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.

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 Two-round Regional Interactive adventure, set in Gran March.  Characters native to Gran March pay Two Time Units per round, all others pay four 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

[GRM5-05 Familiar Territory, GRMI5-05 Trouble at Tribulation, SHE5-01 Sounds of Silence]

For the past 6 years the Rush March and Fort Tribulation have been under the control of  Warden Vitness Tragorn. During this time the fort has been attacked repeatedly by the denizens of the swamp. The Warden has been unable to determine the location of the headquarters for the opposing forces and it has been assumed that there was not one. It was also commonly thought that the Bullywugs and lizard folk were merely a tool used by the giants to add an additional thorn to the side of Gran March. 

Knight Colonel Nicoli Jinx (then only a  Captain) has served most of his career in the Rushmoors.  In CY 594 he was introduced to a tribe of lizard folk led by the druids Szisstrissk and Hezzresh.  The efforts of adventurers and a retired Flan scout allowed him to establish an alliance with the lizard folk and has used this relationship as a way to learn information about the geography and in habitants of the Rush March.  He has kept this alliance secret due to the controversial nature of working with such “undesirables”.  The Commandant’s promotion to Knight Colonel over the 9th Battle was a pleasant surprise for Jinx.  The reason for the promotion was never directly explained to him, but such things are rarely questioned by loyal soldiers. 
Since Nicoli Jinx was appointed to his new post, he has dealt with Warden Tragorn on a regular basis.  He gets along well with the Warden and has been briefed on some of the more ominous threats still unknown to most of the 9th Battle’s officers.  He has learned of various Flan warnings and portents uncovered in CY 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).

From this, a treaty of sorts was established between the Warden and the lizard folk led by Szisstrissk so far as the trade of information about the Bullywugs and those opposing forces of lizard folk. This is where the GRMM learned that the Bullywugs that are well equipped and learned fighters have been trained by the lizard folk, and they are easily replenished every two or three years due to their quick growth. It has been two years since the last major offensive from the Bullywugs upon Ft. Tribulation. 

The loose treaty has brought new information to the Warden’s attention. There is a spot in the swamp that is the stronghold for the lizard folk. This area is the breeding grounds for the Bullywugs. The Warden thinks that this place may hold an item from Occluded Empire, and has determined to bring in clerics to help support his preemptive strike upon the spawn that would disrupt the Fort. He has three goals. 1. Destroy the Bullywug spawn. (He will never state this directly. 2. Destroy the spawning grounds. 3. Remove/destroy any unholy magic from the area.

Adventure Synopsis

The Adventurers have been summoned by Warden Vitness Tragorn. He informs them of the Bullywug breeding grounds and an attack plan. Any who do not wish to support this, can drop out of the BI. The Adventures are allowed to cast day-long (8 hour or longer) pre-casts spells at this time.

The Adventurers move into the swamp and have a chance to ‘interact’ with their guides. Shortly after splitting into short files, they encounter the breeding pool scouts.

After defeating the scouts, or chasing them off, they will encounter the perimeter guards and the remaining scouts. This should be a 3 round encounter or less, the survivors will retreat back to the breeding pools.

The Adventurers hopefully will continue onto the breeding pool where they will encounter those they have yet to defeat and the guards of the breeding pools. 

After defeating the Bullywugs and Lizard men that are present, the artifacts will raise them again to protect the young. 

When the undead are dispatched, the Adventurers will need to figure out how to destroy the pools and retrieve the artifacts.

They will return to the staging point. From there, they will venture back to the fort to debrief. Finally, they may suffer the effects of a curse from touching the artifacts.   

Non Player Characters Needed

Warden Vitness Tragorn

Description/Personality:  Vitness is a thirty-eight 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 be presenting the mission to the officers with the rest of the volunteer military personnel. This is a no-nonsense strategic strike. 

Szisstrissk and Hezzresh

Purpose: To guide the Adventurers to where the breeding grounds are. They have minor contact with those PC’s they have interacted with before. 

Encounter 1 – Get Hoppin

You are gathered into the large briefing room in Fort Tribulation. There are others that you have met or heard of, some even heroes of Gran March. “Attention!” yells a sergeant as he walks into the room. Following behind him is a human male in his mid-thirties with dark brown hair and piercing brown eyes. 

“Ladies and Gentlemen, For those of you that do not know me, I am Warden Tragorn. You may be at ease. I have sent summons for you to arrive today so that I may ask for your assistance. Some of you who are military minded have notice that we are short on men here at Fort Tribulation. Knight Colonel Jinx has most of the troops stationed at the Fort tied up in other military engagements. Normally this would not be an issue.  However, information that is time sensitive has come to my attention and I wish to preemptively strike against the Bullywugs that have attacked Fort Tribulation before they can strike again.”

He looks over those gathered, “Those of you who would volunteer to strike a blow against the Bullywugs, I ask you to stay. Those that wish to wait while they grow in number and train to attack us again, are now asked to leave.”

{Allow anyone that wishes to drop out of the BI.}

Turning to those that remain, “I thank you all for your commitment to the Gran March. As Knight Colonel Jinx enters the Rushmoors with the 9th, I have been left in command of Fort Tribulation in his absence.  To avoid concern regarding chain of command, I have been re-activated, at my former Knight Colonel rank.” He gives this a moment to sink in, “With that in mind, I shall be reactivating all of you as well for this military mission.  Any of you that do not wish to follow military orders and be under military justice are now asked to leave.”

{Allow anyone else that wishes not to be reactivated into a military procedure to leave.}

With a smile he continues the briefing, “We have information about the breeding pools used by the Bullywug tribe that has attacked us numerous times. Information provided also leads us to believe that there are artifacts of the Occluded Empire in the center of the breeding pools. The breeding pools are located around a central, dominant breeding pool, which contains the primary artifact. Unfortunately the breeding pools are roughly a quarter mile from each other, in a circle around a central pool.  We want to hit them simultaneously, to prevent warning going out to the other pools and having the artifact pieces removed before we arrive. With this in mind, we will be breaking you into individual groups a short march from your targets. The group taking on the central pool will use a horn to signal the attack has begun.” 

Warden Tragorn takes a moment to let this information sink in before he continues. “Each group has three goals that they are to accomplish. First, destroy the breeding pools. Second, retrieve the artifacts inside the breeding pools.  Third, to return here after completing the first two tasks. Any Questions?”

{Answer any questions the PC’s have. The Warden will never directly order nor approve killing of the tadpoles in the breeding pools.}

Law clarifications for Undesirables: Those intelligent creatures, such as evil humanoids, that inhabit Gran March but are seen as abhorrent fall into this class. They are not without rights, but the law offers them only the most basic of protection. Male undesirables who manage to live in Gran March for a year and a day are obligated to serve in the military or work battalions. Note that half-orcs that have been raised in human society are considered human for purpose of the law. Even these creatures may not be made slaves or tortured, nor may they be killed without provocation. Basically, any living creature of above animal intelligence must be offered the chance to surrender. If they do not, they are being provocative. Note that this protection does not apply during times of open warfare. However, undesirables may be arrested without warrants and have no right to a jury. Note that anyone who has served in the military is considered at least a commoner regardless of heritage. Undead creatures, being not living, can either be destroyed on sight or brought to higher authorities if it can be safely done. (Gran March is not at open warfare with Bullywugs at this time.) 

