protect themselves.  Their eyes have a glimmer of cold intelligence.

Bullywug savants speak Common, Aquan, and Kuo-Toan, and have a racial memory that allows them to communicate in the language of aboleths.  Some learn other languages, particularly Dwarven, Elven, and Gnome.


The statistics above are for a 1st-level bullywug savant sorcerer.  The most powerful sorcerer in a group is the leader.  Bullywugs always defer to the commands of kuo-toas and aboleths if either are present.

COMBAT

Like their degenerate cousins, bullywug savants prefer to fight in or near water.  They use tactics, deploying regular bullywugs as shook troops and keeping at least one nearby as a guard.  Bullywugs serving a bullywug savant are fanatically obedient, and the masters use this to protect their own skins.  Skum obey bullywug savants readily if the orders don’t conflict with that of their aboleth masters.


Bullywug savants prefer to use enchantment and evocation (cold) magic, but are smart enough to acquire spells and items that exploit the weaknesses of their long-term opponents.


Poison (Ex): The fluid sacs on a savant’s head contain a contact poison (contact DC 16, 1 Dex/2d4 Dex).  As a standard action the savant can cause one of its sacs to erupt, coating an adjacent target on a successful touch attack.  Savants, bullywugs, kuo-toas, skum, and aboleths are immune to this poison.  It takes seven days for a ruptured sac to heal and restore its poison.  The largest two poison sacs are only used if the savant is in great peril, for each of them deals 1d2 points of Intelligence damage to the savant if used.


Spells (Sp): Bullywug savants are always sorcerers of at least 1st-level.  A typical savant knows 4 cantrips and 2 1st-level spells, casting 5 cantrips and 4 1st-level spells per day.  A typical spell selection for a savant is: 0th – detect magic, mage hand, ray of frost, read magic; 1st – charm person, sleep.


Marsh Move (Ex): Bullywug savants suffer no movement penalties for moving in marshes or mud.


Summoning (Sp): Like the clerics who guide common bullywugs, bullywug savant sorcerers are notorious for their powerful but unpredictable summoning abilities.  When a bullywug cleric uses a summon monster spell, there is a 50% chance that one more monster than the spell would ordinarily summon will appear.  Unlike common bullywug clerics, savant summoning spells do not have a chance of accidentally summoning creatures hostile to them.


Skills: *Bullywug savants have a +6 racial bonus on Hide checks when in marshes because of their skill at camouflage.

Bullywug Savant Characters

A bullywug savant’s favored class is sorcerer.  Most do not multiclass.

Bullywug Savant Society

Bullywug savants appear only rarely among the population of normal bullywugs, but they breed true with other savants or normal bullywugs.  Far more civilized than their crude parents, bullywug savants usually become leaders of their tribes and organize more efficient raids.  If possible, they establish a permanent residence in old stone buildings or in defendable areas of the Underdark.  Those that encounter aboleths immediately swear their entire tribe into loyal service of the aberration.

Monstrous Water Spider


As Monstrous Spider in Monster Manual except has Aquatic subtype and the speed includes walking on water.

Appendix Eight: New Rules

Augment Summoning [General] As Presented In Tome and Blood

Your summoned creatures are better than normal.


Prerequisites: Spellcaster level 2nd+.


Benefit: Creatures you conjure with any summon spell gain +1 hit point per Hit Die and a +1 competence modifier on attack and damage rolls.

Dual Strike [General] As Presented In Sword and Fist


Your combat teamwork makes you a more dangerous foe.


Prerequisite: Base attack bonus +3, Combat Reflexes.


Benefit: If you and an ally both have this feat and are flanking an opponent, you both get a +4 bonus on your attack roll.


Normal: The standard flanking attack roll bonus is +2.

Intimidating Rage [General] As Presented In Masters of the Wild

Your rage engenders fear in your opponents.


Prerequisites: Ability to rage.


Benefit: While you are raging, you designate a single foe within 30 feet of you who must make a Will save (DC = 10 + one-half your character level + your Charisma modifier) or become shaken for as long as you continue to rage and the target can see you.  (A shaken creature suffers a –2 morale penalty on attack rolls, saves, and checks.)  A target who makes the save remains immune to the intimidating effect of your rage for one day.  Creatures immune to fear and those with no visual senses are immune to this effect.

