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Fort Tribulation has been attacked by bullywugs three times in as many weeks but the military has stood their ground, although not without heavy casualties.  Even with an initial group of reinforcements, the number of soldiers is few and Warden Tragorn has sent word calling for reserves and volunteers to help protect the fort until more reinforcements can arrive.  The fate of Fort Tribulation may well rest upon who answers the warden’s call to temporarily serve in his command.  A two-round Gran March military Battle Interactive for APLs 2-18.
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 record-keeping 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.


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

Playing the Game






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

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 judge) 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 judge 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 bold italics. 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.

Tracking






After the players have completed the scenario or the time allotted to run the scenario has run out, the players and judge fill out the RPGA Tracking Sheet.  The judge should complete the top of the form and list his name and RPGA number.  The players should each list their name and RPGA number.  After the form is filled out it should be given to the Event Coordinator.

Living Greyhawk





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, and then have any players without a character create one.  Once all players have a Living Greyhawk character, play can begin.


Along with the other materials discussed in the Preparation section above 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):

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

2. 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.  Nevertheless, if a character has the Mounted Combat feat, he may bring a single warhorse, light or heavy, with him in the adventure and it will not count toward the APL calculation.
3. Sum the results of 1 and 2, and divide by the number of characters playing in the adventure.  Round to the nearest whole number.

4. If you are running a table of six PCs, add one to that average.

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 and gold a PC may gain at the end of the adventure. If a player character is three character levels or more either higher or lower than the APL at which this adventure is being played, that character will receive only one-half of the experience points for the adventure.  Further, if the PC is three character levels or more lower than the APL at which this adventure is being played, that PC will receive one-half gold for the adventure as well.  This simulates the fact that either the PC was not challenged as much as normal or relied on help by higher-level characters to reach the objectives.


Further, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the scenario unless the highest APL supported by the adventure is APL 12.


Note: Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find difficulty with the challenges in a Living Greyhawk adventure. If a group is APL 1 there are two things that the group can do to help even the score.

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

6. 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 move action (spoken command) that may be attempted each round. If the animal is wounded or has taken any nonlethal damage or ability score damage, the DC increases to 12.
Time Units and Upkeep




This is a standard 2-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. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this scenario.

A character who does not pay for at least Standard Upkeep may also avoid the above-described penalties by living off the wild.  If the character possesses four or more ranks in the Survival skill and succeeds at a Survival check (DC 20), the character will heal temporary ability damage as if he or she paid for Standard Upkeep, may refill spell component pouches and healer’s kits, and may restock up to 20 arrows or bolts if the character has at least four ranks in Craft (bowmaking).  The player is allowed to Take 10 on this roll.


More information about Lifestyle and Upkeep can be found in the “Lifestyle and Upkeep” section of Chapter 3 of the Living Greyhawk Campaign Sourcebook.

Adventure Background

In 592, the great rains fell in the Rushmoors.  This caused a boom in the bullywug population, whose young is best spawned in heavy rains during the summertime.  The bullywugs have been subtly building power and have become organized under the leadership of a savant named Xigglub.  He has 7 other savants under him that lead different groups of bullywugs.  What is not known, is the Xigglub works for a powerful, malevolent force of evil within the lake that is the center of the Rushmoors.  This evil creature is an aboleth of great power that has been warped by the lost magics of Vecna.  This aboleth mage dominated the bullywug savant and has used it as his pawn on the surface world.  The aboleth has several reasons:  to inflict pain on the surface, to provide a distraction for the creation of an evil creature, and to try to force all outsiders out of the swamp so that the watery domain could be his to pillage.

Three years since the great rains, the bullywug spawn have come of age and have increased the bullywug population twenty fold.  The population is so great that their area of the swamp can no longer support them.  They have to attack and expand or fight amongst each other, which is typical for their kind.  Xigglub knows these attacks are needed to keep each in line and also make the attempt to conquer the humans.

Knight Colonel Nicoli Jinx was just a captain until the end of year 594.  He was serving in the Rush March when he was introduced to a tribe of lizardfolk led by druids named Szisstrissk and Hezzresh.  These lizardfolk were introduced to him by some adventurers and a retired Flan scout.  He established an alliance with these lizardfolk and has used this relationship as a way to learn information about the Rush March.  He has kept this personal alliance secret to this point in time.  During this time, he has learned of the bullywug movement, the various Flan activities, and some other creatures that have emerged.  It came as a surprise when the Commandant promoted the captain to Knight Colonel over the 9th Battle.  The Commandant’s reasons were never told to Jinx, but he is a loyal soldier and knows his duty well.

Since Nicoli Jinx was appointed to his new post three months ago, he has dealt with Knight Warden Vitness Tragorn a lot.  He likes the Warden and has been briefed on some of the threats unknown to most officers.  He has learned of various Flan warnings that took place in years 591 and 592.  The Gwarcheidwad and Otter Clans have been quiet and not bothered the military.  Jinx informed the Warden of the growing force in the swamp (bullywugs) and their actions of slowly moving northward.  The Warden and Knight Colonel decided it would be in the March’s best interest to ally themselves with the larger clan Gwarcheidwad as well, and have sought diplomatic meetings (see GRM5-05 Familiar Territory).
Within the last three weeks, the Fort has been attacked three times, a meeting was set between Tar’a’mon and Knight Colonel Jinx and Warden Tragorn, and many Cattail scouts have come to the aid of Fort Tribulation to serve.

The bullywugs attacking the fort have done so for different reasons.  The first time was to test the defenses.  A hundred bullywugs attacked the fort using magic (fireball and scorching ray were two spells witnessed), and by stealth (most of the guards were caught unaware and the bullywugs had started to break down a section of the wall – one large bullywug had an adamantine greataxe).  The bullywugs withdrew on their own accord after this first attack taking some prisoners and dead.

The other two attacks appeared to be an effort to thin out the soldiers in the fort.  The second attack consisted mostly of bullywug archers, firing from a magical bubble.  The fort’s archers had a hard time aiming at the bullywugs and the cavalry had to force the retreat of these.  The last attack was a guerrilla strike on an area of the fort.  A quick and deadly strike took out several soldiers as well as several bullywugs, but again the bullywugs retreated.

Because of the losses of men, Warden Tragorn has sent word for reinforcements.  He has also called upon the Cattail Clan to help with scouts.  The Warden heard back that reinforcements would be assigned within the month, but based on the reports he and the Knight Colonel have received, the bullywugs would attack the fort before they could arrive.  Thus, the Warden felt he needed to put a call out to volunteers willing to serve until the reinforcements would arrive.
The details of the bullywug assault that Knight Colonel Jinx and Warden Tragorn know of is that the bullywug horde number anywhere between 1500 and 3000 strong.  They have also gathered several allies, probably with the common enemy of the humans motivating them.  These include some goblinoids, kobolds, and a powerful necromancer.  They also believe the bullywugs will attack the fort within two weeks (this time becomes more accurate as details are discovered).

Four servants include a bullywug mind bender, half-dragon (black), spirit shaman, and a mummy.

Adventure Summary
This adventure is split into two rounds and is split over a time-frame of eight days.
In the first round, the PCs are sent out of the fort on various missions:  the two common being scouting and escort duty.  The higher APL tables are given special tasks because of their abilities.
In the second round, most of the PCs are assigned a section of the wall to hold during the assault on Fort Tribulation.  The high APL tables are assigned missions outside the fort to deal with potent enemies discovered in the first round.

This adventure will determine if Fort Tribulation stands or falls against the bullywug onslaught.  It has been set up to fall, with the PCs being the deciding factor on whether it does or not.

Preparation for Play

This interactive is a Gran March military interactive focused heavily on combat.  All PCs should fill out a badge with specific information regarding the PC they play.  Special stickers will be added to identify special features to help the interactive portion move fluidly.
Because this is an interactive, game play needs to run smoothly.  Judges are encouraged to tell their players to have their actions ready when their turn in initiative occurs and to assume the PC delays if they do not act.  Parts of the interactive are time sensitive, such as round 2, and may determine the outcome of this event.
Introduction

The PCs arrive at Fort Tribulation under the assumption they are volunteering to serve under Warden Tragorn (answering his call).  Sergeant Dremmin, Corporal Slendiel, and  Plexus Gracius are at the gates to confirm the sincerity of the PCs duties, while  Plexus checks for taints of evil.
During the check-in process, the following questions will be asked and the following information will be given.

“Name, rank, station.”

If the PC identifies themselves as a veteran, the sergeant will tell the PC they will be reactivated.  If the PC identifies themselves as a civilian, then they will be asked the following:

“Will you serve under the leadership of Warden Tragorn and defend Gran March to the best of your ability?”

If a PC has a rank higher than Corporal, the sergeant will tell them to report to Warden Tragorn after check-in.

Following this, Sergeant Dremmin will address a group of volunteers all at one time:
“Welcome to Fort Tribulation soldiers.  Warden Tragorn expresses his thanks on this volunteer duty.  You will be assigned to your file by the appropriate officer.  Do not allow others into the fort and do not leave the fort without permission.  If you are caught doing either, you will be sent to the stockade.  Please spend the immediate time getting familiar with the fort.  Dismissed.”

The sergeant has no time for questions and tells any PC that asks to address Warden Tragorn with their concerns.  If the PC is concerned about being selected for a group if they are not of sufficient rank, they can use a favor with Vitness Tragorn or Nicoli Jinx to give the PC the clout to form their own short file.  They can also expend two influence points with the Gran March military.  If either of these methods are done, the PC is told to report to Warden Tragorn.
After checking in, the PCs are free to wander around the “Fort” and meet some of the other volunteers or NPCs.

Freeform Role-play
The start of the interactive will be a check-in.  This is a Gran March military interactive and therefore every PC must be willing to follow orders or suffer the consequences.  Military PCs with rank of sergeant or higher will be allowed to hand-pick their teams.  Everyone else will be assigned.  A PC may use an influence point with Knight Colonel Jinx, or two influence points with Gran March military to assign their own group.  PCs check in through Sergeant Dremin and Soldier Gustav Yonde.  

Once checked in, the PCs can wander the fort and meet the various other PCs or NPCs.  Below is a list of NPCs, their purpose in this encounter, and the information they have.
An evil NPC will attempt to get inside and some soldiers will swarm on him and arrest him.  The evil NPC is a charmed, cursed vecnite named Tom Gort.  The bullywugs are using this diversion for Martttik Suip to get inside the Fort, which succeeds.

Warden Vitness Tragorn
Description/Personality:  Vitness is a thirty-seven year old human male.  He has dark brown hair and piercing brown eyes. He is charismatic and kind, although he brooks no lack of discipline and is sometimes given too much to his projects. He stands at 6 ft. 2 in. and weighs about 180 pounds.
Warden Vitness Tragorn: Male human Ftr8 (Diplomacy +5, Gather Information +5, Handle Animal +7, Intimidate +5, Jump -5, Listen +3, Profession (administrator) +4, Profession (soldier) +3, Ride +14, Spot +3).

Purpose:  Warden Tragorn will spend an hour moving among his troops.  He is trying to boost the morale of the soldiers as well as welcoming volunteers.

Information: Warden Vitness Tragorn is moving among the troops to try and inspire confidence and boost morale.  The three past attacks have taken a toll on the survivors, and morale is low.  Besides talking to various PCs, he may mention to soldiers to speak to Sergeant Dremin for possible assignments.  He is also looking for a diligent and military escort to the meeting.

Knight Colonel Nicoli Jinx
Description/Personality:  Knight Colonel Nicoli Jinx is a male of mixed descent approximately forty years old. He stands at nearly 6’2” and weighs about 200 pounds.  He is a devout Heironeon and adheres to military code pretty strongly.  He is thoughtful and does not speak without thinking.
Knight Colonel Nicoli Jinx: Male human Ftr6/Pal5/SBH3 (Diplomacy +14, Handle Animal +18, Knowledge (religion) +11, Profession (soldier) +15, Ride +17).

Purpose:  Knight Colonel Nicoli Jinx is seeking out specific high-level NPCs who may be willing to take a special mission.  This mission involves attacking a division of bullywugs.  It is highly dangerous and risky, but may mean saving additional lives of citizens.  The PCs are free not to accept this optional mission, but the PCs will earn his gratitude if they do.

Sergeant Dremmin

Description/Personality:  Sergeant Dremmin is an older soldier, nearly 50 years old.  He has the personality of a drill sergeant, and would die for his men that serve under him.

Sergeant Dremmin: Male human Ftr7 (Profession (soldier) +8).

Purpose:  Sergeant Dremmin is primarily on the lookout for volunteers capable of going on special missions for Knight Colonel Jinx (the high APL missions).  Otherwise, he is talking among the men.
Information:  Sergeant Dremmin knows of the Flan Vecnites that tried to sneak into the fort disguised as Cattails, but  Plexus rooted them out.  He also doubts the fort can hold against a full organized force since they are so undermanned, but the sergeant will die trying to defend it.
Corporal Haydon Jinx

Description/Personality:  Corporal Jinx is the Knight Colonel’s son.  He has been with the 9th Battle for over two years.  He is friendly, but not outgoing, and does not exude the charisma his father does.  He is a scout and is ever alert.
Corporal Haydon Jinx: Male human Rgr3/Rog2 (Listen +10, Sense Motive +7, Survival +8).

Purpose:  Corporal Jinx is looking for a band of volunteers willing to take a missive to some allies of the Knight Colonel.  He would prefer more scout-like volunteers, but will take what he can get.

Information:  The corporal knows his fathers allies are two lizardfolk named Szisstrissk and Hezzresh.  Their tribe wishes to rid the swamp of the bullywug menace, or at least the organized part.
Corporal Lucien Slendiel
Description/Personality:  Corporal Slendiel is primarily a scout and clerk and is a proper military soldier.  He is courteous, intelligent, and effeminate.  He is a 35 year old half-elf who has been in the 9th Battle for almost a year.
Corporal Lucien Slendiel: Male half-elf Rog2/Ftr1 (Bluff +5, Disguise +14, Gather Information +7, Hide +7, Listen +6, Move Silently +7, Profession (soldier) +2, Ride +4, Search +8, Sense Motive +5, Spot +6).

Purpose:  Corporal Slendiel is looking for a short file willing to go to the Cattail clan and warn them of the impending bullywug attack.  He is also looking for a group to investigate Marttik Suip.
Information:  The corporal has been alerted that a civilian in the fort is acting oddly and that he should recruit a short file to discover the details about him.  The civilian’s name is Marttik Suip and a soldier, who had met the man before, says the man does not recognize her and appears to be acting oddly.  It could be an odd person or it something more sinister.  The corporal also knows of the last attacks, of the Flan who tried to sneak in, and of the impending meeting between Knight Colonel Jinx and Tar’a’mon.
Krag Sathan
Description/Personality:  Krag is a strong half-orc about 34 years old with a gruff, harsh sounding voice.  He is quite 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.
Krag: Male half-orc Drd12 (Handle Animal +7, Heal +13, Knowledge (nature) +11, Knowledge (Rushmoors) +3, Spellcraft +8, Survival +19).

Purpose:  Krag is on the workgangs and is here taking a break.  He is simply gauging the morale of the soldiers.  Krag is the highest-level NPC spellcaster in the fort who is an ally with the military.

Information:  Krag is serving a 3 year work-gang sentence and is doing so in Fort Tribulation.  Krag knows the bullywugs are a strong force led by a powerful savant called Xigglub.  Krag has been very busy in the two weeks he has bee4n at the fort.  He has reinforced the fort’s wooden walls with mud and transmuting it to rock for extra support and defense.  He has made some reconnaissance missions in wild shape form looking for the bullywug horde, and he has also prepared some magical potions for the upcoming assault.  All of this was at the Warden’s direction.
Torok

Description/Personality:  Torok is a 19-year-old, 6’2 half-orc with a massive frame.  He has a few battle scars on his face and hands that are usually visible, and keeps his hair short and uneven (because he chops it off with a sharp blade).  Torok has grown into a military soldier, even though he is on the work-gangs, and he will respect rank.  He looks down on people, especially soldiers, who do not live up to the military life.
Torok: Male half-orc Ftr5 (Intimidate +6).

Purpose:  Torok is on the workgangs and is here taking a break.  His only purpose is to meet fellow soldiers and get a feeling of what they do.

Information:  Torok is muscle on the work-gangs.  He helps move the heavy things that need to be moved, dig trenches, etc.  He is serving the last year of a sentence in which he was sent to the work-gangs for theft and assault.  He is looking forward to leaving the work-gangs and joining the military.
Plexus Gracius
Description/Personality:  Plexus is a 38-year-old Oeridian that is not overly muscular but fit.  He is a devout follower to Heironeous.  He is very down to earth and a bit “common” (in that he speaks well to commoners and is a bit like the country citizens).
Plexus Gracius: Male human Pal6 (Sense Motive +14).

Purpose:  Plexus has come to the fort to help out a friend – Knight Colonel Jinx.  He is attempting to check for spies and evil about the fort.  He has no alterior motives.
Information:   Plexus does not know the details of any plans the Knight Colonel or Warden may have.  He can, however, tell anyone about catching some Flan Vecnites that attempted to enter the fort disguised as Cattails.  Otherwise, he will gladly talk and boost morale through religious stories.
Marttik Suip
Description/Personality:  Marttik is a well-tanned Oeridian in his mid-thirties 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, and gives the impression that he already knows everything.
Marttik Suip: Male human Wiz7/Lor8 (Bluff +14, Sense Motive +15).

Purpose:  Marttik Suip is in the fort as a saboteur.  He has been enthralled by a bullywug mindbender.  His intentions are to attack the fort invisibly from within as the bullywugs attack.  He is currently moving around gauging the soldiers and the fort’s structures.

Information:  Marttik has little information.  He recognizes no one that he may have previously met in GRM3-03 Shades of the Past.  He is at the fort visiting Trina, who he has charmed and convinced that she knows him.  PCs that have met him in the past may realize something is wrong, but no one else will.

Soldier Gustav Yonde
Description/Personality:  Soldier Yonde is a 20-year-old common archer in the 9th Battle.  He is proud and a bit nervous about what may be coming.
Soldier Gustav Yonde: Male human Ftr1 (Profession (soldier) +1).

Purpose:  Gustav’s purpose is to give a feeling of how it feels to be a normal archer in the fort right now.
Information:  Gustav knows of all 3 previous attacks and he is scared but trying to hide it well.  He has heard of an army of 5,000 bullywugs marching toward the fort and that they have undead, giants, dragons, and other abominations helping them.

Oo’tan’gor
Description/Personality:  Oo’tan’gor is a 14-year old Flan scout from the Cattails.  He has been on a few scouting missions, including escorting adventures to the Gwarcheidwad clan.  He is a bit reserved, but respects the Cattail hierarchy as well as taking orders from the military.
Oo’tan’gor: Male human Exp1 (Survival +5).

Purpose:  Oo’tan’gor is only here as a reference to the previous scenario GRM5-05 Familiar Territory.  He isn’t meant to be much help.
Information:  Oo’tan’gor is a Cattail Flan scout at the fort.  He and his clansmen are helping to defend the fort while it is short-handed.  He knows a meeting is set up between the Knight Colonel and Tar’a’mon, leader of the Gwarcheidwad, but will not speak on it since he promised not to.  Otherwise, he can give details on the attack or life in the Cattails.
The role-play section should last no more than 1 hour.  At the end of that, the PCs that must report to Warden Tragorn (or one of the other NPCs) do so to get their assignment.
Mission 1: Scouting the Region

Knight Colonel Nicoli Jinx wants to try to narrow down the timeframe for the bullywug attacks.  In order to do so, he is forced to send some of the volunteers out on a scouting patrol to discover the current whereabouts of the main bullywug force.  The Knight Colonel’s allies have mentioned that the bullywugs also have scouting parties that roam no more than a couple of hours from the horde.  The Knight Colonel would like to send half the teams to the west, one quarter to the northwest, and one-quarter to the southwest.  

The Knight Colonel will send out short files to try and find the bullywug scouts.  He wants the PCs to capture at least 1 bullywug for interrogation (either by the PCs or at the fort), report all details on the trip including length of time on foot it took to get there, and if the PCs are capable, try to determine the distance the scouts were from the main force (an emphasis on not getting caught or seen on this part).  The PCs are to return and report back to either the Knight Colonel or the Warden.  The PCs are also not to be gone more than a week’s time total (this means that barring some other form of transportation, the PCs can travel up to 4 days out on foot).

The PCs, with a decent scout, have a good chance to sneak up on the initial bullywug patrol.  The PCs are in the marsh terrain and suffer from hampered movement (each square counts double for movement).  Also, Move Silent and Tumble check DCs are increased by 2.  Finally, the furthest distance to spot a nearby presence is 120 feet (normal hide/spot bonuses and penalties still apply).

The enemies in the following encounters suffer no movement penalty because it is their home terrain.  Also, the bullywug scouts are attempting to be as stealthy as possible (see their appropriate hide/move silent skills).  If the PCs are sent northwest, they will encounter the scouts late afternoon of the second day.  If the PCs are sent west, they encounter scouts mid-afternoon of the third day.  And if the PCs are sent southwest, they encounter the scouts mid-morning of the third day.
Initial Bullywug Scouts

APL 2 (EL 5)

Male Bullywug Rgr2 (1): hp 18; see Appendix One.

Male Bullywug War1 (3): hp 9 each; see Appendix One.

APL 4 (EL 7)

Male Bullywug Rgr4 (1): hp 36; see Appendix Two.

Male Bullywug War3 (3): hp 27 each; see Appendix Two.

APL 6 (EL 9)

Male Bullywug Rgr6 (1): hp 54; see Appendix Three.

Crocodile Animal Companion (1): hp 41; see Appendix Three.

Male Bullywug War5 (3): hp 45 each; see Appendix Three.

APL 8 (EL 11)

Male Bullywug Rgr8 (1): hp 75; see Appendix Four.

Crocodile Animal Companion (1): hp 41; see Appendix Four.

Male Bullywug War7 (3): hp 68 each; see Appendix Four.

APL 10 (EL 13)

Male Bullywug Rgr10 (1): hp 90; see Appendix Five.

Crocodile Animal Companion (1): hp 41; see Appendix Five.

Male Bullywug War9 (3): hp 88 each; see Appendix Five.

APL 12 (EL 15)

Male Bullywug Rgr12 (1): hp 108; see Appendix Six.

Crocodile Animal Companion (1): hp 58; see Appendix Six.

Male Bullywug War11 (3): hp 107; see Appendix Six.

Tactics:  In the first round, one of the bullywugs will blow their horn to alert their allies to come to them.  The allies are located 200 feet away and will spend three rounds preparing for combat, finally entering into view five rounds after the horn is blown.

Bullywug Allies

APL 2 (EL 5)

Male Bullywug Drd2 (1): hp 15; see Appendix One.

Crocodile Animal Companion (1): hp 25; see Appendix One.

Vine Horror (1): hp 45; see Appendix One.

APL 4 (EL 7)

Male Bullywug Drd4 (1): hp 30; see Appendix Two.

Crocodile Animal Companion (1): hp 41; see Appendix Two.

Advanced Vine Horror (1): hp 74; see Appendix Two.

APL 6 (EL 9)

Male Bullywug Drd6 (1): hp 45; see Appendix Three.

Dire Toad Animal Companion (1): hp 41; see Appendix Three.

Advanced Fiendish Vine Horror (1): hp 204; see Appendix Three.

APL 8 (EL 11)

Male Bullywug Drd8 (1): hp 60; see Appendix Four.

Dire Toad Animal Companion (1): hp 66; see Appendix Four.

Advanced Fiendish Shambling Mound (1): hp 10; see Appendix Four.

APL 10 (EL 13)

Male Bullywug Drd10 (1): hp 75; see Appendix Five.

Giant Crocodile Animal Companion (1): hp 83; see Appendix Five.

Advanced Fiendish Shambling Mound (1): hp 10; see Appendix Five.

APL 12 (EL 15)

Male Bullywug Drd12 (1): hp 90; see Appendix Six.

Giant Crocodile Animal Companion (1): hp 99; see Appendix Six.

Advanced Fiendish Shambling Mound (1): hp 10; see Appendix Six.

Development:  The PCs can capture any of the bullywugs and take them back.  They can interrogate the bullywugs and learn the information listed below (Intimidate check DC 20).  The PCs can track the scouts back but what they find varies depending on the direction the PCs were scouting. 

The information that can be gathered is based on the direction the PCs are sent.  All the scouts carry horns that they can blow to alert their nearest allies – a druid and plant creature that will come to their aid.

West

The bullywug scouts are scouting about an hour’s distance away from the main horde encampment.  Xigglub is planning the assault and has the horde camped while he is getting his allies in place.  Once a scouting party does not return, he gets the horde moving, fearing he has no time to waste.  The main horde number almost 1,500 bullyugs.  The PCs can scout/track back to within a half hour from the main horde with no problems.  Read the following if they track the bullywugs back:

You follow the tracks about a half hour when a guttural reptilian cry nearly deafens you.  You duck out of sight as a black dragon swoops low overhead scouting the area.  In the distance you hear a returning roar.  The number of tracks increases five fold and the chance of being spotted may as well.

With a decent track check (DC 15), the PCs can notice giant tracks interspersed as well, although a Knowledge (nature) check DC 20 or Knowledge (Arcana) check DC 22 will discover that the giants are draconic in nature.
Northwest

The bullywug scouts are scouting about a half-hour in front of four large groups of undead.  The undead are led by a death-knight, a vampire, a deathbringer, and a nycoloth commander.  The undead army consists mainly of skeletons and zombies of various kinds, but they number a few hundred.  The undead are planning to attack the fort from the north.  The PCs can track back to the encampment of undead and verify the size of the undead force.  If the PCs try to wander through looking for the leaders, they should be alerted of the danger of it.  If they still do so, they need to be taken aside to the organizer since the camp is being watched and the chance of being spotted is high.

Southwest

The bullywug scouts are scouting for swamp humanoids that will join their army.  Xigglub has found some allies in a few goblinoids, kobolds, and other humanoids but can always use more fodder.  They are about 8 hours away from the main bullywug horde when the PCs encounter them, but only 1 hour away from a large band of lizardfolk that have joined the bullywugs in trying to get rid of the military.  The lizardfolk number nearly a hundred, and plan to circle around the fort and strike from the east.

After the mission, the PCs should turn over any prisoners and report what they learned to Warden Tragorn.

Mission 2: Escort the Civilians

Warden Tragorn has decided that escorting the civilians to Shiboleth is in their best interest and will assign the short files that are not equipped for scouting to perform this task.  There are 40 civilians that need to be escorted to Shiboleth and he would like 4 or 5 groups to do this.  The Warden has arranged the PCs to meet an escort partway to Shiboleth so that they may return in a week’s time.  On the PCs return, they are ordered to not take the road back and instead to check for bullywugs to the north and northeast of the swamp (the PCs should follow the road for some time before deviating off of it into the swamp).  When they return to Fort Tribulation, they should report anything they discovered and get their next detail.

The combined files have no trouble escorting the civilians to the two files sent from Shiboleth to meet them.  They are met three days out of Fort Tribulation.  The PCs have the option to learn from the soldiers that they have heard that reinforcements are on the way.  The fort only needs to be held another week or two.

On the way back, the files split up as their assignments dictate:  one by road, two by various northeast trails, two by various southeast trails (if the maximum five short files are formed- road is primary, while the others can be split if less files formed).

Road

There are a few goblins and hobgoblins that have allied themselves with the bullywugs for the sole purpose of killing humans and the promise of a share of the loot from the fort.  They are holding the road until bullywug reinforcements arrive with a pet of theirs:  a huge gray render.

APL 2 (EL 6)

Male Hobgoblin Ftr3 (1): hp 29; see Appendix One.

Male Hobgoblin Clr1 (1): hp 8; see Appendix One.

Male Goblin (9): hp 7 each; see Appendix One.

APL 4 (EL 8)

Male Hobgoblin Ftr5 (1): hp 49; see Appendix Two.

Male Hobgoblin Clr3 (1): hp 25; see Appendix Two.

Male Goblin War1 (6): hp 8 each; see Appendix Two.

APL 6 (EL 10)

Male Hobgoblin Ftr5/Tct2 (1): hp 74; see Appendix Three.

Male Hobgoblin Clr5 (1): hp 41; see Appendix Three.

Male Goblin War3 (6): hp 23 each; see Appendix Three.

APL 8 (EL 12)

Male Hobgoblin Ftr6/Tct3 (1): hp 84; see Appendix Four.

Male Hobgoblin Clr7 (1): hp 58; see Appendix Four.

Male Goblin War5 (6): hp 38 each; see Appendix Four.

APL 10 (EL 14)

Male Hobgoblin Ftr6/Tct5 (1): hp 116; see Appendix Five.

Male Hobgoblin Clr9 (1): hp 74; see Appendix Five.

Male Goblin War7 (6): hp 53 each; see Appendix Five.

APL 12 (EL 16)

Male Hobgoblin Ftr6/Tct7 (1): hp 137; see Appendix Six.

Male Hobgoblin Clr11 (1): hp 91; see Appendix Six.

Male Goblin War9 (6): hp 68 each; see Appendix Six.

Development:  Once the PCs either kill the goblinoids, or flee from them, they will have the same type of bullywug scout encounter that the other groups have (see below).  This occurs one day later.
Northeast and Southeast

There are bullywug scouts working with kobolds to set traps along the trails the military cavalry have made.  They are setting traps to hinder reinforcements from arriving and to cause trouble if the military at the fort must flee.

APL 2 (EL 6)

Male Bullywug Rgr3 (1): hp 27; see Appendix One.

Female Kobold Rog3 (1): hp 14; see Appendix One.

Female Kobold (8): hp 6 each; see Appendix One.

APL 4 (EL 8)

Male Bullywug Rgr5 (1): hp 45; see Appendix Two.

Female Kobold Rog5 (1): hp 23; see Appendix Two.

Female Kobold War1 (4): hp 8 each; see Appendix Two.

APL 6 (EL 10)

Male Bullywug Rgr7 (1): hp 63; see Appendix Three.

Crocodile Animal Companion (1): hp 41; see Appendix Three.

Female Kobold Rog7 (1): hp 32; see Appendix Three.

Female Kobold War3 (4): hp 23 each; see Appendix Three.

APL 8 (EL 12)

Male Bullywug Rgr9 (1): hp 81; see Appendix Four.

Crocodile Animal Companion (1): hp 41; see Appendix Four.

Female Kobold Rog9 (1): hp 47; see Appendix Four.

Female Kobold War5 (4): hp 38 each; see Appendix Four.

APL 10 (EL 14)

Male Bullywug Rgr11 (1): hp 10; see Appendix Five.

Crocodile Animal Companion (1): hp 41; see Appendix Five.

Female Kobold Rog11 (1): hp 47; see Appendix Five.

Female Kobold War7 (4): hp 58 each; see Appendix Five.

APL 12 (EL 16)

Male Bullywug Rgr13 (1): hp 117; see Appendix Six.

Crocodile Animal Companion (1): hp 58; see Appendix Six.

Female Kobold Rog13 (1): hp 68; see Appendix Six.

Female Kobold War9 (4): hp 74 each; see Appendix Six.

Development:  Once the PCs either kill the kobolds, or flee from them, they will have the same type of bullywug scout encounter that the other groups have (see below).  This occurs one day later.  The PCs can also disable the traps that were being set.
Bullywug Scouts
APL 2 (EL 5)

Male Bullywug Rgr2 (1): hp 18; see Appendix One.

Male Bullywug War1 (3): hp 9 each; see Appendix One.

APL 4 (EL 7)

Male Bullywug Rgr4 (1): hp 36; see Appendix Two.

Male Bullywug War3 (3): hp 27 each; see Appendix Two.

APL 6 (EL 9)

Male Bullywug Rgr6 (1): hp 54; see Appendix Three.

Crocodile Animal Companion (1): hp 41; see Appendix Three.

Male Bullywug War5 (3): hp 45 each; see Appendix Three.

APL 8 (EL 11)

Male Bullywug Rgr8 (1): hp 75; see Appendix Four.

Crocodile Animal Companion (1): hp 41; see Appendix Four.

Male Bullywug War7 (3): hp 68 each; see Appendix Four.

APL 10 (EL 13)

Male Bullywug Rgr10 (1): hp 90; see Appendix Five.

Crocodile Animal Companion (1): hp 41; see Appendix Five.

Male Bullywug War9 (3): hp 88 each; see Appendix Five.

APL 12 (EL 15)

Male Bullywug Rgr12 (1): hp 108; see Appendix Six.

Crocodile Animal Companion (1): hp 58; see Appendix Six.

Male Bullywug War11 (3): hp 107; see Appendix Six.

Development:  The PCs can choose to do anything they wish with the scouts, including returning live ones for interrogation.  Please note if any are returned to Fort Tribulation alive.
Mission 3: Lizardfolk are Friendly Folk

Corporal Hayden Jinx wishes to send a message to his father’s lizardfolk allies to give them the timing of their attack on the bullywug’s forces.  The message is completely verbal and should be paraphrased (from the Knight Colonel’s perspective): “Attack the bullywugs from the north in four days time.  An elite group of military will be sent to assist.  Do not come to the Fort.  If the bullywugs fail, meet in ten days, otherwise you may not hear from me again.  If I still live I will contact you within two months.”  This message is from Knight Colonel Jinx and normally Corporal Jinx would deliver it, but the corporal feels like he is needed at the fort, and therefore must send a group of volunteers.  The PC’s mission is to deliver this message to Szisstrissk and Hezzresh, the leaders of a tribe of lizardfolk and also allies to Knight Colonel Nicoli Jinx.  In addition to the message and the directions of where they can meet the lizardfolk (slightly over 2 days travel away), they are given a turtle shell token to show them to prove they truly are messengers from the Knight Colonel.  The lizardfolk only speak draconic so the corporal will provide a scroll of tongues if the PCs cannot communicate in draconic.

Travel through the Rushmoors has been hot and tiring, but Corporal Jinx’s directions are accurate.  You hear the sounds of combat before you actually see anything.  You come upon a various collection of animals attacking the lizardfolk.  They appear to be commanded by some Flan shaman.
When the PCs arrive at the lizardfolk tribe, they are already under attack by twisted swamp creatures.  Here, the PCs have an opportunity to notice the leader of the new Clan Greenclaw, Raul’ent, commanding the creatures to attack the lizardsfolk.  Raul’ent will flee at the PCs interventions, as he has no wish to be caught.  A spotty PC will be able to notice an odd amulet around his neck, which looks to be an actual eye with a chain made of muscle sinew.  If the PCs attack, the following creatures come to engage them.

APL 2 (EL 5)

Spellwarped crocodile (3): hp 30 each; see Appendix One.

APL 4 (EL 7)

Spellwarped giant crocodile (2): hp 74 each; see Appendix Two.

APL 6 (EL 9)

Spellwarped giant crocodile (4): hp 74 each; see Appendix Three.

Development:  If the PCs do nothing to help, then the lizardfolk will flee, with Szisstrissk staying to fend off the warped creatures.  The lizardfolk tribe will be quite hurt and morale will be low.  The lizardfolk only speak draconic, but Szisstrissk and Hezzresh also know druidic.

If the PCs did not help, they can try to convince Szisstrissk to help, but their tribe will be too weakened to help fight much and will tell the PCs to send word back that they cannot help.
If the PCs help the lizardfolk and help drive off/kill the spellwarped creatures, they can address Szisstrissk or Hezzresh.  The lizardfolk are hurt, but the PCs intervention did two things: prevented further injury and showed the lizardfolk that the humans would risk their lives for them.  In return the lizardfolk will attack from the north.
As the PCs return to the fort, they will run into some bullywug scouts on their way.

APL 2 (EL 5)

Male Bullywug Rgr2 (1): hp 18; see Appendix One.

Male Bullywug War1 (3): hp 9 each; see Appendix One.

APL 4 (EL 7)

Male Bullywug Rgr4 (1): hp 36; see Appendix Two.

Male Bullywug War3 (3): hp 27 each; see Appendix Two.

APL 6 (EL 9)

Male Bullywug Rgr6 (1): hp 54; see Appendix Three.

Crocodile Animal Companion (1): hp 41; see Appendix Three.

Male Bullywug War5 (3): hp 45 each; see Appendix Three.

Mission 4: Cat got your tongue?

This mission is to warn the Cattail Clan of a more accurate time of the impending bullywug attack.  Corporal Slendiel assigns a short file to go to the last known location of the Cattails with Oo’tan’gor as guide.  The PCs need to warn the Cattails that the bullywugs will attack within a week.  The Corporal wants the PCs to deliver the message and return ASAP.

The Cattails were not foolish and relocated further north to avoid the bullywugs.  When the bullywugs arrive at the old Cattail camp, they are confused that it is empty and are searching around for clues.  This is when the PCs arrive.  The time will be mid-morning and there are only two groups of bullywugs searching around.
APL 2 (EL 5)

Male Bullywug Rgr2 (1): hp 18; see Appendix One.

Male Bullywug War1 (3): hp 9 each; see Appendix One.

APL 4 (EL 7)

Male Bullywug Rgr4 (1): hp 36; see Appendix Two.

Male Bullywug War3 (3): hp 27 each; see Appendix Two.

APL 6 (EL 9)

Male Bullywug Rgr6 (1): hp 54; see Appendix Three.

Crocodile Animal Companion (1): hp 41; see Appendix Three.

Male Bullywug War5 (3): hp 45 each; see Appendix Three.

Tactics:  The bullywugs fight to kill.  After 5 rounds, another group comes to fight.

APL 2 (EL 5)

Male Bullywug Bbn2 (1): hp 26; see Appendix One.

Male Bullywug War1 (3): hp 9 each; see Appendix One.

APL 4 (EL 7)

Male Bullywug Bbn4 (1): hp 51; see Appendix Two.

Male Bullywug War3 (3): hp 27 each; see Appendix Two.

APL 6 (EL 9)

Male Bullywug Bbn6 (1): hp 77; see Appendix Three.

Male Bullywug War5 (3): hp 45 each; see Appendix Three.

Development:  Afterwards, the PCs with tracking can possibly determine (DC 18) that the Cattails left and the confusion it gave the bullywugs.  It looks like a strong combined force of bullywugs and lizardfolk (about 120 total) came to the locale to attack the remaining Cattail members and were surprised they were not here.  This clue will tell the PCs that lizardfolk are working with the bullywugs.

The PCs can return to the fort and report what they have found.

Mission 5: Who is Marttik Suip?