Breeding Pools Rough Outline
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When the questions have finally died down the Warden finishes, “Patriots of Gran March and those that call her an ally, I again thank you for your support, which will not go unnoticed.” He turns to leave. 

The sergeant gives the Gran March salute saying “Commandant and Country!”

Encounter 2 – Into the Muck

PC’s are broken down into tables by APL.

PC’s can give character introductions includi8ng Rank.

Each adventurer is assigned to a short file that they will be working with to complete the tasks laid out by the Warden. The senior military character is assigned command.

The muck pulls at the feet of those that have been moving through the swamp for the past 5 days without aid of magic.  Almost no adventurer has been spared the bites or stings from numerous insects.  Luckily, these shouldn’t be a threat thanks to the ointment provided to each file. Used correctly, they say it will keep Swamp Fever at bay as well, and all hope it will. 

The mud splattered mud on many who have joined this cause has started to dry and crack in the afternoon heat. Unfortunately there were no ointments for heat and mud.

The packs that were issued to the adventurers cause some problems, as two weeks of iron rations, a pick, and a shovel are not a light weight to add to each adventurer’s already stocked pack. 

The guides that have been leading the Warden’s strike party to the staging location have done an excellent job and there were no random encounters with the denizens of the Rushmoors. However, the guide’s appearance was a bit of a shock to most, as they were a small group of lizard men. Word had spread throughout the group that their leaders are Szisstrissk and Hezzresh. It has been mentioned that some may know these two from previous encounters in the marsh. 

{If a PC wishes to speak with them and can prove they had positive contact with them prior to this mission (Trouble at Tribulation GRMI5-02), then they will speak with them. They can share no further information on the Bullywugs since they have no more that what has already been given, however they can explain that this clan of Bullywugs has become more viscous over the past 10 years, plaguing not only man in their wood fence, but several of the clans of Lizardfolk.}

Upon reaching the staging location, all are allowed a short break, though noise is to be kept at a minimum. 

Note: Any pre-casts the characters wish to do should be stated here by the players. The PC’s may cast these at this time to affect those on any table up to their maximum limit. 

A short while later with a few commands and several quick hand signals the short files break off in military precision from each other, leaving the staging area for their own individual Breeding Pool.

As your group continues 30 minutes into the marsh, you establish a marching order and continue through the muck. 

Movement:

Unmarked Marsh: ½ 

Shallow Water: ¼

Deep Water: Swim Check

Light Underbrush: ¼

Heavy Underbrush: Climb Check

(Have the PC’s set up their marching order on the map. And describe how they are approaching. Then ask them to roll spot checks (and hide checks if necessary) and start with the surprise round if any PC fails the spot check. If all PC’s make their spot checks, start the encounter as normal.)

The scouts are taking 10 on their Hide and Move Silent. 

The scouts will try and stop the party with their animals and retreat back to the perimeter guards. After exposing themselves, they will call out to warn the breeding pools.

Note: Once the PC’s encounter the Bullywugs, if they wait more than 10 minutes the Bullywugs will have removed the artifact, and sent it deeper into the marsh where it is unrecoverable in this module.

APL 2 (EL 4)

2 x Bullywug Scout (See Appendix 1)

APL 4 (EL 6)

2 x Bullywug Frog Tamer (See Appendix 2)

1 x Advanced Dire Toad (See Appendix 2)

APL 6 (EL 8)

2 x Bullywug Frog Tamer (See Appendix 3)

2 x Advanced Dire Toad (See Appendix 3)

APL 8 (EL 10)

2 x Bullywug Frog Tamer (See Appendix 4)

2 x Advanced Warbeast Dire Toad (See Appendix 4)

APL 10 (EL 12)

2 x Lizardfolk Packmaster (See Appendix 5)

2 x Advanced Warbeast Fleshraker (See Appendix 5)

APL 12 (EL 14)

2 x Blackscale Packmaster (See Appendix 6)

2 x Advanced Warbeast Fleshraker (See Appendix 6)

Encounter 3 – Waist Deep & Slow

Do you continue forward or retreat from this swamp?

If they retreat, fill out the ARs. 

If they continue forward, continue below.

The short files will then advance on the Bullywugs spawning grounds. It is here that they will encounter the perimeter guards. The perimeter guard’s main objective is to slow down the PC’s while the breading pool prepares for their attack. They will stay only three rounds and retreat back to the pool if possible. Each of these have a tattoo upon them as well, if they make it back to the pool. If it is not possible to retreat, they will fight to the death. 

As your group continues into the marsh towards your goal, you establish a marching order and continue through the muck. 

(If the party was quiet in the previous encounters and approaches quietly, the second encounter can possibly surprise the perimeter guards. If not, rotate the map, and ask them to set up a marching order. Ask for spot checks. The perimeter guards will be taking 10 to hide and most likely be under water which adds 10 to hide for a total of 20 plus skill.)

APL 2 (EL 5)

1 x Bullywug Croc Tamer (See Appendix 1)

1 x Crocodile (MM 271)

APL 4 (EL 7)

1 x Bullywug Croc Shaper (See Appendix 2)

2 x Crocodile (MM 271)

APL 6 (EL 9)

1 x Bullywug Croc Master (See Appendix 3)

4 x Crocodile (MM 271)

APL 8 (EL 11)

1 x Bullywug Croc Master (See Appendix 4)

4 x Crocodile (MM 271)

APL 10 (EL 13)

1 x Lizardfolk War Adept (See Appendix 5)

1 x Lizardfolk Cleric (See Appendix 5)

1 x Blackscale Subchief (See Appendix 5)

APL 12 (EL 15)

1 x Lizardfolk War Adept (See Appendix 6)

1 x Lizardfolk Cleric (See Appendix 6)

1 x Blackscale Subchief (See Appendix 6)

Encounter 4 – Gigging for Frogs & Lizards

Do you continue forward or retreat from this swamp?

If they retreat, fill out the ARs. 

If they continue forward continue below.

The short files will then advance on the breeding pools where they will encounter the primary guards along with any surviving perimeter guards. They will all fight to the death to protect their breeding pools and young.

(If the party was quiet in the last encounters and approaches quietly, the second encounter can possibly surprise the perimeter guards. Ask them to set up a marching order. Ask for spot checks. Drop the pool map onto the primary map.)

As you move through the swamp, you come to an opening that has the mud pushed up in a hill all around the opening, reaching 10 feet out of the marsh. The breeding pool is exactly 60’ wide by 60’ long. The area has a boding of evil about it. 

The area is affected with an Unhallow affect. (PHB 297) 

To reach the top of the breading pool, characters will need a DC10 Climb check. The top is wide enough to stand on and drops immediately down into a 10’ deep pool. The pool is 60’ wide by 60’ long.

Any Character that takes a standard action while upon the pool edge to take a knowledge check on what has formed it and has Knowledge Architecture and Engineering DC 15 will realized the pools interior are actual stone walls from a building. Once the pool is drained, a DC 20 Knowledge Local or Bardic will reveal this is the remains of an Occluded Empire building, most likely that of a place of worship.

(Have the PC’s set up their marching order on the map. Then ask them to roll spot checks and start with the surprise round if any PC fails the spot check. If all PC’s make their spot checks, start the encounter as normal.)