Briar Web As Presented In Masters of the Wild

Transmutation


Level: Drd 2, Rgr 2


Components: V, S, DF


Casting Time: 1 action


Range: Medium (100 ft. + 10 ft./level)


Area: Plants in a 40-ft.-radius spread


Duration: 1 minute/level


Saving Throw: See text


Spell Resistance: No

This spell causes grasses, weeds, bushes, and even trees to grow thorns and then wrap, twist, and entwine about creatures in the area, holding them fast.  Creatures that stand still are entangled but experience no other effects and take no damage.  A creature attempting an action (attack, cast a spell with a somatic component, move, or the like) takes thorn damage of 1d4 points +1 additional point per caster level and must make a successful Reflex save or be entangled (-2 penalty on attack rolls, -4 penalty to effective Dexterity, and unable to move).  Anyone trying to cast a spell within the area must also make a Concentration check (DC 15 + spell level + damage taken) or lose the spell. 


An entangled creature can try to break free and move at half normal speed by using a full-round action to make a Strength check or Escape Artist check (DC 20).  A nonentangled creature can move through the area at half speed, taking damage as described above.  Each round nonentangled creatures remain in the area, the plants attempt to entangle them.


The plants provide one-quarter cover for every 5 feet of substance between a creature in the area and an opponent – one-half for 10 feet of briar web, three-quarters for 15 feet, and total cover for 20 feet or more.


The DM may alter the effects of the spell somewhat based on the nature of the available plants.

Harrier As Presented In Defenders of the Faith

Conjuration (Creation)


Level: Clr 4, Drd 3


Components: V, S


Casting Time: 1 action


Range: Close (25 ft. + 5 ft./2 levels)


Target: One creature


Duration: 1 round/level or until target dies


Saving Throw: None


Spell Resistance: No

Harrier creates an incorporeal magical bird of prey the size of a dire bat (roughly 5 feet long with a 10-foot wingspan).  This bird operates independently of the caster for the duration of the spell.  When you invoke harrier, choose a target.  The bird then attacks the target for the duration of the spell, or until the target dies.

Harrier: CR 3; Large magical beast; HD 4d10; hp 22; Init +5; Spd 20 ft, fly 5-ft. (good); AC 19 (touch 14, flat-footed 9); Atk +9 melee (1d8, energy); Face/Reach 10ft. by 5 ft./5 ft.; SA Touch attack; SQ Incorporeal; AL N; SV Fort +4, Ref +9, Will +3; Str -, Dex 20, Con -, Int 2, Wis 14, Cha 6.


Skills and Feats: Listen +7, Spot +7; Weapon Finesse (energy).


Touch Attack (Su): The harrier’s attack is a touch attack for the purpose of determining the AC of its target.


Incorporeal: Can be harmed only by other incorporeal creatures, +1 or better magic weapons, or magic, with a 50% chance to ignore any damage from a corporeal source.  Can pas through solid objects at will, and own attacks pass through armor.  Always moves silently.

Lesser Cold Orb As Presented In Tome and Blood

Evocation [Cold]


Level: Sor/Wiz 1


Components: V, S


Casting Time: 1 action


Range: Close (25 ft. + 5 ft./2 levels)


Targets: Up to five creatures or objects, no two of which can be more than 15 ft. apart


Duration: Instantaneous


Saving Throw: Fortitude half


Spell Resistance: Yes

An orb of cold about 2 inches across shoots from your palm at its target, dealing 1d8 points of cold damage.  You must succeed at a ranged touch attack to hit your target.  If you miss, there is no splash damage.


For every two levels of experience past 1st, you gain an additional orb that you shoot at the same time.  You have two at 3rd level, three at 5th level, four at 7th level, and the maximum of five orbs at 9th level or higher.  If you shoot multiple orbs, you can have them strike a single creature or several creatures.  A single orb can strike only one creature.  You must designate targets before you roll for SR or roll damage.