Warden Tragorn will assign a specific short file, armed with competent arcane magic, to find a civilian named Marttik Suip and capture him.  They will be told not to kill him as the Warden must discover what he is up to.  Other volunteers have noticed his odd behavior and he does not seen to recognize people that know him.  This led to the conclusion that this man could be up to some kind of sabotage or is magically entranced to do something.  The Warden has been told that this Marttik knows some arcane magic but does not know to what skill level.  Also, a description of the man can be provided.  It was discovered that he at least oiled two rooftops, but that has been cleaned up.  The PCs are to search the fort for this man.

After being discovered, Marttik Suip returns to his bullywug master and tells him he was discovered.  The bullywug then sends a doppelganger in his place to finish the mission of sabotage.  The doppelganger returns and begins to “case” it again and will attempt to reapply the oil.  The doppelganger will then try to hide out in the fort until before the battle, when he will attempt to assassinate Warden Tragorn if he is still alive.

The PCs can search for Marttik around the fort or use magic to find him.  If the PCs search for Marttik in some non-magical form, it takes them at least two days to find him through some clues (the judge is free base the time off of what the PCs decide to do but be mindful of time).  They can try to notice the doppelganger walking around the fort (determined by Hide/Move Silent checks), but the best case is to notice him applying oil to the rooftops (Hide check at -20 penalty for Marttik).

Once the PCs find Marttik, they can confront him but he will not reveal much information.  The doppelganger of Marttik is a dominated creature told to perform deeds of sabotage on the fort.
APL 8 (EL 11)

Marttik Suip: Doppleganger Sor10 (1): hp 75 (+12 temp); see Appendix Four.

APL 10 (EL 13)

Marttik Suip: Doppleganger Sor12 (1): hp 84 (+12 temp); see Appendix Five.

APL 12 (EL 15)

Marttik Suip: Doppleganger Sor14 (1): hp 93 (+12 temp); see Appendix Six.

Development:  Once Marttik appears about to fall, an assassin will take this opportunity to strike Marttik from hiding in the attempt to kill him.  The PCs can interfere if they wish; but if they don’t the assassin will leave after Marttik is dead.

An assassin has come to the fort to kill Marttik.  A mysterious party hired him to do this and since the pay was so great, he did not ask questions.  He caught up to Marttik at the fort and was planning his death when a group of soldiers scared his prey away.  He decided to stay and see if Marttik would show back up.  While hiding, the assassin overheard that some other soldiers were searching for Marttik, so the assassin decided to follow them and wait for his chance to strike.  He is keeping a good distance while hiding so as not to be seen.
APL 8 (EL 12)

Milzkrythk: Male naztharune rakshasa Ass1: hp 107; see Appendix Four.

APL 10 (EL 14)

Milzkrythk: Male naztharune rakshasa Ass3: hp 117; see Appendix Five.

APL 12 (EL 16)

Milzkrythk: Male naztharune rakshasa Ass5: hp 137; see Appendix Six.

Development:  The assassin cannot reveal much except that he was paid a good deal of money to kill Martttik.  The doppelganger can reveal that he was dominated by a bullywug and told to commit simple acts of sabotage (oil the roof, poison the food and water, etc).
Warden Tragorn will be pleased if the PCs stop the doppelganger of Marttik.  If the doppelganger is killed, the Warden will be disappointed and see if the PCs can speak with dead to find out information.  Otherwise, he will inform the PCs to take a lookout post.

If the PCs fail to stop Marttik, the marshal overseeing the interactive needs to be alerted, as the sabotage will occur and result in possible loss of NPCs.
Round 1 Epilogue 

The various missions should have gone well, and the military should have information that they use to determine the day of the attack.

They will also know the following and will gladly report it to the file leaders:

· The bullywug leader is a powerful savant sorcerer named Xigglub.

· The bullywug horde numbers between 1,400 and 1,600 strong.

· A large group of goblinoids are creating a blockade on the road to Shiboleth.  They have a huge gray render with them.
· The bullywugs have a lizardfolk tribe allied with them to the southwest.

· The bullywugs have allied themselves with a necromancer and an army of undead is somewhere to the northwest.

Read or paraphrase the following:

The initial scouting has gone well and the fort is as prepared as it can be with its 250 defenders and limited supplies.  Rumor has spread that Knight Colonel Nicoli Jinx has gone missing and that a group of volunteers has been sent to rescue him.  Hopefully, it is not a bad omen of things to come.

End of Round 1

Mission 6: Defend the Fort

Judge Note:  Judges should keep the pace moving for this mission.  Time is of the essence and the marshal overseeing the Interactive will keep track of speed at the tables.  If a table is moving too slowly, the table judge may be informed to throw two waves at the PCs at once to speed things along, even though it may force a withdrawal.  The table judges will be alerted IF or WHEN the call for retreat is made.  At any time, the PCs are free to withdraw from their assigned area and their judge should alert the marshal they are doing so.  That area will be considered to have fallen and will be taken into account in the results.
The majority of the volunteers will be assigned to guard the fort.  Between the bullywug prisoners and the few divination spells the Warden has under his command, the military is able to determine the day the fort will be attacked.  A PC can divine the time to be the morning, but with all the factors at play, even the divine cannot give an exact time  All short files will be assigned to a 100-foot section of the fort’s wall, alternating sections of the perimeter with archers from the fort (this can support up to 12 short files).  An APL 12 table may be assigned to the center of the fort to deal with enemies that get inside.
The fort is surrounded by a 15-foot wall.  Wooden stairs lead down every 50 feet on the inside (count this as normal movement down, not climb).  
Fort Tribulation gets attacked at approximately 9am.  The fort will witness hundreds of bullywugs appearing at its perimeter with drums beating behind them.  The bullywugs will make no move to attack but will bounce with the beat of the drum.  The undergrowth/trees procide partial cover.  The PCs can shoot arrows at them for a couple of rounds if they wish; the archers are definitely doing so (a number of bullywug losses are considered in missile and arcane ranged attacks).  This is when the waves of attacks begin.  There are a possible total of eight waves, although the results of the first round affect this number and strength.  The GM will need to keep track of the number of rounds that pass during combat.
At the top of round one of the first wave, an earth elemental monolith is summoned by an unknown spellcaster (a bullywug savant is flying outside with superior invisibility) and begins attacking the wall of the fort in the northwest, where some archers are stationed.

Wave 1

With most of the fort centered on watching externally, umberhulks burrow their way into the center of the fort, bringing some trolls with them.  It is unlikely that they will surprise anyone (Spot check DC 10 to notice the creatures), but they can be a nuisance.  Start the round with the enemy 80 feet away from the PCs to simulate an entrance.  The holes the umberhulks created collapse after them and begin filling partially with water.

Also, for the first 5 rounds of combat, arrow demons appear on the edge of the fort’s outside boundary and shoot fire arrows at the buildings.  This catches some on fire.  Unless the PCs prevent the archers from firing at the buildings, they do not attack the PCs.  At APLs 6-12, if the PCs interfere (by putting up a wind wall or something similar), make 3 arrow attacks at the PCs on the wall (each attack is +16 ranged (1d6+10 +1d6 fire/19-20/x3)).  Also, sometime during this wave, Xigglub will fly by each section of the wall and disintegrate a 10-foot section (he too has superior invisibility up so it is doubtful anyone will see him).  He then watches the fight from afar and especially the physical destruction of the wall in the northwest corner.
APL 2 (EL 4)

Minotaur (1): hp 45; see Appendix One.

APL 4 (EL 6)

Minotaur (2): hp 45; see Appendix Two.

APL 6 (EL 8)
Umber Hulk (1): hp 74; see Appendix Three.

Troll (1): hp 63; see Appendix Three.

APL 8 (EL 10)

Umber Hulk (1): hp 74; see Appendix Three.

Troll Bbn4 (1): hp 147; see Appendix Three.

APL 10 (EL 12)

Advanced Umber Hulk (1): hp 168; see Appendix Three.

Troll Bbn6 (1): hp 180; see Appendix Three.

APL 12 (EL 14)

Advanced Umber Hulk (1): hp 258; see Appendix Three.

Troll Bbn8 (1): hp 243; see Appendix Three.

Once the enemies are destroyed, the PCs may have time to regroup before the next wave strikes.  On rounds 9 and 10 of this wave, the bullywugs at the edge of the fort’s perimeter drink potions of levitate and expeditious retreat.
Development:  By the end of the first wave, the PCs will have noticed or heard that the northwest corner of the fort’s defenses have crumbled under the might of arcane power and an earth elemental.  Read or paraphrase the following:

The sight of a gargantuan creature of earth on the northwest wall keeps you glancing in that direction.  The creature appears to have no problem decimating the wall of the fort and there appears to be a huge section cleared.  The cavalry head to the corner to help in the fort’s defense.

Wave 2

The second wave attacks 10 rounds after the first wave.

This wave involves an assault by bullywug warriors.  They start 100 feet outside the wall, and charge it.  They wish to get close to the wall and levitate over it.
APL 2 (EL 5)

Male Bullywug War1 (4): hp 9 each; see Appendix One.

APL 4 (EL 7)

Male Bullywug War2 (6): hp 18 each; see Appendix Two.

APL 6 (EL 9)

Male Bullywug War4 (6): hp 36 each; see Appendix Three.

APL 8 (EL 11)

Male Bullywug War6 (6): hp 59 each; see Appendix Four.

APL 10 (EL 13)

Male Bullywug War8 (6): hp 78 each; see Appendix Five.

APL 12 (EL 15)

Male Bullywug War10 (6): hp 98 each; see Appendix Six.

Tactics:  The breakdown of rounds are as follows:
Round 1:  Half the bullywugs run to the wall while the other half move and throw javelins.

Round 2.  The bullywugs that attacked in round 1 throw their second javelin and move.  The bullywugs at the wall levitate up and try to attack.

Round 3-4:  Bullywugs continue to attack.  PCs can notice two dragons flying toward the fort about 1000 feet away (Spot DC 22).  The GM is free to describe the old black dragons to their ability.  The dragons are magically protected, but if a table wishes to try and attack them, alert the marshal for detailed information.

Round 5:  Invisible bullywugs leap off the dragon and start feather falling to the ground as the dragons fly overhead.  The dragons circle around and leave.  These bullywugs are actually part of wave 3 and can be witnessed from below.
Round 6-10:  Invisible bullywugs feather fall for 5 rounds before they land.  On the last round they throw javelins at their targets and become visible.  The bullywugs should be close to 15 feet apart from each other so catching all of them in an area spell may be difficult.
Wave 3

The third wave occurs 10 rounds after the second wave and involve the invisible bullywugs.  The bullywugs start the round somewhere near the PCs and get a free action on the PCs (until they are attacked) unless one of the PCs can see invisible.  Once the bullywugs attack, their invisibility goes away.

APL 2 (EL 6)

Male Bullywug Sor2 (1): hp 12; see Appendix One. [see Tactics below]

Male Bullywug Bbn2 (1): hp 26; see Appendix One.

Male Bullywug War1 (3): hp 9 each; see Appendix One.

APL 4 (EL 8)

Male Bullywug Sor4 (1): hp 24; see Appendix Two. [see Tactics below]

Male Bullywug Bbn4 (1): hp 51; see Appendix Two.

Male Bullywug War3 (3): hp 18 each; see Appendix Two.

APL 6 (EL 10)

Male Bullywug Sor6 (1): hp 36; see Appendix Three. [see Tactics below]

Male Bullywug Bbn6 (1): hp 77; see Appendix Three.

Male Bullywug War5 (3): hp 45 each; see Appendix Three.

APL 8 (EL 12)

Male Bullywug Sor8 (1): hp 48; see Appendix Four. [see Tactics below]

Male Bullywug Bbn8 (1): hp 102; see Appendix Four.

Male Bullywug War7 (3): hp 68 each; see Appendix Four.

APL 10 (EL 14)

Male Bullywug Sor10 (1): hp 60 (+15 temp); see Appendix Five. [see Tactics below]

Male Bullywug Bbn10 (1): hp 128; see Appendix Five.

Male Bullywug War9 (3): hp 88 each; see Appendix Five.

APL 12 (EL 16)

Male Bullywug Sor12 (1): hp 72 (+15 temp); see Appendix Six. [see Tactics below]

Male Bullywug Bbn12 (1): hp 140; see Appendix Six.

Male Bullywug War11 (3): hp 107 each; see Appendix Six.

Tactics:  On round 2, an invisible flying bullywug sorcerer comes in toward the fort to assist the rest of the bullywugs.  He casts spells each round so it takes 2 rounds for him to get to the wall.
Wave 4

The fourth wave occurs 10 rounds after the third wave and is comprised entirely of undead.  This wave may not happen depending on the success of one of the missions in round 1 and whether a high level file goes out to destroy the undead early.

Judge Note: The marshal should alert all judges between round 1 and 2 whether this wave will occur!

APL 2 (EL 3)

Skeletons (3): hp 9 each; see Appendix One.

Zombies (2): hp 20 each; see Appendix One.

APL 4 (EL 5)

Wolf Skeletons (2): hp 18 each; see Appendix Two.

Zombies (4): hp 20 each; see Appendix Two.

APL 6 (EL 7)

Wolf Skeletons (3): hp 18 each; see Appendix Three.

Ogre Zombies (3): hp 74 each; see Appendix Three.

APL 8 (EL 9)

Troll Skeletons (4): hp 54 each; see Appendix Four.

Ogre Zombies (4): hp 74 each; see Appendix Four.

APL 10 (EL 11)

Mummified Minotaurs (4): hp 54 each; see Appendix Five.

APL 12 (EL 13)

Mummified Minotaurs (8): hp 54 each; see Appendix Six.

Development:  By the end of the fourth wave (or third, if no fourth wave), more information can be determined by the PCs:

Many of the archers around you have had to fall back or have fallen to the constant onslaught of the bullywug attack.  Luckily a priest of Heironeous has come to lend aid.

Wave 5

The fifth wave occurs 14 minutes after the fourth wave.  During this time, healing is done.  An NPC cleric will come by each group with a wand for healing and dead can be taken to Krag for reincarnation if the PCs wish to and can afford it.  The initial wave’s corpses can also be looted.  Some spellcasters are also fortifying the northwest corner the best they can in little time.
The bullywug riders come charging the fort riding large dire toads.  The toads can jump the fort’s walls with a successful jump check (DC 68), but will take some damage if they fail (3d6 damage from the sharpened pikes that were placed in the rock).
Also, a guttural scream can be heard from the northwest corner.  A gargantuan giant, followed by 6 other smaller giants head toward the fort behind a mass of hundreds of bullywugs.

A reptilian scream can be heard in the northwest and a quick glance will see the towering figure of a giant humanoid creature covered in scales and spikes.  A mass of frogmen ferociously meet the remaining cavalry at the northwest corner.  Your attention is brought back to your own duty as bullywug riders hop into view on enlarged toads.
APL 2 (EL 6)

Male Bullywug Rgr1 (2): hp 9 each; see Appendix One.

Enlarged Dire Toad (2): hp 30 each; see Appendix One.

APL 4 (EL 8)

Male Bullywug Rgr2 (3): hp 20 each; see Appendix Two.

Enlarged Dire Toads (3): hp 30 each; see Appendix Two.

APL 6 (EL 10)

Male Bullywug Rgr4 (4): hp 39 each; see Appendix Three.

Advanced Dire Toads (4): hp 63 each; see Appendix Three.

APL 8 (EL 12)

Male Bullywug Rgr6 (4): hp 59 each; see Appendix Four.

Advanced Fiendish Dire Toads (4): hp 63 each; see Appendix Four.

APL 10 (EL 14)

Male Bullywug Rgr6/WPO2 (4): hp 78 each; see Appendix Five.

Advanced Fiendish Dire Toads (4): hp 98 each; see Appendix Five.

APL 12 (EL 16)

Male Bullywug Rgr7/WPO3 (4): hp 98 each; see Appendix Six.

Advanced Fiendish Spellwarped Dire Toads (4): hp 113 each; see Appendix Six.

Development:  During this wave or after, the marshal may alert the judges to fall back, indicating that Warden Tragorn has sounded a retreat.  This will be based on the total number of PC tables that have had to fall back or have simply fallen.
Wave 6

The sixth wave occurs 10 rounds after the fifth wave.  This wave are the bullywugs that have entered the fort.  These bullywugs attack from the inside and enter about 80 feet away.

APL 2 (EL 4)

Male Bullywug Bbn1 (1): hp 13; see Appendix One.

Male Bullywug War1 (2): hp 9 each; see Appendix One.

APL 4 (EL 6)

Male Bullywug Bbn2 (1): hp 26; see Appendix Two.

Male Bullywug War1 (4): hp 9 each; see Appendix Two.

APL 6 (EL 8)

Male Bullywug Bbn4 (1): hp 51; see Appendix Three.

Male Bullywug War3 (4): hp 27 each; see Appendix Three.

APL 8 (EL 10)

Male Bullywug Bbn6 (1): hp 77; see Appendix Four.

Male Bullywug War5 (4): hp 45 each; see Appendix Four.

APL 10 (EL 12)

Male Bullywug Bbn8 (1): hp 102; see Appendix Five.

Male Bullywug War7 (4): hp 68 each; see Appendix Five.

APL 12 (EL 14)

Male Bullywug Bbn10 (1): hp 128; see Appendix Six.

Male Bullywug War9 (4): hp 88 each; see Appendix Six.

Wave 7

The seventh wave occurs 5 rounds after the sixth wave and are more bullywugs entering the combat starting 60 feet away.

APL 2 (EL 4)

Male Bullywug Bbn1 (3): hp 13 each; see Appendix One.

APL 4 (EL 6)

Male Bullywug Bbn2 (4): hp 26 each; see Appendix Two.

APL 6 (EL 8)

Male Bullywug Bbn4 (4): hp 51 each; see Appendix Three.

APL 8 (EL 10)

Male Bullywug Bbn5 (6): hp 64 each; see Appendix Four.

APL 10 (EL 12)

Male Bullywug Bbn7 (6): hp 89 each; see Appendix Five.

APL 12 (EL 14)

Male Bullywug Bbn9 (6): hp 115 each; see Appendix Six.

Wave 8

The eighth wave occurs 5 rounds after the seventh wave and are comprised of bullywugs and lizardfolk.  The lizardfolk may be absent however if a high APL left to deal with them.  Judges will be informed between round 1 and round 2 whether the lizardfolk will appear.
APL 2 (EL 6)

Male Bullywug Bbn1 (4): hp 13 each; see Appendix One.

Male Lizardfolk Bbn2 (1): hp 42; see Appendix One.

APL 4 (EL 8)

Male Bullywug Bbn2 (3): hp 26 each; see Appendix Two.

Male Lizardfolk Bbn4 (2): hp 66 each; see Appendix Two.

APL 6 (EL 10)

Male Bullywug Bbn4 (3): hp 51 each; see Appendix Three.

Male Lizardfolk Bbn6 (2): hp 90 each; see Appendix Three.

APL 8 (EL 12)

Male Bullywug Bbn6 (3): hp 77 each; see Appendix Four.

Male Lizardfolk Bbn8 (2): hp 114 each; see Appendix Four.

APL 10 (EL 14)

Male Bullywug Bbn8 (3): hp 102 each; see Appendix Five.

Male Lizardfolk Bbn10 (2): hp 138 each; see Appendix Five.

APL 12 (EL 18)

Male Bullywug Bbn10 (3): hp 128 each; see Appendix Six.

Male Lizardfolk Bbn12 (2): hp 150 each; see Appendix Six.

Development:  If the PCs survive this round, then the bullywugs will withdraw, the Fort having staved off the attack.
Conclusion

If the PCs hold the fort, then read the following:
The might of the Gran March military is great, and even with the few resources available, the 9th Battle, and you volunteers, were able to force the bullywug horde to retreat.  Of course, many good soldiers lay dead around the fort and it looks like it may take some time to rebuild the fort, but today is a joyous day.
As events settle, a military file returns with Knight Colonel Jinx and word spreads of his capture before the attack.  Warden Tragorn personally thanks everyone for heeding his call and would welcome any of you to serve under him again.

If the PCs must withdraw from the fort, read this:

The bullywugs follow your retreat to the outskirts of the Rushmoors.  Afterwards, they no longer menace you.  It is a sad day and many good men have fallen.

Smoke can be seen rising up from the area of the Fort.  It is most likely being burned to the ground.

A day later, Knight Colonel Jinx returns, having been rescued by a military file.  Word spreads that he was captured before the attack and nearly sacrificed to the bullywugs heathen gods.  He vows to root out the evil menace of the bullywugs and pledges to take a battle into the Rush March within a year.

As you think about the events that have occurred, you wonder how things could have gotten so out of hand in the Rush March.
The End

Appendix One – APL 2

Mission One





Scouts:

Bullywug Warrior 1: male bullywug War1; CR 1; Medium humanoid (aquatic); HD (1d8)+4; hp 9; Init +2; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +1/+3; Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); Full Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +6, Ref +2, Will -1; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +0, Swim -2; Combat Reflexes. 


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


Possessions: studded leather armor, heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Ranger 2: male bullywug Rgr2; CR 2; Medium humanoid (aquatic); HD (2d8)+8; hp 18; Init +2; Spd 20 ft., swim 30 ft.; AC 19 [18], touch 12, flat-footed 17 [16] (+2 Dex, +4 [+3] armor, +3 natural); Base Atk/Grp: +2/+4; Atk +5 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +5 melee (1d4+2/19-20, masterwork dagger) or +5 ranged (1d6+2, masterwork javelin); Full Atk +5 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +5 melee (1d4+2/19-20, masterwork dagger) or +5 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +2); SQ Marsh move, wild empathy; AL CE; SV Fort +8, Ref +6, Will +1; Str 14, Dex 14, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +7, Move Silently +7, Spot +5, Survival +5, Swim +7; Point Blank Shot, Rapid Shot, Track. 


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


Possessions: masterwork studded leather armor, masterwork mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, 20 arrows, +1 vest of resistance, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 7): magic vestment and greater magic weapon.

Allies:

Bullywug Druid 2: female bullywug Drd2; CR 2; Medium humanoid (aquatic); HD (2d8)+4; hp 15; Init +0; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 19 [18], touch 10, flat-footed 19 [18] (+6 [+5] armor, +3 natural); Base Atk/Grp: +1/+1; Atk +1 melee (1d6, club) or +1 ranged (1d4, sling); Full Atk +1 melee (1d6, club) or +1 ranged (1d4, sling); SQ Marsh move, nature sense, spontaneous casting, summoning, wild empathy, woodland stride; AL NE; SV Fort +5, Ref +0, Will +5; Str 10, Dex 10, Con 14, Int 6, Wis 14, Cha 8.


Skills and Feats: Handle Animal +4, Spot +7; Natural Bond. 


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


Druid Spells Prepared 4/3; base DC = 12 + spell level):  0 – create water, cure minor wounds, know direction (x2); 1st — charm animal, entangle, faerie fire.


Possessions: masterwork dragonhide breastplate, club, sling, 6 sling stones, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level in parentheses): magic vestment (5).

Crocodile Animal Companion: CR 2; Medium animal; HD 3d8+9; hp 25; Init +1; Spd 20 ft., swim 30 ft.; AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural); Base Atk/Grp: +2/+6; Atk +6 melee (1d8+6, bite) or +6 melee (1d12+6, tail slap); Full Atk +6 melee (1d8+6, bite) or +6 melee (1d12+6, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Hold breath, link, low-light vision, share spells; AL N; SV Fort +6, Ref +4, Will +2; Str 19, Dex 12, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +12; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Vine Horror: CR 4; Medium plant (aquatic); HD 5d8+20; hp 45; Init +0; Spd 30 ft., swim 20 ft; AC 18, touch 10, flat-footed 18 (+8 natural); Base Atk/Grp: +3/+7; Atk +7 melee (1d6+4, slam); Full Atk +7 melee (1d6+4, 2 slams); Space/Reach: 5 ft./5 ft.; SA: Animate vines; SQ Damage reduction 5/bludgeoning, malleability, plant traits; AL NE; SV Fort +8, Ref +1, Will +2; Str 18, Dex 10, Con 19, Int 9, Wis 13, Cha 10.


Skills and Feats: Hide +15*, Listen +3, Spot +3, Swim +16; Alertness, Blind-Fight. 


Animate Vines (Sp):  A vine horror can use this ability to animate any single vine or similar kind of plant life within 90 feet.  An animated vine fights as an assassin vine in all respects (see the Monster Manual).  An animated vine loses its ability to fight if the vine horror that animated it is incapacitated or moves out of range.


Malleability (Ex):  Because of a vine horror’s unusual body structure, it can compress its body enough to squeeze through a 1-inch-wide crack.  Cracks and similar openings that are 1 inch or more in width do not slow the vine horror at all.


Skills:  Vine horrors have a +8 racial bonus on any Swim check to perform some special action or avoid a hazard and can always choose to take 10 on Swim checks, even if distracted or endangered.  * Vine horrors have a +15 racial bonus on Hide checks in swamps or other areas with noticeable concentrations of algae.

Mission Two





Road:

Goblin: male goblin; CR 1/3; Small humanoid (goblinoid); HD (1d8)+1; hp 7; Init +1; Spd 30 ft.; AC 15, touch 12, flat-footed 14 (+1 size, +1 Dex, +2 armor, +1 shield); Base Atk/Grp: +1/-3; Atk +2 melee (1d6, morningstar) or +3 ranged (1d4, javelin); Full Atk +2 melee (1d6, morningstar) or +3 ranged (1d4, javelin); SQ Darkvision 60 ft.; AL CE; SV Fort +3, Ref +1, Will -1; Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha 8.


Skills and Feats: Hide +5, Listen +2, Move Silently +5, Ride +4, Spot +2; Alertness. 


Skills: Goblins have a +4 racial bonus on Move Silently and Ride checks.


Possessions: leather armor, light shield, morningstar, 2 javelins, potion of expeditious retreat. 

Hobgoblin Cleric: male hobgoblin Clr1; CR 2; Medium humanoid (goblinoid); HD (1d8)+3; hp 8; Init +2; Spd 20 ft. (30 ft w/o armor); AC 19, touch 12, flat-footed 17 (+2 Dex, +5 armor, +2 shield); Base Atk/Grp: +0/+1; Atk +1 melee (1d8+1, morningstar) or +2 ranged (1d8/19-20, light crossbow); Full Atk +1 melee (1d8+1, morningstar) or +2 ranged (1d8/19-20, light crossbow); SA Rebuke undead 7/day; SQ Spontaneous casting; AL NE; SV Fort +5, Ref +2, Will +5; Str 12, Dex 14, Con 16, Int 10, Wis 16, Cha 10.


Skills and Feats: Concentration +7, Knowledge (religion) +2, Spellcraft +2; Extra Turning. 


Cleric Spells Prepared 3/2+1; base DC = 13 + spell level):  0 – create water, cure minor wounds, light; 1st — bless, protection from good*, shield of faith.


Possessions: masterwork breastplate, masterwork heavy steel shield, morningstar, light crossbow, 10 bolts, potion of bull’s strength, potion of expeditious retreat. 

Hobgoblin Fighter: male hobgoblin Ftr3; CR 4; Medium humanoid (goblinoid); HD (3d10)+9; hp 29; Init +3; Spd 20 ft. (30 ft w/o armor); AC 20, touch 13, flat-footed 17 (+3 Dex, +5 armor, +2 shield); Base Atk/Grp: +3/+5; Atk +6 melee (1d8+2/19-20, longsword) or +5 melee (1d6+2/19-20, short sword) or +5 melee (1d4+2/19-20, dagger) or +6 ranged (1d8+2, mighty composite longbow [Str +2]); Full Atk +6 melee (1d8+2/19-20, longsword) or +5 melee (1d6+2/19-20, short sword) or +5 melee (1d4+2/19-20, dagger) or +6 ranged (1d8+2, mighty composite longbow [Str +2]); SQ Darkvision 60 ft.; AL LE; SV Fort +6, Ref +4, Will +1; Str 15, Dex 16, Con 16, Int 12, Wis 10, Cha 10.


Skills and Feats: Intimidate +6, Jump -2, Sense Motive +3; Cleave, Combat Reflexes, Power Attack, Weapon Focus (longsword). 


Possessions: masterwork breastplate, masterwork heavy wooden shield, longsword, short sword, dagger, mighty composite longbow [Str +2], 20 arrows, potion of expeditious retreat. 

Northeast and Southeast:

Kobold: female kobold; CR 1/4; Small humanoid (reptilian); HD (1d8); hp 6; Init +1; Spd 30 ft.; AC 15, touch 12, flat-footed 14 (+1 size, +1 Dex, +2 armor, +1 natural); Base Atk/Grp: +1/-4; Atk +1 melee (1d6-1/x3, spear) or +3 ranged (1d3, sling); Full Atk +1 melee (1d6-1/x3, spear) or +3 ranged (1d3, sling); SQ Darkvision 60 ft., light sensitivity; AL LE; SV Fort +2, Ref +1, Will -1; Str 9, Dex 13, Con 10, Int 10, Wis 9, Cha 8.


Skills and Feats: Craft (trapmaking) +2, Hide +6, Listen +2, Move Silently +2, Profession (miner) +2, Search +2, Spot +2; Alertness. 


Light Sensitivity (Ex): Kobolds are dazzled in bright sunlight or within the radius of a daylight spell.


Skills: Kobolds have a +2 racial bonus on Craft (trapmaking), Profession (miner), and Search checks.


Possessions: leather armor, spear, sling, 6 sling stones, potion of expeditious retreat. 

Kobold Rogue: female kobold Rog3; CR 3; Small humanoid (reptilian); HD (3d6); hp 14; Init +4; Spd 30 ft.; AC 18, touch 15, flat-footed 14 (+1 size, +4 Dex, +2 armor, +1 natural); Base Atk/Grp: +2/-2; Atk +8 melee (1d4, masterwork short sword) or +8 melee (1d3/19-20, masterwork dagger) or +8 ranged (1d4, masterwork composite shortbow); Full Atk +8 melee (1d4, masterwork short sword) or +8 melee (1d3/19-20, masterwork dagger) or +8 ranged (1d4, masterwork composite shortbow); SA Sneak attack +2d6; SQ Darkvision 60 ft., evasion, light sensitivity, trap sense +1, trapfinding; AL LE; SV Fort +1, Ref +7, Will +1; Str 10, Dex 19, Con 10, Int 12, Wis 10, Cha 10.


Skills and Feats: Craft (trapmaking) +7, Escape Artisit +10, Hide +14, Listen +6, Move Silently +10, Profession (miner) +6, Search +9, Spot +6, Tumble +10; Combat Reflexes, Weapon Finesse. 


Light Sensitivity (Ex): Kobolds are dazzled in bright sunlight or within the radius of a daylight spell.


Skills: Kobolds have a +2 racial bonus on Craft (trapmaking), Profession (miner), and Search checks.


Possessions: masterwork leather, masterwork short sword, masterwork dagger, masterwork composite shortbow, 20 arrows, potion of expeditious retreat. 

Bullywug Ranger: male bullywug Rgr3; CR 3; Medium humanoid (aquatic); HD (3d8)+12; hp 27; Init +2; Spd 20 ft., swim 30 ft.; AC 19 [18], touch 12, flat-footed 17 [16] (+2 Dex, +4 [+3] armor, +3 natural); Base Atk/Grp: +3/+5; Atk +6 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +6 melee (1d4+2/19-20, masterwork dagger) or +6 ranged (1d6+2, masterwork javelin); Full Atk +6 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +6 melee (1d4+2/19-20, masterwork dagger) or +6 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +2); SQ Marsh move, wild empathy; AL CE; SV Fort +8, Ref +6, Will +2; Str 14, Dex 14, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +8, Move Silently +8, Spot +6, Survival +6, Swim +8; Endurance, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: masterwork studded leather armor, masterwork mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, 20 arrows, +1 vest of resistance, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 7): magic vestment and greater magic weapon.

Scouts:

Bullywug Warrior 1: male bullywug War1; CR 1; Medium humanoid (aquatic); HD (1d8)+4; hp 9; Init +2; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +1/+3; Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); Full Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +6, Ref +2, Will -1; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +0, Swim -2; Combat Reflexes. 


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


Possessions: studded leather armor, heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Ranger 2: male bullywug Rgr2; CR 2; Medium humanoid (aquatic); HD (2d8)+8; hp 18; Init +2; Spd 20 ft., swim 30 ft.; AC 19 [18], touch 12, flat-footed 17 [16] (+2 Dex, +4 [+3] armor, +3 natural); Base Atk/Grp: +2/+4; Atk +5 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +5 melee (1d4+2/19-20, masterwork dagger) or +5 ranged (1d6+2, masterwork javelin); Full Atk +5 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +5 melee (1d4+2/19-20, masterwork dagger) or +5 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +2); SQ Marsh move, wild empathy; AL CE; SV Fort +8, Ref +6, Will +1; Str 14, Dex 14, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +7, Move Silently +7, Spot +5, Survival +5, Swim +7; Point Blank Shot, Rapid Shot, Track. 


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


Possessions: masterwork studded leather armor, masterwork mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, 20 arrows, +1 vest of resistance, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 7): magic vestment and greater magic weapon.

Mission Three





Animals:

Spellwarped Crocodile: CR 4; Medium animal; HD 3d8+15; hp 30; Init +2; Spd 20 ft., swim 30 ft.; AC 18, touch 12, flat-footed 16 (+2 Dex, +6 natural); Base Atk/Grp: +2/+8; Atk +8 melee (1d8+9, bite) or +8 melee (1d12+9, tail slap); Full Atk +8 melee (1d8+9, bite) or +8 melee (1d12+9, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Hold breath, low-light vision, spell absorption, spell resistance 14; AL N; SV Fort +8, Ref +5, Will +2; Str 23, Dex 14, Con 21, Int 5, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +12; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Spell Absorption (Su): Whenever a spell fails to penetrate this creature’s spell resistance, the creature gains one of the following benefits, chosen at the time the spell resolves.


Might: This creature gains a +4 enhancement bonus to Strength for 1 minute.


Agility: This creature gains a +4 enhancement bonus to Dexterity for 1 minute.


Endurance: This creature gains a +4 enhancement bonus to Constitution for 1 minute.


Life: This creature gains temporary hit points equal to 5 x the level of the failed spell.


Speed: This creature’s base speed increases by a number of feet equal to 5 x the level of the failed spell.


Resistance: This creature gains resistance 10 to one energy type (acid, cold, electricity, fire, or sonic).


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Scouts:

Bullywug Warrior 1: male bullywug War1; CR 1; Medium humanoid (aquatic); HD (1d8)+4; hp 9; Init +2; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +1/+3; Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); Full Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +6, Ref +2, Will -1; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +0, Swim -2; Combat Reflexes. 


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


Possessions: studded leather armor, heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Ranger 2: male bullywug Rgr2; CR 2; Medium humanoid (aquatic); HD (2d8)+8; hp 18; Init +2; Spd 20 ft., swim 30 ft.; AC 19 [18], touch 12, flat-footed 17 [16] (+2 Dex, +4 [+3] armor, +3 natural); Base Atk/Grp: +2/+4; Atk +5 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +5 melee (1d4+2/19-20, masterwork dagger) or +5 ranged (1d6+2, masterwork javelin); Full Atk +5 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +5 melee (1d4+2/19-20, masterwork dagger) or +5 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +2); SQ Marsh move, wild empathy; AL CE; SV Fort +8, Ref +6, Will +1; Str 14, Dex 14, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +7, Move Silently +7, Spot +5, Survival +5, Swim +7; Point Blank Shot, Rapid Shot, Track. 


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


Possessions: masterwork studded leather armor, masterwork mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, 20 arrows, +1 vest of resistance, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 7): magic vestment and greater magic weapon.

Mission Four





Scouts:

Bullywug Warrior 1: male bullywug War1; CR 1; Medium humanoid (aquatic); HD (1d8)+4; hp 9; Init +2; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +1/+3; Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); Full Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +6, Ref +2, Will -1; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +0, Swim -2; Combat Reflexes. 


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


Possessions: studded leather armor, heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Ranger 2: male bullywug Rgr2; CR 2; Medium humanoid (aquatic); HD (2d8)+8; hp 18; Init +2; Spd 20 ft., swim 30 ft.; AC 19 [18], touch 12, flat-footed 17 [16] (+2 Dex, +4 [+3] armor, +3 natural); Base Atk/Grp: +2/+4; Atk +5 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +5 melee (1d4+2/19-20, masterwork dagger) or +5 ranged (1d6+2, masterwork javelin); Full Atk +5 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +5 melee (1d4+2/19-20, masterwork dagger) or +5 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +2); SQ Marsh move, wild empathy; AL CE; SV Fort +8, Ref +6, Will +1; Str 14, Dex 14, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +7, Move Silently +7, Spot +5, Survival +5, Swim +7; Point Blank Shot, Rapid Shot, Track. 


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


Possessions: masterwork studded leather armor, masterwork mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, 20 arrows, +1 vest of resistance, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 7): magic vestment and greater magic weapon.

Support:

Bullywug Warrior 1: male bullywug War1; CR 1; Medium humanoid (aquatic); HD (1d8)+4; hp 9; Init +2; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +1/+3; Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); Full Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +6, Ref +2, Will -1; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +0, Swim -2; Combat Reflexes. 


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


Possessions: studded leather armor, heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Barbarian: male bullywug Bbn2; CR 2; Medium humanoid (aquatic); HD (2d12)+10; hp 26; Init +2; Spd 30 ft., swim 30 ft.; AC 19, touch 12, flat-footed 19 (+2 Dex, +4 armor, +3 natural); Base Atk/Grp: +2/+4; Atk +5 melee (1d10+3, masterwork greatclub) or +4 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, masterwork javelin); Full Atk +5 melee (1d10+3, masterwork greatclub) or +4 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, masterwork javelin); SA Rage 1/day; SQ Marsh move, uncanny dodge; AL CE; SV Fort +8, Ref +2, Will -1; Str 14, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +7, Listen +4, Survival +2, Swim +4; Power Attack. 


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


Possessions: +1 studded leather armor, masterwork greatclub, dagger, 2 masterwork javelins, potion of expeditious retreat. 