APL 2 (EL 6)

1 x Bullywug Savant (See Appendix 1)

1 x Bullywug Cleric (See Appendix 1)

1 x Bullywug Subchief (See Appendix 1)

APL 4 (EL 8)

1 x Bullywug Savant (See Appendix 2)

1 x Bullywug Cleric (See Appendix 2)

1 x Bullywug Subchief (See Appendix 2)

APL 6 (EL 10)

1 x Bullywug Savant (See Appendix 3)

1 x Bullywug Cleric (See Appendix 3)

1 x Bullywug Subchief (See Appendix 3)

APL 8 (EL 12)

1 x Bullywug Savant (See Appendix 4)

1 x Bullywug Cleric (See Appendix 4)

1 x Bullywug Subchief (See Appendix 4)

APL 10 (EL 14)

2 x Blackscale Warchieftain (See Appendix 5)

APL 12 (EL 16)

2 x Blackscale Warchieftain (See Appendix 6)

All these fight to the death, no exception, along with any that made it back from the first two tables.

(Do not drop out of initiative from encounter 4 to encounter 5.) 

Encounter 5 – Do all things stay Gigged?

This encounter begins once there is a defeat, called by the judge at the table.

Before you lay your opponents, one with his leg twitching as the last of his blood spreads upon the mud. It is then you notice a hum coming from the breeding pool before you. The water shimmers as hundreds black tendrils, consisting of the absence of light reach out searching. As they land on those you have felled or captured they stop upon a tattoo that each wears. Within seconds each tendril has latched onto those that are dead or dieing. It seems that those that were bleeding out give their last breath and are alive no more. Each corpse is lifted into the air by the tendrils upon its feet.

(Allow readied actions to be performed. Continue through initiative till you reach the top of a new round. Any damage done is not counted against their Hit Points.)

The corpse’s eyes each gleam as they move into unlife.

(Initiative mechanics: The corpses are starting at the top of the round and will be placed in the initiative order at 20+ Initiative modifier. Players initiatives maybe able beat the undead initiatives.)

If they have captured any of their opponents that are still aware read the following:

Those you have restrained shout cheers, and struggle against their bonds, trying to break free to assist their risen undead brethren.

If they can break free and join the fight they will. If they die after the artifact has been used, they will not be raised.) 

Any opponents that were bleeding out at the time the tendrils touched them are now dead.

If any of their opponents are unconscious and are stabilized read the following: Those opponents you did not remove from this world lay still in the mud.  
Remove any opponents that are still alive from the undead stat blocks.
APL 2 (EL 5)

2* x Dessicators (See Appendix 1)

APL 4 (EL 7)

1* x Entomber (See Appendix 2)

APL 6 (EL 9)

2* x Plague Blight (See Appendix 3)

APL 8 (EL 11)

2* x Slaughter Wight (See Appendix 4)

APL 10 (EL 13)

2* x Hulking Corpse (See Appendix 5)

APL 12 (EL 15)

2* x Entropic Reaper (See Appendix 6)

* If there are not enough bleeding / dead enemies, there might be fewer than the listed number.  If there are more than enough bleeding / dead enemies, add a human warrior skeleton for each dead opponent that does not have an undead stat block.  Any tadpoles that have been killed will not be raised, as they are not evil. 

Encounter 6 – Question of Tadpoles

Once the command groups are dispatched there will be two things the short files will need to handle. Destroying the pools and finding the Artifacts.  

The last of the undead attackers fall before you and you know they will rise no more.  Since arriving here, you finally can observe breeding pool for what it is without combat raging about. There are easily a thousand if not more tadpoles within the pool before you that will one day grow to attack Fort Tribulation.

[If the PC’s have an awake Bullywug and speak Aquan, they may ask it about the Breeding Pools. It will only respond to a Diplomacy or Intimidate of DC 15+ APL. They will get only a few points of info. (The artifacts are in the pools. The tadpoles grow faster and get bigger near the artifacts. The artifacts make them as smart as any orc or Lizardman.) If any PC brings up destruction of the artifacts or the breeding pools, they will need to make a second Diplomacy or Intimidate at DC 25+ APL to continue to get info.] 

[Let the PCs talk among themselves and figure out what they will do. Do not guide them to do what you think is the right thing!] 

Answers to PC’s questions: 

The pool will detect as evil, however if they pull out a tadpole or concentrate on a tadpole, it will not detect as evil. If they concentrate upon the pool, the evil radiates from a central location within the pool.

The pools interiors are actually walls from the ruins occluded empire buildings. See DMG for 8 inch stone walls. (This can be simplified by asking how they will break the wall down, and allowing it to be done without dice.) Once a 5’ hole is punched through the wall the water will find its way out, pushing the mud away from the wall and causing wall to collapse. The exteriors are covered in mud to support the weight of the water within. Digging a 20 foot section of the mud away from the wall will cause it to burst. 

If/When the pool is drained, ask if anyone understands Aquan or Draconic.

You see the wall burst and give way spraying those in the vicinity with muck. After the rush of water you feel a sense of accomplishment as an odd sound reaches your ears. The strange language of the Bullywugs reaches your ears, though it sounds weak and numerous. You see before you the mouths of the tadpoles all moving, screaming. An alligator some distance away surfaces, silencing a couple of the thousands of sentient beings that now litter the swamp floor. A dire blue heron alights in the drained pool and spears another baby, flipping it into its gullet. It squawks in pleasure as it continues to gorge.  (If anyone understands them: half screaming Draconic and the other in Aquan. The screams are those of: Help, Save Me, Water…the Water, NOOooooo.)

If any of the PC’s go out of their way to save and protect the tadpoles, write that characters name, PC’s Name, RPGA# and actions down and give them to Michael Gellar.
Note: There is a different description of the artifact for the Central Pool below. 

On the floor, after the mud and tadpoles are scraped away, you will find a black metal seal 1’ wide. Upon the seal a throne of spider webs with a cloaked figure with an outstretched skeletal hand. The seal will need to be removed from the stone. 

Knowledge: Religion (DC15) Occluded Empire

Knowledge: Religion (DC20) Spider Throne

Knowledge: Religion (DC25) Possibly depicting Vecna before he lost his eye and hand. 

Three inches of stone will need to be removed to free it. The metal is adamantine. Note those PC’s that actually handle the metal. They may use tools or spells that are not directed at the artifact to prevent handling them.
Artifact Seal Info:

1 foot across, and 3 inches thick, weight 50lbs. The seals can only be undone by the person who created them; that they have been enchanted to not be broken; hardness 30, hit points at 150, resistance to every energy is 30, and they regenerate 1 point per hour.  For every point of damage a non-cleric of Vecna does to the seal, they take 1D4 ability damage to either Strength, Intelligence, Wisdom, Charisma or Dexterity in that order.
Central Pool Description:

Emerging from the floor of the pool is a massive sculpture of a throne of spider webs with a cloaked figure and an outstretched skeletal hand, covered in slime and a few tadpoles stuck between the webs, still gasping for air as they cry.  

Knowledge: Religion (DC15) Occluded Empire

Knowledge: Religion (DC20) Spider Throne

Knowledge: Religion (DC25) Possibly depicting Vecna before he lost his eye and hand. 