“Mark of the Eye” curse

Description:  The cursed individual has blistered circlet around their left eye that turns black.  The cursed radiates magic (transmutation and divination) but not evil.

History:  Besides the obvious effects of the curse, there is a conflicting legend that the Cursed will be part of a ceremony to enhance the Whispered One’s power.  What the ceremony involves or its location is unclear, but the orchestration of this would require a powerful servant or the Whispered One himself.  Of course, the legend spans back to a day when the Whispered One wandered Oerth.  

Benefit:  

· Through the blistered eye, the cursed one is imbued with spell ability provided by the Whispered One.  This ability functions as the Imbue with Spell Ability spell, except that the spells available for the cursed are random as per the following charts and the spells are good for the adventure for which they were rolled.  The spell level is that of a 17th level caster.  At the beginning of each adventure, the spells are determined and can be used once during that adventure.  If any spell is used, it should be noted on the AR that this ability of the curse was used.

	Level 1 spells (roll d6)
	Level 2 spells (roll d6)

	Roll
	Spell
	Roll
	Spell

	1
	Cure light wounds
	1
	Find traps

	2
	Remove fear
	2
	Delay poison

	3
	Detect magic (extended)
	3
	Resist elements

	4
	Endure elements
	4
	Remove paralysis

	5
	Detect secret doors
	5
	Undetectable alignment

	6
	Entropic shield
	6
	Cure moderate wounds


Penalty:

· The cursed is more susceptible to Vecna’s will.  All attack, damage, ability, skill, and saving throw rolls involving a follower of Vecna are at a –2 circumstance penalty.

· The cursed suffer a –2 penalty to all Intelligence-based skill and ability checks.

· Once per adventure, the cursed is inflicted by an intense headache that has the same effects as spell Touch of Madness (Will save DC 17).  If the cursed fails their save, they are dazed for 17 rounds.  This always occurs at the beginning of a combat of the DMs choosing.  [Note that spell immunity and other such spells will not prevent this effect.]

Removal:

· Dispel magic will not remove the curse.  However, it will suppress the effects of the imbue benefit and headache for 1d4 rounds if successful.

· Break enchantment will remove the curse with a DC 28 check.

· Greater dispelling can remove the curse with a dispel check against caster level 17.

· Limited wish (duplicating greater dispelling), miracle, or wish will remove the curse.

· As a special note, the curse is specifically difficult to remove by a remove curse spell.  It requires an effective caster level of 17 to remove it.

DM Aid 1

Timeline

Adv – 48 days Lizardfolk attack first farm near Guilder’s Folly.

Adv – 35 days: Lizardfolk attack farm near Guilder’s Folly.

Adv – 28 days: Lizardfolk attack farm near Guilder’s Folly.

Adv – 27 days: Elector Gilbreth asks for help from Fort Endurance.

Adv – 17 days: Scouts leave Fort Endurance.

Adv – 16 days: Lizardfolk attack last farm near Guilder’s Folly.

Adv – 15 days: Scouts arrive in Guilder’s Folly.

Adv – 11 days: Lizardfolk attack farm near Willow’s Bend (Jo’s farm).

Adv – 9 days: Scouts arrive in Willow’s Bend.

Adv – 7 days: Scouts last seen in Willow’s Bend.

Adv – 6 days: Scouts ambushed.

Adv – 5 days: Lizardfolk attack farm near Willow’s Bend (Garon’s farm)

Adv – 2 days: Scout collapses near trade road.

Adv – 1 day: Scout found by merchants and dies.

Adventure begins in Fort Endurance.

Adv +1/2 day: Caravan meets merchants.  Full Moon that evening.

Adv +1 days: Merchants reach Fort Endurance.

Adv + 3 days: Word reaches Captain Jinx; courier dispatched to Willow’s Bend.

Adv +4 days: Courier arrives in Willow’s Bend.

	
	Go By Caravan
	Stay at Fort
	Actual Time (For DM Use)

	Time until Scout news
	.5 days
	1 day
	

	Time to Willows Bend*
	1.5 days
	2 days
	

	Time from Willow’s Bend to Ruins in swamp
	1.75 days
	1.75 days
	

	Extra Time
	0 days
	0 days
	

	Total Time:
	3.75 days
	4.75 days
	


* Using standard 30 ft move by foot.  See chart for addition modes.