Mission Six





Wave 1:

Minotaur: CR 4; Large monstrous humanoid; HD 6d8+12; hp 45; Init +0; Spd 30 ft.; AC 14, touch 9, flat-footed 14 (-1 size, +5 natural); Base Atk/Grp: +6/+14; Atk +9 melee (3d6+6/x3, greataxe) or +9 melee (1d8+4, gore); Full Atk +9/+4 melee (3d6+6/x3, greataxe) and +9 melee (1d8+2, gore); Space/Reach: 10 ft./10 ft.; SA: Powerful charge 4d6+6; SQ Darkvision 60 ft., natural cunning, scent; AL CE; SV Fort +6, Ref +5, Will +5; Str 19, Dex 10, Con 15, Int 7, Wis 10, Cha 8.


Skills and Feats: Intimidate +2, Listen +7, Search +2, Spot +7; Great Fortitude, Power Attack, Track. 


Powerful Charge (Ex):  A minotaur typically begins a battle by charging at an opponent, lowering its head to bring its mighty horns into play.  In addition to the normal benefits and hazards of a charge, this allows the beast to make a single gore attack with a +9 attack bonus that deals 4d6+6 points of damage.


Natural Cunning (Ex):  Although minotaurs are not especially intelligent, the possess innate cunning and logical ability.  This gives them immunity to maze spells, prevents them from ever becoming lost, and enables them to track enemies.  Further, they are never caught flat-footed.


Skills:  Minotaurs have a +4 racial bonus on Search, Spot, and Listen checks.

Wave 2:

Bullywug Warrior 1: male bullywug War1; CR 1; Medium humanoid (aquatic); HD (1d8)+4; hp 9; Init +2; Spd 30 [15] ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +1/+3; Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); Full Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +6, Ref +2, Will -1; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +0, Swim -2; Combat Reflexes. 


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


Possessions: studded leather armor, heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat, potion of levitate. 

Note:  Following spells are active (caster level): expeditious retreat (1), levitate (3).

Wave 3:

Bullywug Warrior 1: male bullywug War1; CR 1; Medium humanoid (aquatic); HD (1d8)+4; hp 9; Init +2; Spd 30 [15] ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +1/+3; Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); Full Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +6, Ref +2, Will -1; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +0, Swim -2; Combat Reflexes. 


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


Possessions: studded leather armor, heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Note:  Following spells are active (caster level): expeditious retreat (1).
Bullywug Barbarian: male bullywug Bbn2; CR 2; Medium humanoid (aquatic); HD (2d12)+10; hp 26; Init +2; Spd 60 [30] ft., swim 30 ft.; AC 19, touch 12, flat-footed 19 (+2 Dex, +4 armor, +3 natural); Base Atk/Grp: +2/+4; Atk +5 melee (1d10+3, masterwork greatclub) or +4 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, masterwork javelin); Full Atk +5 melee (1d10+3, masterwork greatclub) or +4 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, masterwork javelin); SA Rage 1/day; SQ Marsh move, uncanny dodge; AL CE; SV Fort +8, Ref +2, Will -1; Str 14, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +7, Listen +4, Survival +2, Swim +4; Power Attack. 


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


Possessions: +1 studded leather armor, masterwork greatclub, dagger, 2 masterwork javelins, potion of expeditious retreat. 

Note:  Following spells are active (caster level): expeditious retreat (1).
Bullywug Sorcerer: male bullywug Sor2; CR 2; Medium humanoid (aquatic); HD (2d4)+8; hp 12; Init +0; Spd 20 ft., swim 30 ft.; AC 17, touch 10, flat-footed 17 (+4 armor, +3 natural); Base Atk/Grp: +1/+0; Atk +1 melee (1d4-1, masterwork dagger); Full Atk +1 melee (1d4-1, masterwork dagger); SQ Marsh move; AL NE; SV Fort +4, Ref +0, Will +2; Str 8, Dex 10, Con 18, Int 6, Wis 8, Cha 14.


Skills and Feats: Concentration +9; Spell Focus (evocation). 


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


Sorcerer Spells Known 6/5; base DC = 12 + spell level):  0 – detect magic, mage hand, ray of frost, read magic, resistance; 1st — magic missile, ray of enfeeblement.


Possessions: masterwork dagger. 

Note:  Following spells are active (caster level): mage armor (1), fly (5), invisibility (3).

Wave 4:

Skeleton: CR 1/3; Medium undead; HD 1d12; hp 9; Init +5; Spd 30 ft.; AC 15, touch 11, flat-footed 14 (+1 Dex, +2 natural, +2 heavy wooden shield); Base Atk/Grp: +0/+1; Atk +1 melee (1d4+1, claw); Full Atk +1 melee (1d4+1, claw); Space/Reach: 5 ft./5 ft.; SQ Damage reduction 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits; AL NE; SV Fort +0, Ref +1, Will +2; Str 13, Dex 13, Con --, Int --, Wis 10, Cha 1.


Skills and Feats: Improved Initiative. 

Zombie: CR 1/2; Medium undead; HD 2d12+3; hp 20; Init -1; Spd 30 ft.; AC 11, touch 9, flat-footed 11 (-1 Dex, +2 natural); Base Atk/Grp: +1/+2; Atk +2 melee (1d6+1, slam) or +2 melee (1d6+1, club); Full Atk +2 melee (1d6+1, slam) or +2 melee (1d6+1, club); Space/Reach: 5 ft./5 ft.; SQ Single actions only, damage reduction 5/slashing, darkvision 60 ft., undead traits; AL NE; SV Fort +0, Ref -1, Will +3; Str 12, Dex 8, Con -, Int -, Wis 10, Cha 1.


Skills and Feats: Toughness. 


Single Actions Only (Ex):  Zombies have poor reflexes and can perform only a single move action or attack action each round.  A zombie can move up to its speed and attack in the same round, but only if it attempts a charge.

Wave 5:

Bullywug Rider: male bullywug Rgr1; CR 1; Medium humanoid (aquatic); HD (1d8)+5; hp 9; Init +2; Spd 20, swim 30 ft.; AC 18, touch 12, flat-footed 16 (+2 Dex, +3 armor, +3 natural); Base Atk/Grp: +1/+3; Atk +3 melee (1d8+3/x3, lance) or +3 melee (1d8+2/x3, battle axe) or +3 ranged (1d6+2/x3, mighty composite shortbow [Str +2]); Full Atk +3 melee (1d8+3/x3, lance) or +3 melee (1d8+2/x3, battle axe) or +3 ranged (1d6+2/x3, mighty composite shortbow [Str +2]); SA Favored enemy (human +2); SQ Marsh move, wild empathy; AL CE; SV Fort +7, Ref +4, Will +0; Str 14, Dex 14, Con 20, Int 6, Wis 10, Cha 6.


Skills and Feats: Handle Animal +2, Ride +8, Spot +4, Survival +4; Mounted Combat, Rapid Shot, Track. 


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


Possessions: masterwork studded leather armor, lance, battle axe, mighty composite shortbow [Str +2], 20 arrows. 

Enlarged Dire Toad: CR 3; Large animal; HD 4d8+16; hp 30; Init +1; Spd 60 ft.; AC 16, touch 11, flat-footed 15 (+1 Dex, +5 natural); Base Atk/Grp: +3/+7; Atk +9 melee (1d6+4 plus poison, bite) or +5 ranged (grapple, tongue); Full Atk +9 melee (1d6+4 plus poison, bite) or +5 ranged (grapple, tongue); Space/Reach: 5 ft./5 ft. (10 ft. w/tongue); SA: Improved grab, poison, swallow whole; SQ Low-light vision; AL N; SV Fort +8, Ref +5, Will +6; Str 18, Dex 12, Con 19, Int 2, Wis 15, Cha 7.


Skills and Feats: Hide +7, Jump +57, Listen +7, Spot +8; Alertness, Weapon Finesse (bite). 


Poison (Ex):  A dire toad delivers its poison (Fortitude save DC 14) with each successful bite attack.  The initial and secondary damage is the same (1d6 points of Constitution damage).


Improved Grab (Ex):  If a dire toad hits an opponent that is at least one size category smaller than itself with a bite attack or a tongue attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  If it gets a hold, it can try to swallow the opponent.  Alternatively, the dire toad has the option to conduct the grapple normally, or simply use its jaws to hold the opponent (-20 penalty on grapple check, but the dire toad is not considered grappled).  In either case, each successful grapple check it makes during consecutive rounds automatically deals bite damage.


Swallow Whole (Ex):  A dire toad can swallow a grabbed opponent that is at least one size category smaller than itself by making a successful grapple check.  Once inside the toad, the opponent takes 1d6 points of bludgeoning damage and 1d4 points of acid damage per round from the dire toad’s stomach.  A successful grapple check allows the swallowed creature to climb out of the stomach and return to the toad’s mouth, where another successful grapple check is needed to get free.  Alternatively, a swallowed creature can try to cut its way out with either claws or a light piercing or slashing weapon.  Dealing at least 10 points of damage to the gizzard (AC 13) in this way creates an opening large enough to permit escape.  Once a single swallowed creature exits, muscular action closes the hole; thus another swallowed opponent must cut its own way out.  A medium-size dire toad’s stomach can hold 2 Small or 8 Tiny or smaller opponents.

Note:  Following spells are active (caster level): expeditious retreat (1), jump (9).
Wave 6:

Bullywug Warrior 1: male bullywug War1; CR 1; Medium humanoid (aquatic); HD (1d8)+4; hp 9; Init +2; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +1/+3; Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); Full Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +6, Ref +2, Will -1; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +0, Swim -2; Combat Reflexes. 


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


Possessions: studded leather armor, heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Barbarian: male bullywug Bbn1; CR 1; Medium humanoid (aquatic); HD (1d12)+5; hp 13; Init +2; Spd 30 ft., swim 30 ft.; AC 18, touch 12, flat-footed 18 (+2 Dex, +3 armor, +3 natural); Base Atk/Grp: +1/+3; Atk +4 melee (1d10+3, masterwork greatclub) or +3 melee (1d4+2/19-20, dagger) or +4 ranged (1d6+2, masterwork javelin); Full Atk +4 melee (1d10+3, masterwork greatclub) or +3 melee (1d4+2/19-20, dagger) or +4 ranged (1d6+2, masterwork javelin); SA Rage 1/day; SQ Marsh move, uncanny dodge; AL CE; SV Fort +7, Ref +2, Will -1; Str 14, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +6, Listen +3, Survival +1, Swim +4; Power Attack. 


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


Possessions: masterwork studded leather armor, masterwork greatclub, dagger, 2 masterwork javelins, potion of expeditious retreat. 

Wave 7:

Bullywug Barbarian: male bullywug Bbn1; CR 1; Medium humanoid (aquatic); HD (1d12)+5; hp 13; Init +2; Spd 30 ft., swim 30 ft.; AC 18, touch 12, flat-footed 18 (+2 Dex, +3 armor, +3 natural); Base Atk/Grp: +1/+3; Atk +4 melee (1d10+3, masterwork greatclub) or +3 melee (1d4+2/19-20, dagger) or +4 ranged (1d6+2, masterwork javelin); Full Atk +4 melee (1d10+3, masterwork greatclub) or +3 melee (1d4+2/19-20, dagger) or +4 ranged (1d6+2, masterwork javelin); SA Rage 1/day; SQ Marsh move, uncanny dodge; AL CE; SV Fort +7, Ref +2, Will -1; Str 14, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +6, Listen +3, Survival +1, Swim +4; Power Attack. 


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


Possessions: masterwork studded leather armor, masterwork greatclub, dagger, 2 masterwork javelins, potion of expeditious retreat. 

Wave 8:

Bullywug Barbarian: male bullywug Bbn1; CR 1; Medium humanoid (aquatic); HD (1d12)+5; hp 13; Init +2; Spd 30 ft., swim 30 ft.; AC 18, touch 12, flat-footed 18 (+2 Dex, +3 armor, +3 natural); Base Atk/Grp: +1/+3; Atk +4 melee (1d10+3, masterwork greatclub) or +3 melee (1d4+2/19-20, dagger) or +4 ranged (1d6+2, masterwork javelin); Full Atk +4 melee (1d10+3, masterwork greatclub) or +3 melee (1d4+2/19-20, dagger) or +4 ranged (1d6+2, masterwork javelin); SA Rage 1/day; SQ Marsh move, uncanny dodge; AL CE; SV Fort +7, Ref +2, Will -1; Str 14, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +6, Listen +3, Survival +1, Swim +4; Power Attack. 


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


Possessions: masterwork studded leather armor, masterwork greatclub, dagger, 2 masterwork javelins, potion of expeditious retreat. 

Lizardfolk Barbarian: male lizardfolk Bbn2; CR 3; Medium humanoid (reptilian); HD (2d8)+(2d12)+16; hp 42; Init +0; Spd 30 ft.; AC 22, touch 10, flat-footed 22 (+5 armor, +2 shield, +5 natural armor); Base Atk/Grp: +3/+7; Atk +7 melee (1d6+4, club) or +7 melee (1d4+4, claw); Full Atk +7 melee (1d6+4, club) or +7 melee (1d4+4, 2 claws) and +2 melee (1d6+2, bite); SA Rage 1/day; SQ Hold breath, uncanny dodge; AL CN; SV Fort +7, Ref +3, Will +0; Str 18, Dex 10, Con 18, Int 8, Wis 10, Cha 10.


Skills and Feats: Jump +7, Survival +2, Swim +3; Power Attack, Cleave. 


Hold Breath (Ex): A lizardfolk can hold its breath for a number of rounds equal to four times its Constitution score before it risks drowning (see page 304 of the Dungeon Master’s Guide).


Skills: Because of their tails, lizardfolk have a +4 racial bonus on Jump, Swim, and Balance checks.


Possessions: masterwork dragonhide breastplate, darkwood heavy shield, club. 

Appendix Two – APL 4

Mission One





Scouts:

Bullywug Warrior 3: male bullywug War3; CR 3; Medium humanoid (aquatic); HD (3d8)+12; hp 27; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +3/+5; Atk +5 melee (1d6+2, club) or +5 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, javelin); Full Atk +5 melee (1d6+2, club) or +5 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +7, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +1, Swim +1; Combat Reflexes, Improved Initiative. 


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


Possessions: masterwork studded leather armor, masterwork heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Ranger 4: male bullywug Rgr4; CR 4; Medium humanoid (aquatic); HD (4d8)+16; hp 36; Init +2; Spd 20 ft., swim 30 ft.; AC 19 [18], touch 12, flat-footed 17 [16] (+2 Dex, +4 [+3] armor, +3 natural); Base Atk/Grp: +4/+6; Atk +7 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); Full Atk +7 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +2); SQ Marsh move, wild empathy; AL CE; SV Fort +9, Ref +7, Will +2; Str 14, Dex 15, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +9, Move Silently +9, Spot +7, Survival +7, Swim +9; Endurance, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: masterwork studded leather armor, masterwork mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +1 vest of resistance, 20 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 7): magic vestment and greater magic weapon.

Allies:

Bullywug Druid 4: female bullywug Drd4; CR 4; Medium humanoid (aquatic); HD (4d8)+8; hp 30; Init +4; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 21 [19], touch 10, flat-footed 21 [19] (+6 armor, +5 [+3] natural); Base Atk/Grp: +3/+3; Atk +4 melee (1d6, masterwork club) or +4 ranged (1d4, masterwork sling); Full Atk +4 melee (1d6, masterwork club) or +4 ranged (1d4, masterwork sling); SQ Marsh move, nature sense, resist nature’s lure, spontaneous casting, summoning, trackless step, wild empathy, woodland stride; AL NE; SV Fort +6, Ref +1, Will +6; Str 10, Dex 10, Con 14, Int 6, Wis 15, Cha 8.


Skills and Feats: Handle Animal +6, Spot +9; Improved Initiative, Natural Bond. 


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


Druid Spells Prepared 5/4/3; base DC = 12 + spell level):  0 – create water, cure minor wounds, know direction (x2), mending; 1st — charm animal, entangle, faerie fire, speak with animals; 2nd – barkskin, briar web, chill metal.


Possessions: +1 dragonhide breastplate, masterwork club, masterwork sling, 6 sling stones, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level in parentheses): barksin (4).

Crocodile Animal Companion: CR 2; Medium animal; HD 5d8+15; hp 41; Init +1; Spd 20 ft., swim 30 ft.; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural); Base Atk/Grp: +3/+8; Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Full Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +7, Ref +5, Will +2; Str 20, Dex 13, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +13; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Advanced Fiendish Vine Horror: CR 6; Large plant (aquatic); HD 7d8+42; hp 74; Init +0; Spd 30 ft., swim 20 ft; AC 19, touch 9, flat-footed 18 (-1 size, +10 natural); Base Atk/Grp: +5/+17; Atk +12 melee (2d6+8, slam); Full Atk +12 melee (2d6+8, 2 slams); Space/Reach: 10 ft./10 ft.; SA: Animate vines, smite good 1/day; SQ Damage reduction 5/bludgeoning and magic, darkvision 60 ft., malleability, plant traits, resistance to cold and fire 5, spell resistance 12; AL NE; SV Fort +11, Ref +2, Will +3; Str 26, Dex 10, Con 23, Int 9, Wis 13, Cha 10.


Skills and Feats: Hide +13*, Listen +3, Spot +3, Swim +16; Alertness, Blind-Fight, Improved Natural Attack (slam). 


Animate Vines (Sp):  A vine horror can use this ability to animate any single vine or similar kind of plant life within 90 feet.  An animated vine fights as an assassin vine in all respects (see the Monster Manual).  An animated vine loses its ability to fight if the vine horror that animated it is incapacitated or moves out of range.


Malleability (Ex):  Because of a vine horror’s unusual body structure, it can compress its body enough to squeeze through a 1-inch-wide crack.  Cracks and similar openings that are 1 inch or more in width do not slow the vine horror at all.


Smite Good (Su):  Once per day, the creature can make a normal melee attack to deal 7 points extra damage against a good foe.


Skills:  Vine horrors have a +8 racial bonus on any Swim check to perform some special action or avoid a hazard and can always choose to take 10 on Swim checks, even if distracted or endangered.  * Vine horrors have a +15 racial bonus on Hide checks in swamps or other areas with noticeable concentrations of algae.

Mission Two





Road:

Goblin Warrior: male goblin War1; CR 1; Small humanoid (goblinoid); HD (1d8)+2; hp 8; Init +4; Spd 30 ft.; AC 19, touch 15, flat-footed 15 (+1 size, +4 Dex, +3 armor, +1 shield); Base Atk/Grp: +1/-3; Atk +4 melee (1d6+1/19-20, masterwork longsword) or +4 melee (1d6+1, masterwork morningstar) or +7 ranged (1d4+1, masterwork javelin); Full Atk +4 melee (1d6+1/19-20, masterwork longsword) or +4 melee (1d6+1, masterwork morningstar) or +7 ranged (1d4+1, masterwork javelin); SQ Darkvision 60 ft.; AL CE; SV Fort +4, Ref +4, Will +0; Str 12, Dex 18, Con 14 Int 10, Wis 10, Cha 8.


Skills and Feats: Climb +5, Hide +8, Move Silently +8, Ride +12; Dodge. 


Skills: Goblins have a +4 racial bonus on Move Silently and Ride checks.


Possessions: masterwork studded leather armor, masterwork light shield, masterwork longsword, masterwork morningstar, 2 masterwork javelins, potion of expeditious retreat. 

Hobgoblin Cleric: male hobgoblin Clr3; CR 4; Medium humanoid (goblinoid); HD (3d8)+9; hp 25; Init +2; Spd 20 ft. (30 ft w/o armor); AC 19, touch 12, flat-footed 17 (+2 Dex, +5 armor, +2 shield); Base Atk/Grp: +2/+3; Atk +4 melee (1d8+1, masterwork morningstar) or +5 ranged (1d8/19-20, masterwork light crossbow); Full Atk +4 melee (1d8+1, masterwork morningstar) or +5 ranged (1d8/19-20, masterwork light crossbow); SA Rebuke undead 7/day; SQ Spontaneous casting; AL NE; SV Fort +5, Ref +2, Will +5; Str 12, Dex 14, Con 16, Int 10, Wis 16, Cha 10.


Skills and Feats: Concentration +9, Knowledge (religion) +3, Spellcraft +3; Divine Spell Power, Extra Turning. 


Cleric Spells Prepared 4/3+1/2+1; base DC = 13 + spell level):  0 – create water, cure minor wounds, detect magic, light; 1st — bless, cure light wounds, protection from good*, shield of faith; 2nd – shatter*, sound burst, spiritual weapon.


Possessions: masterwork breastplate, masterwork heavy steel shield, masterwork morningstar, masterwork light crossbow, 10 bolts, potion of bull’s strength, potion of expeditious retreat. 

Hobgoblin Fighter: male hobgoblin Ftr5; CR 6; Medium humanoid (goblinoid); HD (5d10)+15; hp 49; Init +3; Spd 20 ft. (30 ft w/o armor); AC 21, touch 13, flat-footed 18 (+3 Dex, +6 armor, +2 shield); Base Atk/Grp: +5/+8; Atk +10 melee (1d8+5/19-20, longsword) or +9 melee (1d6+3/19-20, short sword) or +9 melee (1d4+3/19-20, dagger) or +9 ranged (1d8+3, mighty composite longbow [Str +3]); Full Atk +10 melee (1d8+5/19-20, longsword) or +9 melee (1d6+3/19-20, short sword) or +9 melee (1d4+3/19-20, dagger) or +9 ranged (1d8+3, mighty composite longbow [Str +3]); SQ Darkvision 60 ft.; AL LE; SV Fort +7, Ref +4, Will +1; Str 16, Dex 16, Con 16, Int 12, Wis 10, Cha 10.


Skills and Feats: Intimidate +8, Jump +1, Sense Motive +4; Cleave, Combat Reflexes, Power Attack, Weapon Focus (longsword), Weapon Specialization (longsword). 


Possessions: +1 breastplate, masterwork heavy wooden shield, masterwork longsword, masterwork short sword, masterwork dagger, masterwork mighty composite longbow [Str +3], 20 arrows, potion of barkskin [+2], potion of bull’s strength, potion of expeditious retreat. 

Northeast and Southeast:

Kobold Warrior: female kobold War1; CR 1; Small humanoid (reptilian); HD (1d8)+2; hp 8; Init +3; Spd 30 ft.; AC 18, touch 14, flat-footed 15 (+1 size, +3 Dex, +2 armor, +1 shield, +1 natural); Base Atk/Grp: +1/-3; Atk +6 melee (1d4/19-20, masterwork short sword) or +6 melee (1d3/19-20, masterwork dagger) or +6 ranged (1d3, sling); Full Atk +6 melee (1d4/19-20, masterwork short sword) or +6 melee (1d3/19-20, masterwork dagger) or +6 ranged (1d3, sling); SQ Darkvision 60 ft., light sensitivity; AL LE; SV Fort +4, Ref +3, Will +0; Str 10, Dex 16, Con 14, Int 10, Wis 10, Cha 10.


Skills and Feats: Climb +4, Swim +4; Weapon Finesse. 


Light Sensitivity (Ex): Kobolds are dazzled in bright sunlight or within the radius of a daylight spell.


Skills: Kobolds have a +2 racial bonus on Craft (trapmaking), Profession (miner), and Search checks.


Possessions: masterwork leather armor, masterwork buckler, masterwork short sword, masterwork dagger, masterwork sling, 6 sling stones, potion of expeditious retreat. 

Kobold Rogue: female kobold Rog5; CR 5; Small humanoid (reptilian); HD (5d6); hp 23; Init +4; Spd 30 ft.; AC 19, touch 15, flat-footed 19 (+1 size, +4 Dex, +3 armor, +1 natural); Base Atk/Grp: +3/-1; Atk +9 melee (1d4, masterwork short sword) or +9 melee (1d3/19-20, masterwork dagger) or +9 ranged (1d4, masterwork composite shortbow); Full Atk +9 melee (1d4, masterwork short sword) or +9 melee (1d3/19-20, masterwork dagger) or +9 ranged (1d4, masterwork composite shortbow); SA Sneak attack +3d6; SQ Darkvision 60 ft., evasion, light sensitivity, trap sense +1, trapfinding, uncanny dodge; AL LE; SV Fort +1, Ref +8, Will +1; Str 10, Dex 18, Con 10, Int 12, Wis 10, Cha 10.


Skills and Feats: Craft (trapmaking) +9, Escape Artisit +12, Hide +16, Listen +8, Move Silently +12, Profession (miner) +8, Search +11, Spot +8, Tumble +12; Combat Reflexes, Weapon Finesse. 


Light Sensitivity (Ex): Kobolds are dazzled in bright sunlight or within the radius of a daylight spell.


Skills: Kobolds have a +2 racial bonus on Craft (trapmaking), Profession (miner), and Search checks.


Possessions: +1 leather, masterwork short sword, masterwork dagger, masterwork composite shortbow, 20 arrows, cloak of resistance +1, potion of bull’s strength, potion of expeditious retreat. 

Bullywug Ranger: male bullywug Rgr5; CR 5; Medium humanoid (aquatic); HD (5d8)+20; hp 45; Init +2; Spd 20 ft., swim 30 ft.; AC 19 [18], touch 12, flat-footed 17 [16] (+2 Dex, +4 [+3] armor, +3 natural); Base Atk/Grp: +5/+7; Atk +8 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +8 melee (1d4+2/19-20, masterwork dagger) or +8 ranged (1d6+2, masterwork javelin); Full Atk +8 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +8 melee (1d4+2/19-20, masterwork dagger) or +8 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +2); SQ Marsh move, wild empathy; AL CE; SV Fort +9, Ref +7, Will +2; Str 14, Dex 15, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +10, Move Silently +10, Spot +8, Survival +8, Swim +10; Endurance, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: masterwork studded leather armor, masterwork mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +1 vest of resistance, 20 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 7): magic vestment and greater magic weapon.

Scouts:

Bullywug Warrior 3: male bullywug War3; CR 3; Medium humanoid (aquatic); HD (3d8)+12; hp 27; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +3/+5; Atk +5 melee (1d6+2, club) or +5 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, javelin); Full Atk +5 melee (1d6+2, club) or +5 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +7, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +1, Swim +1; Combat Reflexes, Improved Initiative. 


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


Possessions: masterwork studded leather armor, masterwork heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Ranger 4: male bullywug Rgr4; CR 4; Medium humanoid (aquatic); HD (4d8)+16; hp 36; Init +2; Spd 20 ft., swim 30 ft.; AC 19 [18], touch 12, flat-footed 17 [16] (+2 Dex, +4 [+3] armor, +3 natural); Base Atk/Grp: +4/+6; Atk +7 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); Full Atk +7 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +2); SQ Marsh move, wild empathy; AL CE; SV Fort +9, Ref +7, Will +2; Str 14, Dex 15, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +9, Move Silently +9, Spot +7, Survival +7, Swim +9; Endurance, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: masterwork studded leather armor, masterwork mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +1 vest of resistance, 20 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 7): magic vestment and greater magic weapon.

Mission Three





Animals:

Spellwarped Giant Crocodile: CR 6; Huge animal; HD 7d8+42; hp 74; Init +2; Spd 20 ft., swim 30 ft.; AC 16, touch 10 flat-footed 17 (-2 size, +2 Dex, +9 natural); Base Atk/Grp: +5/+23; Atk +13 melee (2d8+15, bite) or +13 melee (1d12+15, tail slap); Full Atk +13 melee (2d8+15, bite) or +13 melee (1d12+15, tail slap); Space/Reach: 15 ft./10 ft.; SA: Improved grab; SQ Hold breath, low-light vision, spell absorption, spell resistance 18; AL N; SV Fort +11, Ref +7, Will +3; Str 31, Dex 14, Con 23, Int 5, Wis 12, Cha 2.


Skills and Feats: Hide +1*, Listen +5, Spot +5, Swim +16; Alertness, Endurance, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Spell Absorption (Su): Whenever a spell fails to penetrate this creature’s spell resistance, the creature gains one of the following benefits, chosen at the time the spell resolves.


Might: This creature gains a +4 enhancement bonus to Strength for 1 minute.


Agility: This creature gains a +4 enhancement bonus to Dexterity for 1 minute.


Endurance: This creature gains a +4 enhancement bonus to Constitution for 1 minute.


Life: This creature gains temporary hit points equal to 5 x the level of the failed spell.


Speed: This creature’s base speed increases by a number of feet equal to 5 x the level of the failed spell.


Resistance: This creature gains resistance 10 to one energy type (acid, cold, electricity, fire, or sonic).


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Scouts:

Bullywug Warrior 3: male bullywug War3; CR 3; Medium humanoid (aquatic); HD (3d8)+12; hp 27; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +3/+5; Atk +5 melee (1d6+2, club) or +5 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, javelin); Full Atk +5 melee (1d6+2, club) or +5 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +7, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +1, Swim +1; Combat Reflexes, Improved Initiative. 


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


Possessions: masterwork studded leather armor, masterwork heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Ranger 4: male bullywug Rgr4; CR 4; Medium humanoid (aquatic); HD (4d8)+16; hp 36; Init +2; Spd 20 ft., swim 30 ft.; AC 19 [18], touch 12, flat-footed 17 [16] (+2 Dex, +4 [+3] armor, +3 natural); Base Atk/Grp: +4/+6; Atk +7 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); Full Atk +7 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +2); SQ Marsh move, wild empathy; AL CE; SV Fort +9, Ref +7, Will +2; Str 14, Dex 15, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +9, Move Silently +9, Spot +7, Survival +7, Swim +9; Endurance, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: masterwork studded leather armor, masterwork mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +1 vest of resistance, 20 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 7): magic vestment and greater magic weapon.

Mission Four





Scouts:

Bullywug Warrior 3: male bullywug War3; CR 3; Medium humanoid (aquatic); HD (3d8)+12; hp 27; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +3/+5; Atk +5 melee (1d6+2, club) or +5 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, javelin); Full Atk +5 melee (1d6+2, club) or +5 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +7, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +1, Swim +1; Combat Reflexes, Improved Initiative. 


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


Possessions: masterwork studded leather armor, masterwork heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Ranger 4: male bullywug Rgr4; CR 4; Medium humanoid (aquatic); HD (4d8)+16; hp 36; Init +2; Spd 20 ft., swim 30 ft.; AC 19 [18], touch 12, flat-footed 17 [16] (+2 Dex, +4 [+3] armor, +3 natural); Base Atk/Grp: +4/+6; Atk +7 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); Full Atk +7 ranged (1d6+3/x3, masterwork mighty composite shortbow [str +2]) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +2); SQ Marsh move, wild empathy; AL CE; SV Fort +9, Ref +7, Will +2; Str 14, Dex 15, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +9, Move Silently +9, Spot +7, Survival +7, Swim +9; Endurance, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: masterwork studded leather armor, masterwork mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +1 vest of resistance, 20 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 7): magic vestment and greater magic weapon.

Support:

Bullywug Warrior 3: male bullywug War3; CR 3; Medium humanoid (aquatic); HD (3d8)+12; hp 27; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +3/+5; Atk +5 melee (1d6+2, club) or +5 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, javelin); Full Atk +5 melee (1d6+2, club) or +5 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +7, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +1, Swim +1; Combat Reflexes, Improved Initiative. 


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


Possessions: masterwork studded leather armor, masterwork heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Barbarian: male bullywug Bbn4; CR 4; Medium humanoid (aquatic); HD (4d12)+20; hp 51; Init +6; Spd 30 ft., swim 30 ft.; AC 19, touch 12, flat-footed 19 (+2 Dex, +4 armor, +3 natural); Base Atk/Grp: +4/+6; Atk +7 melee (1d10+3, masterwork greatclub) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); Full Atk +7 melee (1d10+3, masterwork greatclub) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); SA Rage 1/day; SQ Marsh move, trap sense +1, uncanny dodge; AL CE; SV Fort +10, Ref +4, Will +1; Str 15, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +9, Listen +6, Survival +3, Swim +5; Improved Initiative, Power Attack. 


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


Possessions: +1 studded leather armor, masterwork greatclub, masterwork dagger, 2 masterwork javelins, +1 vest of resistance, potion of expeditious retreat. 

Mission Six





Wave 1:

Minotaur: CR 4; Large monstrous humanoid; HD 6d8+12; hp 45; Init +0; Spd 30 ft.; AC 14, touch 9, flat-footed 14 (-1 size, +5 natural); Base Atk/Grp: +6/+14; Atk +9 melee (3d6+6/x3, greataxe) or +9 melee (1d8+4, gore); Full Atk +9/+4 melee (3d6+6/x3, greataxe) and +9 melee (1d8+2, gore); Space/Reach: 10 ft./10 ft.; SA: Powerful charge 4d6+6; SQ Darkvision 60 ft., natural cunning, scent; AL CE; SV Fort +6, Ref +5, Will +5; Str 19, Dex 10, Con 15, Int 7, Wis 10, Cha 8.


Skills and Feats: Intimidate +2, Listen +7, Search +2, Spot +7; Great Fortitude, Power Attack, Track. 


Powerful Charge (Ex):  A minotaur typically begins a battle by charging at an opponent, lowering its head to bring its mighty horns into play.  In addition to the normal benefits and hazards of a charge, this allows the beast to make a single gore attack with a +9 attack bonus that deals 4d6+6 points of damage.


Natural Cunning (Ex):  Although minotaurs are not especially intelligent, the possess innate cunning and logical ability.  This gives them immunity to maze spells, prevents them from ever becoming lost, and enables them to track enemies.  Further, they are never caught flat-footed.


Skills:  Minotaurs have a +4 racial bonus on Search, Spot, and Listen checks.

Wave 2:

Bullywug Warrior: male bullywug War2; CR 2; Medium humanoid (aquatic); HD (2d8)+8; hp 18; Init +2; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +2/+4; Atk +4 melee (1d6+2, club) or +4 melee (1d4+2/19-20, dagger) or +4 ranged (1d6+2, javelin); Full Atk +4 melee (1d6+2, club) or +4 melee (1d4+2/19-20, dagger) or +4 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +7, Ref +2, Will -1; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +1, Swim +0; Combat Reflexes. 


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


Possessions: masterwork studded leather armor, masterwork heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Barbarian: male bullywug Bbn4; CR 4; Medium humanoid (aquatic); HD (4d12)+20; hp 51; Init +6; Spd 30 ft., swim 30 ft.; AC 19, touch 12, flat-footed 19 (+2 Dex, +4 armor, +3 natural); Base Atk/Grp: +4/+6; Atk +7 melee (1d10+3, masterwork greatclub) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); Full Atk +7 melee (1d10+3, masterwork greatclub) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); SA Rage 1/day; SQ Marsh move, trap sense +1, uncanny dodge; AL CE; SV Fort +10, Ref +4, Will +1; Str 15, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +9, Listen +6, Survival +3, Swim +5; Improved Initiative, Power Attack. 


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


Possessions: +1 studded leather armor, masterwork greatclub, masterwork dagger, 2 masterwork javelins, +1 vest of resistance, potion of expeditious retreat. 

Bullywug Sorcerer: male bullywug Sor4; CR 4; Medium humanoid (aquatic); HD (4d4)+16; hp 24; Init +0; Spd 20 ft., swim 30 ft.; AC 22, touch 11, flat-footed 22 (+4 armor, +4 shield, +3 natural, +1 deflection); Base Atk/Grp: +2/+1; Atk +2 melee (1d4-1, masterwork dagger); Full Atk +2 melee (1d4-1, masterwork dagger); SQ Marsh move; AL NE; SV Fort +5, Ref +1, Will +3; Str 8, Dex 10, Con 18, Int 6, Wis 8, Cha 15.


Skills and Feats: Concentration +11; Spell Focus (evocation), Weapon Focus (ray). 


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


Sorcerer Spells Known 6/6/4; base DC = 12 + spell level):  0 – detect magic, mage hand, message, ray of frost, read magic, resistance; 1st — magic missile, ray of enfeeblement, shield; 2nd – melf’s acid arrow.


Possessions: masterwork dagger, ring of protection +1. 

Note:  Following spells are active (caster level): mage armor (1), fly (5), invisibility (3), shield (4).

Wave 3:

Bullywug Warrior: male bullywug War3; CR 3; Medium humanoid (aquatic); HD (3d8)+12; hp 27; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +3/+5; Atk +5 melee (1d6+2, club) or +5 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, javelin); Full Atk +5 melee (1d6+2, club) or +5 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +7, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +1, Swim +1; Combat Reflexes, Improved Initiative. 


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


Possessions: masterwork studded leather armor, masterwork heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Wave 4:

Wolf Skeleton: CR 1; Medium undead; HD 2d12; hp 18; Init +7; Spd 50 ft.; AC 15, touch 13, flat-footed 12 (+3 Dex, +2 natural); Base Atk/Grp: +1/+2; Atk +2 melee (1d4+1, bite); Full Atk +2 melee (1d4+1, bite); Space/Reach: 5 ft./5 ft.; SQ Damage reduction 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits; AL NE; SV Fort +0, Ref +3, Will +3; Str 13, Dex 17, Con --, Int --, Wis 10, Cha 1.


Skills and Feats: Improved Initiative. 

Zombie: CR 1/2; Medium undead; HD 2d12+3; hp 20; Init -1; Spd 30 ft.; AC 11, touch 9, flat-footed 11 (-1 Dex, +2 natural); Base Atk/Grp: +1/+2; Atk +2 melee (1d6+1, slam) or +2 melee (1d6+1, club); Full Atk +2 melee (1d6+1, slam) or +2 melee (1d6+1, club); Space/Reach: 5 ft./5 ft.; SQ Single actions only, damage reduction 5/slashing, darkvision 60 ft., undead traits; AL NE; SV Fort +0, Ref -1, Will +3; Str 12, Dex 8, Con -, Int -, Wis 10, Cha 1.


Skills and Feats: Toughness. 


Single Actions Only (Ex):  Zombies have poor reflexes and can perform only a single move action or attack action each round.  A zombie can move up to its speed and attack in the same round, but only if it attempts a charge.

Wave 5:

Bullywug Rider: male bullywug Rgr2; CR 2; Medium humanoid (aquatic); HD (2d8)+10; hp 20; Init +2; Spd 20, swim 30 ft.; AC 18, touch 12, flat-footed 16 (+2 Dex, +3 armor, +3 natural); Base Atk/Grp: +2/+4; Atk +4 melee (1d8+3/x3, lance) or +4 melee (1d8+2/x3, battle axe) or +4 ranged (1d6+2/x3, mighty composite shortbow [Str +2]); Full Atk +4 melee (1d8+3/x3, lance) or +4 melee (1d8+2/x3, battle axe) or +4 ranged (1d6+2/x3, mighty composite shortbow [Str +2]); SA Favored enemy (human +2); SQ Marsh move, wild empathy; AL CE; SV Fort +8, Ref +5, Will +0; Str 14, Dex 14, Con 20, Int 6, Wis 10, Cha 6.