The sculpture is attached to the floor of the breeding pool and will need to be removed to free it. The sculpture is made of adamantine in color. In total, the weight of the sculpture is 500lbs. They will need to figure out a way to carry it through the mud. Note those PC’s that actually handle the metal. They may use tools or spells that are not directed at the artifact to prevent handling them.
Artifact Info:

4 feet tall, and 3 feet wide, weight 500lbs. The seals can only be undone by the person who created them; that they have been enchanted to not be broken; hardness 30, hit points at 150, resistance to every energy is 30, and they regenerate 1 point per hour.  For every point of damage a non-cleric of Vecna does to the seal, they take 1D4 ability damage to either Strength, Intelligence, Wisdom, Charisma or Dexterity in that order.
Artifact Removed:
Once the artifact is removed from the pool, the pool will not radiate magic nor evil. If there is any water left in the pool, that as well will not radiate magic nor evil. 

Conclusion

As the short files make their way back to the staging point they see others approaching as well. The muck of the marsh has touched almost all that return. The way back is not as pleasant. The muck pulls at the feet of those that have been moving through the swamp for the past 10 days without aid of magic. Every Adventurer has no bites or stings from the numerous insects that are not considered a threat due to their ointment. Not a single sole has died from the swamp fever, either.

The outcome will be parts. 

1. Were all the breeding grounds destroyed?

2. Were the small artifacts taken/destroyed?

a. Was the Central artifact taken/destroyed?

3. If the Tadpoles were killed or left behind, was it reported?

Breading Grounds not destroyed:

The simplest task of destroying the breeding grounds, has failed. The leaders of the files that did not succeed should not look forward to informing their superiors when they return. 

Breeding Grounds Destroyed.

A major blow has been delivered to the Bullywugs, as they no longer have protected breeding grounds to hatch their young in. They shall now need to face the dangers of the marsh in raising their young. 

Central Artifact not taken and/or majority of the other artifacts are not taken. 

Though a number of the artifacts have been claimed in this mission, there is a feeling as though not enough were claimed. It will not be the last time Fort Tribulation will be attacked by the Bullywugs.

Majority of the artifacts taken including the Central One: 

The artifacts that are gathered before the group hum for an instant as they are all gathered together with the Central Large artifact. 
The trek out of the Rusmoors, in such a large group lead by the lizard men is uneventful. You notice Fort Tribulation is fully manned with the Return of Knight Colonel Jink and the 9th. Each file is taken separately to be debriefed by a Lieutenant in the 9th.

Ask the table to give a report of what transpired:

The Lt. will sit quietly and listen to their report, taking it down on paper and will have very little to say. (Feel free to fill out the Results page at the end of the mod during this time.)

If they mention or allude they were ordered to kill the Tadpoles have the Lt. will sit upright intently looking at them and question; “To clarify, are you stating Warden Tragorn ordered you as part of this mission to kill the tadpoles? Yes or No?” The Lt. will go back to writing as they continue.

Once they have finished their report:

“Thank you for your service to the Gran March. You are hereby to return to your normal duties or if you were reactivated, you are now deactivated. You will be rewarded through the proper channels for your service. Dismissed.” A Sgt. opens the door and motions for you to leave.

The End

Awarding special Items and Item Access is covered below:

Military Commendation – The players are awarded this for defeating those that were defending the breading pool.

Baronial Medal of Honor – The players are awarded this for bringing back the majority of the Occluded Empire items including the central artifact. Failure for the majority or central artifact to be recovered will result in no PC receiving the medal. (Note: it is possible to get the medal without the commendation; however that is up to the judge at the table to determine if the party deserves the award for their efforts.)

Favor of Warden Tragorn – The players are awarded this for successfully destroying the breeding pits of the Bullywugs. If the players at a table did not destroy the breeding pool, they do not receive this award.

Ire of Warden Tragorn – The players at a table are awarded this for anyone stating that Warden Tragorn told them to kill the Bullywug Tadpoles. If they receive this Ire, they loose the Favor of Warden Tragorn.

Ire of the Rushmoors – The players are awarded this for anyone that destroys the breeding grounds and/or took the artifacts.

Secrets of the Swamp – All players that survived are awarded the secrets.

Occluded Empire Curse – The players are awarded this for anyone that touched the ‘artifacts’. 

A Better Mount - The players are awarded this if they received the Military Commendation and/or the Baronial Medal of Honor.

Tadpole Rescuer - The players are awarded this for attempting to save the tadpoles. Anyone that purposefully killed any tadpole can not receive this award. (Note: An area effect spell is considered purposefully killing a tadpole.)

Githyanki Silver Sword – All players are awarded this regardless of outcome of the module. 

Gear – Those individuals that were not defeated will have their gear removed from the AR.

Items for the Adventure Record

Special Items & Item Access

Military Commendation – This commendation is given to active duty Gran March military and veteran PCs.

Baronial Medal of Honor – This active duty Gran March military and veteran PC has performed above and beyond the call of duty.

Favor of Warden Tragorn – All items marked with * on Items Found list are considered Frequency: Regional instead.

Ire of Warden Tragorn – A previous or future Favor of Warden Tragorn will cancel this Ire. From time to time, associates of Warden Tragorn accost the PC, mentioning the character’s harm to Warden Tragorn during the blows. In any adventure beginning in Fort Tribulation, Shiboleth, or Ghostgate, this PC starts the game with twice their level in nonlethal damage.

Ire of the Rushmoors – For two years from the date on this Adventure Record, non-human denizens of the Rushmoors will always target this PC first in combat.

Secrets of the Swamp – If you possess the Wild Shape class ability, you may now take the form of a Dire Snake (MM2), Dire Toad (MM2), or Fleshraker Dinosaur (MM3). 

Occluded Empire Curse – Severla Days after leaving the Rushmoors, the mud does not seem to wash away from a lock of your hair, leaving it an unbecoming swamp brown that even color dyes do not stick to. This character gains a -2 to all opposed rolls, skill checks, and damage rolls versus worshipers of Vecna. This curse can be removed by a current or former worshiper of Vecna casting a remove curse at 11th level or higher, or by a wish or miracle spell. 

A Better Mount – Secrets of breeding better mounts were found among the loot gathered from the raid and those secrets are being put to use. You gain access (Frequency: Regional) to purchase a single light war horse for 600 gp or a single war pony for 400 gp; the animal so purchased has the warbeast template applied (MM2). Only one such animal can ever be purchased with this favor; mark this favor as USED when the warbeast mount is purchased.

Tadpole Rescuer – This PC gains access to the feat Noble Soul (Dragon #315). Alternatively, a paladin may choose instead to convert his A Better Mount (see above) into his paladin mount when the mount arrives. The choice must be made now; cross off the option not chosen.

Githyanki Silver Sword – The Chancellor’s office is buying githyanki silver swords at a premium. If a githyanki silver sword is sold on this AR, the PC gains 75% (instead of 50%) of its value. 

Gear
APL 2

Mithral Chain Shirt (Adventure; DMG)

Pearl of Power, 1st Level Spell (Adventure; DMG)

Potion of Low Light Vision (CL 1st; SpC; Adventure; Limit 3)*

APL4

Metamagic Rod, Substitution [Cold], Lesser (Adventure;MIC; Limit 1)

Oil of Ghost Touch Armor (CL 3rd; Adventure; SpC; Limit 3)*

APL6

Ioun Stone, Dusty Rose Prism (Adventure; DMG)

Mithral Full Plate (Adventure; DMG)

Potion of Blindsight (CL 5th; Adventure; Spc; Limit 3)*

APL8

Ioun Stone, Deep Red Sphere (Adventure; DMG)

Ioun Stone, Pink Rhomboid (Adventure; DMG)

Wand of Low Light Vision (CL 1st; Adventure; SpC; Limit 1)*

APL10

Ioun Stone, Pale Blue Rhomboid (Adventure; DMG)

Metamagic Rod, Reach, Lesser (Adventure; MIC; Limit 1)

Wand of Ghost Touch Armor (CL 3rd; Adventure; SpC; Limit 1)*

APL12

Ioun Stone Pink and Green Sphere (Adventure; DMG)

Ioun Stone Scarlet and Blue Sphere (Adventure; DMG)

Wand of Blindsight (CL 5th; Adventure; SpC; Limit 1)*

New Rules and Items

Feats
Daunting Presence [General]
You are skilled at inducing fear in your opponents.