	
	Foot
(15 ft)
	Foot
(20 ft)
	Foot
(30 ft)
	Foot
(40 ft)
	Light
Warhorse
	Light
Horse
	Heavy
Horse
	Heavy
Warhorse

	Distance per day (in miles)
	12
	16
	24
	32
	48
	32
	28
	32

	
	
	
	
	
	
	
	
	

	Multiplier
	2
	1.5
	1
	.75
	.5
	.75
	.85
	.75


Sacrifice Schedule

One sacrifice is made per night starting with the full moon.  Take the total time from the chart above, round down, to find the number of nights that pass.  Total prisoners: 8 Flan, 6 Scouts.

1 – Scout (Fressia Coloara [half-elf female])
2 – Flan

3 – Flan

4 – Scout (Duncan Gryson)
5 – Flan

6 – Scout (Nevill Boonbah)
7 – Flan

8 – Scout (Mattuck Tarule)
9 – Flan

10 – Scout (Arria Rognada [female])
11 – Flan

12 – Scout (Corporal Haydon Jinx)
13 – Flan

14 – Flan

DM Aid 2

Map of Gran March surrounding Willow’s Bend
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Map of Willow’s Bend 
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Willow’s Bend is a small farming community, as is much of eastern province of Farvale.  Twice a year (after harvest and planting), Willow’s Bend becomes a bustling village of festivities with a lot of the local farmers visiting.  The rest of the year it is just a small village set up to handle local auctions or livestock trading.  Last year, the Commandant appointed a new Elector, because the former elector and family died when the giants attacked Orlane.  The new Elector visits Willow’s Bend at least once a week; living only two- hours ride away.

DM Aid 3

Island Layout

The map of the island is in 5-foot increments.  The circle within the island represents the outer ring of trees, vines, and thick brush barring entry to the center.  The ‘S’ represents the secret way through the brush (Search check DC 23 + APL).  The wooden altar is large enough to place a medium-sized creature on it (underneath the dirt within that square is the carving of an eye).  It is a 10-foot drop from the island to the bottom of the water tunnel.  Once inside the tunnel, it is approximately 5-feet tall and 12 feet long, with a foot of air at the top of the tunnel.  There is roughly a 3-foot opening at the entrance to the tunnel from the water (hence the foot of air inside the tunnel).  The strip of land at the top is the end of Encounter 6B.  The log at the bottom is the end of Encounter 6A.

The DM is free to add items in the center of the island, since it is a bullywug camp.  The prisoners are kept on the right side of the camp roughly 5 feet from the altar.  The rest of the island (outside the circle of brush) is mostly soft ground.

Island Features

The top of the ruin has a permanent effect of Unhallow upon it (use caster level of 25 if needed).  Good clerics and paladins can feel the evil of the place.  Any detect evil around the around will stun the caster, and any detect magic will reveal overwhelming evocation.  The magical effect cannot be broken by break enchantment nor permanently dispelled (nor countered with a hallow).  Anti-magic field will prevent its affect within the field and dispel magic could negate the affect for a limited time (as if it were a permanent item).  The area cannot be made into hallow ground either, nor can the unhallow be canceled.

The southern portion of the area contains a large symbol of an eye buried under a thin layer of dirt.  The bullywugs have constructed a crude, wooden altar over it.  Any non-evil living creature that touches that area (such as touching the altar or standing right upon it) has the potential to be cursed (Will save DC 20) although the effects are not immediate (the DM should try and not make it obvious that the save is related to the event).  With a failed save, the creature is cursed and after 10 days will suffer the effects of it (the time delay was originated such that the cursed individual would not know where he got this curse).  See Appendix Eight for the description and effects of the “Mark of the Eye” curse.

DM Aid 4

	Character Name
	Race /
Class /
Level
	Alignment
	GM Active-Duty?
Rank?
	Spot
(Check Bonus)
	Listen
(Check Bonus)
	Will Saves
(4 rolls)
	Fort Saves 
(4 rolls)
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