Skills and Feats: Handle Animal +3, Ride +9, Spot +5, Survival +5; Mounted Combat, Rapid Shot, Track. 


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


Possessions: masterwork studded leather armor, lance, battle axe, mighty composite shortbow [Str +2], 20 arrows. 

Enlarged Dire Toad: CR 3; Large animal; HD 4d8+16; hp 30; Init +1; Spd 60 ft.; AC 16, touch 11, flat-footed 15 (+1 Dex, +5 natural); Base Atk/Grp: +3/+7; Atk +9 melee (1d6+4 plus poison, bite) or +5 ranged (grapple, tongue); Full Atk +9 melee (1d6+4 plus poison, bite) or +5 ranged (grapple, tongue); Space/Reach: 5 ft./5 ft. (10 ft. w/tongue); SA: Improved grab, poison, swallow whole; SQ Low-light vision; AL N; SV Fort +8, Ref +5, Will +6; Str 18, Dex 12, Con 19, Int 2, Wis 15, Cha 7.


Skills and Feats: Hide +7, Jump +57, Listen +7, Spot +8; Alertness, Weapon Finesse (bite). 


Poison (Ex):  A dire toad delivers its poison (Fortitude save DC 14) with each successful bite attack.  The initial and secondary damage is the same (1d6 points of Constitution damage).


Improved Grab (Ex):  If a dire toad hits an opponent that is at least one size category smaller than itself with a bite attack or a tongue attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  If it gets a hold, it can try to swallow the opponent.  Alternatively, the dire toad has the option to conduct the grapple normally, or simply use its jaws to hold the opponent (-20 penalty on grapple check, but the dire toad is not considered grappled).  In either case, each successful grapple check it makes during consecutive rounds automatically deals bite damage.


Swallow Whole (Ex):  A dire toad can swallow a grabbed opponent that is at least one size category smaller than itself by making a successful grapple check.  Once inside the toad, the opponent takes 1d6 points of bludgeoning damage and 1d4 points of acid damage per round from the dire toad’s stomach.  A successful grapple check allows the swallowed creature to climb out of the stomach and return to the toad’s mouth, where another successful grapple check is needed to get free.  Alternatively, a swallowed creature can try to cut its way out with either claws or a light piercing or slashing weapon.  Dealing at least 10 points of damage to the gizzard (AC 13) in this way creates an opening large enough to permit escape.  Once a single swallowed creature exits, muscular action closes the hole; thus another swallowed opponent must cut its own way out.  A medium-size dire toad’s stomach can hold 2 Small or 8 Tiny or smaller opponents.

Note:  Following spells are active (caster level): expeditious retreat (1), jump (9).
Wave 6:

Bullywug Warrior: male bullywug War1; CR 1; Medium humanoid (aquatic); HD (1d8)+4; hp 9; Init +2; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +1/+3; Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); Full Atk +3 melee (1d6+2, club) or +3 melee (1d4+2/19-20, dagger) or +3 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +6, Ref +2, Will -1; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +0, Swim -2; Combat Reflexes. 


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


Possessions: studded leather armor, heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Barbarian: male bullywug Bbn2; CR 2; Medium humanoid (aquatic); HD (2d12)+10; hp 26; Init +2; Spd 30 ft., swim 30 ft.; AC 19, touch 12, flat-footed 19 (+2 Dex, +4 armor, +3 natural); Base Atk/Grp: +2/+4; Atk +5 melee (1d10+3, masterwork greatclub) or +4 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, masterwork javelin); Full Atk +5 melee (1d10+3, masterwork greatclub) or +4 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, masterwork javelin); SA Rage 1/day; SQ Marsh move, uncanny dodge; AL CE; SV Fort +8, Ref +2, Will -1; Str 14, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +7, Listen +4, Survival +2, Swim +4; Power Attack. 


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


Possessions: +1 studded leather armor, masterwork greatclub, dagger, 2 masterwork javelins, potion of expeditious retreat. 

Wave 7:

Bullywug Barbarian: male bullywug Bbn2; CR 2; Medium humanoid (aquatic); HD (2d12)+10; hp 26; Init +2; Spd 30 ft., swim 30 ft.; AC 19, touch 12, flat-footed 19 (+2 Dex, +4 armor, +3 natural); Base Atk/Grp: +2/+4; Atk +5 melee (1d10+3, masterwork greatclub) or +4 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, masterwork javelin); Full Atk +5 melee (1d10+3, masterwork greatclub) or +4 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, masterwork javelin); SA Rage 1/day; SQ Marsh move, uncanny dodge; AL CE; SV Fort +8, Ref +2, Will -1; Str 14, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +7, Listen +4, Survival +2, Swim +4; Power Attack. 


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


Possessions: +1 studded leather armor, masterwork greatclub, dagger, 2 masterwork javelins, potion of expeditious retreat. 

Wave 8:

Bullywug Barbarian: male bullywug Bbn2; CR 2; Medium humanoid (aquatic); HD (2d12)+10; hp 26; Init +2; Spd 30 ft., swim 30 ft.; AC 19, touch 12, flat-footed 19 (+2 Dex, +4 armor, +3 natural); Base Atk/Grp: +2/+4; Atk +5 melee (1d10+3, masterwork greatclub) or +4 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, masterwork javelin); Full Atk +5 melee (1d10+3, masterwork greatclub) or +4 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, masterwork javelin); SA Rage 1/day; SQ Marsh move, uncanny dodge; AL CE; SV Fort +8, Ref +2, Will -1; Str 14, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +7, Listen +4, Survival +2, Swim +4; Power Attack. 


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


Possessions: +1 studded leather armor, masterwork greatclub, dagger, 2 masterwork javelins, potion of expeditious retreat. 

Lizardfolk Barbarian: male lizardfolk Bbn4; CR 5; Medium humanoid (reptilian); HD (2d8)+(4d12)+24; hp 66; Init +0; Spd 30 ft.; AC 22, touch 10, flat-footed 22 (+5 armor, +2 shield, +5 natural armor); Base Atk/Grp: +5/+9; Atk +10 melee (1d6+4, club) or +9 melee (1d4+4, claw); Full Atk +10 melee (1d6+4, club) or +9 melee (1d4+4, 2 claws) and +4 melee (1d6+2, bite); SA Rage 2/day; SQ Hold breath, trap sense +1, uncanny dodge; AL CN; SV Fort +8, Ref +4, Will +3; Str 19, Dex 10, Con 18, Int 8, Wis 10, Cha 10.


Skills and Feats: Jump +9, Survival +4, Swim +5; Cleave, Iron Will, Power Attack. 


Hold Breath (Ex): A lizardfolk can hold its breath for a number of rounds equal to four times its Constitution score before it risks drowning (see page 304 of the Dungeon Master’s Guide).


Skills: Because of their tails, lizardfolk have a +4 racial bonus on Jump, Swim, and Balance checks.


Possessions: masterwork dragonhide breastplate, darkwood heavy shield, masterwork club. 

Appendix Three – APL 6

Mission One





Scouts:

Bullywug Warrior 5: male bullywug War5; CR 5; Medium humanoid (aquatic); HD (5d8)+20; hp 45; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 21, touch 12, flat-footed 19 (+2 Dex, +4 armor, +2 shield, +3 natural); Base Atk/Grp: +5/+7; Atk +8 melee (1d6+2, masterwork club) or +7 melee (1d4+2/19-20, dagger) or +7 ranged (1d6+2, javelin); Full Atk +8 melee (1d6+2, masterwork club) or +7 melee (1d4+2/19-20, dagger) or +7 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +8, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +3, Swim +3; Combat Reflexes, Improved Initiative. 


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


Possessions: +1 studded leather armor, masterwork heavy wooden shield, masterwork club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Ranger 6: male bullywug Rgr6; CR 6; Medium humanoid (aquatic); HD (6d8)+24; hp 54; Init +2; Spd 20 ft., swim 30 ft.; AC 20 [19], touch 12, flat-footed 18 [17] (+2 Dex, +5 [+4] armor, +3 natural); Base Atk/Grp: +6/+8; Atk +10 [+9] ranged (1d6+4/x3, +1 mighty composite shortbow [str +2]) or +9 melee (1d4+2/19-20, masterwork dagger) or +9 ranged (1d6+2, masterwork javelin); Full Atk +10/+5 [+9/+4] ranged (1d6+2/x3, +1 mighty composite shortbow [str +2]) or +9/+4 melee (1d4+2/19-20, masterwork dagger) or +9/+4 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +6, dwarf +3); SQ Marsh move, wild empathy; AL CE; SV Fort +10, Ref +8, Will +3; Str 14, Dex 15, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +11, Move Silently +11, Spot +9, Survival +9, Swim +11; Endurance, Improved Favored Enemy, Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: +1 studded leather armor, +1 mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +1 vest of resistance, 20 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 8): magic vestment and greater magic weapon.

Crocodile Animal Companion: CR 2; Medium animal; HD 5d8+15; hp 41; Init +1; Spd 20 ft., swim 30 ft.; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural); Base Atk/Grp: +3/+8; Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Full Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +7, Ref +5, Will +2; Str 20, Dex 13, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +13; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Allies:

Bullywug Druid 6: female bullywug Drd6; CR 6; Medium humanoid (aquatic); HD (6d8)+12; hp 45; Init +4; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 23 [20], touch 11, flat-footed 23 [20] (+6 armor, +6 [+3] natural, +1 deflection); Base Atk/Grp: +4/+4; Atk +5 melee (1d6, masterwork club) or +5 ranged (1d4, masterwork sling); Full Atk +5 melee (1d6, masterwork club) or +5 ranged (1d4, masterwork sling); SQ Marsh move, nature sense, resist nature’s lure, spontaneous casting, summoning, trackless step, wild empathy, wild shape (small to medium) 2/day, woodland stride; AL NE; SV Fort +8, Ref +3, Will +8; Str 10, Dex 10, Con 14, Int 6, Wis 15, Cha 8.


Skills and Feats: Handle Animal +8, Spot +11; Improved Initiative, Natural Bond, Natural Spell. 


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


Druid Spells Prepared 5/4/4/2; base DC = 12 + spell level):  0 – create water, cure minor wounds, know direction (x2), mending; 1st — charm animal, entangle, faerie fire, speak with animals; 2nd – barkskin, briar web, chill metal, heat metal; 3rd – greater magic fang, speak with plants.


Possessions: +1 dragonhide breastplate, masterwork club, masterwork sling, 6 sling stones, +1 ring of protection, +1 vest of resistance, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level in parentheses): barksin (6)

Crocodile Animal Companion: CR 2; Medium animal; HD 5d8+15; hp 41; Init +1; Spd 20 ft., swim 30 ft.; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural); Base Atk/Grp: +3/+8; Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Full Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +7, Ref +5, Will +2; Str 20, Dex 13, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +13; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Advanced Fiendish Vine Horror: CR 8; Huge plant (aquatic); HD 16d8+144; hp 204; Init +0; Spd 30 ft., swim 20 ft; AC 21, touch 8, flat-footed 21 (-2 size, +13 natural); Base Atk/Grp: +12/+32; Atk +23 melee (3d6+12/19-20, slam); Full Atk +23 melee (3d6+12/19-20, 2 slams); Space/Reach: 15 ft./15 ft.; SA: Animate vines, smite good 1/day; SQ Damage reduction 5/bludgeoning and magic, darkvision 60 ft., malleability, plant traits, resistance to cold and fire 10, spell resistance 21; AL NE; SV Fort +19, Ref +5, Will +7; Str 34, Dex 10, Con 28, Int 9, Wis 14, Cha 10.


Skills and Feats: Hide +18*, Listen +3, Spot +3, Swim +16; Alertness, Blind-Fight, Improved Critical (slam), Improved Natural Attack (slam), Weapon Focus (slam). 


Animate Vines (Sp):  A vine horror can use this ability to animate any single vine or similar kind of plant life within 90 feet.  An animated vine fights as an assassin vine in all respects (see the Monster Manual).  An animated vine loses its ability to fight if the vine horror that animated it is incapacitated or moves out of range.


Malleability (Ex):  Because of a vine horror’s unusual body structure, it can compress its body enough to squeeze through a 1-inch-wide crack.  Cracks and similar openings that are 1 inch or more in width do not slow the vine horror at all.


Smite Good (Su):  Once per day, the creature can make a normal melee attack to deal 16 points extra damage against a good foe.


Skills:  Vine horrors have a +8 racial bonus on any Swim check to perform some special action or avoid a hazard and can always choose to take 10 on Swim checks, even if distracted or endangered.  * Vine horrors have a +15 racial bonus on Hide checks in swamps or other areas with noticeable concentrations of algae.

Mission Two





Road:

Goblin Warrior: male goblin War3; CR 3; Small humanoid (goblinoid); HD (3d8)+6; hp 23; Init +4; Spd 30 ft.; AC 21, touch 15, flat-footed 17 (+1 size, +4 Dex, +4 armor, +2 shield); Base Atk/Grp: +3/+0; Atk +6 melee (1d6+2/19-20, masterwork longsword) or +6 melee (1d6+1, masterwork morningstar) or +9 ranged (1d4+1, masterwork javelin); Full Atk +6 melee (1d6+2/19-20, masterwork longsword) or +6 melee (1d6+1, masterwork morningstar) or +9 ranged (1d4+1, masterwork javelin); SQ Darkvision 60 ft.; AL CE; SV Fort +5, Ref +5, Will +1; Str 12, Dex 18, Con 14 Int 10, Wis 10, Cha 8.


Skills and Feats: Climb +7, Hide +8, Move Silently +8, Ride +14; Combat Reflexes, Dodge. 


Skills: Goblins have a +4 racial bonus on Move Silently and Ride checks.


Possessions: +1 studded leather armor, +1 light shield, +1 longsword, masterwork morningstar, 2 masterwork javelins, potion of expeditious retreat. 

Hobgoblin Cleric: male hobgoblin Clr5; CR 6; Medium humanoid (goblinoid); HD (5d8)+15; hp 41; Init +2; Spd 20 ft. (30 ft w/o armor); AC 20, touch 12, flat-footed 19 (+2 Dex, +6 armor, +2 shield); Base Atk/Grp: +3/+4; Atk +5 melee (1d8+1, masterwork morningstar) or +6 ranged (1d8/19-20, masterwork light crossbow); Full Atk +5 melee (1d8+1, masterwork morningstar) or +6 ranged (1d8/19-20, masterwork light crossbow); SA Rebuke undead 7/day; SQ Spontaneous casting; AL NE; SV Fort +8, Ref +4, Will +8; Str 12, Dex 14, Con 16, Int 10, Wis 17, Cha 10.


Skills and Feats: Concentration +11, Knowledge (religion) +4, Spellcraft +4; Divine Spell Power, Extra Turning. 


Cleric Spells Prepared 5/4+1/3+1/2+1; base DC = 13 + spell level):  0 – create water, cure minor wounds, detect magic, guidance, light; 1st — bless, cure light wounds, protection from good*, shield of faith (x2); 2nd – hold person, shatter*, sound burst, spiritual weapon; 3rd – contagion*, cure serious wounds, magic vestment.


Possessions: +1 breastplate, masterwork heavy steel shield, masterwork morningstar, masterwork light crossbow, 10 bolts, cloak of resistance +1, rod of lesser silence, potion of bull’s strength, potion of expeditious retreat. 

Hobgoblin Fighter: male hobgoblin Ftr5/Tct2; CR 8; Medium humanoid (goblinoid); HD (7d10)+28; hp 74; Init +3; Spd 20 ft. (30 ft w/o armor); AC 22, touch 13, flat-footed 19 (+3 Dex, +6 armor, +3 shield); Base Atk/Grp: +7/+10; Atk +12 melee (1d8+5/19-20, longsword) or +11 melee (1d6+3/19-20, short sword) or +11 melee (1d4+3/19-20, dagger) or +11 ranged (1d8+3, mighty composite longbow [Str +3]); Full Atk +12/+7 melee (1d8+5/19-20, longsword) or +11/+6 melee (1d6+3/19-20, short sword) or +11/+6 melee (1d4+3/19-20, dagger) or +11/+6 ranged (1d8+3, mighty composite longbow [Str +3]); SA Flanker; SQ Darkvision 60 ft.; AL LE; SV Fort +11, Ref +5, Will +2; Str 16, Dex 16, Con 16, Int 12, Wis 10, Cha 10.


Skills and Feats: Intimidate +10, Jump +3, Sense Motive +6; Cleave, Combat Reflexes, Improved Toughness, Power Attack, Sidestep, Weapon Focus (longsword), Weapon Specialization (longsword). 


Possessions: +1 breastplate, +1 heavy wooden shield, masterwork longsword, masterwork short sword, masterwork dagger, masterwork mighty composite longbow [Str +3], 20 arrows, cloak of resistance +1, potion of barkskin [+3], potion of bull’s strength, potion of expeditious retreat. 

Northeast and Southeast:

Kobold Warrior: female kobold War3; CR 3; Small humanoid (reptilian); HD (3d8)+6; hp 23; Init +7; Spd 30 ft.; AC 18, touch 14, flat-footed 15 (+1 size, +3 Dex, +2 armor, +1 shield, +1 natural); Base Atk/Grp: +3/-1; Atk +8 melee (1d4/19-20, masterwork short sword) or +8 melee (1d3/19-20, masterwork dagger) or +8 ranged (1d3, sling); Full Atk +8 melee (1d4/19-20, masterwork short sword) or +8 melee (1d3/19-20, masterwork dagger) or +8 ranged (1d3, sling); SQ Darkvision 60 ft., light sensitivity; AL LE; SV Fort +6, Ref +5, Will +2; Str 10, Dex 16, Con 14, Int 10, Wis 10, Cha 10.


Skills and Feats: Climb +6, Swim +6; Improved Initiative, Weapon Finesse. 


Light Sensitivity (Ex): Kobolds are dazzled in bright sunlight or within the radius of a daylight spell.


Skills: Kobolds have a +2 racial bonus on Craft (trapmaking), Profession (miner), and Search checks.


Possessions: masterwork leather armor, masterwork buckler, masterwork short sword, masterwork dagger, masterwork sling, 6 sling stones, cloak of resistance +1, potion of bull’s strength, potion of expeditious retreat. 

Kobold Rogue: female kobold Rog7; CR 7; Small humanoid (reptilian); HD (7d6); hp 32; Init +4; Spd 30 ft.; AC 21, touch 16, flat-footed 21 (+1 size, +4 Dex, +4 armor, +1 natural, +1 deflection); Base Atk/Grp: +5/+1; Atk +11 melee (1d6+1, +1 spiked chain) or +11 melee (1d3/19-20, masterwork dagger) or +11 ranged (1d4, masterwork composite shortbow); Full Atk +11 melee (1d6+1, +1 spiked chain) or +11 melee (1d3/19-20, masterwork dagger) or +11 ranged (1d4, masterwork composite shortbow); SA Sneak attack +4d6; SQ Darkvision 60 ft., evasion, light sensitivity, trap sense +2, trapfinding, uncanny dodge; AL LE; SV Fort +3, Ref +10, Will +3; Str 10, Dex 19, Con 10, Int 12, Wis 10, Cha 10.


Skills and Feats: Craft (trapmaking) +11, Escape Artisit +14, Hide +18, Listen +10, Move Silently +14, Profession (miner) +10, Search +13, Spot +10, Tumble +14; Combat Reflexes, Exotic Weapon Proficiency (spiked chain), Weapon Finesse. 


Light Sensitivity (Ex): Kobolds are dazzled in bright sunlight or within the radius of a daylight spell.


Skills: Kobolds have a +2 racial bonus on Craft (trapmaking), Profession (miner), and Search checks.


Possessions: +2 leather, +1 spiked chain, masterwork dagger, masterwork composite shortbow, 20 arrows, ring of protection +1, cloak of resistance +1, potion of bull’s strength, potion of expeditious retreat. 

Bullywug Ranger: male bullywug Rgr7; CR 7; Medium humanoid (aquatic); HD (7d8)+28; hp 63; Init +2; Spd 20 ft., swim 30 ft.; AC 20 [19], touch 12, flat-footed 18 [17] (+2 Dex, +5 [+4] armor, +3 natural); Base Atk/Grp: +7/+9; Atk +11 [+10] ranged (1d6+4/x3, +1 mighty composite shortbow [str +2]) or +10 melee (1d4+2/19-20, masterwork dagger) or +10 ranged (1d6+2, masterwork javelin); Full Atk +11/+6 [+10/+5] ranged (1d6+2/x3, +1 mighty composite shortbow [str +2]) or +10/+5 melee (1d4+2/19-20, masterwork dagger) or +10/+5 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +6, dwarf +3); SQ Marsh move, wild empathy; AL CE; SV Fort +10, Ref +8, Will +3; Str 14, Dex 15, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +12, Move Silently +12, Spot +10, Survival +10, Swim +12; Endurance, Improved Favored Enemy, Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: +1 studded leather armor, +1 mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +1 vest of resistance, 20 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 8): magic vestment and greater magic weapon.

Crocodile Animal Companion: CR 2; Medium animal; HD 5d8+15; hp 41; Init +1; Spd 20 ft., swim 30 ft.; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural); Base Atk/Grp: +3/+8; Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Full Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +7, Ref +5, Will +2; Str 20, Dex 13, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +13; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Scouts:

Bullywug Warrior 5: male bullywug War5; CR 5; Medium humanoid (aquatic); HD (5d8)+20; hp 45; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 21, touch 12, flat-footed 19 (+2 Dex, +4 armor, +2 shield, +3 natural); Base Atk/Grp: +5/+7; Atk +8 melee (1d6+2, masterwork club) or +7 melee (1d4+2/19-20, dagger) or +7 ranged (1d6+2, javelin); Full Atk +8 melee (1d6+2, masterwork club) or +7 melee (1d4+2/19-20, dagger) or +7 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +8, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +3, Swim +3; Combat Reflexes, Improved Initiative. 


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


Possessions: +1 studded leather armor, masterwork heavy wooden shield, masterwork club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Ranger 6: male bullywug Rgr6; CR 6; Medium humanoid (aquatic); HD (6d8)+24; hp 54; Init +2; Spd 20 ft., swim 30 ft.; AC 20 [19], touch 12, flat-footed 18 [17] (+2 Dex, +5 [+4] armor, +3 natural); Base Atk/Grp: +6/+8; Atk +10 [+9] ranged (1d6+4/x3, +1 mighty composite shortbow [str +2]) or +9 melee (1d4+2/19-20, masterwork dagger) or +9 ranged (1d6+2, masterwork javelin); Full Atk +10/+5 [+9/+4] ranged (1d6+2/x3, +1 mighty composite shortbow [str +2]) or +9/+4 melee (1d4+2/19-20, masterwork dagger) or +9/+4 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +6, dwarf +3); SQ Marsh move, wild empathy; AL CE; SV Fort +10, Ref +8, Will +3; Str 14, Dex 15, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +11, Move Silently +11, Spot +9, Survival +9, Swim +11; Endurance, Improved Favored Enemy, Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: +1 studded leather armor, +1 mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +1 vest of resistance, 20 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 8): magic vestment and greater magic weapon.

Crocodile Animal Companion: CR 2; Medium animal; HD 5d8+15; hp 41; Init +1; Spd 20 ft., swim 30 ft.; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural); Base Atk/Grp: +3/+8; Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Full Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +7, Ref +5, Will +2; Str 20, Dex 13, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +13; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Mission Three





Animals:

Spellwarped Giant Crocodile: CR 6; Huge animal; HD 7d8+42; hp 74; Init +2; Spd 20 ft., swim 30 ft.; AC 16, touch 10 flat-footed 17 (-2 size, +2 Dex, +9 natural); Base Atk/Grp: +5/+23; Atk +13 melee (2d8+15, bite) or +13 melee (1d12+15, tail slap); Full Atk +13 melee (2d8+15, bite) or +13 melee (1d12+15, tail slap); Space/Reach: 15 ft./10 ft.; SA: Improved grab; SQ Hold breath, low-light vision, spell absorption, spell resistance 18; AL N; SV Fort +11, Ref +7, Will +3; Str 31, Dex 14, Con 23, Int 5, Wis 12, Cha 2.


Skills and Feats: Hide +1*, Listen +5, Spot +5, Swim +16; Alertness, Endurance, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Spell Absorption (Su): Whenever a spell fails to penetrate this creature’s spell resistance, the creature gains one of the following benefits, chosen at the time the spell resolves.


Might: This creature gains a +4 enhancement bonus to Strength for 1 minute.


Agility: This creature gains a +4 enhancement bonus to Dexterity for 1 minute.


Endurance: This creature gains a +4 enhancement bonus to Constitution for 1 minute.


Life: This creature gains temporary hit points equal to 5 x the level of the failed spell.


Speed: This creature’s base speed increases by a number of feet equal to 5 x the level of the failed spell.


Resistance: This creature gains resistance 10 to one energy type (acid, cold, electricity, fire, or sonic).


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Scouts:

Bullywug Warrior 5: male bullywug War5; CR 5; Medium humanoid (aquatic); HD (5d8)+20; hp 45; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 21, touch 12, flat-footed 19 (+2 Dex, +4 armor, +2 shield, +3 natural); Base Atk/Grp: +5/+7; Atk +8 melee (1d6+2, masterwork club) or +7 melee (1d4+2/19-20, dagger) or +7 ranged (1d6+2, javelin); Full Atk +8 melee (1d6+2, masterwork club) or +7 melee (1d4+2/19-20, dagger) or +7 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +8, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +3, Swim +3; Combat Reflexes, Improved Initiative. 


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


Possessions: +1 studded leather armor, masterwork heavy wooden shield, masterwork club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Ranger 6: male bullywug Rgr6; CR 6; Medium humanoid (aquatic); HD (6d8)+24; hp 54; Init +2; Spd 20 ft., swim 30 ft.; AC 20 [19], touch 12, flat-footed 18 [17] (+2 Dex, +5 [+4] armor, +3 natural); Base Atk/Grp: +6/+8; Atk +10 [+9] ranged (1d6+4/x3, +1 mighty composite shortbow [str +2]) or +9 melee (1d4+2/19-20, masterwork dagger) or +9 ranged (1d6+2, masterwork javelin); Full Atk +10/+5 [+9/+4] ranged (1d6+2/x3, +1 mighty composite shortbow [str +2]) or +9/+4 melee (1d4+2/19-20, masterwork dagger) or +9/+4 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +6, dwarf +3); SQ Marsh move, wild empathy; AL CE; SV Fort +10, Ref +8, Will +3; Str 14, Dex 15, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +11, Move Silently +11, Spot +9, Survival +9, Swim +11; Endurance, Improved Favored Enemy, Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: +1 studded leather armor, +1 mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +1 vest of resistance, 20 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 8): magic vestment and greater magic weapon.

Crocodile Animal Companion: CR 2; Medium animal; HD 5d8+15; hp 41; Init +1; Spd 20 ft., swim 30 ft.; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural); Base Atk/Grp: +3/+8; Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Full Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +7, Ref +5, Will +2; Str 20, Dex 13, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +13; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Mission Four





Scouts:

Bullywug Warrior 5: male bullywug War5; CR 5; Medium humanoid (aquatic); HD (5d8)+20; hp 45; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 21, touch 12, flat-footed 19 (+2 Dex, +4 armor, +2 shield, +3 natural); Base Atk/Grp: +5/+7; Atk +8 melee (1d6+2, masterwork club) or +7 melee (1d4+2/19-20, dagger) or +7 ranged (1d6+2, javelin); Full Atk +8 melee (1d6+2, masterwork club) or +7 melee (1d4+2/19-20, dagger) or +7 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +8, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +3, Swim +3; Combat Reflexes, Improved Initiative. 


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


Possessions: +1 studded leather armor, masterwork heavy wooden shield, masterwork club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Ranger 6: male bullywug Rgr6; CR 6; Medium humanoid (aquatic); HD (6d8)+24; hp 54; Init +2; Spd 20 ft., swim 30 ft.; AC 20 [19], touch 12, flat-footed 18 [17] (+2 Dex, +5 [+4] armor, +3 natural); Base Atk/Grp: +6/+8; Atk +10 [+9] ranged (1d6+4/x3, +1 mighty composite shortbow [str +2]) or +9 melee (1d4+2/19-20, masterwork dagger) or +9 ranged (1d6+2, masterwork javelin); Full Atk +10/+5 [+9/+4] ranged (1d6+2/x3, +1 mighty composite shortbow [str +2]) or +9/+4 melee (1d4+2/19-20, masterwork dagger) or +9/+4 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +6, dwarf +3); SQ Marsh move, wild empathy; AL CE; SV Fort +10, Ref +8, Will +3; Str 14, Dex 15, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +11, Move Silently +11, Spot +9, Survival +9, Swim +11; Endurance, Improved Favored Enemy, Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: +1 studded leather armor, +1 mighty composite shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +1 vest of resistance, 20 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 8): magic vestment and greater magic weapon.

Crocodile Animal Companion: CR 2; Medium animal; HD 5d8+15; hp 41; Init +1; Spd 20 ft., swim 30 ft.; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural); Base Atk/Grp: +3/+8; Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Full Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +7, Ref +5, Will +2; Str 20, Dex 13, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +13; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Support:

Bullywug Warrior 5: male bullywug War5; CR 5; Medium humanoid (aquatic); HD (5d8)+20; hp 45; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 21, touch 12, flat-footed 19 (+2 Dex, +4 armor, +2 shield, +3 natural); Base Atk/Grp: +5/+7; Atk +8 melee (1d6+2, masterwork club) or +7 melee (1d4+2/19-20, dagger) or +7 ranged (1d6+2, javelin); Full Atk +8 melee (1d6+2, masterwork club) or +7 melee (1d4+2/19-20, dagger) or +7 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +8, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +3, Swim +3; Combat Reflexes, Improved Initiative. 


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


Possessions: +1 studded leather armor, masterwork heavy wooden shield, masterwork club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Barbarian: male bullywug Bbn6; CR 6; Medium humanoid (aquatic); HD (6d12)+30; hp 77; Init +6; Spd 30 ft., swim 30 ft.; AC 20, touch 13, flat-footed 20 (+2 Dex, +4 armor, +3 natural, +1 deflection); Base Atk/Grp: +6/+8; Atk +9 melee (1d10+4, +1 greatclub) or +9 melee (1d4+2/19-20, masterwork dagger) or +9 ranged (1d6+2, masterwork javelin); Full Atk +9/+4 melee (1d10+4, +1 greatclub) or +9/+4 melee (1d4+2/19-20, masterwork dagger) or +9/+4 ranged (1d6+2, masterwork javelin); SA Rage 2/day; SQ Marsh move, improved uncanny dodge,  trap sense +2, uncanny dodge; AL CE; SV Fort +11, Ref +5, Will +2; Str 15, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +11, Listen +8, Survival +4, Swim +6; Improved Initiative, Leap Attack, Power Attack. 


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


Possessions: +1 studded leather armor, +1 greatclub, masterwork dagger, 2 masterwork javelins, +1 vest of resistance, ring of protection +1, potion of bull’s strength, potion of expeditious retreat. 

Mission Six





Wave 1:

Umber Hulk: CR 7; Large aberration; HD 8d8+35; hp 74; Init +1; Spd 20 ft., burrow 20 ft.; AC 18, touch 10, flat-footed 17 (-1 size, +1 Dex, +8 natural); Base Atk/Grp: +6/+16; Atk +11 melee (2d4+6, claw); Full Atk +11 melee (2d4+6, 2 claws) and +9 melee (2d8+3, bite); Space/Reach: 10 ft./10 ft.; SA: Confusing gaze; SQ Darkvision 60 ft., tremorsense 60 ft.; AL CE; SV Fort +8, Ref +3, Will +6; Str 23, Dex 13, Con 19, Int 11, Wis 11, Cha 13.


Skills and Feats: Climb +12, Jump +5, Listen +11; Great Fortitude, Multiattack, Toughness. 


Confusing Gaze (Su):  Confusion as the spell, 30 feet, caster level 8th, Will DC 15 negates.  The save DC is Charisma-basd.

Troll: CR 5; Large giant; HD 6d8+36; hp 63; Init +2; Spd 30 ft.; AC 16, touch 11, flat-footed 14 (-1 size, +2 Dex, +5 natural); Base Atk/Grp: +4/+14; Atk +9 melee (1d6+6, claw); Full Atk +9 melee (1d6+6, 2 claws) and +4 melee (1d6+3, bite); Space/Reach: 10 ft./10 ft.; SA: Rend 2d6+9; SQ Darkvision 90 ft., low-light vision, regeneration 5, scent; AL CE; SV Fort +11, Ref +4, Will +3; Str 23, Dex 14, Con 23, Int 6, Wis 9, Cha 6.


Skills and Feats: Listen +5, Spot +6; Alertness, Iron Will, Track. 


Rend (Ex):  If a troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh.  This attack automatically deals an additional 2d6+9 points of damage.


Regeneration (Ex):  Fire and acid deal normal damage to a troll.  If a troll loses a limb or body part, the lost portion regrows in 3d6 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Wave 2:

Bullywug Warrior 4: male bullywug War4; CR 4; Medium humanoid (aquatic); HD (4d8)+16; hp 36; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +4/+6; Atk +7 melee (1d6+2, masterwork club) or +6 melee (1d4+2/19-20, dagger) or +6 ranged (1d6+2, javelin); Full Atk +7 melee (1d6+2, masterwork club) or +6 melee (1d4+2/19-20, dagger) or +6 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +8, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +2, Swim +2; Combat Reflexes, Improved Initiative. 


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


Possessions: masterwork studded leather armor, masterwork heavy wooden shield, masterwork club, dagger, 2 javelins, potion of expeditious retreat. 

Wave 3:

Bullywug Warrior 5: male bullywug War5; CR 5; Medium humanoid (aquatic); HD (5d8)+20; hp 45; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 21, touch 12, flat-footed 19 (+2 Dex, +4 armor, +2 shield, +3 natural); Base Atk/Grp: +5/+7; Atk +8 melee (1d6+2, masterwork club) or +7 melee (1d4+2/19-20, dagger) or +7 ranged (1d6+2, javelin); Full Atk +8 melee (1d6+2, masterwork club) or +7 melee (1d4+2/19-20, dagger) or +7 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +8, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +3, Swim +3; Combat Reflexes, Improved Initiative. 


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


Possessions: +1 studded leather armor, masterwork heavy wooden shield, masterwork club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Barbarian: male bullywug Bbn6; CR 6; Medium humanoid (aquatic); HD (6d12)+30; hp 77; Init +6; Spd 30 ft., swim 30 ft.; AC 20, touch 13, flat-footed 20 (+2 Dex, +4 armor, +3 natural, +1 deflection); Base Atk/Grp: +6/+8; Atk +9 melee (1d10+4, +1 greatclub) or +9 melee (1d4+2/19-20, masterwork dagger) or +9 ranged (1d6+2, masterwork javelin); Full Atk +9/+4 melee (1d10+4, +1 greatclub) or +9/+4 melee (1d4+2/19-20, masterwork dagger) or +9/+4 ranged (1d6+2, masterwork javelin); SA Rage 2/day; SQ Marsh move, improved uncanny dodge,  trap sense +2, uncanny dodge; AL CE; SV Fort +11, Ref +5, Will +2; Str 15, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +11, Listen +8, Survival +4, Swim +6; Improved Initiative, Leap Attack, Power Attack. 


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


Possessions: +1 studded leather armor, +1 greatclub, masterwork dagger, 2 masterwork javelins, +1 vest of resistance, ring of protection +1, potion of bull’s strength, potion of expeditious retreat. 

Bullywug Sorcerer: male bullywug Sor6; CR 6; Medium humanoid (aquatic); HD (6d4)+24; hp 36; Init +2; Spd 20 ft., swim 30 ft.; AC 24, touch 13, flat-footed 22 (+2 Dex, +4 armor, +4 shield, +3 natural, +1 deflection); Base Atk/Grp: +3/+2; Atk +3 melee (1d4-1, masterwork dagger); Full Atk +3 melee (1d4-1, masterwork dagger); SQ Marsh move; AL NE; SV Fort +6, Ref +4, Will +4; Str 8, Dex 14, Con 18, Int 6, Wis 8, Cha 17.


Skills and Feats: Concentration +13; Spell Focus (evocation), Split Ray, Weapon Focus (ray). 


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


Sorcerer Spells Known 6/6/5/4; base DC = 13 + spell level):  0 – detect magic, mage hand, message, ray of frost, read magic, resistance; 1st — magic missile, ray of enfeeblement, shield, true strike; 2nd – invisibility, melf’s acid arrow; 3rd – lightning bolt.


Possessions: masterwork dagger, ring of protection +1, cloak of charisma +2. 

Note:  Following spells are active (caster level): cat’s grace (3), mage armor (1), fly (5), invisibility (6), shield (6).

Wave 4:

Wolf Skeleton: CR 1; Medium undead; HD 2d12; hp 18; Init +7; Spd 50 ft.; AC 15, touch 13, flat-footed 12 (+3 Dex, +2 natural); Base Atk/Grp: +1/+2; Atk +2 melee (1d4+1, bite); Full Atk +2 melee (1d4+1, bite); Space/Reach: 5 ft./5 ft.; SQ Damage reduction 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits; AL NE; SV Fort +0, Ref +3, Will +3; Str 13, Dex 17, Con --, Int --, Wis 10, Cha 1.


Skills and Feats: Improved Initiative. 

Ogre Zombie: CR 3; Medium undead; HD 8d12+3; hp 74; Init -2; Spd 40 ft.; AC 15, touch 7, flat-footed 15 (-1 size, -2 Dex, +8 natural); Base Atk/Grp: +4/+14; Atk +9 melee (2d8+9, greatclub) or +9 melee (1d8+9, slam); Full Atk +9 melee (2d8+9, greatclub) or +9 melee (1d8+9, slam); Space/Reach: 10 ft./10 ft.; SQ Single actions only, damage reduction 5/slashing, darkvision 60 ft., undead traits; AL NE; SV Fort +2, Ref +0, Will +6; Str 23, Dex 6, Con -, Int -, Wis 10, Cha 1.


Skills and Feats: Toughness. 


Single Actions Only (Ex):  Zombies have poor reflexes and can perform only a single move action or attack action each round.  A zombie can move up to its speed and attack in the same round, but only if it attempts a charge.