Prerequisites: Cha 13, base attack bonus +1

Benefit: You may take a standard action to awe an opponent.  The opponent must be within 30 feet, have line of sight to you, and have an Intelligence score.  If the opponent fails a Will saving throw (DC10 + ½ your character level + your Cha modifier), it is shaken for 10 minutes.  This feat has no effect on a creature that is already shaken.

Death Master [Monstrous]

Foes are especially afraid of your critical hits.

Prerequisites: Cha 13, undead type, Daunting Presence, base attack bonus +!

Benefit: Whenever you score a critical hit with a melee attack against a living foe, the foe is also shaken for 1 minute.  This is a mind-affecting, fear effect.

Eviscerator [Monstrous]
The allies of your foes are especially afraid of your critical hits.

Prerequisites: Cha 13, undead type, Death Master, Daunting Presence, Improved Critical, base attack bonus +1

Benefit: Whenever you score a critical hit with a melee attack against a living foe, creatures within 30 feet that are allied to that foe are shaken for 1 minute.  This is a mind-affecting, fear effect.

Spells
Bolts of Bedevilment
Enchantment [Mind-Affecting]
Level: Bard 5, madness 5
Components: V, S
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Effect: Ray
Duration: 1 round/level
Saving Throw: Will negates
Spell Resistance: Yes
This spell grants you the ability to make one ray attack per round.  You must succeed on a ranged tough attack with the ray to strike a target.  A living creature struck by the ray is dazed for 1d3 rounds if it fails its save.

Brilliant Blade
Transmutation
Level: Cleric 7, Druid 7, sorcerer/wizard 6
Components: V, S
Casting Time: 1 standard action
Range: Close
Target: One melee or thrown weapon, or fifty projectiles (all of which must be in contact with each other at the time of casting)
Duration: 1 minute/level
Saving Throw: Will negates (harmless, object)
Spell Resistance: Yes (harmless, object)
You transform a single melee weapon, natural weapon, thrown weapon, or group of projectiles into a weapon with the brilliant energy special ability (DMG224).  If this spell is cast on arrows or crossbow bolts, the effect on a particular projectile ends after one use, whether or not the missile strikes its intended target.  Treat shuriken as arrows, rather than as thrown weapons, for the purpose of this spell.

Castigate
Evocation [Sonic]
Level: Cleric 4, paladin 4, Purification 4
Components: V
Casting Time: 1 standard action
Range: 10 ft.
Area: 10-ft.-radius burst centered on you
Duration: Instantaneous
Saving Throw: Fortitude half
Spell Resistance: Yes
This spell has no effect on creatures that cannot hear.  All creatures whose alignment differs from yours on both the law-chaos and the good-evil axes take 1d4 points of damage per caster level (maximum 10d4).  All creatures whose alignment differs from yours on one component take half damage, and this spell does not deal damage to those who share your alignment.

For example, a lawful good cleric who casts this spell deals full damage to any creature that is not lawful and not good, half damage to any creature that is lawful or good (but not both), and no damage to lawful good creatures.

A Fortitude saving throw reduces damage by half.

Inhibit
Enchantment (Compulsion) [Mind-Affecting]
Level: Bard 1, cleric 1, sorcerer/wizard 1
Components: V, S
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level
Target: One creature
Duration: Instantaneous 
Saving Throw: Will negates
Spell Resistance: Yes
You inhibit your foe from acting.  The subject is forced to delay until the following round, acting immediately before you on your initiative count.

Living Undeath
Necromancy
Level: Cleric 2
Components: V, S, DF
Casting Time: 1 standard action
Range: Touch
Target: Creature touched
Duration: 1 minute/level
Saving Throw: Fortitude negates (harmless)
Spell Resistance: Yes (harmless)
You invoke the will of your gods and your skin sags and becomes sallow, your eyes hollow, and your flesh foul and rotted. This spell imparts a physical transformation upon the subject, not unlike the process that produces a zombie.
While the subject does not actually become undead, its vital processes are temporarily bypassed with no seeming ill effect. The subject is not subject to sneak attacks and critical hits for the duration of the spell, as if it were undead.
While the spell is in effect, the subject takes a -4 penalty to its Charisma score (to a minimum of 1).

Recitation
Conjuration (Creation)
Level: Cleric 4, Purification 3
Components: V, S, DF
Casting Time: 1 standard action
Range: 60 ft.
Area: All allies and foes within a 60-ft.-radius burst centered on you
Duration: 1 round/level
Saving Throw: None
Spell Resistance: Yes
By reciting a sacred passage or declaration, you invoke your deity's blessing upon
yourself and your allies. The spell affects all allies within the spell's area at the moment you cast it. Your allies gain a +2 luck bonus to AC, on attack rolls, and on saving throws,
or a +3 luck bonus if they worship the same deity as you.
Divine Focus: In addition to your holy symbol, this spell requires a sacred text as a divine focus.

Righteous Wrath of the Faithful
Enchantment (Compulsion) [Mind-Affecting]
Level: Cleric 5, Purification 7
Components: V, S, DF
Casting Time: 1 standard action
Range: 30 ft.
Targets: Allies within a 30-ft.-radius burst centered on you
Duration: 1 round/level
Saving Throw: None
Spell Resistance: Yes
When you cast this spell, you fire your allies and companions with a divine madness or fury, greatly enhancing their combat ability.
Allies gain one additional melee attack each round, at their highest attack bonus, when making a full attack. (This additional attack is not cumulative with other effects that grant extra attacks, such as a haste spell.) They also gain a +3 morale bonus on melee attack rolls and damage rolls. (This bonus on melee attack rolls does stack with the bonus provided by haste.)

Touch of Madness
Enchantment [Mind-Affecting]
Level: Madness 2
Components: V, S
Casting Time: 1 standard action
Range: Touch
Target: Creature touched
Duration: 1 round/level 
Saving Throw: Will negates
Spell Resistance: Yes
You can cause one living creature to become dazed by making a successful touch attack.  If the target creature does not make a successful Will save, its mind is clouded and it takes no actions for 1 round per caster level.


Weapon of Energy
Transmutation [see text]
Level: Cleric 3, sorcerer/wizard 3
Components: V, S
Casting Time: 1 standard action
Range: Touch
Target: One weapon
Duration: 1 round/level 
Saving Throw: Fortitude negates (object, harmless)
Spell Resistance: Yes (object, harmless)
You cause a weapon to gain the ability to deal energy damage in addition to its other abilities, similar to how a flaming burst weapon deals extra fire damage on a critical hit.  The weapon can deal acid, cold, electricity, or fire damage, chosen by you at the time of casting.  The weapon deals an extra 1d6 points of damage of that energy type on a successful hit.  On a critical hit, the weapon deals an additional 1d10 points of energy damage.  If the weapons critical multiplier is x3, add 2d10 points of energy damage instead, and if the multiplier is x3, add 3d10 points of energy damage.

This spell can be cast on a weapon that already deals energy damage, and if the weapon already creates the same type of damage as the spell, the effects stack.  For example, if cast on a +1 flaming longsword to give it additional fire damage, the weapon now deals an extra 2d6 points of fire damage per hit.

This spell has a descriptor that is the same as the energy created by the target weapon.  For example, weapon of energy is a fire spell when used to give a weapon bonus fire damage.


Wrack
Necromancy [Evil]
Level: Cleric 4, sorcerer/wizard 5
Components: V, S
Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One humanoid
Duration: 1 round/level + 3d10 minutes; see text
Saving Throw: Fortitude negates
Spell Resistance: Yes
With the final word of the spell, your chosen foe is wracked with such pain that it doubles over and collapses. Its face and hands blister and drip fluid, and its eyes cloud with blood, rendering it blind.
Your touch causes your target to experience excruciating pain. For the duration of the spell, the subject falls prone and is blinded and helpless. Even when the spell ends, the subject is still shaken for 3d10 minutes.

Rushmoor Terrain

The Rushmoor terrain for purposes of this module are considered Swamp.

MARSH TERRAIN

Two categories of marsh exist: relatively dry moors and watery swamps. Both are often bordered by lakes (described in Aquatic Terrain, below), which effectively are a third category of terrain found in marshes.

The table below describes terrain features found in marshes.

Marsh Terrain Features

	 
	— Marsh Category —

	 
	Moor
	Swamp

	Shallow bog
	20%
	40%

	Deep bog
	5%
	20%

	Light undergrowth
	30%
	20%

	Heavy undergrowth
	10%
	20%


Bogs: If a square is part of a shallow bog, it has deep mud or standing water of about 1 foot in depth. It costs 2 squares of movement to move into a square with a shallow bog, and the DC of Tumble checks in such a square increases by 2. 

A square that is part of a deep bog has roughly 4 feet of standing water. It costs Medium or larger creatures 4 squares of movement to move into a square with a deep bog, or characters can swim if they wish. Small or smaller creatures must swim to move through a deep bog. Tumbling is impossible in a deep bog.

The water in a deep bog provides cover for Medium or larger creatures. Smaller creatures gain improved cover (+8 bonus to AC, +4 bonus on Reflex saves). Medium or larger creatures can crouch as a move action to gain this improved cover. Creatures with this improved cover take a –10 penalty on attacks against creatures that aren’t underwater.

Deep bog squares are usually clustered together and surrounded by an irregular ring of shallow bog squares.

Both shallow and deep bogs increase the DC of Move Silently checks by 2.

Undergrowth: The bushes, rushes, and other tall grasses in marshes function as undergrowth does in a forest (see above). A square that is part of a bog does not also have undergrowth. 

Quicksand: Patches of quicksand present a deceptively solid appearance (appearing as undergrowth or open land) that may trap careless characters. A character approaching a patch of quicksand at a normal pace is entitled to a DC 8 Survival check to spot the danger before stepping in, but charging or running characters don’t have a chance to detect a hidden bog before blundering in. A typical patch of quicksand is 20 feet in diameter; the momentum of a charging or running character carries him or her 1d2×5 feet into the quicksand.

Effects of Quicksand: Characters in quicksand must make a DC 10 Swim check every round to simply tread water in place, or a DC 15 Swim check to move 5 feet in whatever direction is desired. If a trapped character fails this check by 5 or more, he sinks below the surface and begins to drown whenever he can no longer hold his breath (see the Swim skill description).

Characters below the surface of a bog may swim back to the surface with a successful Swim check (DC 15, +1 per consecutive round of being under the surface).

Rescue: Pulling out a character trapped in quicksand can be difficult. A rescuer needs a branch, spear haft, rope, or similar tool that enables him to reach the victim with one end of it. Then he must make a DC 15 Strength check to successfully pull the victim, and the victim must make a DC 10 Strength check to hold onto the branch, pole, or rope. If the victim fails to hold on, he must make a DC 15 Swim check immediately to stay above the surface. If both checks succeed, the victim is pulled 5 feet closer to safety.

Hedgerows: Common in moors, hedgerows are tangles of stones, soil, and thorny bushes. Narrow hedgerows function as low walls, and it takes 15 feet of movement to cross them. Wide hedgerows are more than 5 feet tall and take up entire squares. They provide total cover, just as a wall does. It takes 4 squares of movement to move through a square with a wide hedgerow; creatures that succeed on a DC 10 Climb check need only 2 squares of movement to move through the square.

Other Marsh Terrain Elements: Some marshes, particularly swamps, have trees just as forests do, usually clustered in small stands. Paths lead across many marshes, winding to avoid bog areas. As in forests, paths allow normal movement and don’t provide the concealment that undergrowth does.

Stealth and Detection in a Marsh: In a moor, the maximum distance at which a Spot check for detecting the nearby presence of others can succeed is 6d6×10 feet. In a swamp, this distance is 2d8×10 feet.

Undergrowth and deep bogs provide plentiful concealment, so it’s easy to hide in a marsh.

A marsh imposes no penalties on Listen checks, and using the Move Silently skill is more difficult in both undergrowth and bogs.

WATER DANGERS

Any character can wade in relatively calm water that isn’t over his head, no check required. Similarly, swimming in calm water only requires skill checks with a DC of 10. Trained swimmers can just take 10. (Remember, however, that armor or heavy gear makes any attempt at swimming much more difficult. See the Swim skill description.)

By contrast, fast-moving water is much more dangerous. On a successful DC 15 Swim check or a DC 15 Strength check, it deals 1d3 points of nonlethal damage per round (1d6 points of lethal damage if flowing over rocks and cascades). On a failed check, the character must make another check that round to avoid going under.

Very deep water is not only generally pitch black, posing a navigational hazard, but worse, it deals water pressure damage of 1d6 points per minute for every 100 feet the character is below the surface. A successful Fortitude save (DC 15, +1 for each previous check) means the diver takes no damage in that minute. Very cold water deals 1d6 points of nonlethal damage from hypothermia per minute of exposure.

Drowning

Any character can hold her breath for a number of rounds equal to twice her Constitution score. After this period of time, the character must make a DC 10 Constitution check every round in order to continue holding her breath. Each round, the DC increases by 1. 

When the character finally fails her Constitution check, she begins to drown. In the first round, she falls unconscious (0 hp). In the following round, she drops to –1 hit points and is dying. In the third round, she drowns.

It is possible to drown in substances other than water, such as sand, quicksand, fine dust, and silos full of grain.

Hampered Movement: Difficult terrain, obstacles, or poor visibility can hamper movement. When movement is hampered, each square moved into usually counts as two squares, effectively reducing the distance that a character can cover in a move. 

If more than one condition applies, multiply together all additional costs that apply. (This is a specific exception to the normal rule for doubling) 

In some situations, your movement may be so hampered that you don’t have sufficient speed even to move 5 feet (1 square). In such a case, you may use a full-round action to move 5 feet (1 square) in any direction, even diagonally. Even though this looks like a 5-foot step, it’s not, and thus it provokes attacks of opportunity normally. (You can’t take advantage of this rule to move through impassable terrain or to move when all movement is prohibited to you.)