Wave 5:

Bullywug Rider: male bullywug Rgr4; CR 4; Medium humanoid (aquatic); HD (4d8)+20; hp 39; Init +2; Spd 20, swim 30 ft.; AC 19, touch 12, flat-footed 17 (+2 Dex, +4 armor, +3 natural); Base Atk/Grp: +4/+6; Atk +7 melee (1d8+3/x3, masterwork lance) or +7 melee (1d8+2/x3, masterwork battle axe) or +7 ranged (1d6+2/x3, masterwork mighty composite shortbow [Str +2]); Full Atk +7 melee (1d8+3/x3, masterwork lance) or +7 melee (1d8+2/x3, masterwork battle axe) or +7 ranged (1d6+2/x3, masterwork mighty composite shortbow [Str +2]); SA Favored enemy (human +2); SQ Animal companion, marsh move, wild empathy; AL CE; SV Fort +9, Ref +6, Will +1; Str 15, Dex 14, Con 20, Int 6, Wis 10, Cha 6.


Skills and Feats: Handle Animal +5, Ride +11, Spot +7, Survival +7; Endurance, Mounted Combat, Rapid Shot, Ride-By Attack, Track. 


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


Possessions: +1 studded leather armor, masterwork lance, masterwork battle axe, masterwork mighty composite shortbow [Str +2], 20 arrows. 

Dire Toad, advanced: CR 4; Large animal; HD 7d8+28; hp 63; Init +1; Spd 60 ft.; AC 16, touch 11, flat-footed 14 (-1 size, +2 Dex, +5 natural); Base Atk/Grp: +5/+13; Atk +8 melee (1d6+6 plus poison, bite) or +5 ranged (grapple, tongue); Full Atk +8 melee (1d6+6 plus poison, bite) or +5 ranged (grapple, tongue); Space/Reach: 10 ft./10 ft. (20 ft. w/tongue); SA: Improved grab, poison, swallow whole; SQ Low-light vision; AL N; SV Fort +9, Ref +6, Will +7; Str 18, Dex 12, Con 19, Int 2, Wis 15, Cha 7.


Skills and Feats: Hide +7, Jump +62, Listen +7, Spot +8; Alertness, Weapon Finesse (bite). 


Poison (Ex):  A dire toad delivers its poison (Fortitude save DC 17) with each successful bite attack.  The initial and secondary damage is the same (1d6 points of Constitution damage).


Improved Grab (Ex):  If a dire toad hits an opponent that is at least one size category smaller than itself with a bite attack or a tongue attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  If it gets a hold, it can try to swallow the opponent.  Alternatively, the dire toad has the option to conduct the grapple normally, or simply use its jaws to hold the opponent (-20 penalty on grapple check, but the dire toad is not considered grappled).  In either case, each successful grapple check it makes during consecutive rounds automatically deals bite damage.


Swallow Whole (Ex):  A dire toad can swallow a grabbed opponent that is at least one size category smaller than itself by making a successful grapple check.  Once inside the toad, the opponent takes 1d8 points of bludgeoning damage and 1d4 points of acid damage per round from the dire toad’s stomach.  A successful grapple check allows the swallowed creature to climb out of the stomach and return to the toad’s mouth, where another successful grapple check is needed to get free.  Alternatively, a swallowed creature can try to cut its way out with either claws or a light piercing or slashing weapon.  Dealing at least 10 points of damage to the gizzard (AC 15) in this way creates an opening large enough to permit escape.  Once a single swallowed creature exits, muscular action closes the hole; thus another swallowed opponent must cut its own way out.  A medium-size dire toad’s stomach can hold 2 Medium, 4 Small or 16 Tiny or smaller opponents.

Note:  Following spells are active (caster level): expeditious retreat (1), jump (9).
Wave 6:

Bullywug Warrior: male bullywug War3; CR 3; Medium humanoid (aquatic); HD (3d8)+12; hp 27; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +3 armor, +2 shield, +3 natural); Base Atk/Grp: +3/+5; Atk +5 melee (1d6+2, club) or +5 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, javelin); Full Atk +5 melee (1d6+2, club) or +5 melee (1d4+2/19-20, dagger) or +5 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +7, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 9, Wis 8, Cha 6.


Skills and Feats: Intimidate +1, Swim +1; Combat Reflexes, Improved Initiative. 


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


Possessions: masterwork studded leather armor, masterwork heavy wooden shield, club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Barbarian: male bullywug Bbn4; CR 4; Medium humanoid (aquatic); HD (4d12)+20; hp 51; Init +6; Spd 30 ft., swim 30 ft.; AC 19, touch 12, flat-footed 19 (+2 Dex, +4 armor, +3 natural); Base Atk/Grp: +4/+6; Atk +7 melee (1d10+3, masterwork greatclub) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); Full Atk +7 melee (1d10+3, masterwork greatclub) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); SA Rage 1/day; SQ Marsh move, trap sense +1, uncanny dodge; AL CE; SV Fort +10, Ref +4, Will +1; Str 15, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +9, Listen +6, Survival +3, Swim +5; Improved Initiative, Power Attack. 


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


Possessions: +1 studded leather armor, masterwork greatclub, masterwork dagger, 2 masterwork javelins, +1 vest of resistance, potion of expeditious retreat. 

Wave 7:

Bullywug Barbarian: male bullywug Bbn4; CR 4; Medium humanoid (aquatic); HD (4d12)+20; hp 51; Init +6; Spd 30 ft., swim 30 ft.; AC 19, touch 12, flat-footed 19 (+2 Dex, +4 armor, +3 natural); Base Atk/Grp: +4/+6; Atk +7 melee (1d10+3, masterwork greatclub) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); Full Atk +7 melee (1d10+3, masterwork greatclub) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); SA Rage 1/day; SQ Marsh move, trap sense +1, uncanny dodge; AL CE; SV Fort +10, Ref +4, Will +1; Str 15, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +9, Listen +6, Survival +3, Swim +5; Improved Initiative, Power Attack. 


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


Possessions: +1 studded leather armor, masterwork greatclub, masterwork dagger, 2 masterwork javelins, +1 vest of resistance, potion of expeditious retreat. 

Wave 8:

Bullywug Barbarian: male bullywug Bbn4; CR 4; Medium humanoid (aquatic); HD (4d12)+20; hp 51; Init +6; Spd 30 ft., swim 30 ft.; AC 19, touch 12, flat-footed 19 (+2 Dex, +4 armor, +3 natural); Base Atk/Grp: +4/+6; Atk +7 melee (1d10+3, masterwork greatclub) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); Full Atk +7 melee (1d10+3, masterwork greatclub) or +7 melee (1d4+2/19-20, masterwork dagger) or +7 ranged (1d6+2, masterwork javelin); SA Rage 1/day; SQ Marsh move, trap sense +1, uncanny dodge; AL CE; SV Fort +10, Ref +4, Will +1; Str 15, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +9, Listen +6, Survival +3, Swim +5; Improved Initiative, Power Attack. 


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


Possessions: +1 studded leather armor, masterwork greatclub, masterwork dagger, 2 masterwork javelins, +1 vest of resistance, potion of expeditious retreat. 

Lizardfolk Barbarian: male lizardfolk Bbn6; CR 7; Medium humanoid (reptilian); HD (2d8)+(6d12)+32; hp 90; Init +0; Spd 30 ft.; AC 24, touch 10, flat-footed 24 (+6 armor, +3 shield, +5 natural armor); Base Atk/Grp: +7/+12; Atk +13 melee (1d6+5, club) or +12 melee (1d4+5, claw); Full Atk +13/+8 melee (1d6+5, club) or +12 melee (1d4+5, 2 claws) and +7 melee (1d6+2, bite); SA Rage 2/day; SQ Hold breath, improved uncanny dodge, trap sense +2, uncanny dodge; AL CN; SV Fort +9, Ref +5, Will +4; Str 20, Dex 10, Con 18, Int 8, Wis 10, Cha 10.


Skills and Feats: Jump +12, Survival +6, Swim +8; Cleave, Iron Will, Power Attack. 


Hold Breath (Ex): A lizardfolk can hold its breath for a number of rounds equal to four times its Constitution score before it risks drowning (see page 304 of the Dungeon Master’s Guide).


Skills: Because of their tails, lizardfolk have a +4 racial bonus on Jump, Swim, and Balance checks.


Possessions: +1 dragonhide breastplate, +1 darkwood heavy shield, masterwork club. 

Appendix Four – APL 8

Mission One





Scouts:

Bullywug Warrior 7: male bullywug War7; CR 7; Medium humanoid (aquatic); HD (7d8)+35; hp 68; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 22, touch 12, flat-footed 20 (+2 Dex, +4 armor, +3 shield, +3 natural); Base Atk/Grp: +7/+9; Atk +10 melee (1d6+3, +1 club) or +9 melee (1d4+2/19-20, dagger) or +9 ranged (1d6+2, javelin); Full Atk +10/+5 melee (1d6+3, +1 club) or +9/+4 melee (1d4+2/19-20, dagger) or +9/+4 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +9, Ref +4, Will +1; Str 14, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +5, Swim +5; Combat Reflexes, Improved Initiative, Improved Toughness. 


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


Possessions: +1 studded leather armor, +1 heavy wooden shield, +1 club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Ranger 8: male bullywug Rgr8; CR 8; Medium humanoid (aquatic); HD (8d8)+32; hp 72; Init +4; Spd 20 ft., swim 30 ft.; AC 21, touch 14, flat-footed 17 (+4 Dex, +5 [+4] armor, +3 natural); Base Atk/Grp: +8/+10; Atk +14 [+13] ranged (1d6+4/x3, +1 mighty composite bane [human] shortbow [str +2]) or +11 melee (1d4+2/19-20, masterwork dagger) or +13 ranged (1d6+2, masterwork javelin); Full Atk +14/+9 [+13/+8] ranged (1d6+4/x3, +1 mighty composite bane [human] shortbow [str +2]) or +11/+6 melee (1d4+2/19-20, masterwork dagger) or +13/+8 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +6, dwarf +3); SQ Marsh move, swift tracker, wild empathy, woodland stride; AL CE; SV Fort +12, Ref +12, Will +4; Str 14, Dex 18, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +15, Move Silently +15, Spot +11, Survival +11, Swim +13; Endurance, Improved Favored Enemy, Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: +1 studded leather armor, +1 mighty composite bane (human) shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +2 vest of resistance, gauntlets of dexterity +2, 20 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 8): magic vestment and greater magic weapon.

Crocodile Animal Companion: CR 2; Medium animal; HD 5d8+15; hp 41; Init +1; Spd 20 ft., swim 30 ft.; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural); Base Atk/Grp: +3/+8; Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Full Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +7, Ref +5, Will +2; Str 20, Dex 13, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +13; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Allies:

Bullywug Druid 8: female bullywug Drd8; CR 8; Medium humanoid (aquatic); HD (8d8)+16; hp 60; Init +4; Spd 25 ft. (20 ft w/o armor), swim 30 ft.; AC 21, touch 11, flat-footed 21 (+7 armor, +3 natural, +1 deflection); Base Atk/Grp: +6/+6; Atk +7 melee (1d6, masterwork club) or +7 ranged (1d4, masterwork sling); Full Atk +7/+2 melee (1d6, masterwork club) or +7/+2 ranged (1d4, masterwork sling); SQ Marsh move, nature sense, resist nature’s lure, spontaneous casting, summoning, trackless step, wild empathy, wild shape (small to large) 3/day, woodland stride; AL NE; SV Fort +9, Ref +3, Will +10; Str 10, Dex 10, Con 14, Int 6, Wis 16, Cha 8.


Skills and Feats: Handle Animal +10, Spot +14; Improved Initiative, Natural Bond, Natural Spell. 


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


Druid Spells Prepared 6/5/4/4/2; base DC = 13 + spell level):  0 – create water, cure minor wounds, know direction (x2), light, mending; 1st — charm animal, entangle, faerie fire, longstrider, speak with animals; 2nd – barkskin, briar web, chill metal, heat metal; 3rd – dominate animal, greater magic fang, poison, speak with plants, 4th – flame strike, freedom of movement.


Possessions: +2 dragonhide breastplate, masterwork club, masterwork sling, 6 sling stones, +1 ring of protection, +1 vest of resistance, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level in parentheses): barksin (10), freedom of movement (10) and longstrider (10).

Dire Toad Animal Companion: CR 3; Medium animal; HD 8d8+24; hp 66; Init +3; Spd 30 ft.; AC 19, touch 12, flat-footed 17 (+2 Dex, +7 natural); Base Atk/Grp: +6/+7; Atk +10 [+9] melee (1d6+2 plus poison, bite) or +9 ranged (grapple, tongue); Full Atk +10 [+9] melee (1d6+2 plus poison, bite) or +9 ranged (grapple, tongue); Space/Reach: 5 ft./5 ft. (10 ft. w/tongue); SA: Improved grab, poison, swallow whole; SQ Devotion, evasion, ink, low-light vision, share spells; AL N; SV Fort +9, Ref +9, Will +8; Str 13, Dex 16, Con 16, Int 2, Wis 15, Cha 7.


Skills and Feats: Hide +9, Jump +14, Listen +7, Spot +8; Alertness, Improved natural attack (bite), Weapon Finesse (bite). 


Poison (Ex):  A dire toad delivers its poison (Fortitude save DC 17) with each successful bite attack.  The initial and secondary damage is the same (1d6 points of Constitution damage).


Improved Grab (Ex):  If a dire toad hits an opponent that is at least one size category smaller than itself with a bite attack or a tongue attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  If it gets a hold, it can try to swallow the opponent.  Alternatively, the dire toad has the option to conduct the grapple normally, or simply use its jaws to hold the opponent (-20 penalty on grapple check, but the dire toad is not considered grappled).  In either case, each successful grapple check it makes during consecutive rounds automatically deals bite damage.


Swallow Whole (Ex):  A dire toad can swallow a grabbed opponent that is at least one size category smaller than itself by making a successful grapple check.  Once inside the toad, the opponent takes 1d6 points of bludgeoning damage and 1d4 points of acid damage per round from the dire toad’s stomach.  A successful grapple check allows the swallowed creature to climb out of the stomach and return to the toad’s mouth, where another successful grapple check is needed to get free.  Alternatively, a swallowed creature can try to cut its way out with either claws or a light piercing or slashing weapon.  Dealing at least 10 points of damage to the gizzard (AC 13) in this way creates an opening large enough to permit escape.  Once a single swallowed creature exits, muscular action closes the hole; thus another swallowed opponent must cut its own way out.  A medium-size dire toad’s stomach can hold 2 Small or 8 Tiny or smaller opponents.

Note: Following spells are active: Greater magic fang (8)

Advanced Fiendish Shambling Mound: CR 10; Huge plant (extraplanar); HD 16d8+96; hp 168; Init +3; Spd 20 ft., swim 20 ft; AC 21, touch 7, flat-footed 21 (-1 size, -2 Dex, +14 natural); Base Atk/Grp: +12/+30; Atk +21 melee (3d6+10, slam); Full Atk +21 melee (3d6+10, 2 slams); Space/Reach: 10 ft./10 ft.; SA: Improved grab, constrict 3d6+15, smite good 5/day; SQ Damage reduction 10/magic, darkvision 60 ft., immunity to electricity, low-light vision, plant traits, resistance to fire and cold 10, spell resistance 21; AL CE; SV Fort +16, Ref +4, Will +6; Str 30, Dex 8, Con 22, Int 7, Wis 10, Cha 9.


Skills and Feats: Hide -1*, Listen +12, Move Silently +12; Extra Smiting (x2), Improved Initiative, Iron Will, Power Attack, Weapon Focus (slam). 


Improved Grab (Ex):  To use this ability, a shambler must hit with both slam attacks.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, it establishes a hold and can constrict.


Constrict (Ex):  A shambler deals 3d6+15 points of damage with a successful grapple check.


Immunity to Electricity (Ex):  Shamblers take no damage from electricity.  Instead, any electricity attack (such as shocking grasp or lightning bolt) used against a shambler temporarily grants it 1d4 points of Constitution.  The shambler loses these points at the rate of 1 per hour.


Smite Good (Su):  Five times a day, the creature can make a normal melee attack to deal 16 points extra damage against a good foe.


Skills:  Shamblers have a +4 racial bonus on Hide, Listen, and Move Silently checks.  *They have a +12 racial bonus on Hide checks when in a swampy or forested area.

Mission Two





Road:

Goblin Warrior: male goblin War5; CR 5; Small humanoid (goblinoid); HD (5d8)+10; hp 38; Init +4; Spd 30 ft.; AC 22, touch 16, flat-footed 18 (+1 size, +4 Dex, +4 armor, +2 shield, +1 deflection); Base Atk/Grp: +5/+2; Atk +8 melee (1d6+2/19-20, masterwork longsword) or +8 melee (1d6+1, masterwork morningstar) or +11 ranged (1d4+1, masterwork javelin); Full Atk +8 melee (1d6+2/19-20, masterwork longsword) or +8 melee (1d6+1, masterwork morningstar) or +11 ranged (1d4+1, masterwork javelin); SQ Darkvision 60 ft.; AL CE; SV Fort +7, Ref +6, Will +2; Str 13, Dex 18, Con 14 Int 10, Wis 10, Cha 8.


Skills and Feats: Climb +9, Hide +8, Move Silently +8, Ride +16; Combat Reflexes, Dodge. 


Skills: Goblins have a +4 racial bonus on Move Silently and Ride checks.


Possessions: +1 studded leather armor, +1 light shield, +1 longsword, masterwork morningstar, 2 masterwork javelins, cloak of resistance +1, ring of protection +1, potion of expeditious retreat, portion of bull’s strength. 

Hobgoblin Cleric: male hobgoblin Clr7; CR 8; Medium humanoid (goblinoid); HD (7d8)+21; hp 58; Init +2; Spd 20 ft. (30 ft w/o armor); AC 21, touch 12, flat-footed 19 (+2 Dex, +6 armor, +3 shield); Base Atk/Grp: +5/+6; Atk +7 melee (1d8+2, +1 morningstar) or +8 ranged (1d8/19-20, masterwork light crossbow); Full Atk +7 melee (1d8+2, +1 morningstar) or +8 ranged (1d8/19-20, masterwork light crossbow); SA Rebuke undead 7/day; SQ Spontaneous casting; AL NE; SV Fort +9, Ref +5, Will +9; Str 12, Dex 14, Con 16, Int 10, Wis 17, Cha 10.


Skills and Feats: Concentration +13, Knowledge (religion) +5, Spellcraft +5; Divine Spell Power, Domain Spontaneity (Destruction), Extra Turning. 


Cleric Spells Prepared 6/5+1/4+1/3+1/1+1; base DC = 13 + spell level):  0 – create water, cure minor wounds (x2), detect magic, guidance, light; 1st — bless, cure light wounds (x2), protection from good*, shield of faith (x2); 2nd – hold person, shatter*, sound burst, spiritual weapon, status; 3rd – contagion*, cure serious wounds, invisibility purge, magic vestment; 4th – freedom of movement, unholy blight*.


Possessions: +1 breastplate, +1 heavy steel shield, +1 morningstar, masterwork light crossbow, 10 bolts, cloak of resistance +1, rod of lesser silence, potion of bull’s strength, potion of expeditious retreat. 

Note:  Following spells are active (caster level in parentheses): status (7).

Hobgoblin Fighter: male hobgoblin Ftr6/Tct3; CR 10; Medium humanoid (goblinoid); HD (9d10)+36; hp 84; Init +3; Spd 20 ft. (30 ft w/o armor); AC 23, touch 14, flat-footed 20 (+3 Dex, +6 armor, +3 shield, +1 deflection); Base Atk/Grp: +9/+12; Atk +14 melee (1d8+6/17-20, longsword) or +13 melee (1d6+3/19-20, short sword) or +13 melee (1d4+3/19-20, dagger) or +13 ranged (1d8+3, mighty composite longbow [Str +3]); Full Atk +14/+9 melee (1d8+6/17-20, longsword) or +13/+8 melee (1d6+3/19-20, short sword) or +13/+8 melee (1d4+3/19-20, dagger) or +13/+8 ranged (1d8+3, mighty composite longbow [Str +3]); SA Flanker, interpose 3/day; SQ Darkvision 60 ft.; AL LE; SV Fort +13, Ref +8, Will +5; Str 17, Dex 16, Con 16, Int 12, Wis 10, Cha 10.


Skills and Feats: Climb +0, Intimidate +12, Jump +5, Sense Motive +7; Cleave, Combat Reflexes, Improved Critical (longsword), Improved Toughness, Power Attack, Shieldmate, Sidestep, Weapon Focus (longsword), Weapon Specialization (longsword). 


Possessions: +1 breastplate, +1 heavy wooden shield, +1 longsword, masterwork short sword, masterwork dagger, masterwork mighty composite longbow [Str +3], 20 arrows, ring of protection +1, cloak of resistance +2, potion of barkskin [+3], potion of bull’s strength, potion of expeditious retreat. 

Northeast and Southeast:

Kobold Warrior: female kobold War5; CR 5; Small humanoid (reptilian); HD (5d8)+10; hp 38; Init +7; Spd 30 ft.; AC 20, touch 14, flat-footed 17 (+1 size, +3 Dex, +3 armor, +2 shield, +1 natural); Base Atk/Grp: +5/+1; Atk +10 melee (1d4/19-20, masterwork short sword) or +10 melee (1d3/19-20, masterwork dagger) or +10 ranged (1d3, sling); Full Atk +10 melee (1d4/19-20, masterwork short sword) or +10 melee (1d3/19-20, masterwork dagger) or +10 ranged (1d3, sling); SQ Darkvision 60 ft., light sensitivity; AL LE; SV Fort +7, Ref +5, Will +2; Str 10, Dex 17, Con 14, Int 10, Wis 10, Cha 10.


Skills and Feats: Climb +8, Swim +8; Improved Initiative, Weapon Finesse. 


Light Sensitivity (Ex): Kobolds are dazzled in bright sunlight or within the radius of a daylight spell.


Skills: Kobolds have a +2 racial bonus on Craft (trapmaking), Profession (miner), and Search checks.


Possessions: +1 leather armor, +1 buckler, masterwork short sword, masterwork dagger, masterwork sling, 6 sling stones, cloak of resistance +1, potion of bull’s strength, potion of expeditious retreat. 

Kobold Rogue: female kobold Rog9; CR 9; Small humanoid (reptilian); HD (9d6)+9; hp 47; Init +5; Spd 30 ft.; AC 23, touch 17, flat-footed 23 (+1 size, +5 Dex, +4 armor, +2 natural, +1 deflection); Base Atk/Grp: +6/+2; Atk +13 melee (1d6+1, +1 spiked chain) or +13 melee (1d3/19-20, masterwork dagger) or +13 ranged (1d4, masterwork composite shortbow); Full Atk +13/+8 melee (1d6+1, +1 spiked chain) or +13/+8 melee (1d3/19-20, masterwork dagger) or +13/+8 ranged (1d4, masterwork composite shortbow); SA Sneak attack +5d6; SQ Darkvision 60 ft., evasion, improved uncanny dodge, light sensitivity, trap sense +3, trapfinding, uncanny dodge; AL LE; SV Fort +5, Ref +13, Will +5; Str 10, Dex 20, Con 10, Int 12, Wis 10, Cha 10.


Skills and Feats: Craft (trapmaking) +13, Escape Artisit +17, Hide +21, Listen +12, Move Silently +17, Profession (miner) +12, Search +15, Spot +12, Tumble +17; Combat Reflexes, Exotic Weapon Proficiency (spiked chain), Improved Toughness, Weapon Finesse. 


Light Sensitivity (Ex): Kobolds are dazzled in bright sunlight or within the radius of a daylight spell.


Skills: Kobolds have a +2 racial bonus on Craft (trapmaking), Profession (miner), and Search checks.


Possessions: +2 leather, +1 spiked chain, masterwork dagger, masterwork composite shortbow, 20 arrows, ring of protection +1, amulet of natural armor +1, cloak of resistance +2, potion of bull’s strength, potion of expeditious retreat, potion of invisibility. 

Bullywug Ranger: male bullywug Rgr9; CR 9; Medium humanoid (aquatic); HD (9d8)+36; hp 81; Init +4; Spd 20 ft., swim 30 ft.; AC 21, touch 14, flat-footed 17 (+4 Dex, +5 [+4] armor, +3 natural); Base Atk/Grp: +9/+11; Atk +15 [+14] ranged (1d6+4/x3, +1 mighty composite bane [human] shortbow [str +2]) or +12 melee (1d4+2/19-20, masterwork dagger) or +14 ranged (1d6+2, masterwork javelin); Full Atk +15/+10 [+14/+9] ranged (1d6+4/x3, +1 mighty composite bane [human] shortbow [str +2]) or +12/+7 melee (1d4+2/19-20, masterwork dagger) or +14/+9 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +6, dwarf +3); SQ Marsh move, swift tracker, wild empathy, woodland stride; AL CE; SV Fort +12, Ref +12, Will +5; Str 14, Dex 18, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +16, Move Silently +16, Spot +12, Survival +12, Swim +14; Endurance, Improved Favored Enemy, Improved Rapid Shot, Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: +1 studded leather armor, +1 mighty composite bane (human) shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +2 vest of resistance, gauntlets of dexterity +2, 20 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 8): magic vestment and greater magic weapon.

Crocodile Animal Companion: CR 2; Medium animal; HD 5d8+15; hp 41; Init +1; Spd 20 ft., swim 30 ft.; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural); Base Atk/Grp: +3/+8; Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Full Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +7, Ref +5, Will +2; Str 20, Dex 13, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +13; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Scouts:

Bullywug Warrior 7: male bullywug War7; CR 7; Medium humanoid (aquatic); HD (7d8)+35; hp 68; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 22, touch 12, flat-footed 20 (+2 Dex, +4 armor, +3 shield, +3 natural); Base Atk/Grp: +7/+9; Atk +10 melee (1d6+3, +1 club) or +9 melee (1d4+2/19-20, dagger) or +9 ranged (1d6+2, javelin); Full Atk +10/+5 melee (1d6+3, +1 club) or +9/+4 melee (1d4+2/19-20, dagger) or +9/+4 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +9, Ref +4, Will +1; Str 14, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +5, Swim +5; Combat Reflexes, Improved Initiative, Improved Toughness. 


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


Possessions: +1 studded leather armor, +1 heavy wooden shield, +1 club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Ranger 8: male bullywug Rgr8; CR 8; Medium humanoid (aquatic); HD (8d8)+32; hp 72; Init +4; Spd 20 ft., swim 30 ft.; AC 21, touch 14, flat-footed 17 (+4 Dex, +5 [+4] armor, +3 natural); Base Atk/Grp: +8/+10; Atk +14 [+13] ranged (1d6+4/x3, +1 mighty composite bane [human] shortbow [str +2]) or +11 melee (1d4+2/19-20, masterwork dagger) or +13 ranged (1d6+2, masterwork javelin); Full Atk +14/+9 [+13/+8] ranged (1d6+4/x3, +1 mighty composite bane [human] shortbow [str +2]) or +11/+6 melee (1d4+2/19-20, masterwork dagger) or +13/+8 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +6, dwarf +3); SQ Marsh move, swift tracker, wild empathy, woodland stride; AL CE; SV Fort +12, Ref +12, Will +4; Str 14, Dex 18, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +15, Move Silently +15, Spot +11, Survival +11, Swim +13; Endurance, Improved Favored Enemy, Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: +1 studded leather armor, +1 mighty composite bane (human) shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +2 vest of resistance, gauntlets of dexterity +2, 20 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 8): magic vestment and greater magic weapon.

Crocodile Animal Companion: CR 2; Medium animal; HD 5d8+15; hp 41; Init +1; Spd 20 ft., swim 30 ft.; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural); Base Atk/Grp: +3/+8; Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Full Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +7, Ref +5, Will +2; Str 20, Dex 13, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +13; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Mission Five





“Marttik:

“Marttik”: Doppleganger Sor10: CR 11; Medium monstrous humanoid (shapechange); HD 4d8+10d4+28; hp 75 (+12 temp); Init +6; Spd 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +4 armor, +4 natural); Base Atk/Grp: +9/+11; Atk +12 melee (1d6+2, slam) or +12 melee (1d4+3, +1 dagger); Full Atk +12/+7 melee (1d6+2, slam) or +12/+7 melee (1d4+3, +1 dagger); Space/Reach: 5 ft./5 ft.; SA: Detect thoughts; SQ Change shape, immunity to sleep and charm effects; AL N; SV Fort +9, Ref +12, Will +16; Str 14, Dex 14, Con 14, Int 14, Wis 14, Cha 21.


Skills and Feats: Bluff +26*, Concentration +12, Disguise +16* (+18 acting), Knowledge (arcane) +12, Sense Motive +9, Spellcraft +16, Spot +9; Great Fortitude, Improved Initiative, Iron Will, Lightning Reflexes, Silent Spell. 


Detect Thoughts (Su):  A doppelganger can continuously use detect thoughts as the spell (caster level 18th; Will DC 13 negates).  It can suppress or resume this ability as a free action.  The save DC is Charisma-based.


Change Shape (Su):  A doppelganger can assume the shape of any Small or Medium humanoid.  In humanoid form, the doppelganger loses its natural attacks.  A doppelganger can remain in its humanoid form until it chooses to assume a new one.  A change in form cannot be dispelled, but a doppelganger reverts to its natural form when killed.  A true seeing spell or ability reveals its natural form.


Skills:  A doppelganger has a +4 racial bonus on Bluff and Disguise checks. *When using its change shape ability, a doppelganger gets an additional +10 circumstance bonus on Disguise checks.  If it can read an opponent’s mind, it gets a further +4 circumstance bonus on Bluff and Disguise checks.


Sorcerer Spells Known 6/7/6/7/6/4; base DC = 15 + spell level):  0 – detect magic, disrupt undead, flare, light, mage hand, mending, prestidigitation, ray of frost, resistance; 1st — expeditious retreat, mage armor, magic missile, shield, true strike; 2nd – bull’s strength, false life, knock, scorching ray; 3rd – displacement, fireball, slow; 4th – ice storm, greater invisibility; 5th – cone of cold.


Possessions: +1 dagger, cloak of resistance +1. 

Note:  Following spells are active (caster level): mage armor (10), false life (10).

Assassin:

Milzkrythk: Naztharune Rakshasa Ass1; CR 12; Medium outsider (native); HD 11d8+1d6+48; hp 107; Init +9; Spd 40 ft.; AC 26, touch 15, flat-footed 21 (+5 Dex, +6 mithral chain shirt, +5 natural); Base Atk/Grp: +11/+13; Atk +19 melee (1d6+4/19-20, +2 short sword) or +16 melee (1d4+2, claw) or +17 ranged (1d6+3/x3, +1 mighty composite shortbow [Str +2]); Full Atk +17/+12/+7 melee (1d6+4/19-20, short sword) and +15 melee (1d6+1/19-20, short sword) or +16 melee (1d4+2, 2 claws) or +17/+12/+7 ranged (1d6+3/x3, +1 mighty composite shortbow [Str +2]); Space/Reach: 5 ft./5 ft.; SA: Death attack (DC 13), detect thoughts, poison use, sneak attack +7d6; SQ Change shape, damage reduction 15/good and piercing, darkvision 60 ft., evasion, hide in plain sight, improved evasion, improved uncanny dodge, outsider traits, shadow jump, spell resistance 21, uncanny dodge; AL LE; SV Fort +11, Ref +14, Will +8; Str 14, Dex 20, Con 18, Int 15, Wis 12, Cha 15.


Skills and Feats: Balance +22, Bluff +20*, Diplomacy +4, Disguise +21* (+23* acting), Escape Artist +20, Hide +20, Intimidate +4, Jump +8, Listen +16, Move Silently +20, Search +17, Spot +16, Survival +0 (+2 following tracks), Tumble +22, Use Rope +5 (+7 bindings); Improved Initiative, Two-Weapon Fighting, Weapon Finesse, Weapon Focus (short sword). 


Detect Thoughts (Su):  A naztharune rakshasa can continuously use detect thoughts as the spell (caster level 18th; Will save DC 17 negates).  It can suppress or resume this ability as a free action.  The save DC is Charisma-based.


Change Shape (Su):  A naztharune rakshasa can assume any humanoid form, or revert to its own form, as a standard action.  In humanoid form, a naztharune loses its claw attacks (although it usually uses weapons and armor).  A naztharune rakshasa typically remains in one form until it chooses to assume a new one.  A change in form cannot be dispelled, but a naztharune reverts to its natural form when killed.  A true seeing spell reveals its natural form.


Hide in Plain Sight (Ex):  A naztharune rakshasa can use the Hide skill even while being observed.  As long as it is within 10 feet of some sort of shadow, a naztharune rakshasa can hide itself from view in the open without anything to actually hide behind.  It cannot, however, hide in its own shadow.


Shadow Jump (Su):  A naztharune rakshasa has the ability to travel between shadows as if by means of a dimension door spell.  The limitation is that the magical transport must begin and end in an area with at least some shadow.  A naztharune can jump up to 20 feet each day in this way; this can be a single jump of 20 feet or two jumps of 10 feet each.


Skills:  A naztharune rakshasa has a +4 racial bonus on Bluff checks and Disguise checks.


*When using change shape, a naztharune rakshasa gains an additional +10 circumstance bonus on Disguise checks.  If it is reading an opponent’s mind, its circumstance bonus on Bluff and Disguise checks increases by a further +4.


Assassin Spells Known 1; base DC = 11 + spell level):  1st — feather fall, true strike.


Possessions: +2 mithral chain shirt, +2 short sword, +1 mighty composite shortbow [Str +2], 20 arrows. 

Mission Six





Wave 1:

Umber Hulk: CR 7; Large aberration; HD 8d8+35; hp 74; Init +1; Spd 20 ft., burrow 20 ft.; AC 18, touch 10, flat-footed 17 (-1 size, +1 Dex, +8 natural); Base Atk/Grp: +6/+16; Atk +11 melee (2d4+6, claw); Full Atk +11 melee (2d4+6, 2 claws) and +9 melee (2d8+3, bite); Space/Reach: 10 ft./10 ft.; SA: Confusing gaze; SQ Darkvision 60 ft., tremorsense 60 ft.; AL CE; SV Fort +8, Ref +3, Will +6; Str 23, Dex 13, Con 19, Int 11, Wis 11, Cha 13.


Skills and Feats: Climb +12, Jump +5, Listen +11; Great Fortitude, Multiattack, Toughness. 


Confusing Gaze (Su):  Confusion as the spell, 30 feet, caster level 8th, Will DC 15 negates.  The save DC is Charisma-basd.

Troll Bbn4: CR 9; Large giant; HD 6d8+4d12+100; hp 147; Init +4; Spd 30 ft.; AC 22, touch 13, flat-footed 22 (-1 size, +4 Dex, +4 armor, +5 natural); Base Atk/Grp: +8/+23; Atk +19 (3d6+17/x3, +1 greataxe) or +18 melee (1d6+11, claw); Full Atk +19/+14 melee (3d6+17/x3, +1 greataxe) or +18 melee (1d6+11, 2 claws) and +13 melee (1d6+5, bite); Space/Reach: 10 ft./10 ft.; SA: Rage 2/day, rend 2d6+17; SQ Darkvision 90 ft., low-light vision, regeneration 5, scent, trap sense +1, uncanny dodge; AL CE; SV Fort +19, Ref +7, Will +2; Str 32, Dex 18, Con 30, Int 6, Wis 8, Cha 6.


Skills and Feats: Spot +8, Swim +13; Blind-Fight, Combat Reflexes, Intimidating Rage, Power Attack. 


Rend (Ex):  If a troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh.  This attack automatically deals an additional 2d6+9 points of damage.


Regeneration (Ex):  Fire and acid deal normal damage to a troll.  If a troll loses a limb or body part, the lost portion regrows in 3d6 minutes.  The creature can reattach the severed member instantly by holding it to the stump.


Possessions: +1 hide armor, +1 greataxe. 

Note:  Following spells are active (caster level 3): bull’s strength and bear’s endurance.

Wave 2:

Bullywug Warrior 6: male bullywug War6; CR 6; Medium humanoid (aquatic); HD (6d8)+30; hp 59; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 22, touch 12, flat-footed 20 (+2 Dex, +4 armor, +3 shield, +3 natural); Base Atk/Grp: +6/+8; Atk +9 melee (1d6+2, masterwork club) or +8 melee (1d4+2/19-20, dagger) or +8 ranged (1d6+2, javelin); Full Atk +9/+4 melee (1d6+2, masterwork club) or +8/+3 melee (1d4+2/19-20, dagger) or +8/+3 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +9, Ref +4, Will +1; Str 14, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +4, Swim +4; Combat Reflexes, Improved Initiative, Improved Toughness. 


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


Possessions: +1 studded leather armor, +1 heavy wooden shield, masterwork club, dagger, 2 javelins, potion of expeditious retreat. 

Wave 3:

Bullywug Warrior 7: male bullywug War7; CR 7; Medium humanoid (aquatic); HD (7d8)+35; hp 68; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 22, touch 12, flat-footed 20 (+2 Dex, +4 armor, +3 shield, +3 natural); Base Atk/Grp: +7/+9; Atk +10 melee (1d6+3, +1 club) or +9 melee (1d4+2/19-20, dagger) or +9 ranged (1d6+2, javelin); Full Atk +10/+5 melee (1d6+3, +1 club) or +9/+4 melee (1d4+2/19-20, dagger) or +9/+4 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +9, Ref +4, Will +1; Str 14, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +5, Swim +5; Combat Reflexes, Improved Initiative, Improved Toughness. 


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


Possessions: +1 studded leather armor, +1 heavy wooden shield, +1 club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Barbarian: male bullywug Bbn8; CR 8; Medium humanoid (aquatic); HD (8d12)+40; hp 102; Init +6; Spd 30 ft., swim 30 ft.; AC 21, touch 13, flat-footed 21 (+2 Dex, +5 armor, +3 natural, +1 deflection); Base Atk/Grp: +8/+11; Atk +12 melee (1d10+5, +1 greatclub) or +12 melee (1d4+3/19-20, masterwork dagger) or +11 ranged (1d6+3, masterwork javelin); Full Atk +12/+7 melee (1d10+5, +1 greatclub) or +12/+7 melee (1d4+3/19-20, masterwork dagger) or +11/+6 ranged (1d6+3, masterwork javelin); SA Rage 3/day; SQ Damage reduction 1/-, marsh move, improved uncanny dodge,  trap sense +2, uncanny dodge; AL CE; SV Fort +13, Ref +6, Will +3; Str 16, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +14, Listen +10, Survival +5, Swim +8; Improved Initiative, Leap Attack, Power Attack. 