You can’t run or charge through any square that would hamper your movement.

Appendix 1 – APL 2

Encounter 2





Bullywug Scout
CR 2

Male Bullywug Ftr 1 / Rgr 1

LE Medium Humanoid (Aquatic)

Init +2; Senses Listen +2, Spot +2

Languages Common

AC 18, touch 12, flat-footed 16


(+2 Dex, +3 natural, +3 studded leather armor)

hp 20 (2HD);

Fort +10, Ref +5, Will -1

Race F+0, R+0, W+0; Class F+4, R+2, W+0, Abilities Con +5, Dex +2, Wis -2; +1 All Resistance

Speed 20 ft. (4 squares), swim 30 ft. (6 squares)

Melee masterwork shortspear +6[+2 BAB, +3 Str, +1 masterwork] (1d6 + 3)

Ranged masterwork composite longbow (+3 Str) +6 [+2 BAB, +2 Dex, +1 Focus, +1 masterwork] (1d8 + 3, 20/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +5

Abilities Str 16, Dex 15, Con 21, Int 6, Wis 6, Cha 2 
SQ Marsh move
Feats Point Blank Shot, Weapon Focus (Longbow), Track
Skills total ranks: 17 Hide +8, Handle Animal +0[+4 ranks, -4 ability], Listen +2[+4 ranks, -2 ability], , Ride +7, [+5 ranks, +2 ability], Spot +2

[+4 ranks, -2 ability]

Possessions studded leather armor, masterwork composite longbow (+3 Str), 40 arrows, masterwork shortspear, 800gp, cloak of resistance +1
Description 

Encounter 3





Bullywug Croc Tamer
CR 4

Male Bullywug Dru 4

NE Medium Humanoid (Aquatic)

Init +0; Senses Listen +1, Spot +4

Languages Common

AC 18, touch 10, flat-footed 15


(+5 natural, +3 +1 leather armor)

hp 38 (4HD);

Fort +10, Ref +2, Will +6

Race F+0, R+0, W+0; Class F+4, R+1, W+4, Abilities Con +5, Dex +0, Wis +1; +1 All Resistance

Speed 30 ft. (4 squares), swim 30 ft. (6 squares)

Melee shortspear +5[+3 BAB, +2 Str] (1d6 + 2)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +5

Druid Spells Prepared (CL 4th):


2nd— barkskin*, barkskin*

1st— magic fang*, longstrider*, longstrider*, cure light wounds

*Already cast

Abilities Str 14, Dex 10, Con 20, Int 6, Wis 12, Cha 2 
SQ Marsh move
Feats Skill Focus (Handle Animal), Power Attack
Skills total ranks: 12 Hide +6, Handle Animal +6[+7 ranks, -4 ability, +3 Skill Focus], Survival +5, [+4 ranks, +1 ability], Spot +4

[+3 ranks, +1 ability]

Possessions shortspear, cloak of resistance +1, potion of shield of faith, +1 leather armor
Description 

Crocodile Animal Companion
CR -

N Medium Animal

Init +1; Senses Listen +4, Spot +4

Languages Common

AC 17, touch 12, flat-footed 16


(+1 Dex, +6 natural)

hp 22 (3HD);

Fort +6, Ref +4, Will +2

Race F+0, R+0, W+0; Class F+3, R+3, W+1, Abilities Con +3, Dex +1, Wis +1;

Speed 30 ft. (4 squares), swim 30 ft. (6 squares)

Melee +7 bite [+2 BAB, +4 Str, +1 magic fang] (1d8+7) or +6 tail slap [+2 BAB, +4 Str] (1d12+6)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +6

Abilities Str 19, Dex 12, Con 17, Int 1, Wis 12, Cha 2

SQ Marsh move, Link, Share spells
Feats Alertness, Skill Focus (Hide)

Tricks Attack, Attack, Defend, Down, Guard
Skills total ranks: 12 Hide +7[+3 ranks, +1ability, +3 Skill Focus], Listen +4, [+3 ranks, +1 ability], Spot +4[+3 ranks, +1 ability], Swim +12

[+0 ranks, +8 racial, +4 ability]

Encounter 4





Bullywug Savant
CR 3

Male Bullywug Savant Sorc 2

LE Medium Humanoid (Aquatic)

Init +6; Senses Listen +1, Spot +1

Languages Common

AC 16, touch 12, flat-footed 16


(+2 Dex, +3 natural, +1 bracers of armor +1)

hp 34 (4HD);

Fort +6, Ref +6, Will +5

Race F+0, R+3, W+0; Class F+0, R+0, W+3, Abilities Con +5, Dex +2, Wis +1; +1 All Resistance

Speed 30 ft. (6 squares), swim 20 ft. (4 squares)

Melee shortspear +1[+2 BAB, -1 Str] (1d6 -1)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +1

Sorceror Spells Known (CL 2nd):



1st (6/day)— magic missile, ray of enfeeblement


0 (5/day)— ray of frost, touch of fatigue, acid splash, daze
Abilities Str 8, Dex 15, Con 20, Int 10, Wis 12, Cha 18 
SQ Marsh move
Feats Improved Initiative, Skill Focus (Concentration)
Skills total ranks: 14 Concentration +15[+7 ranks, +5 ability, +3 skill focus], Spellcraft +7

[+7 ranks]

Possessions shortspear, cloak of resistance +1, bracers of armor +1, 450gp

Description 

Bullywug Cleric
CR 3

Male Bullywug Cleric 3

LE Medium Humanoid (Aquatic)

Init +4; Senses Listen +1, Spot +1

Languages Common

AC 18, touch 10, flat-footed 18


(+5 +1 chain shirt, +3 natural)

hp 28 (3HD);

Fort +9, Ref +2, Will +5

Race F+0, R+0, W+0; Class F+3, R+1, W+3, Abilities Con +5, Dex +0, Wis +1; +1 All Resistance

Speed 20 ft. (4 squares), swim 30 ft. (6 squares)

Melee glaive +5[+2 BAB, +1 Str, +1 Mwk, +1 Focus] (1d10 + 1)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +3

Cleric Spells Prepared (CL 3th):


2nd— sound burst(DC13), spiritual weapon D

1st—divine favor, bless, cure light wounds, magic weapon D
D: Domain spell. Deity: Wastri. Domains: War, Purification

*Already cast

Abilities Str 13, Dex 10, Con 20, Int 6, Wis 12, Cha 4 
SQ Marsh move, summoning
Feats Improved Initiative, Improved Toughness, Weapon Focus (Glaive)
Skills total ranks: 6 Concentration +11

[+6 ranks, +5 ability]

Possessions masterwork glaive, +1 chain shirt, cloak of resistance +1, 1150gp

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

Bullywug Subchief
CR 3

Male Bullywug Bar2 / Ftr1

LE Medium Humanoid (Aquatic)

Init +2; Senses Listen +3, Spot -2

Languages Common

AC 15, touch 12, flat-footed 15


(+3 natural, +2 Dex)

hp 33 (3HD);

Fort +10, Ref +2, Will -2

Race F+0, R+0, W+0; Class F+5, R+0, W+0, Abilities Con +5, Dex +2, Wis -2;

Speed 20 ft. (4 squares), swim 30 ft. (6 squares)

Melee glaive +7[+3 BAB, +3 Str, +1 Mwk, +1 Focus] (1d10 + 4)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +6