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


Possessions: +2 studded leather armor, +1 greatclub, masterwork dagger, 2 masterwork javelins, +2 vest of resistance, ring of protection +1, potion of bull’s strength, potion of bear’s endurance, potion of expeditious retreat. 

Bullywug Sorcerer: male bullywug Sor8; CR 8; Medium humanoid (aquatic); HD (8d4)+32; hp 48; Init +2; Spd 20 ft., swim 30 ft.; AC 26, touch 13, flat-footed 24 (+2 Dex, +6 armor, +4 shield, +3 natural, +1 deflection); Base Atk/Grp: +4/+3; Atk +4 melee (1d4-1, masterwork dagger); Full Atk +4 melee (1d4-1, masterwork dagger); SQ Marsh move; AL NE; SV Fort +6, Ref +4, Will +5; Str 8, Dex 14, Con 18, Int 6, Wis 8, Cha 18.


Skills and Feats: Concentration +15; Spell Focus (evocation), Split Ray, Weapon Focus (ray). 


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


Sorcerer Spells Known 6/6/7/5/3; base DC = 14 + spell level):  0 – detect magic, mage hand, message, prestidigitation, ray of frost, read magic, resistance; 1st — feather fall, magic missile, ray of enfeeblement, shield, true strike; 2nd – false life, melf’s acid arrow, see invisibility; 3rd – lightning bolt, greater mage armor; 4th – greater invisibility.


Possessions: masterwork dagger, ring of protection +1, cloak of charisma +2, lesser rod of silence. 

Note:  Following spells are active (caster level): cat’s grace (3), greater mage armor (8), fly (5), greater invisibility (8), shield (8).

Wave 4:

Troll Skeleton: CR 3; Large undead; HD 6d12; hp 54; Init +7; Spd 30 ft.; AC 14, touch 11, flat-footed 14 (-1 size, +1 Dex, +2 natural); Base Atk/Grp: +3/+13; Atk +8 melee (1d6+6, claw); Full Atk +8 melee (1d6+6, 2 claws) and +3 melee (1d6+3, bite); Space/Reach: 10 ft./10 ft.; SQ Damage reduction 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits; AL NE; SV Fort +2, Ref +5, Will +5; Str 23, Dex 16, Con --, Int --, Wis 10, Cha 1.


Skills and Feats: Improved Initiative. 

Ogre Zombie: CR 3; Medium undead; HD 8d12+3; hp 74; Init -2; Spd 40 ft.; AC 15, touch 7, flat-footed 15 (-1 size, -2 Dex, +8 natural); Base Atk/Grp: +4/+14; Atk +9 melee (2d8+9, greatclub) or +9 melee (1d8+9, slam); Full Atk +9 melee (2d8+9, greatclub) or +9 melee (1d8+9, slam); Space/Reach: 10 ft./10 ft.; SQ Single actions only, damage reduction 5/slashing, darkvision 60 ft., undead traits; AL NE; SV Fort +2, Ref +0, Will +6; Str 23, Dex 6, Con -, Int -, Wis 10, Cha 1.


Skills and Feats: Toughness. 


Single Actions Only (Ex):  Zombies have poor reflexes and can perform only a single move action or attack action each round.  A zombie can move up to its speed and attack in the same round, but only if it attempts a charge.

Wave 5:

Bullywug Rider: male bullywug Rgr6; CR 6; Medium humanoid (aquatic); HD (6d8)+30; hp 59; Init +2; Spd 20, swim 30 ft.; AC 23, touch 14, flat-footed 21 (+2 Dex, +4 armor, +5 natural, +2 deflection); Base Atk/Grp: +6/+8; Atk +9 melee (1d8+3/x3, masterwork lance) or +9 melee (1d8+2/x3, masterwork battle axe) or +9 ranged (1d6+2/x3, masterwork mighty composite shortbow [Str +2]); Full Atk +9/+4 melee (1d8+3/x3, masterwork lance) or +9/+4 melee (1d8+2/x3, masterwork battle axe) or +9/+4 ranged (1d6+2/x3, masterwork mighty composite shortbow [Str +2]); SA Favored enemy (human +4, dwarf +2); SQ Animal companion, marsh move, wild empathy; AL CE; SV Fort +11, Ref +8, Will +3; Str 15, Dex 14, Con 20, Int 6, Wis 10, Cha 6.


Skills and Feats: Handle Animal +7, Ride +13, Spot +9, Survival +9; Endurance, Manyshot, Mounted Combat, Rapid Shot, Ride-By Attack, Spirited Charge, Track. 


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


Possessions: +1 studded leather armor, masterwork lance, masterwork battle axe, masterwork mighty composite shortbow [Str +2], 20 arrows, vest of resistance +1. 

Note:  Following spells are active (caster level): barkskin (3), shield of faith (1).

Advanced Fiendish Dire Toad: CR 5; Large magical beast (extraplanar); HD 7d8+28; hp 63; Init +1; Spd 60 ft.; AC 16, touch 11, flat-footed 14 (-1 size, +2 Dex, +5 natural); Base Atk/Grp: +5/+13; Atk +8 melee (1d6+6 plus poison, bite) or +5 ranged (grapple, tongue); Full Atk +8 melee (1d6+6 plus poison, bite) or +5 ranged (grapple, tongue); Space/Reach: 10 ft./10 ft. (20 ft. w/tongue); SA: Improved grab, poison, smite good, swallow whole; SQ Damage reduction 5/magic, darkvision 60 ft., low-light vision, resistance to cold and fire 5, spell resistance 12; AL N; SV Fort +9, Ref +6, Will +7; Str 18, Dex 12, Con 19, Int 3, Wis 15, Cha 7.


Skills and Feats: Hide +7, Jump +62, Listen +7, Spot +8; Alertness, Weapon Finesse (bite). 


Poison (Ex):  A dire toad delivers its poison (Fortitude save DC 17) with each successful bite attack.  The initial and secondary damage is the same (1d6 points of Constitution damage).


Improved Grab (Ex):  If a dire toad hits an opponent that is at least one size category smaller than itself with a bite attack or a tongue attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  If it gets a hold, it can try to swallow the opponent.  Alternatively, the dire toad has the option to conduct the grapple normally, or simply use its jaws to hold the opponent (-20 penalty on grapple check, but the dire toad is not considered grappled).  In either case, each successful grapple check it makes during consecutive rounds automatically deals bite damage.


Smite Good (Su):  Once per day, the creature can make a normal melee attack to deal 7 points extra damage against a good foe.


Swallow Whole (Ex):  A dire toad can swallow a grabbed opponent that is at least one size category smaller than itself by making a successful grapple check.  Once inside the toad, the opponent takes 1d8 points of bludgeoning damage and 1d4 points of acid damage per round from the dire toad’s stomach.  A successful grapple check allows the swallowed creature to climb out of the stomach and return to the toad’s mouth, where another successful grapple check is needed to get free.  Alternatively, a swallowed creature can try to cut its way out with either claws or a light piercing or slashing weapon.  Dealing at least 10 points of damage to the gizzard (AC 15) in this way creates an opening large enough to permit escape.  Once a single swallowed creature exits, muscular action closes the hole; thus another swallowed opponent must cut its own way out.  A medium-size dire toad’s stomach can hold 2 Medium, 4 Small or 16 Tiny or smaller opponents.

Note:  Following spells are active (caster level): expeditious retreat (1), jump (9).
Wave 6:

Bullywug Warrior: male bullywug War5; CR 5; Medium humanoid (aquatic); HD (5d8)+20; hp 45; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 21, touch 12, flat-footed 19 (+2 Dex, +4 armor, +2 shield, +3 natural); Base Atk/Grp: +5/+7; Atk +8 melee (1d6+2, masterwork club) or +7 melee (1d4+2/19-20, dagger) or +7 ranged (1d6+2, javelin); Full Atk +8 melee (1d6+2, masterwork club) or +7 melee (1d4+2/19-20, dagger) or +7 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +8, Ref +3, Will +0; Str 14, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +3, Swim +3; Combat Reflexes, Improved Initiative. 


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


Possessions: +1 studded leather armor, masterwork heavy wooden shield, masterwork club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Barbarian: male bullywug Bbn6; CR 6; Medium humanoid (aquatic); HD (6d12)+30; hp 77; Init +6; Spd 30 ft., swim 30 ft.; AC 20, touch 13, flat-footed 20 (+2 Dex, +4 armor, +3 natural, +1 deflection); Base Atk/Grp: +6/+8; Atk +9 melee (1d10+4, +1 greatclub) or +9 melee (1d4+2/19-20, masterwork dagger) or +9 ranged (1d6+2, masterwork javelin); Full Atk +9/+4 melee (1d10+4, +1 greatclub) or +9/+4 melee (1d4+2/19-20, masterwork dagger) or +9/+4 ranged (1d6+2, masterwork javelin); SA Rage 2/day; SQ Marsh move, improved uncanny dodge,  trap sense +2, uncanny dodge; AL CE; SV Fort +11, Ref +5, Will +2; Str 15, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +11, Listen +8, Survival +4, Swim +6; Improved Initiative, Leap Attack, Power Attack. 


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


Possessions: +1 studded leather armor, +1 greatclub, masterwork dagger, 2 masterwork javelins, +1 vest of resistance, ring of protection +1, potion of bull’s strength, potion of expeditious retreat. 

Wave 7:

Bullywug Barbarian: male bullywug Bbn5; CR 5; Medium humanoid (aquatic); HD (5d12)+25; hp 64; Init +6; Spd 30 ft., swim 30 ft.; AC 20, touch 13, flat-footed 20 (+2 Dex, +4 armor, +3 natural, +1 deflection); Base Atk/Grp: +5/+7; Atk +8 melee (1d10+3, masterwork greatclub) or +8 melee (1d4+2/19-20, masterwork dagger) or +8 ranged (1d6+2, masterwork javelin); Full Atk +8 melee (1d10+3, masterwork greatclub) or +8 melee (1d4+2/19-20, masterwork dagger) or +8 ranged (1d6+2, masterwork javelin); SA Rage 2/day; SQ Marsh move, improved uncanny dodge,  trap sense +1, uncanny dodge; AL CE; SV Fort +10, Ref +4, Will +1; Str 15, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +10, Listen +7, Survival +3, Swim +6; Improved Initiative, Power Attack. 


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


Possessions: +1 studded leather armor, masterwork greatclub, masterwork dagger, 2 masterwork javelins, +1 vest of resistance, ring of protection +1, potion of bull’s strength, potion of expeditious retreat. 

Wave 8:

Bullywug Barbarian: male bullywug Bbn6; CR 6; Medium humanoid (aquatic); HD (6d12)+30; hp 77; Init +6; Spd 30 ft., swim 30 ft.; AC 20, touch 13, flat-footed 20 (+2 Dex, +4 armor, +3 natural, +1 deflection); Base Atk/Grp: +6/+8; Atk +9 melee (1d10+4, +1 greatclub) or +9 melee (1d4+2/19-20, masterwork dagger) or +9 ranged (1d6+2, masterwork javelin); Full Atk +9/+4 melee (1d10+4, +1 greatclub) or +9/+4 melee (1d4+2/19-20, masterwork dagger) or +9/+4 ranged (1d6+2, masterwork javelin); SA Rage 2/day; SQ Marsh move, improved uncanny dodge,  trap sense +2, uncanny dodge; AL CE; SV Fort +11, Ref +5, Will +2; Str 15, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +11, Listen +8, Survival +4, Swim +6; Improved Initiative, Leap Attack, Power Attack. 


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


Possessions: +1 studded leather armor, +1 greatclub, masterwork dagger, 2 masterwork javelins, +1 vest of resistance, ring of protection +1, potion of bull’s strength, potion of expeditious retreat. 

Lizardfolk Barbarian: male lizardfolk Bbn8; CR 9; Medium humanoid (reptilian); HD (2d8)+(8d12)+40; hp 114; Init +0; Spd 30 ft.; AC 24, touch 10, flat-footed 24 (+6 armor, +3 shield, +5 natural armor); Base Atk/Grp: +9/+14; Atk +15 melee (1d6+6, +1 club) or +14 melee (1d4+5, claw); Full Atk +15/+10 melee (1d6+6, +1 club) or +14 melee (1d4+5, 2 claws) and +9 melee (1d6+2, bite); SA Rage 3/day; SQ Damage reduction 1/-, hold breath, improved uncanny dodge, trap sense +2, uncanny dodge; AL CN; SV Fort +10, Ref +7, Will +4; Str 20, Dex 10, Con 18, Int 8, Wis 10, Cha 10.


Skills and Feats: Jump +14, Survival +8, Swim +10; Cleave, Iron Will, Lightning Reflexes, Power Attack. 


Hold Breath (Ex): A lizardfolk can hold its breath for a number of rounds equal to four times its Constitution score before it risks drowning (see page 304 of the Dungeon Master’s Guide).


Skills: Because of their tails, lizardfolk have a +4 racial bonus on Jump, Swim, and Balance checks.


Possessions: +1 dragonhide breastplate, +1 darkwood heavy shield, +1 club. 

Appendix Five – APL 10

Mission One





Scouts:

Bullywug Warrior 9: male bullywug War9; CR 9; Medium humanoid (aquatic); HD (9d8)+45; hp 88; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 22, touch 12, flat-footed 20 (+2 Dex, +4 armor, +3 shield, +3 natural); Base Atk/Grp: +9/+11; Atk +12 melee (1d6+3/19-20, +1 club) or +11 melee (1d4+2/19-20, dagger) or +11 ranged (1d6+2, javelin); Full Atk +12/+7 melee (1d6+3/19-20, +1 club) or +11/+6 melee (1d4+2/19-20, dagger) or +11/+6 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +11, Ref +6, Will +3; Str 15, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +7, Swim +7; Combat Reflexes, Improved Critical (club), Improved Initiative, Improved Toughness. 


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


Possessions: +1 studded leather armor, +1 heavy wooden shield, +1 club, dagger, 2 javelins, +1 vest of resistance, potion of expeditious retreat. 

Bullywug Ranger 10: male bullywug Rgr10; CR 10; Medium humanoid (aquatic); HD (10d8)+40; hp 90; Init +4; Spd 20 ft., swim 30 ft.; AC 25 [23], touch 15, flat-footed 21 [19] (+4 Dex, +6 [+4] armor, +4 natural, +1 deflection); Base Atk/Grp: +10/+12; Atk +17 [+15] ranged (1d6+5/x3, +1 mighty composite bane [human] shortbow [str +2]) or +13 melee (1d4+2/19-20, masterwork dagger) or +15 ranged (1d6+2, masterwork javelin); Full Atk +17/+17/+12 [+15/+15/+10] ranged (1d6+5/x3, +1 mighty composite bane [human] shortbow [str +2]) or +13/+8 melee (1d4+2/19-20, masterwork dagger) or +15/+10 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +9, dwarf +3, elf +3); SQ Evasion, marsh move, swift tracker, wild empathy, woodland stride; AL CE; SV Fort +13, Ref +13, Will +5; Str 14 Dex 18, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +17, Move Silently +17, Spot +13, Survival +13, Swim +15; Endurance, Improved Favored Enemy, Improved Rapid Shot, Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: +1 studded leather armor, +1 mighty composite bane (human) shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +2 vest of resistance, amulet of natural armor +1, ring of protection +1, gauntlets of dexterity +2, 40 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these warriors (caster level 12): magic vestment and greater magic weapon.

Crocodile Animal Companion: CR 2; Medium animal; HD 5d8+15; hp 41; Init +1; Spd 20 ft., swim 30 ft.; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural); Base Atk/Grp: +3/+8; Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Full Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +7, Ref +5, Will +2; Str 20, Dex 13, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +13; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Allies:

Bullywug Druid 10: female bullywug Drd10; CR 10; Medium humanoid (aquatic); HD (10d8)+20; hp 75; Init +4; Spd 25 ft. (20 ft w/o armor), swim 30 ft.; AC 26 [22], touch 12, flat-footed 26 [22] (+7 armor, +7 [+3] natural, +2 deflection); Base Atk/Grp: +7/+7; Atk +8 melee (1d6+1, +1 club) or +8 ranged (1d4, masterwork sling); Full Atk +8/+3 melee (1d6+1, +1 club) or +8/+3 ranged (1d4, masterwork sling); SQ Marsh move, nature sense, resist nature’s lure, spontaneous casting, summoning, trackless step, venom immunity, wild empathy, wild shape (small to large) 4/day, woodland stride; AL NE; SV Fort +11, Ref +5, Will +12; Str 10, Dex 10, Con 14, Int 6, Wis 16, Cha 8.


Skills and Feats: Concentration +6, Handle Animal +10, Spot +14; Brew Potion, Improved Initiative, Natural Bond, Natural Spell. 


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


Druid Spells Prepared 6/5/5/4/3/2; base DC = 13 + spell level):  0 – create water, cure minor wounds, know direction (x2), light, mending; 1st — charm animal, entangle, faerie fire, longstrider, speak with animals; 2nd – barkskin (x2), briar web, chill metal, heat metal; 3rd – dominate animal, greater magic fang, poison, speak with plants, 4th – flame strike, freedom of movement (x2); 5th – baleful polymorph, stoneskin.


Possessions: +2 dragonhide breastplate, +1 club, masterwork sling, 6 sling stones, +2 ring of protection, +2 vest of resistance, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level in parentheses): barksin (10), freedom of movement (10), longstrider (10), magic vestment (12), and stoneskin (10).

Dire Toad Animal Companion: CR 3; Medium animal; HD 10d8+30; hp 83; Init +3; Spd 30 ft.; AC 25 [21], touch 12, flat-footed 23 [19] (+2 Dex, +13 [+9] natural); Base Atk/Grp: +7/+9; Atk +13 [+11] melee (1d6+4 plus poison, bite) or +10 ranged (grapple, tongue); Full Atk +13 [+11] melee (1d6+4 plus poison, bite) or +10 ranged (grapple, tongue); Space/Reach: 5 ft./5 ft. (10 ft. w/tongue); SA: Improved grab, poison, swallow whole; SQ Devotion, evasion, ink, low-light vision, multiattack, share spells; AL N; SV Fort +10, Ref +10, Will +9; Str 14, Dex 17, Con 16, Int 2, Wis 15, Cha 7.


Skills and Feats: Hide +9, Jump +16, Listen +7, Spot +8; Alertness, Improved natural attack (bite), Weapon Finesse (bite), Weapon Focus (bite). 


Poison (Ex):  A dire toad delivers its poison (Fortitude save DC 18 with each successful bite attack.  The initial and secondary damage is the same (1d6 points of Constitution damage).


Improved Grab (Ex):  If a dire toad hits an opponent that is at least one size category smaller than itself with a bite attack or a tongue attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  If it gets a hold, it can try to swallow the opponent.  Alternatively, the dire toad has the option to conduct the grapple normally, or simply use its jaws to hold the opponent (-20 penalty on grapple check, but the dire toad is not considered grappled).  In either case, each successful grapple check it makes during consecutive rounds automatically deals bite damage.


Swallow Whole (Ex):  A dire toad can swallow a grabbed opponent that is at least one size category smaller than itself by making a successful grapple check.  Once inside the toad, the opponent takes 1d6 points of bludgeoning damage and 1d4 points of acid damage per round from the dire toad’s stomach.  A successful grapple check allows the swallowed creature to climb out of the stomach and return to the toad’s mouth, where another successful grapple check is needed to get free.  Alternatively, a swallowed creature can try to cut its way out with either claws or a light piercing or slashing weapon.  Dealing at least 10 points of damage to the gizzard (AC 13) in this way creates an opening large enough to permit escape.  Once a single swallowed creature exits, muscular action closes the hole; thus another swallowed opponent must cut its own way out.  A medium-size dire toad’s stomach can hold 2 Small or 8 Tiny or smaller opponents.

Note: Following spells are active: Barkskin (10), Freedom of movement (10), and Greater magic fang (10).

Advanced Fiendish Shambling Mound: CR 12; Huge plant (extraplanar); HD 20d8+120; hp 210; Init +4; Spd 20 ft., swim 20 ft; AC 22, touch 8, flat-footed 22 (-2 size, -+14 natural); Base Atk/Grp: +15/+33; Atk +24 melee (3d6+10, slam); Full Atk +24 melee (3d6+10, 2 slams); Space/Reach: 10 ft./10 ft.; SA: Improved grab, constrict 3d6+15, smite good 5/day; SQ Damage reduction 10/magic, darkvision 60 ft., immunity to electricity, low-light vision, plant traits, resistance to fire and cold 10, spell resistance 25; AL CE; SV Fort +18, Ref +6, Will +9; Str 30, Dex 10, Con 22, Int 9, Wis 12, Cha 14.


Skills and Feats: Hide +0*, Listen +12, Move Silently +14; Extra Smiting (x2), Improved Initiative, Improved Smiting, Iron Will, Power Attack, Weapon Focus (slam). 


Improved Grab (Ex):  To use this ability, a shambler must hit with both slam attacks.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, it establishes a hold and can constrict.


Constrict (Ex):  A shambler deals 3d6+15 points of damage with a successful grapple check.


Immunity to Electricity (Ex):  Shamblers take no damage from electricity.  Instead, any electricity attack (such as shocking grasp or lightning bolt) used against a shambler temporarily grants it 1d4 points of Constitution.  The shambler loses these points at the rate of 1 per hour.


Smite Good (Su):  Five times a day, the creature can make a normal melee attack to deal 20+1d6 points extra damage against a good foe.


Skills:  Shamblers have a +4 racial bonus on Hide, Listen, and Move Silently checks.  *They have a +12 racial bonus on Hide checks when in a swampy or forested area.

Mission Two





Road:

Goblin Warrior: male goblin War7; CR 7; Small humanoid (goblinoid); HD (7d8)+14; hp 53; Init +4; Spd 30 ft.; AC 24, touch 16, flat-footed 20 (+1 size, +4 Dex, +5 armor, +3 shield, +1 deflection); Base Atk/Grp: +7/+4; Atk +10 melee (1d6+2/19-20, masterwork longsword) or +10 melee (1d6+1, masterwork morningstar) or +13 ranged (1d4+1, masterwork javelin); Full Atk +10/+5 melee (1d6+2/19-20, masterwork longsword) or +10/+5 melee (1d6+1, masterwork morningstar) or +13/+8 ranged (1d4+1, masterwork javelin); SQ Darkvision 60 ft.; AL CE; SV Fort +8, Ref +7, Will +3; Str 13, Dex 18, Con 14 Int 10, Wis 10, Cha 8.


Skills and Feats: Climb +11, Hide +8, Move Silently +8, Ride +18; Combat Reflexes, Dodge, Mobility. 


Skills: Goblins have a +4 racial bonus on Move Silently and Ride checks.


Possessions: +2 studded leather armor, +2 light shield, +1 longsword, masterwork morningstar, 2 masterwork javelins, cloak of resistance +1, ring of protection +1, potion of expeditious retreat, portion of bull’s strength. 

Hobgoblin Cleric: male hobgoblin Clr9; CR 10; Medium humanoid (goblinoid); HD (9d8)+27; hp 74; Init +2; Spd 20 ft. (30 ft w/o armor); AC 24 [22], touch 13, flat-footed 22 [20] (+2 Dex, +7 [+6] armor, +4 [+3] shield, +1 deflection); Base Atk/Grp: +6/+7; Atk +9 [+8] melee (1d8+3, +1 morningstar) or +9 ranged (1d8/19-20, masterwork light crossbow); Full Atk +9/+4 [+8/+3] melee (1d8+3, +1 morningstar) or +9/+4 ranged (1d8/19-20, masterwork light crossbow); SA Rebuke undead 11/day; SQ Spontaneous casting; AL NE; SV Fort +11, Ref +7, Will +13; Str 12, Dex 14, Con 16, Int 10, Wis 18, Cha 10.


Skills and Feats: Concentration +15, Knowledge (religion) +6, Spellcraft +6; Divine Spell Power, Domain Spontaneity (Destruction), Extra Turning (x2). 


Cleric Spells Prepared 6/5+1/5+1/4+1/3+1/1+1; base DC = 14 + spell level):  0 – create water, cure minor wounds (x2), detect magic, guidance, light; 1st — bless, cure light wounds (x2), protection from good*, shield of faith (x2); 2nd – cure moderate wounds, hold person, shatter*, sound burst, spiritual weapon, status; 3rd – contagion*, cure serious wounds, invisibility purge, magic vestment (x2), searing light; 4th – divine power, freedom of movement (x2), greater magic weapon, unholy blight*; 5th – flamestrike, mass inflict light wounds*.


Possessions: +1 breastplate, +1 heavy steel shield, +1 morningstar, masterwork light crossbow, 10 bolts, ring of protection +1, cloak of resistance +2, rod of lesser silence, potion of bull’s strength, potion of bear’s endurance, potion of heroism, potion of expeditious retreat. 

Note:  Following spells are active (caster level in parentheses): magic vestment (9), magic vestment (9), greater magic weapon (9), status (9).

Hobgoblin Fighter: male hobgoblin Ftr6/Tct5; CR 12; Medium humanoid (goblinoid); HD (11d10)+44; hp 116; Init +3; Spd 20 ft. (30 ft w/o armor); AC 26, touch 15, flat-footed 23 (+3 Dex, +7 armor, +4 shield, +2 deflection); Base Atk/Grp: +11/+14; Atk +16 melee (1d8+6/17-20, longsword) or +15 melee (1d6+3/19-20, short sword) or +15 melee (1d4+3/19-20, dagger) or +15 ranged (1d8+3, mighty composite longbow [Str +3]); Full Atk +16/+11/+6 melee (1d8+6/17-20, longsword) or +15/+10/+5 melee (1d6+3/19-20, short sword) or +15/+10/+5 melee (1d4+3/19-20, dagger) or +15/+10/+5 ranged (1d8+3, mighty composite longbow [Str +3]); SA Flanker, interpose 3/day, offensive strike; SQ Damage reduction 5/bludgeoning or piercing, darkvision 60 ft.; AL LE; SV Fort +14, Ref +8, Will +5; Str 17, Dex 16, Con 16, Int 12, Wis 10, Cha 10.


Skills and Feats: Climb +0, Intimidate +14, Jump +7, Sense Motive +9; Cleave, Combat Reflexes, Improved Critical (longsword), Improved Toughness, Power Attack, Shieldmate, Sidestep, Weapon Focus (longsword), Weapon Specialization (longsword). 


Possessions: +2 breastplate w/axeblock, +2 heavy wooden shield, +1 longsword, masterwork short sword, masterwork dagger, masterwork mighty composite longbow [Str +3], 20 arrows, ring of protection +2, cloak of resistance +2, potion of barkskin [+4], potion of bear’s endurance, potion of bull’s strength, potion of expeditious retreat. 

Northeast and Southeast:

Kobold Warrior: female kobold War7; CR 7; Small humanoid (reptilian); HD (7d8)+21; hp 58; Init +7; Spd 30 ft.; AC 22, touch 15, flat-footed 19 (+1 size, +3 Dex, +3 armor, +2 shield, +2 natural, +1 deflection); Base Atk/Grp: +7/+3; Atk +12 melee (1d4+1/19-20, +1 short sword) or +12 melee (1d3/19-20, masterwork dagger) or +12 ranged (1d3, sling); Full Atk +12/+7 melee (1d4+1/19-20, +1 short sword) or +12/+7 melee (1d3/19-20, masterwork dagger) or +12/+7 ranged (1d3, sling); SQ Darkvision 60 ft., light sensitivity; AL LE; SV Fort +8, Ref +6, Will +3; Str 10, Dex 17, Con 14, Int 10, Wis 10, Cha 10.


Skills and Feats: Climb +10, Swim +10; Improved Initiative, Improved Toughness, Weapon Finesse. 


Light Sensitivity (Ex): Kobolds are dazzled in bright sunlight or within the radius of a daylight spell.


Skills: Kobolds have a +2 racial bonus on Craft (trapmaking), Profession (miner), and Search checks.


Possessions: +1 leather armor, +1 buckler, +1 short sword, masterwork dagger, masterwork sling, 6 sling stones, ring of protection +1, amulet of natural armor +1, cloak of resistance +1, potion of bull’s strength, potion of expeditious retreat. 

Kobold Rogue: female kobold Rog11; CR 11; Small humanoid (reptilian); HD (11d6)+11; hp 47; Init +6; Spd 30 ft.; AC 26, touch 19, flat-footed 26 (+1 size, +6 Dex, +5 armor, +2 natural, +2 deflection); Base Atk/Grp: +8/+4; Atk +18 [+16] melee (1d6+3, +1 bane (human) spiked chain) or +16 melee (1d3/19-20, masterwork dagger) or +16 ranged (1d4, masterwork composite shortbow); Full Atk +18/+13 [+16/+11] melee (1d6+3, +1 bane (human) spiked chain) or +16/+11 melee (1d3/19-20, masterwork dagger) or +16/+11 ranged (1d4, masterwork composite shortbow); SA Opportunist, sneak attack +6d6; SQ Darkvision 60 ft., evasion, improved uncanny dodge, light sensitivity, trap sense +3, trapfinding, uncanny dodge; AL LE; SV Fort +5, Ref +15, Will +5; Str 10, Dex 22, Con 10, Int 12, Wis 10, Cha 10.


Skills and Feats: Craft (trapmaking) +15, Escape Artisit +20, Hide +24, Listen +14, Move Silently +20, Profession (miner) +14, Search +17, Spot +13, Tumble +20; Combat Reflexes, Exotic Weapon Proficiency (spiked chain), Improved Toughness, Weapon Finesse. 


Light Sensitivity (Ex): Kobolds are dazzled in bright sunlight or within the radius of a daylight spell.


Skills: Kobolds have a +2 racial bonus on Craft (trapmaking), Profession (miner), and Search checks.


Possessions: +3 leather, +1 bane (human) spiked chain, masterwork dagger, masterwork composite shortbow, 20 arrows, ring of protection +2, amulet of natural armor +1, cloak of resistance +2, gauntlets of dexterity +2, potion of bull’s strength, potion of expeditious retreat, potion of invisibility. 

Note:  Following spells are active on these kobolds (caster level in parentheses): greater magic weapon (12).

Bullywug Ranger: male bullywug Rgr11; CR 11; Medium humanoid (aquatic); HD (11d8)+44; hp 90; Init +4; Spd 20 ft., swim 30 ft.; AC 25 [23], touch 15, flat-footed 21 [19] (+4 Dex, +6 [+4] armor, +4 natural, +1 deflection); Base Atk/Grp: +11/+13; Atk +18 [+16] ranged (1d6+5/x3, +1 mighty composite bane [human] shortbow [str +2]) or +14 melee (1d4+2/19-20, masterwork dagger) or +16 ranged (1d6+2, masterwork javelin); Full Atk +18/+18/+13 [+16/+16/+11] ranged (1d6+5/x3, +1 mighty composite bane [human] shortbow [str +2]) or +14/+9 melee (1d4+2/19-20, masterwork dagger) or +16/+11 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +9, dwarf +3, elf +3); SQ Evasion, marsh move, swift tracker, wild empathy, woodland stride; AL CE; SV Fort +13, Ref +13, Will +5; Str 14 Dex 18, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +18, Move Silently +18, Spot +14, Survival +14, Swim +16; Endurance, Improved Favored Enemy, Improved Rapid Shot, Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: +1 studded leather armor, +1 mighty composite bane (human) shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +2 vest of resistance, amulet of natural armor +1, ring of protection +1, gauntlets of dexterity +2, 40 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these warriors (caster level 12): magic vestment and greater magic weapon.

Crocodile Animal Companion: CR 2; Medium animal; HD 5d8+15; hp 41; Init +1; Spd 20 ft., swim 30 ft.; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural); Base Atk/Grp: +3/+8; Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Full Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +7, Ref +5, Will +2; Str 20, Dex 13, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +13; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Scouts:

Bullywug Warrior 9: male bullywug War9; CR 9; Medium humanoid (aquatic); HD (9d8)+45; hp 88; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 22, touch 12, flat-footed 20 (+2 Dex, +4 armor, +3 shield, +3 natural); Base Atk/Grp: +9/+11; Atk +12 melee (1d6+3/19-20, +1 club) or +11 melee (1d4+2/19-20, dagger) or +11 ranged (1d6+2, javelin); Full Atk +12/+7 melee (1d6+3/19-20, +1 club) or +11/+6 melee (1d4+2/19-20, dagger) or +11/+6 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +11, Ref +6, Will +3; Str 15, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +7, Swim +7; Combat Reflexes, Improved Critical (club), Improved Initiative, Improved Toughness. 


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


Possessions: +1 studded leather armor, +1 heavy wooden shield, +1 club, dagger, 2 javelins, +1 vest of resistance, potion of expeditious retreat. 

Bullywug Ranger 10: male bullywug Rgr10; CR 10; Medium humanoid (aquatic); HD (10d8)+40; hp 90; Init +4; Spd 20 ft., swim 30 ft.; AC 25 [23], touch 15, flat-footed 21 [19] (+4 Dex, +6 [+4] armor, +4 natural, +1 deflection); Base Atk/Grp: +10/+12; Atk +17 [+15] ranged (1d6+5/x3, +1 mighty composite bane [human] shortbow [str +2]) or +13 melee (1d4+2/19-20, masterwork dagger) or +15 ranged (1d6+2, masterwork javelin); Full Atk +17/+17/+12 [+15/+15/+10] ranged (1d6+5/x3, +1 mighty composite bane [human] shortbow [str +2]) or +13/+8 melee (1d4+2/19-20, masterwork dagger) or +15/+10 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +9, dwarf +3, elf +3); SQ Evasion, marsh move, swift tracker, wild empathy, woodland stride; AL CE; SV Fort +13, Ref +13, Will +5; Str 14 Dex 18, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +17, Move Silently +17, Spot +13, Survival +13, Swim +15; Endurance, Improved Favored Enemy, Improved Rapid Shot, Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: +1 studded leather armor, +1 mighty composite bane (human) shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +2 vest of resistance, amulet of natural armor +1, ring of protection +1, gauntlets of dexterity +2, 40 arrows, potion of expeditious retreat. 

Note:  Following spells are active on these warriors (caster level 12): magic vestment and greater magic weapon.

Crocodile Animal Companion: CR 2; Medium animal; HD 5d8+15; hp 41; Init +1; Spd 20 ft., swim 30 ft.; AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural); Base Atk/Grp: +3/+8; Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Full Atk +8 melee (1d8+7, bite) or +8 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +7, Ref +5, Will +2; Str 20, Dex 13, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +7*, Listen +4, Spot +4, Swim +13; Alertness, Skill Focus (Hide). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Mission Five





“Marttik:

“Marttik”: Doppleganger Sor12: CR 13; Medium monstrous humanoid (shapechange); HD 4d8+12d4+32; hp 84 (+12 temp); Init +6; Spd 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +4 armor, +4 natural); Base Atk/Grp: +10/+12; Atk +13 melee (1d6+3, slam) or +13 melee (1d4+3, +1 dagger); Full Atk +13/+8 melee (1d6+3, slam) or +13/+8 melee (1d4+3, +1 dagger); Space/Reach: 5 ft./5 ft.; SA: Detect thoughts; SQ Change shape, immunity to sleep and charm effects; AL N; SV Fort +9, Ref +12, Will +16; Str 14, Dex 14, Con 14, Int 14, Wis 14, Cha 22.


Skills and Feats: Bluff +29*, Concentration +14, Disguise +17* (+19 acting), Knowledge (arcane) +14, Sense Motive +9, Spellcraft +16, Spot +9; Great Fortitude, Improved Initiative, Iron Will, Lightning Reflexes, Silent Spell, Spell Focus (evocation). 


Detect Thoughts (Su):  A doppelganger can continuously use detect thoughts as the spell (caster level 18th; Will DC 13 negates).  It can suppress or resume this ability as a free action.  The save DC is Charisma-based.


Change Shape (Su):  A doppelganger can assume the shape of any Small or Medium humanoid.  In humanoid form, the doppelganger loses its natural attacks.  A doppelganger can remain in its humanoid form until it chooses to assume a new one.  A change in form cannot be dispelled, but a doppelganger reverts to its natural form when killed.  A true seeing spell or ability reveals its natural form.


Skills:  A doppelganger has a +4 racial bonus on Bluff and Disguise checks. *When using its change shape ability, a doppelganger gets an additional +10 circumstance bonus on Disguise checks.  If it can read an opponent’s mind, it gets a further +4 circumstance bonus on Bluff and Disguise checks.


Sorcerer Spells Known 6/7/7/7/7/6/4; base DC = 15 + spell level):  0 – detect magic, disrupt undead, flare, light, mage hand, mending, prestidigitation, ray of frost, resistance; 1st — expeditious retreat, mage armor, magic missile, shield, true strike; 2nd – bull’s strength, false life, knock, mirror image, scorching ray; 3rd – displacement, fireball, greater magic weapon, slow; 4th – dimension door, ice storm, greater invisibility; 5th – cone of cold, telekinesis; 6th – greater dispel magic.


Possessions: +1 dagger, cloak of resistance +2. 

Note:  Following spells are active (caster level): mage armor (12), false life (12).

Assassin:

Milzkrythk: Naztharune Rakshasa Ass3; CR 14; Medium outsider (native); HD 11d8+3d6+56; hp 117; Init +9; Spd 40 ft.; AC 26, touch 15, flat-footed 21 (+5 Dex, +6 mithral chain shirt, +5 natural); Base Atk/Grp: +12/+15; Atk +21 melee (1d6+4/19-20, +2 short sword) or +18 melee (1d4+2, claw) or +19 ranged (1d6+3/x3, +1 mighty composite shortbow [Str +2]); Full Atk +19/+14/+9 melee (1d6+4/19-20, short sword) and +17 melee (1d6+1/19-20, short sword) or +18 melee (1d4+2, 2 claws) or +19/+14/+9 ranged (1d6+3/x3, +1 mighty composite shortbow [Str +2]); Space/Reach: 5 ft./5 ft.; SA: Death attack (DC 15), detect thoughts, poison use, sneak attack +8d6; SQ Change shape, damage reduction 15/good and piercing, darkvision 60 ft., evasion, hide in plain sight, improved evasion, improved uncanny dodge, outsider traits, save bonus against poison +1, shadow jump, spell resistance 21, uncanny dodge; AL LE; SV Fort +14, Ref +17, Will +11; Str 14, Dex 20, Con 18, Int 15, Wis 12, Cha 15.


Skills and Feats: Balance +23, Bluff +23*, Diplomacy +4, Disguise +23* (+25* acting), Escape Artist +22, Hide +22, Intimidate +4, Jump +8, Listen +18, Move Silently +22, Search +19, Spot +18, Survival +0 (+2 following tracks), Tumble +24, Use Rope +5 (+7 bindings); Improved Initiative, Two-Weapon Fighting, Weapon Finesse, Weapon Focus (short sword). 


Detect Thoughts (Su):  A naztharune rakshasa can continuously use detect thoughts as the spell (caster level 18th; Will save DC 17 negates).  It can suppress or resume this ability as a free action.  The save DC is Charisma-based.


Change Shape (Su):  A naztharune rakshasa can assume any humanoid form, or revert to its own form, as a standard action.  In humanoid form, a naztharune loses its claw attacks (although it usually uses weapons and armor).  A naztharune rakshasa typically remains in one form until it chooses to assume a new one.  A change in form cannot be dispelled, but a naztharune reverts to its natural form when killed.  A true seeing spell reveals its natural form.


Hide in Plain Sight (Ex):  A naztharune rakshasa can use the Hide skill even while being observed.  As long as it is within 10 feet of some sort of shadow, a naztharune rakshasa can hide itself from view in the open without anything to actually hide behind.  It cannot, however, hide in its own shadow.


Shadow Jump (Su):  A naztharune rakshasa has the ability to travel between shadows as if by means of a dimension door spell.  The limitation is that the magical transport must begin and end in an area with at least some shadow.  A naztharune can jump up to 20 feet each day in this way; this can be a single jump of 20 feet or two jumps of 10 feet each.


Skills:  A naztharune rakshasa has a +4 racial bonus on Bluff checks and Disguise checks.


*When using change shape, a naztharune rakshasa gains an additional +10 circumstance bonus on Disguise checks.  If it is reading an opponent’s mind, its circumstance bonus on Bluff and Disguise checks increases by a further +4.


Assassin Spells Known 2/1; base DC = 11 + spell level):  1st — feather fall, ghost sound, true strike; 2nd – cat’s grace, invisibility.


Possessions: +2 mithral chain shirt, +2 short sword, +1 mighty composite shortbow [Str +2], 20 arrows, cloak of resistance +2. 

Mission Six





Wave 1:

Umber Hulk: CR 9; Huge aberration; HD 16d8+96; hp 168; Init +0; Spd 20 ft., burrow 20 ft.; AC 19, touch 8, flat-footed 19 (-2 size, +11 natural); Base Atk/Grp: +12/+30; Atk +20 melee (2d6+10, claw); Full Atk +20 melee (2d6+10, 2 claws) and +18 melee (3d8+5, bite); Space/Reach: 15 ft./15 ft.; SA: Confusing gaze; SQ Darkvision 60 ft., tremorsense 60 ft.; AL CE; SV Fort +13, Ref +7, Will +12; Str 31, Dex 11, Con 23, Int 11, Wis 11, Cha 13.


Skills and Feats: Climb +24, Jump +9, Listen +19; Great Fortitude, Iron Will, Lightning Reflexes, Multiattack, Power Attack, Toughness. 


Confusing Gaze (Su):  Confusion as the spell, 30 feet, caster level 8th, Will DC 19 negates.  The save DC is Charisma-basd.

Troll Bbn6: CR 11; Large giant; HD 6d8+6d12+120; hp 180; Init +4; Spd 30 ft.; AC 26, touch 15, flat-footed 26 (-1 size, +4 Dex, +4 armor, +7 natural, +2 deflection); Base Atk/Grp: +10/+25; Atk +21 (3d6+17/x3, +1 greataxe) or +20 melee (1d6+11, claw); Full Atk +21/+16 melee (3d6+17/x3, +1 greataxe) or +20 melee (1d6+11, 2 claws) and +15 melee (1d6+5, bite); Space/Reach: 10 ft./10 ft.; SA: Rage 2/day, rend 2d6+17; SQ Darkvision 90 ft., low-light vision, regeneration 5, scent, trap sense +1, uncanny dodge; AL CE; SV Fort +20, Ref +8, Will +5; Str 33, Dex 18, Con 30, Int 6, Wis 8, Cha 6.


Skills and Feats: Spot +8, Swim +19; Blind-Fight, Combat Reflexes, Intimidating Rage, Iron Will, Power Attack. 


Rend (Ex):  If a troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh.  This attack automatically deals an additional 2d6+9 points of damage.


Regeneration (Ex):  Fire and acid deal normal damage to a troll.  If a troll loses a limb or body part, the lost portion regrows in 3d6 minutes.  The creature can reattach the severed member instantly by holding it to the stump.


Possessions: +1 hide armor, +1 greataxe. 

Note:  Following spells are active (caster level): bull’s strength (3), bear’s endurance (3), shield of faith (1), barkskin (1).

Wave 2:

Bullywug Warrior 8: male bullywug War8; CR 8; Medium humanoid (aquatic); HD (8d8)+40; hp 78; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 22, touch 12, flat-footed 20 (+2 Dex, +4 armor, +3 shield, +3 natural); Base Atk/Grp: +8/+10; Atk +11 melee (1d6+3, +1 club) or +10 melee (1d4+2/19-20, dagger) or +10 ranged (1d6+2, javelin); Full Atk +11/+6 melee (1d6+3, +1 club) or +10/+5 melee (1d4+2/19-20, dagger) or +10/+5 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +11, Ref +5, Will +2; Str 15, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +6, Swim +6; Combat Reflexes, Improved Initiative, Improved Toughness. 


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


Possessions: +1 studded leather armor, +1 heavy wooden shield, +1 club, dagger, 2 javelins, +1 vest of resistance, potion of expeditious retreat. 

Wave 3:

Bullywug Warrior 9: male bullywug War9; CR 9; Medium humanoid (aquatic); HD (9d8)+45; hp 88; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 22, touch 12, flat-footed 20 (+2 Dex, +4 armor, +3 shield, +3 natural); Base Atk/Grp: +9/+11; Atk +12 melee (1d6+3/19-20, +1 club) or +11 melee (1d4+2/19-20, dagger) or +11 ranged (1d6+2, javelin); Full Atk +12/+7 melee (1d6+3/19-20, +1 club) or +11/+6 melee (1d4+2/19-20, dagger) or +11/+6 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +11, Ref +6, Will +3; Str 15, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +7, Swim +7; Combat Reflexes, Improved Critical (club), Improved Initiative, Improved Toughness. 


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


Possessions: +1 studded leather armor, +1 heavy wooden shield, +1 club, dagger, 2 javelins, +1 vest of resistance, potion of expeditious retreat. 

Bullywug Barbarian: male bullywug Bbn10; CR 10; Medium humanoid (aquatic); HD (10d12)+50; hp 128; Init +6; Spd 30 ft., swim 30 ft.; AC 22, touch 14, flat-footed 22 (+2 Dex, +5 armor, +3 natural, +2 deflection); Base Atk/Grp: +10/+13; Atk +14 melee (1d10+5, +1 greatclub) or +14 melee (1d4+3/19-20, masterwork dagger) or +13 ranged (1d6+3, masterwork javelin); Full Atk +13/+9 melee (1d10+5, +1 greatclub) or +14/+9 melee (1d4+3/19-20, masterwork dagger) or +13/+8 ranged (1d6+3, masterwork javelin); SA Rage 3/day; SQ Damage reduction 2/-, marsh move, improved uncanny dodge,  trap sense +3, uncanny dodge; AL CE; SV Fort +15, Ref +8, Will +5; Str 16, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +16, Listen +12, Survival +6, Swim +9; Improved Initiative, Leap Attack, Power Attack, Powerful Charge. 


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


Possessions: +2 studded leather armor, +1 greatclub, masterwork dagger, 2 masterwork javelins, +3 vest of resistance, ring of protection +2, potion of barkskin, potion of bull’s strength, potion of bear’s endurance, potion of expeditious retreat. 

Bullywug Sorcerer: male bullywug Sor10; CR 10; Medium humanoid (aquatic); HD (10d4)+40; hp 60 (+15 temp); Init +2; Spd 20 ft., swim 30 ft.; AC 27, touch 14, flat-footed 25 (+2 Dex, +6 armor, +4 shield, +3 natural, +2 deflection); Base Atk/Grp: +5/+4; Atk +5 melee (1d4-1, masterwork dagger); Full Atk +5 melee (1d4-1, masterwork dagger); SQ Marsh move; AL NE; SV Fort +8, Ref +6, Will +7; Str 8, Dex 14, Con 18, Int 6, Wis 8, Cha 18.


Skills and Feats: Concentration +17; Spell Focus (evocation), Greater Spell Focus (evocation), Split Ray, Weapon Focus (ray). 


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


Sorcerer Spells Known 6/6/5/5/5/3; base DC = 14 + spell level):  0 – detect magic, disrupt undead, mage hand, message, prestidigitation, ray of frost, read magic, resistance; 1st —feather fall, magic missile, ray of enfeeblement, shield, true strike; 2nd – false life, melf’s acid arrow, mirror image, see invisibility; 3rd – fly, lightning bolt, greater mage armor; 4th – enervation, greater invisibility; 5th – cone of cold.


Possessions: masterwork dagger, ring of protection +2, vest of resistance +1, cloak of charisma +2, lesser rod of silence. 

Note:  Following spells are active (caster level): cat’s grace (3), greater mage armor (10), false life (10), fly (10), greater invisibility (10), mirror image (10), shield (10).

Wave 4:

Mummified Minotaur: CR 7; Large undead (augmented); HD 6d12; hp 54; Init +0; Spd 20 ft.; AC 19, touch 9, flat-footed 19 (-1 size, +10 natural); Base Atk/Grp: +6/+18; Atk +13 melee (3d6+12/x3, greataxe) or +13 melee (1d8+8, gore) or +13 melee (2d6+8, slam); Full Atk +13/+8 melee (3d6+12/x3, greataxe) and +13 melee (1d8+4, gore); Space/Reach: 10 ft./10 ft.; SA: Powerful charge 4d6+12; SQ Damage reduction 5/-, darkvision 60 ft., natural cunning, resistance to fire and acid 10, scent, vulnerability to fire; AL CE; SV Fort +4, Ref +5, Will +7; Str 27, Dex 10, Con --, Int 2, Wis 14, Cha 12.


Skills and Feats: Intimidate +2, Listen +7, Search +2, Spot +7; Great Fortitude, Power Attack, Track. 


Powerful Charge (Ex):  A minotaur typically begins a battle by charging at an opponent, lowering its head to bring its mighty horns into play.  In addition to the normal benefits and hazards of a charge, this allows the beast to make a single gore attack with a +13 attack bonus that deals 4d6+12 points of damage.


Natural Cunning (Ex):  Although minotaurs are not especially intelligent, the possess innate cunning and logical ability.  This gives them immunity to maze spells, prevents them from ever becoming lost, and enables them to track enemies.  Further, they are never caught flat-footed.


Despair (Su): At the mere sight of a mummified creature, the viewer must make a successful Will save DC 14 or be paralyzed with fear for 1d4 rounds.  Whether or not the save is successful, that target cannot be affected again by that mummy’s despair ability for 24 hours.


Mummy Rot (Su): Supernatural disease – natural weapon, Fortitude DC 14, incubation period 1 minute; damage 1d6 Con and 1d6 Cha.


Unlike normal diseases, mummy rot persists until the victim reaches Constitution 0 (and dies) or is cured as described below.


Mummy rot is a powerful curse, not a natural disease.  A character attempting to cast any conjuration  (healing) spell on a creature afflicted with mummy rot must make a DC 20 caster level check, or else the spell has no effect on the afflicted character.


To eliminate mummy rot, the curse must first be broken with break enchantment or remove curse (requiring a DC 20 caster level check for either spell), after which a caster level check is no longer necessary to cast healing spells on the victim, and the mummy rot can be magically cured as any normal disease.


An afflicted creature that dies of mummy rot shrivels away into sand that blows away into nothing at the first wind.


Skills:  Minotaurs have a +4 racial bonus on Search, Spot, and Listen checks.

Note:  Following spells are active (caster level): resist energy – fire, acid (3).

Wave 5:

Bullywug Rider: male bullywug Rgr6/WPO2; CR 8; Medium humanoid (aquatic); HD (8d8)+40; hp 78; Init +2; Spd 20, swim 30 ft.; AC 24, touch 14, flat-footed 22 (+2 Dex, +5 armor, +5 natural, +2 deflection); Base Atk/Grp: +8/+11; Atk +12 melee (1d8+5/x3, +1 lance) or +12 melee (1d8+3/x3, masterwork battle axe) or +11 ranged (1d6+3/x3, masterwork mighty composite shortbow [Str +3]); Full Atk +12/+7 melee (1d8+5/x3, +1 lance) or +12/+7 melee (1d8+3/x3, masterwork battle axe) or +11/+6 ranged (1d6+3/x3, masterwork mighty composite shortbow [Str +3]); SA Favored enemy (human +4, dwarf +2); SQ Animal companion, marsh move, wild empathy, wild plains stalker, wild plains swiftness; AL CE; SV Fort +15, Ref +9, Will +4; Str 16, Dex 14, Con 20, Int 6, Wis 10, Cha 6.


Skills and Feats: Handle Animal +7, Ride +15, Spot +9, Survival +11; Endurance, Manyshot, Mounted Combat, Rapid Shot, Ride-By Attack, Spirited Charge, Track. 


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


Possessions: +2 studded leather armor, +1 lance, masterwork battle axe, masterwork mighty composite shortbow [Str +3], 20 arrows, vest of resistance +2. 

Note:  Following spells are active (caster level): barkskin (3), shield of faith (1).

Advanced Fiendish Dire Toad: CR 7; Large magical beast (extraplanar); HD 10d8+50; hp 98; Init +1; Spd 60 ft.; AC 16, touch 11, flat-footed 14 (-1 size, +2 Dex, +5 natural); Base Atk/Grp: +7/+15; Atk +10 melee (1d6+6 plus poison, bite) or +7 ranged (grapple, tongue); Full Atk +10 melee (1d6+6 plus poison, bite) or +7 ranged (grapple, tongue); Space/Reach: 10 ft./10 ft. (20 ft. w/tongue); SA: Improved grab, poison, smite good, swallow whole; SQ Damage reduction 5/magic, darkvision 60 ft., low-light vision, resistance to cold and fire 10, spell resistance 15; AL N; SV Fort +12, Ref +8, Will +9; Str 18, Dex 12, Con 19, Int 3, Wis 15, Cha 7.


Skills and Feats: Hide +7, Jump +62, Listen +7, Spot +8; Alertness, Weapon Finesse (bite). 


Poison (Ex):  A dire toad delivers its poison (Fortitude save DC 17) with each successful bite attack.  The initial and secondary damage is the same (1d6 points of Constitution damage).


Improved Grab (Ex):  If a dire toad hits an opponent that is at least one size category smaller than itself with a bite attack or a tongue attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  If it gets a hold, it can try to swallow the opponent.  Alternatively, the dire toad has the option to conduct the grapple normally, or simply use its jaws to hold the opponent (-20 penalty on grapple check, but the dire toad is not considered grappled).  In either case, each successful grapple check it makes during consecutive rounds automatically deals bite damage.


Smite Good (Su):  Once per day, the creature can make a normal melee attack to deal 10 points extra damage against a good foe.


Swallow Whole (Ex):  A dire toad can swallow a grabbed opponent that is at least one size category smaller than itself by making a successful grapple check.  Once inside the toad, the opponent takes 1d8 points of bludgeoning damage and 1d4 points of acid damage per round from the dire toad’s stomach.  A successful grapple check allows the swallowed creature to climb out of the stomach and return to the toad’s mouth, where another successful grapple check is needed to get free.  Alternatively, a swallowed creature can try to cut its way out with either claws or a light piercing or slashing weapon.  Dealing at least 10 points of damage to the gizzard (AC 15) in this way creates an opening large enough to permit escape.  Once a single swallowed creature exits, muscular action closes the hole; thus another swallowed opponent must cut its own way out.  A medium-size dire toad’s stomach can hold 2 Medium, 4 Small or 16 Tiny or smaller opponents.

Note:  Following spells are active (caster level): expeditious retreat (1), jump (9).
Wave 6:

Bullywug Warrior: male bullywug War7; CR 7; Medium humanoid (aquatic); HD (7d8)+35; hp 68; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 22, touch 12, flat-footed 20 (+2 Dex, +4 armor, +3 shield, +3 natural); Base Atk/Grp: +7/+9; Atk +10 melee (1d6+3, +1 club) or +9 melee (1d4+2/19-20, dagger) or +9 ranged (1d6+2, javelin); Full Atk +10/+5 melee (1d6+3, +1 club) or +9/+4 melee (1d4+2/19-20, dagger) or +9/+4 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +9, Ref +4, Will +1; Str 14, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +5, Swim +5; Combat Reflexes, Improved Initiative, Improved Toughness. 


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


Possessions: +1 studded leather armor, +1 heavy wooden shield, +1 club, dagger, 2 javelins, potion of expeditious retreat. 

Bullywug Barbarian: male bullywug Bbn8; CR 8; Medium humanoid (aquatic); HD (8d12)+40; hp 102; Init +6; Spd 30 ft., swim 30 ft.; AC 21, touch 13, flat-footed 21 (+2 Dex, +5 armor, +3 natural, +1 deflection); Base Atk/Grp: +8/+11; Atk +12 melee (1d10+5, +1 greatclub) or +12 melee (1d4+3/19-20, masterwork dagger) or +11 ranged (1d6+3, masterwork javelin); Full Atk +12/+7 melee (1d10+5, +1 greatclub) or +12/+7 melee (1d4+3/19-20, masterwork dagger) or +11/+6 ranged (1d6+3, masterwork javelin); SA Rage 3/day; SQ Damage reduction 1/-, marsh move, improved uncanny dodge,  trap sense +2, uncanny dodge; AL CE; SV Fort +13, Ref +6, Will +3; Str 16, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +14, Listen +10, Survival +5, Swim +8; Improved Initiative, Leap Attack, Power Attack. 


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


Possessions: +2 studded leather armor, +1 greatclub, masterwork dagger, 2 masterwork javelins, +2 vest of resistance, ring of protection +1, potion of bull’s strength, potion of bear’s endurance, potion of expeditious retreat. 

Wave 7:

Bullywug Barbarian: male bullywug Bbn7; CR 7; Medium humanoid (aquatic); HD (7d12)+35; hp 89; Init +6; Spd 30 ft., swim 30 ft.; AC 20, touch 13, flat-footed 20 (+2 Dex, +4 armor, +3 natural, +1 deflection); Base Atk/Grp: +7/+9; Atk +10 melee (1d10+4, +1 greatclub) or +10 melee (1d4+2/19-20, masterwork dagger) or +10 ranged (1d6+2, masterwork javelin); Full Atk +10/+5 melee (1d10+4, +1 greatclub) or +10/+5 melee (1d4+2/19-20, masterwork dagger) or +10/+5 ranged (1d6+2, masterwork javelin); SA Rage 2/day; SQ Damage reduction 1/-, marsh move, improved uncanny dodge,  trap sense +2, uncanny dodge; AL CE; SV Fort +11, Ref +5, Will +2; Str 15, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +12, Listen +9, Survival +4, Swim +7; Improved Initiative, Leap Attack, Power Attack. 


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


Possessions: +1 studded leather armor, +1 greatclub, masterwork dagger, 2 masterwork javelins, +1 vest of resistance, ring of protection +1, potion of bull’s strength, potion of bear’s endurance, potion of expeditious retreat. 

Wave 8:

Bullywug Barbarian: male bullywug Bbn8; CR 8; Medium humanoid (aquatic); HD (8d12)+40; hp 102; Init +6; Spd 30 ft., swim 30 ft.; AC 21, touch 13, flat-footed 21 (+2 Dex, +5 armor, +3 natural, +1 deflection); Base Atk/Grp: +8/+11; Atk +12 melee (1d10+5, +1 greatclub) or +12 melee (1d4+3/19-20, masterwork dagger) or +11 ranged (1d6+3, masterwork javelin); Full Atk +12/+7 melee (1d10+5, +1 greatclub) or +12/+7 melee (1d4+3/19-20, masterwork dagger) or +11/+6 ranged (1d6+3, masterwork javelin); SA Rage 3/day; SQ Damage reduction 1/-, marsh move, improved uncanny dodge,  trap sense +2, uncanny dodge; AL CE; SV Fort +13, Ref +6, Will +3; Str 16, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +14, Listen +10, Survival +5, Swim +8; Improved Initiative, Leap Attack, Power Attack. 


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


Possessions: +2 studded leather armor, +1 greatclub, masterwork dagger, 2 masterwork javelins, +2 vest of resistance, ring of protection +1, potion of bull’s strength, potion of bear’s endurance, potion of expeditious retreat. 

Lizardfolk Barbarian: male lizardfolk Bbn10; CR 11; Medium humanoid (reptilian); HD (2d8)+(10d12)+48; hp 138; Init +0; Spd 30 ft.; AC 26, touch 10, flat-footed 26 (+7 armor, +4 shield, +5 natural armor); Base Atk/Grp: +11/+16; Atk +17 melee (1d6+6, +1 club) or +16 melee (1d4+5, claw); Full Atk +17/+12/+7 melee (1d6+6, +1 club) or +16 melee (1d4+5, 2 claws) and +11 melee (1d6+2, bite); SA Rage 3/day; SQ Damage reduction 2/-, hold breath, improved uncanny dodge, trap sense +3, uncanny dodge; AL CN; SV Fort +11, Ref +8, Will +5; Str 21, Dex 10, Con 18, Int 8, Wis 10, Cha 10.


Skills and Feats: Jump +16, Survival +10, Swim +12; Cleave, Improved Bull Rush, Iron Will, Lightning Reflexes, Power Attack. 


Hold Breath (Ex): A lizardfolk can hold its breath for a number of rounds equal to four times its Constitution score before it risks drowning (see page 304 of the Dungeon Master’s Guide).


Skills: Because of their tails, lizardfolk have a +4 racial bonus on Jump, Swim, and Balance checks.


Possessions: +2 dragonhide breastplate, +2 darkwood heavy shield, +1 club. 

Appendix Six – APL 12

Mission One





Scouts:

Bullywug Warrior 11: male bullywug War11; CR 11; Medium humanoid (aquatic); HD (11d8)+55; hp 107; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 26 [24], touch 12, flat-footed 24 [+22] (+2 Dex, +6 [+4] armor, +5 shield, +3 natural); Base Atk/Grp: +11/+13; Atk +16 [+14] melee (1d6+5/19-20, +3 [+1] club) or +16 melee (1d4+2/19-20, masterwork dagger) or +14 ranged (1d6+2, masterwork javelin); Full Atk +16/+11/+6 [+14/+9/+4] melee (1d6+5/19-20, +3 [+1] club) or +16/+11/+6 melee (1d4+2/19-20, masterwork dagger) or +14/+9/+4 ranged (1d6+2, masterwork javelin); SQ Marsh move; AL CE; SV Fort +13, Ref +7, Will +4; Str 15, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +9, Swim +9; Combat Reflexes, Improved Critical (club), Improved Initiative, Improved Toughness.


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


Possessions: +1 studded leather armor, +3 heavy wooden shield, +1 club, masterwork dagger, 2 masterwork javelins, +2 vest of resistance, potion of expeditious retreat. 

Note:  Following spells are active on these warriors (caster level 12): magic vestment and greater magic weapon.

Bullywug Ranger 12: male bullywug Rgr12; CR 12; Medium humanoid (aquatic); HD (12d8)+48; hp 108; Init +4; Spd 20 ft., swim 30 ft.; AC 27 [25], touch 16, flat-footed 23 [21] (+4 Dex, +6 [+4] armor, +5 natural, +2 deflection); Base Atk/Grp: +12/+14; Atk +19 [+17] ranged (1d6+5+1d6 fire/19-20/x3, +1 mighty composite flaming bane [human] shortbow [str +2]) or +15 melee (1d4+2/19-20, masterwork dagger) or +17 ranged (1d6+2, masterwork javelin); Full Atk +19/+19/+14/+9 [+17/+17/+12/+7] ranged (1d6+5+1d6 fire/19-20/x3, +1 mighty composite flaming bane [human] shortbow [str +2]) or +15/+10/+5 melee (1d4+2/19-20, masterwork dagger) or +17/+12/+7 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +9, dwarf +3, elf +3); SQ Evasion, marsh move, swift tracker, wild empathy, woodland stride; AL CE; SV Fort +14, Ref +14, Will +6; Str 14, Dex 19, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +19, Move Silently +19, Spot +15, Survival +15, Swim +17; Endurance, Improved Critical (composite shortbow), Improved Favored Enemy, Improved Rapid Shot, Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: +2 studded leather armor, +1 mighty composite flaming bane (human) shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +2 vest of resistance, amulet of natural armor +1, ring of protection +1, gauntlets of dexterity +2, 40 arrows, arrow of human slaying, potion of expeditious retreat. 

Note:  Following spells are active on these warriors (caster level 12): magic vestment and greater magic weapon.

Crocodile Animal Companion: CR 6; Medium animal; HD 7d8+21; hp 58; Init +2; Spd 20 ft., swim 30 ft.; AC 19, touch 11, flat-footed 18 (+1 Dex, +8 natural); Base Atk/Grp: +5/+10; Atk +11 melee (1d8+7, bite) or +10 melee (1d12+7, tail slap); Full Atk +11 melee (1d8+7, bite) or +10 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Devotion, evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +8, Ref +7, Will +3; Str 21, Dex 14, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +8*, Listen +5, Spot +5, Swim +13; Alertness, Skill Focus (Hide), Weapon Focus (bite). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Allies:

Bullywug Druid 12: female bullywug Drd12; CR 12; Medium humanoid (aquatic); HD (12d8)+24; hp 90; Init +4; Spd 25 ft. (20 ft w/o armor), swim 30 ft.; AC 28 [22], touch 12, flat-footed 28 [22] (+8 [+7] armor, +8 [+3] natural, +2 deflection); Base Atk/Grp: +9/+9; Atk +10 melee (1d6+1, +1 club) or +10 ranged (1d4, masterwork sling); Full Atk +10/+5 melee (1d6+1, +1 club) or +10/+5 ranged (1d4, masterwork sling); SQ Marsh move, nature sense, resist nature’s lure, spontaneous casting, summoning, trackless step, venom immunity, wild empathy, wild shape (tiny to large animal or plant) 4/day, woodland stride; AL NE; SV Fort +12, Ref +6, Will +14; Str 10, Dex 10, Con 14, Int 6, Wis 19, Cha 8.


Skills and Feats: Concentration +10, Handle Animal +10, Spot +15; Brew Potion, Fast Wild Shape, Improved Initiative, Natural Bond, Natural Spell. 


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


Druid Spells Prepared 6/6/5/5/4/3/2; base DC = 14 + spell level):  0 – create water, cure minor wounds, know direction (x2), light, mending; 1st — charm animal, entangle, faerie fire, jump, longstrider, speak with animals; 2nd – barkskin (x2), briar web, chill metal, heat metal; 3rd – dominate animal, greater magic fang, poison, protection from energy, speak with plants, 4th – flame strike (x2), freedom of movement (x2); 5th – baleful polymorph, death ward, stoneskin; 6th – greater dispel magic, fire seeds.


Possessions: +2 wild dragonhide breastplate, +1 club, masterwork sling, 6 sling stones, +2 ring of protection, +2 vest of resistance, periapt of wisdom +2, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level in parentheses): barksin (12), death ward (12), freedom of movement (12), longstrider (12), magic vestment (12), and stoneskin (12).

Dire Toad Animal Companion: CR 3; Medium animal; HD 12d8+36; hp 99; Init +3; Spd 30 ft.; AC 28 [23], touch 12, flat-footed 26 [21] (+2 Dex, +16 [+11] natural); Base Atk/Grp: +9/+11; Atk +17 [+14] melee (1d6+5 plus poison, bite) or +13 ranged (grapple, tongue); Full Atk +17 [+14] melee (1d6+5 plus poison, bite) or +13 ranged (grapple, tongue); Space/Reach: 5 ft./5 ft. (10 ft. w/tongue); SA: Improved grab, poison, swallow whole; SQ Devotion, evasion, ink, low-light vision, multiattack, share spells; AL N; SV Fort +10, Ref +10, Will +9; Str 15, Dex 18, Con 16, Int 2, Wis 15, Cha 7.


Skills and Feats: Hide +10, Jump +18, Listen +7, Spot +8; Alertness, Improved natural attack (bite), Weapon Finesse (bite), Weapon Focus (bite). 


Poison (Ex):  A dire toad delivers its poison (Fortitude save DC 20 with each successful bite attack.  The initial and secondary damage is the same (1d6 points of Constitution damage).


Improved Grab (Ex):  If a dire toad hits an opponent that is at least one size category smaller than itself with a bite attack or a tongue attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  If it gets a hold, it can try to swallow the opponent.  Alternatively, the dire toad has the option to conduct the grapple normally, or simply use its jaws to hold the opponent (-20 penalty on grapple check, but the dire toad is not considered grappled).  In either case, each successful grapple check it makes during consecutive rounds automatically deals bite damage.


Swallow Whole (Ex):  A dire toad can swallow a grabbed opponent that is at least one size category smaller than itself by making a successful grapple check.  Once inside the toad, the opponent takes 1d6 points of bludgeoning damage and 1d4 points of acid damage per round from the dire toad’s stomach.  A successful grapple check allows the swallowed creature to climb out of the stomach and return to the toad’s mouth, where another successful grapple check is needed to get free.  Alternatively, a swallowed creature can try to cut its way out with either claws or a light piercing or slashing weapon.  Dealing at least 10 points of damage to the gizzard (AC 13) in this way creates an opening large enough to permit escape.  Once a single swallowed creature exits, muscular action closes the hole; thus another swallowed opponent must cut its own way out.  A medium-size dire toad’s stomach can hold 2 Small or 8 Tiny or smaller opponents.

Note: Following spells are active: Barkskin (12), Freedom of movement (12), and Greater magic fang (12).

Advanced Spellwarped Fiendish Shambling Mound: CR 14; Huge plant (extraplanar); HD 20d8+160; hp 240; Init +5; Spd 20 ft., swim 20 ft; AC 25, touch 9, flat-footed 25 (-2 size, +1 Dex, +16 natural); Base Atk/Grp: +15/+35; Atk +26 melee (3d6+12, slam); Full Atk +26 melee (3d6+12, 2 slams); Space/Reach: 10 ft./10 ft.; SA: Improved grab, constrict 3d6+18, smite good 5/day; SQ Damage reduction 10/magic, darkvision 60 ft., immunity to electricity, low-light vision, plant traits, resistance to fire and cold 10, spell absorption, spell resistance 31; AL CE; SV Fort +20, Ref +7, Will +9; Str 34, Dex 12, Con 26, Int 13, Wis 12, Cha 14.


Skills and Feats: Hide +0*, Listen +12, Move Silently +14; Extra Smiting (x2), Improved Initiative, Improved Smiting, Iron Will, Power Attack, Weapon Focus (slam). 


Improved Grab (Ex):  To use this ability, a shambler must hit with both slam attacks.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, it establishes a hold and can constrict.


Constrict (Ex):  A shambler deals 3d6+18 points of damage with a successful grapple check.


Immunity to Electricity (Ex):  Shamblers take no damage from electricity.  Instead, any electricity attack (such as shocking grasp or lightning bolt) used against a shambler temporarily grants it 1d4 points of Constitution.  The shambler loses these points at the rate of 1 per hour.


Smite Good (Su):  Five times a day, the creature can make a normal melee attack to deal 20+1d6 points extra damage against a good foe.


Spell Absorption (Su): Whenever a spell fails to penetrate this creature’s spell resistance, the creature gains one of the following benefits, chosen at the time the spell resolves.


Might: This creature gains a +4 enhancement bonus to Strength for 1 minute.


Agility: This creature gains a +4 enhancement bonus to Dexterity for 1 minute.


Endurance: This creature gains a +4 enhancement bonus to Constitution for 1 minute.


Life: This creature gains temporary hit points equal to 5 x the level of the failed spell.


Speed: This creature’s base speed increases by a number of feet equal to 5 x the level of the failed spell.


Resistance: This creature gains resistance 10 to one energy type (acid, cold, electricity, fire, or sonic).


Skills:  Shamblers have a +4 racial bonus on Hide, Listen, and Move Silently checks.  *They have a +12 racial bonus on Hide checks when in a swampy or forested area.

Mission Two





Road:

Goblin Warrior: male goblin War9; CR 9; Small humanoid (goblinoid); HD (9d8)+18; hp 68; Init +4; Spd 30 ft.; AC 25, touch 17, flat-footed 21 (+1 size, +4 Dex, +5 armor, +3 shield, +2 deflection); Base Atk/Grp: +9/+7; Atk +14 melee (1d6+4/19-20, masterwork longsword) or +13 melee (1d6+2, masterwork morningstar) or +15 ranged (1d4+2, masterwork javelin); Full Atk +14/+9 melee (1d6+4/19-20, masterwork longsword) or +13/+8 melee (1d6+2, masterwork morningstar) or +15/+10 ranged (1d4+2, masterwork javelin); SQ Darkvision 60 ft.; AL CE; SV Fort +10, Ref +9, Will +5; Str 14, Dex 18, Con 14 Int 10, Wis 10, Cha 8.


Skills and Feats: Climb +14, Hide +8, Move Silently +8, Ride +20; Combat Reflexes, Dodge, Mobility, Spring Attack. 


Skills: Goblins have a +4 racial bonus on Move Silently and Ride checks.


Possessions: +2 studded leather armor, +2 light shield, +2 longsword, masterwork morningstar, 2 masterwork javelins, cloak of resistance +2, ring of protection +2, potion of expeditious retreat, portion of bull’s strength, potion of cat’s grace. 

Hobgoblin Cleric: male hobgoblin Clr11; CR 12; Medium humanoid (goblinoid); HD (11d8)+33; hp 91; Init +2; Spd 20 ft. (30 ft w/o armor); AC 24 [22], touch 13, flat-footed 22 [20] (+2 Dex, +7 [+6] armor, +4 [+3] shield, +1 deflection); Base Atk/Grp: +8/+9; Atk +11 [+10] melee (1d8+3, +1 morningstar) or +11 ranged (1d8/19-20, masterwork light crossbow); Full Atk +11/+6 [+10/+5] melee (1d8+3, +1 morningstar) or +11/+6 ranged (1d8/19-20, masterwork light crossbow); SA Rebuke undead 11/day; SQ Spontaneous casting; AL NE; SV Fort +13, Ref +8, Will +15; Str 12, Dex 14, Con 16, Int 10, Wis 20, Cha 10.


Skills and Feats: Concentration +17, Knowledge (religion) +7, Spellcraft +7; Divine Spell Power, Domain Spontaneity (Destruction), Extra Turning (x2). 


Cleric Spells Prepared 6/7+1/5+1/5+1/4+1/3+1/1+1; base DC = 15 + spell level):  0 – create water, cure minor wounds (x2), detect magic, guidance, light; 1st — bless, cure light wounds (x2), divine davor, protection from good*, shield of faith (x3); 2nd – cure moderate wounds, hold person, shatter*, sound burst, spiritual weapon, status; 3rd – contagion*, cure serious wounds, invisibility purge, magic vestment (x2); 4th – divine power, freedom of movement, greater magic weapon, unholy blight*; 5th – flamestrike (x2), mass inflict light wounds*, spell resistance; 6th – harm*, heroes feast.


Possessions: +1 breastplate, +1 heavy steel shield, +1 morningstar, masterwork light crossbow, 10 bolts, ring of protection +1, cloak of resistance +3, rod of lesser silence, periapt of wisdom +2, potion of bull’s strength, potion of bear’s endurance, potion of heroism, potion of expeditious retreat. 

Note:  Following spells are active (caster level in parentheses): heroes feast (11), magic vestment (11), magic vestment (11), greater magic weapon (11), status (11).

Hobgoblin Fighter: male hobgoblin Ftr6/Tct7; CR 14; Medium humanoid (goblinoid); HD (13d10)+52; hp 137; Init +3; Spd 20 ft. (30 ft w/o armor); AC 28, touch 15, flat-footed 25 (+3 Dex, +7 armor, +4 shield, +2 natural, +2 deflection); Base Atk/Grp: +13/+18; Atk +20 melee (1d8+8/17-20, +1 bane (human) longsword) or +19 melee (1d6+5/19-20, short sword) or +19 melee (1d4+5/19-20, dagger) or +17 ranged (1d8+4, mighty composite longbow [Str +3]); Full Atk +20/+15/+10 melee (1d8+8/17-20, +1 bane (human) longsword) or +19/+14/+9 melee (1d6+5/19-20, short sword) or +19/+14/+9 melee (1d4+5/19-20, dagger) or +17/+12/+7 ranged (1d8+4, mighty composite longbow [Str +3]); SA Flanker, interpose 3/day, offensive strike; SQ Damage reduction 5/bludgeoning or piercing, darkvision 60 ft.; AL LE; SV Fort +16, Ref +10, Will +9; Str 20, Dex 16, Con 16, Int 12, Wis 10, Cha 10.


Skills and Feats: Climb +0, Intimidate +16, Jump +11, Sense Motive +11; Cleave, Combat Reflexes, Improved Critical (longsword), Improved Toughness, Power Attack, Shieldmate, Sidestep, Weapon Focus (longsword), Weapon Specialization (longsword). 


Possessions: +2 breastplate w/axeblock and spearblock, +2 heavy wooden shield, +1 bane (human) longsword, masterwork short sword, masterwork dagger, masterwork mighty composite longbow [Str +4], 20 arrows, ring of protection +2, cloak of resistance +3, potion of barkskin [+4], gauntlets of ogre power, potion of bear’s endurance, potion of bull’s strength, potion of expeditious retreat. 

Northeast and Southeast:

Kobold Warrior: female kobold War9; CR 9; Small humanoid (reptilian); HD (9d8)+27; hp 74; Init +8; Spd 30 ft.; AC 26, touch 17, flat-footed 22 (+1 size, +4 Dex, +4 armor, +3 shield, +2 natural, +2 deflection); Base Atk/Grp: +9/+5; Atk +15 melee (1d4+1/19-20, +1 short sword) or +15 melee (1d3/19-20, masterwork dagger) or +15 ranged (1d3, sling); Full Atk +15/+10 melee (1d4+1/19-20, +1 short sword) or +15/+10 melee (1d3/19-20, masterwork dagger) or +15/+10 ranged (1d3, sling); SQ Darkvision 60 ft., light sensitivity; AL LE; SV Fort +10, Ref +9, Will +5; Str 10, Dex 18, Con 14, Int 10, Wis 10, Cha 10.


Skills and Feats: Climb +12, Swim +12; Close-Quarters Fighting, Improved Initiative, Improved Toughness, Weapon Finesse. 


Light Sensitivity (Ex): Kobolds are dazzled in bright sunlight or within the radius of a daylight spell.


Skills: Kobolds have a +2 racial bonus on Craft (trapmaking), Profession (miner), and Search checks.


Possessions: +2 leather armor, +2 buckler, +1 short sword, masterwork dagger, masterwork sling, 6 sling stones, ring of protection +2, amulet of natural armor +1, cloak of resistance +2, potion of bull’s strength, potion of expeditious retreat. 

Kobold Rogue: female kobold Rog13; CR 13; Small humanoid (reptilian); HD (13d6)+13; hp 68; Init +6; Spd 30 ft.; AC 28, touch 20, flat-footed 28 (+1 size, +6 Dex, +5 armor, +3 natural, +3 deflection); Base Atk/Grp: +9/+5; Atk +19 [+17] melee (1d6+3/19-20, +1 unholy bane (human) spiked chain) or +17 melee (1d3/19-20, masterwork dagger) or +17 ranged (1d4, masterwork composite shortbow); Full Atk +19/+14 [+17/+12] melee (1d6+3/19-20, +1 unholy bane (human) spiked chain) or +17/+12 melee (1d3/19-20, masterwork dagger) or +17/+12 ranged (1d4, masterwork composite shortbow); SA Crippling strike, opportunist, sneak attack +6d6; SQ Darkvision 60 ft., evasion, improved uncanny dodge, light sensitivity, trap sense +4, trapfinding, uncanny dodge; AL LE; SV Fort +5, Ref +15, Will +5; Str 10, Dex 23, Con 10, Int 12, Wis 10, Cha 10.


Skills and Feats: Craft (trapmaking) +17, Escape Artisit +22, Hide +26, Listen +16, Move Silently +22, Profession (miner) +16, Search +19, Spot +15, Tumble +22; Combat Reflexes, Exotic Weapon Proficiency (spiked chain), Improved Critical (spiked chain), Improved Toughness, Weapon Finesse. 


Light Sensitivity (Ex): Kobolds are dazzled in bright sunlight or within the radius of a daylight spell.


Skills: Kobolds have a +2 racial bonus on Craft (trapmaking), Profession (miner), and Search checks.


Possessions: +3 leather, +1 unholy bane (human) spiked chain, masterwork dagger, masterwork composite shortbow, 20 arrows, ring of protection +3, amulet of natural armor +2, cloak of resistance +3, gauntlets of dexterity +2, potion of bull’s strength, potion of expeditious retreat, potion of invisibility. 

Note:  Following spells are active on these kobolds (caster level in parentheses): greater magic weapon (12).

Bullywug Ranger: male bullywug Rgr13; CR 13; Medium humanoid (aquatic); HD (13d8)+52; hp 117; Init +4; Spd 20 ft., swim 30 ft.; AC 27 [25], touch 16, flat-footed 23 [21] (+4 Dex, +6 [+4] armor, +5 natural, +2 deflection); Base Atk/Grp: +13/+15; Atk +20 [+18] ranged (1d6+5+1d6 fire/19-20/x3, +1 mighty composite flaming bane [human] shortbow [str +2]) or +16 melee (1d4+2/19-20, masterwork dagger) or +18 ranged (1d6+2, masterwork javelin); Full Atk +20/+20/+15/+10 [+18/+18/+13/+8] ranged (1d6+5+1d6 fire/19-20/x3, +1 mighty composite flaming bane [human] shortbow [str +2]) or +16/+11/+6 melee (1d4+2/19-20, masterwork dagger) or +18/+13/+8 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +9, dwarf +3, elf +3); SQ Camouflage, evasion, marsh move, swift tracker, wild empathy, woodland stride; AL CE; SV Fort +14, Ref +14, Will +6; Str 14, Dex 19, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +20, Move Silently +20, Spot +16, Survival +16, Swim +18; Endurance, Improved Critical (composite shortbow), Improved Favored Enemy, Improved Rapid Shot, Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: +2 studded leather armor, +1 mighty composite flaming bane (human) shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +2 vest of resistance, amulet of natural armor +1, ring of protection +1, gauntlets of dexterity +2, 40 arrows, arrow of human slaying, potion of expeditious retreat. 

Note:  Following spells are active on these bullywugs (caster level 12): magic vestment and greater magic weapon.

Crocodile Animal Companion: CR 6; Medium animal; HD 7d8+21; hp 58; Init +2; Spd 20 ft., swim 30 ft.; AC 19, touch 11, flat-footed 18 (+1 Dex, +8 natural); Base Atk/Grp: +5/+10; Atk +11 melee (1d8+7, bite) or +10 melee (1d12+7, tail slap); Full Atk +11 melee (1d8+7, bite) or +10 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Devotion, evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +8, Ref +7, Will +3; Str 21, Dex 14, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +8*, Listen +5, Spot +5, Swim +13; Alertness, Skill Focus (Hide), Weapon Focus (bite). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Scouts:

Bullywug Warrior 11: male bullywug War11; CR 11; Medium humanoid (aquatic); HD (11d8)+55; hp 107; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 26 [24], touch 12, flat-footed 24 [+22] (+2 Dex, +6 [+4] armor, +5 shield, +3 natural); Base Atk/Grp: +11/+13; Atk +16 [+14] melee (1d6+5/19-20, +3 [+1] club) or +16 melee (1d4+2/19-20, masterwork dagger) or +14 ranged (1d6+2, masterwork javelin); Full Atk +16/+11/+6 [+14/+9/+4] melee (1d6+5/19-20, +3 [+1] club) or +16/+11/+6 melee (1d4+2/19-20, masterwork dagger) or +14/+9/+4 ranged (1d6+2, masterwork javelin); SQ Marsh move; AL CE; SV Fort +13, Ref +7, Will +4; Str 15, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +9, Swim +9; Combat Reflexes, Improved Critical (club), Improved Initiative, Improved Toughness.


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


Possessions: +1 studded leather armor, +3 heavy wooden shield, +1 club, masterwork dagger, 2 masterwork javelins, +2 vest of resistance, potion of expeditious retreat. 

Note:  Following spells are active on these warriors (caster level 12): magic vestment and greater magic weapon.

Bullywug Ranger 12: male bullywug Rgr12; CR 12; Medium humanoid (aquatic); HD (12d8)+48; hp 108; Init +4; Spd 20 ft., swim 30 ft.; AC 27 [25], touch 16, flat-footed 23 [21] (+4 Dex, +6 [+4] armor, +5 natural, +2 deflection); Base Atk/Grp: +12/+14; Atk +19 [+17] ranged (1d6+5+1d6 fire/19-20/x3, +1 mighty composite flaming bane [human] shortbow [str +2]) or +15 melee (1d4+2/19-20, masterwork dagger) or +17 ranged (1d6+2, masterwork javelin); Full Atk +19/+19/+14/+9 [+17/+17/+12/+7] ranged (1d6+5+1d6 fire/19-20/x3, +1 mighty composite flaming bane [human] shortbow [str +2]) or +15/+10/+5 melee (1d4+2/19-20, masterwork dagger) or +17/+12/+7 ranged (1d6+2, masterwork javelin); SA Favored enemy (human +9, dwarf +3, elf +3); SQ Evasion, marsh move, swift tracker, wild empathy, woodland stride; AL CE; SV Fort +14, Ref +14, Will +6; Str 14, Dex 19, Con 18, Int 8, Wis 10, Cha 6.


Skills and Feats: Hide +19, Move Silently +19, Spot +15, Survival +15, Swim +17; Endurance, Improved Critical (composite shortbow), Improved Favored Enemy, Improved Rapid Shot, Manyshot, Point Blank Shot, Precise Shot, Rapid Shot, Track. 


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


Possessions: +2 studded leather armor, +1 mighty composite flaming bane (human) shortbow [Str +2], masterwork dagger, 2 masterwork javelins, +2 vest of resistance, amulet of natural armor +1, ring of protection +1, gauntlets of dexterity +2, 40 arrows, arrow of human slaying, potion of expeditious retreat. 

Note:  Following spells are active on these warriors (caster level 12): magic vestment and greater magic weapon.

Crocodile Animal Companion: CR 6; Medium animal; HD 7d8+21; hp 58; Init +2; Spd 20 ft., swim 30 ft.; AC 19, touch 11, flat-footed 18 (+1 Dex, +8 natural); Base Atk/Grp: +5/+10; Atk +11 melee (1d8+7, bite) or +10 melee (1d12+7, tail slap); Full Atk +11 melee (1d8+7, bite) or +10 melee (1d12+7, tail slap); Space/Reach: 5 ft./5 ft.; SA: Improved grab; SQ Devotion, evasion, hold breath, link, low-light vision, share spells; AL N; SV Fort +8, Ref +7, Will +3; Str 21, Dex 14, Con 17, Int 1, Wis 12, Cha 2.


Skills and Feats: Hide +8*, Listen +5, Spot +5, Swim +13; Alertness, Skill Focus (Hide), Weapon Focus (bite). 


Improved Grab (Ex):  To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, the crocodile establishes a hold on the opponent with its mouth and drags it into deep water, attempting to pin it to the bottom.


Hold Breath (Ex):  A crocodile can hold its breath for a number of rounds equal to 4 x its Constitution score before it risks drowning.


Skills:  A crocodile has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the run action while swimming, provided it swims in a straight line.


* A crocodile gains a +4 racial bonus on Hide checks when in the water.  Further, a crocodile can lie in the water with only its eyes and nostrils showing, gaining a +10 cover bonus on its Hide checks.

Mission Five





“Marttik:

“Marttik”: Doppleganger Sor14: CR 15; Medium monstrous humanoid (shapechange); HD 4d8+14d4+36; hp 93 (+12 temp); Init +6; Spd 30 ft.; AC 20, touch 12, flat-footed 18 (+2 Dex, +4 armor, +4 natural); Base Atk/Grp: +11/+13; Atk +14 melee (1d6+3, slam) or +14 melee (1d4+3, +1 dagger); Full Atk +14/+9 melee (1d6+3, slam) or +14/+9 melee (1d4+3, +1 dagger); Space/Reach: 5 ft./5 ft.; SA: Detect thoughts; SQ Change shape, immunity to sleep and charm effects; AL N; SV Fort +12, Ref +15, Will +20; Str 14, Dex 14, Con 14, Int 14, Wis 14, Cha 22.


Skills and Feats: Bluff +31*, Concentration +16, Disguise +17* (+19 acting), Knowledge (arcane) +16, Sense Motive +9, Spellcraft +18, Spot +9; Great Fortitude, Greater Spell Focus (evocation), Improved Initiative, Iron Will, Lightning Reflexes, Silent Spell, Spell Focus (evocation). 


Detect Thoughts (Su):  A doppelganger can continuously use detect thoughts as the spell (caster level 18th; Will DC 13 negates).  It can suppress or resume this ability as a free action.  The save DC is Charisma-based.


Change Shape (Su):  A doppelganger can assume the shape of any Small or Medium humanoid.  In humanoid form, the doppelganger loses its natural attacks.  A doppelganger can remain in its humanoid form until it chooses to assume a new one.  A change in form cannot be dispelled, but a doppelganger reverts to its natural form when killed.  A true seeing spell or ability reveals its natural form.


Skills:  A doppelganger has a +4 racial bonus on Bluff and Disguise checks. *When using its change shape ability, a doppelganger gets an additional +10 circumstance bonus on Disguise checks.  If it can read an opponent’s mind, it gets a further +4 circumstance bonus on Bluff and Disguise checks.


Sorcerer Spells Known 6/7/7/7/7/6/4; base DC = 15 + spell level):  0 – detect magic, disrupt undead, flare, light, mage hand, mending, prestidigitation, ray of frost, resistance; 1st — expeditious retreat, mage armor, magic missile, shield, true strike; 2nd – bull’s strength, false life, knock, mirror image, scorching ray; 3rd – displacement, fireball, greater magic weapon, slow; 4th – dimension door, ice storm, greater invisibility, otiluke’s resilient sphere; 5th – cone of cold, telekinesis, teleport; 6th – greater dispel magic, otiluke’s freezing sphere; 7th – prismatic spray.


Possessions: +1 dagger, cloak of resistance +3. 

Note:  Following spells are active (caster level): mage armor (14), false life (14).

Assassin:

Milzkrythk: Naztharune Rakshasa Ass5; CR 16; Medium outsider (native); HD 11d8+5d6+64; hp 137; Init +9; Spd 40 ft.; AC 27, touch 15, flat-footed 22 (+5 Dex, +7 mithral chain shirt, +5 natural); Base Atk/Grp: +11/+16; Atk +22 melee (1d6+4/19-20, +2 short sword) or +19 melee (1d4+2, claw) or +20 ranged (1d6+3/x3, +1 mighty composite shortbow [Str +2]); Full Atk +20/+15/+10 melee (1d6+4/19-20, short sword) and +18 melee (1d6+1/19-20, short sword) or +19 melee (1d4+2, 2 claws) or +20/+15/+10 ranged (1d6+3/x3, +1 mighty composite shortbow [Str +2]); Space/Reach: 5 ft./5 ft.; SA: Death attack (DC 18), detect thoughts, poison use, sneak attack +9d6; SQ Change shape, damage reduction 15/good and piercing, darkvision 60 ft., evasion, hide in plain sight, improved evasion, improved uncanny dodge, outsider traits, save bonus against poison +2, shadow jump, spell resistance 21, uncanny dodge; AL LE; SV Fort +14, Ref +19, Will +12; Str 14, Dex 20, Con 18, Int 16, Wis 12, Cha 15.


Skills and Feats: Balance +23, Bluff +23*, Diplomacy +4, Disguise +23* (+25* acting), Escape Artist +22, Hide +22, Intimidate +4, Jump +9, Listen +18, Move Silently +22, Search +19, Spot +18, Survival +0 (+2 following tracks), Tumble +24, Use Rope +5 (+7 bindings); Improved Initiative, Two-Weapon Fighting, Weapon Finesse, Weapon Focus (short sword). 


Detect Thoughts (Su):  A naztharune rakshasa can continuously use detect thoughts as the spell (caster level 18th; Will save DC 17 negates).  It can suppress or resume this ability as a free action.  The save DC is Charisma-based.


Change Shape (Su):  A naztharune rakshasa can assume any humanoid form, or revert to its own form, as a standard action.  In humanoid form, a naztharune loses its claw attacks (although it usually uses weapons and armor).  A naztharune rakshasa typically remains in one form until it chooses to assume a new one.  A change in form cannot be dispelled, but a naztharune reverts to its natural form when killed.  A true seeing spell reveals its natural form.


Hide in Plain Sight (Ex):  A naztharune rakshasa can use the Hide skill even while being observed.  As long as it is within 10 feet of some sort of shadow, a naztharune rakshasa can hide itself from view in the open without anything to actually hide behind.  It cannot, however, hide in its own shadow.


Shadow Jump (Su):  A naztharune rakshasa has the ability to travel between shadows as if by means of a dimension door spell.  The limitation is that the magical transport must begin and end in an area with at least some shadow.  A naztharune can jump up to 20 feet each day in this way; this can be a single jump of 20 feet or two jumps of 10 feet each.


Skills:  A naztharune rakshasa has a +4 racial bonus on Bluff checks and Disguise checks.


*When using change shape, a naztharune rakshasa gains an additional +10 circumstance bonus on Disguise checks.  If it is reading an opponent’s mind, its circumstance bonus on Bluff and Disguise checks increases by a further +4.


Assassin Spells Known 3/2; base DC = 11 + spell level):  1st — feather fall, ghost sound, jump, true strike; 2nd – cat’s grace, invisibility, spider climb.


Possessions: +3 mithral chain shirt, +2 short sword, +1 mighty composite shortbow [Str +2], 20 arrows, cloak of resistance +3. 

Mission Six





Wave 1:

Umber Hulk: CR 9; Huge aberration; HD 24d8+144; hp 258; Init +4; Spd 20 ft., burrow 20 ft.; AC 19, touch 8, flat-footed 19 (-2 size, +11 natural); Base Atk/Grp: +18/+36; Atk +26 melee (3d6+10, claw); Full Atk +26 melee (3d6+10, 2 claws) and +24 melee (3d8+5, bite); Space/Reach: 15 ft./15 ft.; SA: Confusing gaze; SQ Darkvision 60 ft., tremorsense 60 ft.; AL CE; SV Fort +13, Ref +7, Will +12; Str 31, Dex 11, Con 23, Int 11, Wis 11, Cha 13.


Skills and Feats: Climb +24, Jump +9, Listen +19; Ability Focus (gaze), Great Fortitude, Improved Natural Attack (claw), Improved Initiative, Iron Will, Lightning Reflexes, Multiattack, Power Attack, Toughness. 


Confusing Gaze (Su):  Confusion as the spell, 30 feet, caster level 8th, Will DC 25 negates.  The save DC is Charisma-basd.

Troll Bbn8: CR 13; Large giant; HD 6d8+8d12+140; hp 243; Init +6; Spd 30 ft.; AC 30, touch 17, flat-footed 30 (-1 size, +4 Dex, +4 armor, +9 natural, +4 deflection); Base Atk/Grp: +12/+22; Atk +23 (3d6+17/x3, +1 greataxe) or +22 melee (1d6+11, claw); Full Atk +23/+18/+13 melee (3d6+17/x3, +1 greataxe) or +22 melee (1d6+11, 2 claws) and +17 melee (1d6+5, bite); Space/Reach: 10 ft./10 ft.; SA: Rage 2/day, rend 2d6+17; SQ Damage reduction 1/-, darkvision 90 ft., improved uncanny dodge, low-light vision, regeneration 5, scent, trap sense +2, uncanny dodge; AL CE; SV Fort +21, Ref +10, Will +5; Str 33, Dex 22, Con 30, Int 6, Wis 8, Cha 6.


Skills and Feats: Spot +8, Swim +23; Blind-Fight, Combat Reflexes, Intimidating Rage, Iron Will, Power Attack. 


Rend (Ex):  If a troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh.  This attack automatically deals an additional 2d6+9 points of damage.


Regeneration (Ex):  Fire and acid deal normal damage to a troll.  If a troll loses a limb or body part, the lost portion regrows in 3d6 minutes.  The creature can reattach the severed member instantly by holding it to the stump.


Possessions: +1 hide armor, +1 greataxe. 

Note:  Following spells are active (caster level): bull’s strength (3), bear’s endurance (3), cat’s grace (3), shield of faith (9), barkskin (12).

Wave 2:

Bullywug Warrior 10: male bullywug War10; CR 10; Medium humanoid (aquatic); HD (10d8)+50; hp 98; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 25 [23], touch 12, flat-footed 23 [21] (+2 Dex, +6 [+4] armor, +4 shield, +3 natural); Base Atk/Grp: +10/+12; Atk +15 [+13] melee (1d6+5/19-20, +3 [+1] club) or +13 melee (1d4+2/19-20, masterwork dagger) or +15 ranged (1d6+2, masterwork javelin); Full Atk +15/+10 [+13/+8] melee (1d6+5/19-20, +3 [+1] club) or +13/+8 melee (1d4+2/19-20, masterwork dagger) or +13/+8 ranged (1d6+2, masterwork javelin); SQ Marsh move; AL CE; SV Fort +13, Ref +7, Will +4; Str 15, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +8, Swim +8; Combat Reflexes, Improved Critical (club), Improved Initiative, Improved Toughness.


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


Possessions: +1 studded leather armor, +2 heavy wooden shield, +1 club, masterwork dagger, 2 masterwork javelins, +2 vest of resistance, potion of expeditious retreat. 

Note:  Following spells are active on these warriors (caster level 12): magic vestment and greater magic weapon.

Wave 3:

Bullywug Warrior 11: male bullywug War11; CR 11; Medium humanoid (aquatic); HD (11d8)+55; hp 107; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 26 [24], touch 12, flat-footed 24 [+22] (+2 Dex, +6 [+4] armor, +5 shield, +3 natural); Base Atk/Grp: +11/+13; Atk +16 [+14] melee (1d6+5/19-20, +3 [+1] club) or +16 melee (1d4+2/19-20, masterwork dagger) or +14 ranged (1d6+2, masterwork javelin); Full Atk +16/+11/+6 [+14/+9/+4] melee (1d6+5/19-20, +3 [+1] club) or +16/+11/+6 melee (1d4+2/19-20, masterwork dagger) or +14/+9/+4 ranged (1d6+2, masterwork javelin); SQ Marsh move; AL CE; SV Fort +13, Ref +7, Will +4; Str 15, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +9, Swim +9; Combat Reflexes, Improved Critical (club), Improved Initiative, Improved Toughness.


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


Possessions: +1 studded leather armor, +3 heavy wooden shield, +1 club, masterwork dagger, 2 masterwork javelins, +2 vest of resistance, potion of expeditious retreat. 

Note:  Following spells are active on these warriors (caster level 12): magic vestment and greater magic weapon.

Bullywug Barbarian: male bullywug Bbn12; CR 12; Medium humanoid (aquatic); HD (12d12)+60; hp 140; Init +6; Spd 30 ft., swim 30 ft.; AC 24, touch 15, flat-footed 24 (+2 Dex, +6 armor, +3 natural, +3 deflection); Base Atk/Grp: +12/+15; Atk +17 melee (1d10+6, +2 greatclub) or +16 melee (1d4+3/19-20, masterwork dagger) or +15 ranged (1d6+3, masterwork javelin); Full Atk +17/+12/+7 melee (1d10+6, +2 greatclub) or +16/+11/+6 melee (1d4+3/19-20, masterwork dagger) or +15/+10/+5 ranged (1d6+3, masterwork javelin); SA Greater rage 3/day; SQ Damage reduction 2/-, marsh move, improved uncanny dodge,  trap sense +3, uncanny dodge; AL CE; SV Fort +17, Ref +10, Will +7; Str 17, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +18, Listen +14, Survival +7, Swim +10; Greater Powerful Charge, Improved Initiative, Leap Attack, Power Attack, Powerful Charge. 


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


Possessions: +3 studded leather armor, +2 greatclub, masterwork dagger, 2 masterwork javelins, +4 vest of resistance, ring of protection +3, potion of barkskin, potion of bull’s strength, potion of bear’s endurance, potion of expeditious retreat. 

Bullywug Sorcerer: male bullywug Sor12; CR 12; Medium humanoid (aquatic); HD (12d4)+48; hp 72 (+15 temp); Init +2; Spd 20 ft., swim 30 ft.; AC 27, touch 14, flat-footed 25 (+2 Dex, +6 armor, +4 shield, +3 natural, +2 deflection); Base Atk/Grp: +6/+5; Atk +6 melee (1d4-1, masterwork dagger); Full Atk +6/+1 melee (1d4-1, masterwork dagger); SQ Marsh move; AL NE; SV Fort +10, Ref +8, Will +9; Str 8, Dex 14, Con 18, Int 6, Wis 8, Cha 19.


Skills and Feats: Concentration +19; Spell Focus (evocation), Greater Spell Focus (evocation), Silent Spell, Split Ray, Weapon Focus (ray). 


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


Sorcerer Spells Known 6/6/0/3/5/5/3; base DC = 14 + spell level):  0 – detect magic, disrupt undead, mage hand, message, prestidigitation, ray of frost, read magic, resistance; 1st —feather fall, magic missile, ray of enfeeblement, shield, true strike; 2nd – false life, melf’s acid arrow, mirror image, resist energy, see invisibility; 3rd – fly, heroism, lightning bolt, greater mage armor; 4th – enervation, greater invisibility, stoneskin; 5th – cone of cold, hold monster; 6th – chain lightning.


Possessions: masterwork dagger, ring of protection +2, vest of resistance +2, cloak of charisma +2, lesser rod of silence, lesser rod of quicken. 

Note:  Following spells are active (caster level): cat’s grace (3), greater mage armor (12), false life (12), fly (12), heroism (12), greater invisibility (12), mirror image (12), resist energy - cold, fire, acid, electricity, sonic (12), see invisibility (12), shield (12), stoneskin (12).

Wave 4:

Mummified Minotaur: CR 7; Large undead (augmented); HD 6d12; hp 54; Init +0; Spd 20 ft.; AC 23, touch 9, flat-footed 23 (-1 size, +4 armor, +10 natural); Base Atk/Grp: +6/+20; Atk +15 melee (3d6+15/x3, greataxe) or +15 melee (1d8+10, gore) or +15 melee (2d6+10, slam); Full Atk +15/+10 melee (3d6+15/x3, greataxe) and +15 melee (1d8+5, gore); Space/Reach: 10 ft./10 ft.; SA: Powerful charge 4d6+15; SQ Damage reduction 5/-, darkvision 60 ft., natural cunning, resistance to fire and acid 10, scent, vulnerability to fire; AL CE; SV Fort +4, Ref +5, Will +7; Str 31, Dex 10, Con --, Int 2, Wis 14, Cha 12.


Skills and Feats: Intimidate +2, Listen +7, Search +2, Spot +7; Great Fortitude, Power Attack, Track. 


Powerful Charge (Ex):  A minotaur typically begins a battle by charging at an opponent, lowering its head to bring its mighty horns into play.  In addition to the normal benefits and hazards of a charge, this allows the beast to make a single gore attack with a +15 attack bonus that deals 4d6+15 points of damage.


Natural Cunning (Ex):  Although minotaurs are not especially intelligent, the possess innate cunning and logical ability.  This gives them immunity to maze spells, prevents them from ever becoming lost, and enables them to track enemies.  Further, they are never caught flat-footed.


Despair (Su): At the mere sight of a mummified creature, the viewer must make a successful Will save DC 14 or be paralyzed with fear for 1d4 rounds.  Whether or not the save is successful, that target cannot be affected again by that mummy’s despair ability for 24 hours.


Mummy Rot (Su): Supernatural disease – natural weapon, Fortitude DC 14, incubation period 1 minute; damage 1d6 Con and 1d6 Cha.


Unlike normal diseases, mummy rot persists until the victim reaches Constitution 0 (and dies) or is cured as described below.


Mummy rot is a powerful curse, not a natural disease.  A character attempting to cast any conjuration  (healing) spell on a creature afflicted with mummy rot must make a DC 20 caster level check, or else the spell has no effect on the afflicted character.


To eliminate mummy rot, the curse must first be broken with break enchantment or remove curse (requiring a DC 20 caster level check for either spell), after which a caster level check is no longer necessary to cast healing spells on the victim, and the mummy rot can be magically cured as any normal disease.


An afflicted creature that dies of mummy rot shrivels away into sand that blows away into nothing at the first wind.


Skills:  Minotaurs have a +4 racial bonus on Search, Spot, and Listen checks.

Note:  Following spells are active (caster level): bull’s strength (3), mage armor (1), resist energy – fire, acid (9).

Wave 5:

Bullywug Rider: male bullywug Rgr7/WPO3; CR 10; Medium humanoid (aquatic); HD (10d8)+50; hp 98; Init +2; Spd 20, swim 30 ft.; AC 24, touch 14, flat-footed 22 (+2 Dex, +5 armor, +5 natural, +2 deflection); Base Atk/Grp: +10/+13; Atk +14 melee (1d8+5/x3, +1 lance) or +14 melee (1d8+4/x3, +1 battle axe) or +13 ranged (1d6+3/x3, masterwork mighty composite shortbow [Str +3]); Full Atk +14/+9 melee (1d8+5/x3, +1 lance) or +14/+9 melee (1d8+4/x3, +1 battle axe) or +13/+8 ranged (1d6+3/x3, masterwork mighty composite shortbow [Str +3]); SA Favored enemy (human +4, dwarf +2); SQ Animal companion, marsh move, wild empathy, wild plains offensive, wild plains stalker, wild plains swiftness, woodland stride; AL CE; SV Fort +15, Ref +10, Will +5; Str 16, Dex 14, Con 20, Int 6, Wis 10, Cha 6.


Skills and Feats: Handle Animal +8, Ride +17, Spot +10, Survival +13; Endurance, Manyshot, Mounted Archery, Mounted Combat, Rapid Shot, Ride-By Attack, Spirited Charge, Track. 


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


Possessions: +2 studded leather armor, +1 lance, +1 battle axe, masterwork mighty composite shortbow [Str +3], 20 arrows, vest of resistance +2. 

Note:  Following spells are active (caster level): barkskin (3), shield of faith (1).

Advanced Fiendish Spellwarped Dire Toad: CR 7; Large magical beast (extraplanar); HD 10d8+70; hp 113; Init +2; Spd 60 ft.; AC 19, touch 11, flat-footed 16 (-1 size, +2 Dex, +7 natural); Base Atk/Grp: +7/+17; Atk +12 melee (1d6+9 plus poison, bite) or +8 ranged (grapple, tongue); Full Atk +12 melee (1d6+9 plus poison, bite) or +8 ranged (grapple, tongue); Space/Reach: 10 ft./10 ft. (20 ft. w/tongue); SA: Improved grab, poison, smite good, swallow whole; SQ Damage reduction 5/magic, darkvision 60 ft., low-light vision, resistance to cold and fire 10, spell absorption, spell resistance 21; AL N; SV Fort +12, Ref +9, Will +9; Str 22, Dex 14, Con 23, Int 7, Wis 15, Cha 7.


Skills and Feats: Hide +8, Jump +64, Listen +7, Spot +8; Alertness, Weapon Finesse (bite). 


Poison (Ex):  A dire toad delivers its poison (Fortitude save DC 21) with each successful bite attack.  The initial and secondary damage is the same (1d6 points of Constitution damage).


Improved Grab (Ex):  If a dire toad hits an opponent that is at least one size category smaller than itself with a bite attack or a tongue attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  If it gets a hold, it can try to swallow the opponent.  Alternatively, the dire toad has the option to conduct the grapple normally, or simply use its jaws to hold the opponent (-20 penalty on grapple check, but the dire toad is not considered grappled).  In either case, each successful grapple check it makes during consecutive rounds automatically deals bite damage.


Smite Good (Su):  Once per day, the creature can make a normal melee attack to deal 10 points extra damage against a good foe.


Spell Absorption (Su): Whenever a spell fails to penetrate this creature’s spell resistance, the creature gains one of the following benefits, chosen at the time the spell resolves.


Might: This creature gains a +4 enhancement bonus to Strength for 1 minute.


Agility: This creature gains a +4 enhancement bonus to Dexterity for 1 minute.


Endurance: This creature gains a +4 enhancement bonus to Constitution for 1 minute.


Life: This creature gains temporary hit points equal to 5 x the level of the failed spell.


Speed: This creature’s base speed increases by a number of feet equal to 5 x the level of the failed spell.


Resistance: This creature gains resistance 10 to one energy type (acid, cold, electricity, fire, or sonic).


Swallow Whole (Ex):  A dire toad can swallow a grabbed opponent that is at least one size category smaller than itself by making a successful grapple check.  Once inside the toad, the opponent takes 1d8 points of bludgeoning damage and 1d4 points of acid damage per round from the dire toad’s stomach.  A successful grapple check allows the swallowed creature to climb out of the stomach and return to the toad’s mouth, where another successful grapple check is needed to get free.  Alternatively, a swallowed creature can try to cut its way out with either claws or a light piercing or slashing weapon.  Dealing at least 10 points of damage to the gizzard (AC 15) in this way creates an opening large enough to permit escape.  Once a single swallowed creature exits, muscular action closes the hole; thus another swallowed opponent must cut its own way out.  A medium-size dire toad’s stomach can hold 2 Medium, 4 Small or 16 Tiny or smaller opponents.

Note:  Following spells are active (caster level): expeditious retreat (1), jump (9).
Wave 6:

Bullywug Warrior: male bullywug War9; CR 9; Medium humanoid (aquatic); HD (9d8)+45; hp 88; Init +6; Spd 15 ft. (20 ft w/o armor), swim 30 ft.; AC 22, touch 12, flat-footed 20 (+2 Dex, +4 armor, +3 shield, +3 natural); Base Atk/Grp: +9/+11; Atk +12 melee (1d6+3/19-20, +1 club) or +11 melee (1d4+2/19-20, dagger) or +11 ranged (1d6+2, javelin); Full Atk +12/+7 melee (1d6+3/19-20, +1 club) or +11/+6 melee (1d4+2/19-20, dagger) or +11/+6 ranged (1d6+2, javelin); SQ Marsh move; AL CE; SV Fort +11, Ref +6, Will +3; Str 15, Dex 14, Con 18, Int 10, Wis 8, Cha 6.


Skills and Feats: Intimidate +7, Swim +7; Combat Reflexes, Improved Critical (club), Improved Initiative, Improved Toughness. 


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


Possessions: +1 studded leather armor, +1 heavy wooden shield, +1 club, dagger, 2 javelins, +1 vest of resistance, potion of expeditious retreat. 

Bullywug Barbarian: male bullywug Bbn10; CR 10; Medium humanoid (aquatic); HD (10d12)+50; hp 128; Init +6; Spd 30 ft., swim 30 ft.; AC 22, touch 14, flat-footed 22 (+2 Dex, +5 armor, +3 natural, +2 deflection); Base Atk/Grp: +10/+13; Atk +14 melee (1d10+5, +1 greatclub) or +14 melee (1d4+3/19-20, masterwork dagger) or +13 ranged (1d6+3, masterwork javelin); Full Atk +13/+9 melee (1d10+5, +1 greatclub) or +14/+9 melee (1d4+3/19-20, masterwork dagger) or +13/+8 ranged (1d6+3, masterwork javelin); SA Rage 3/day; SQ Damage reduction 2/-, marsh move, improved uncanny dodge,  trap sense +3, uncanny dodge; AL CE; SV Fort +15, Ref +8, Will +5; Str 16, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +16, Listen +12, Survival +6, Swim +9; Improved Initiative, Leap Attack, Power Attack, Powerful Charge. 


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


Possessions: +2 studded leather armor, +1 greatclub, masterwork dagger, 2 masterwork javelins, +3 vest of resistance, ring of protection +2, potion of barkskin, potion of bull’s strength, potion of bear’s endurance, potion of expeditious retreat. 

Wave 7:

Bullywug Barbarian: male bullywug Bbn9; CR 9; Medium humanoid (aquatic); HD (9d12)+45; hp 115; Init +6; Spd 30 ft., swim 30 ft.; AC 22, touch 14, flat-footed 22 (+2 Dex, +5 armor, +3 natural, +2 deflection); Base Atk/Grp: +9/+12; Atk +13 melee (1d10+5, +1 greatclub) or +13 melee (1d4+3/19-20, masterwork dagger) or +12 ranged (1d6+3, masterwork javelin); Full Atk +13/+8 melee (1d10+5, +1 greatclub) or +13/+8 melee (1d4+3/19-20, masterwork dagger) or +12/+7 ranged (1d6+3, masterwork javelin); SA Rage 3/day; SQ Damage reduction 1/-, marsh move, improved uncanny dodge,  trap sense +3, uncanny dodge; AL CE; SV Fort +13, Ref +7, Will +4; Str 16, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +15, Listen +11, Survival +5, Swim +9; Improved Initiative, Leap Attack, Power Attack, Powerful Charge. 


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


Possessions: +2 studded leather armor, +1 greatclub, masterwork dagger, 2 masterwork javelins, +2 vest of resistance, ring of protection +2, potion of barkskin, potion of bull’s strength, potion of bear’s endurance, potion of expeditious retreat. 

Wave 8:

Bullywug Barbarian: male bullywug Bbn10; CR 10; Medium humanoid (aquatic); HD (10d12)+50; hp 128; Init +6; Spd 30 ft., swim 30 ft.; AC 22, touch 14, flat-footed 22 (+2 Dex, +5 armor, +3 natural, +2 deflection); Base Atk/Grp: +10/+13; Atk +14 melee (1d10+5, +1 greatclub) or +14 melee (1d4+3/19-20, masterwork dagger) or +13 ranged (1d6+3, masterwork javelin); Full Atk +13/+9 melee (1d10+5, +1 greatclub) or +14/+9 melee (1d4+3/19-20, masterwork dagger) or +13/+8 ranged (1d6+3, masterwork javelin); SA Rage 3/day; SQ Damage reduction 2/-, marsh move, improved uncanny dodge,  trap sense +3, uncanny dodge; AL CE; SV Fort +15, Ref +8, Will +5; Str 16, Dex 14, Con 20, Int 8, Wis 8, Cha 6.


Skills and Feats: Jump +16, Listen +12, Survival +6, Swim +9; Improved Initiative, Leap Attack, Power Attack, Powerful Charge. 


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


Possessions: +2 studded leather armor, +1 greatclub, masterwork dagger, 2 masterwork javelins, +3 vest of resistance, ring of protection +2, potion of barkskin, potion of bull’s strength, potion of bear’s endurance, potion of expeditious retreat. 

Lizardfolk Barbarian: male lizardfolk Bbn11; CR 12; Medium humanoid (reptilian); HD (2d8)+(11d12)+52; hp 150; Init +0; Spd 30 ft.; AC 26, touch 10, flat-footed 26 (+7 armor, +4 shield, +5 natural armor); Base Atk/Grp: +12/+18; Atk +18 melee (1d6+6, +1 club) or +17 melee (1d4+5, claw); Full Atk +18/+13/+8 melee (1d6+6, +1 club) or +17 melee (1d4+5, 2 claws) and +12 melee (1d6+2, bite); SA Greater rage 3/day; SQ Damage reduction 2/-, hold breath, improved uncanny dodge, trap sense +3, uncanny dodge; AL CN; SV Fort +11, Ref +8, Will +5; Str 21, Dex 10, Con 18, Int 8, Wis 10, Cha 10.


Skills and Feats: Jump +17, Survival +11, Swim +13; Cleave, Improved Bull Rush, Iron Will, Lightning Reflexes, Power Attack. 


Hold Breath (Ex): A lizardfolk can hold its breath for a number of rounds equal to four times its Constitution score before it risks drowning (see page 304 of the Dungeon Master’s Guide).


Skills: Because of their tails, lizardfolk have a +4 racial bonus on Jump, Swim, and Balance checks.


Possessions: +2 dragonhide breastplate, +2 darkwood heavy shield, +1 club. 
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