Abilities Str 14, Dex 14, Con 21, Int 6, Wis 6, Cha 4 
SQ Marsh move, Fast Movement, Uncanny Dodge
Feats Blind-Fight, Power Attack, Weapon Focus (Glaive)
Skills total ranks: 11 Climb +5[+6 ranks, +3 ability, -4ACP], Listen +3

[+5 ranks, -2 ability]

Possessions +1 glaive, locked gauntlet, 10 javelins

Description

Raging

AC 13, touch 10, flat-footed 13


(+3 natural, +2 Dex, -2 Rage)

hp 39 (3HD);

Fort +12, Ref +2, Will +0

Race F+0, R+0, W+0; Class F+5, R+0, W+0, Abilities Con +7, Dex +2, Wis -2; Rage Wis +2

Speed 20 ft. (4 squares), swim 30 ft. (6 squares)

Melee glaive +9[+3 BAB, +5 Str, +1 Mwk, +1 Focus] (1d10 + 7)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +8

Abilities Str 18, Con 25 
Encounter 5





Dessicator
CR 2

NE Small Undead (Water)

Init +5; Senses Listen +7, Spot +7, Darkvision 60ft

Languages Aquan

AC 15, touch 12, flat-footed 14


(+1 size, +1 dex, +3 natural)

hp 26 (4HD);

Fort +1, Ref +2, Will +4

Race F+1, R+1, W+4; Abilities Con +0, Dex +1, Wis +0

Speed 20 ft. (4 squares), swim 60 ft. (10 squares)

Melee Slam +6[+2 BAB, +3 Str, +1 size] (1d6 plus fatigue)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +1

Atk Options dessicating breath, fatiguing touch

Abilities Str 16, Dex 12, Con -, Int 8, Wis 11, Cha 13 
SQ Darkvision 60ft, elemental turning vulnerability, undead traits
Feats Improved Initiative, Ability Focus (dessicating breath)
Skills Listen +7, Search +7, Spot +7

Dessicating Breath (Su): 15-foot cone of dessicating air every 1d4 rounds, damage 1 Con.  Fortitude DC 15 negates.  (Creatures with the water subtype take a -4 penalty on this save.)
Fatiguing Touch (Su): The slam of a dessicator, in addition to dealing 1d8 points of damage, makes living creatures fatigued.  A DC 13 Fortitude save negates the fatigue but not the damage.  (Creatures with the water subtype take a -4 penalty to this save.)  If the victim fails the save, the dessicator also gains 5 temporary hitpoints, which last for up to 1 hour.  A creature already fatigued cannot become exhausted as a result of this touch.

Elemental Turning Vulnerability (Ex): A character who can turn undead and also turn water creatures gains a +2 bonus on turning checks to turn a dessicator.  A character who can rebuke undead and also rebuke water creatures gains a +2 bonus on turning checks to rebuke a dessicator.

Description This small, salt-encrusted humanoid figure looks parched and gasping.  Around it, a dry, hot breeze seems to blow from nowhere.
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Encounter 2





Bullywug Frog Tamer
CR 3

Male Bullywug Ftr 2 / Rgr 1

LE Medium Humanoid (Aquatic)

Init +2; Senses Listen +2, Spot +2

Languages Common

AC 18, touch 12, flat-footed 16


(+2 Dex, +3 natural, +3 studded leather armor)

hp 30 (3HD);

Fort +10, Ref +4, Will -2

Race F+0, R+0, W+0; Class F+5, R+2, W+0, Abilities Con +5, Dex +2, Wis -2;

Speed 20 ft. (4 squares), swim 30 ft. (6 squares)

Melee shortspear +6[+3 BAB, +3 Str] (1d6 + 3)

Ranged +1 composite longbow (+3 Str) +7 [+3 BAB, +2 Dex, +1 Focus, +1 masterwork] (1d8 + 4, 20/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +5

Abilities Str 16, Dex 15, Con 21, Int 6, Wis 6, Cha 2 
SQ Marsh move
Feats Point Blank Shot, Weapon Focus (Longbow), Precise Shot
Skills total ranks: 18 Hide +8, Handle Animal +2[+6 ranks, -4 ability], Listen +2[+4 ranks, -2 ability], , Ride +8, [+4 ranks, +2 ability], Spot +2

[+4 ranks, -2 ability]

Possessions mwk studded leather armor, +1 composite longbow (+3 Str), shortspear, 200gp

Description 

Advanced Dire Toad
CR 3

N Medium Animal

Init +2; Senses Listen +11, Spot +9, low-light vision

AC 15, touch 12, flat-footed 13


(+2 Dex, +3 natural)

hp 45 (6HD);

Fort +7, Ref +7, Will +7

Race F+5, R+5, W+5; Abilities Con +2, Dex +2, Wis +2;

Speed 30 ft. (6 squares)

Melee bite +6[+4 BAB, +2 Dex] (1d4 + poison)

Ranged tongue +6[+4 BAB, +2 Dex] (special – improved grab)

Space 5 ft.; Reach 5 ft. (10 ft. with tongue)

Base Atk +4; Grp +4

Atk Options improved grab, poison

Special Actions swallow whole

Abilities Str 10, Dex 14, Con 15, Int 2, Wis 15, Cha 7 
SQ Low-light vision
Feats Alertness#, Improved Toughness#, Weapon Finesse# 

Tricks Attack, Attack, Defend, Down, Guard
Skills total ranks: 9 Hide +8[+2 ranks, +2 ability, +4 race], Jump +10, [+2 ranks, +0 ability, +8 race], Spot +9, [+1 ranks, +2 feat, +2 ability, +4 race], Listen +11[+3 ranks, +2 feat, +2 ability, +4 race]
Poison (Ex) – A dire toad delivers its poison (Fortitude save DC 15) 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 Small or 8 Tiny or smaller opponents. 
Description 

Sources Dire Toad (MM2-74)

Encounter 3





Bullywug Croc Shaper
CR 5

Male Bullywug Dru 5

NE Medium Humanoid (Aquatic)

Init +0; Senses Listen +1, Spot +4

Languages Common

AC 15, touch 10, flat-footed 15


(+5 natural)

hp 47 (5HD);

Fort +10, Ref +1, Will +5

Race F+0, R+0, W+0; Class F+4, R+1, W+4, Abilities Con +6, Dex +0, Wis +1;

Speed 30 ft. (4 squares), swim 30 ft. (6 squares)

Melee shortspear +5[+3 BAB, +2 Str] (1d6 + 2)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +5

Druid Spells Prepared (CL 5th):


3rd— greater magic fang*

2nd— barkskin*, barkskin*

1st— magic fang*, longstrider*, longstrider*, cure light wounds

*Already cast

Abilities Str 14, Dex 11, Con 22, Int 6, Wis 12, Cha 2 
SQ Marsh move
Feats Skill Focus (Handle Animal), Power Attack
Skills total ranks: 16 Handle Animal +7[+8 ranks, -4 ability, +3 Skill Focus], Survival +5, [+4 ranks, +1 ability], Spot +5

[+4 ranks, +1 ability]

Possessions shortspear

Crocodile Form

Init +1;

AC 17, touch 11, flat-footed 16


(+6 natural, +1 Dex)

Fort +8, Ref +2, Will +5

Race F+0, R+0, W+0; Class F+4, R+1, W+4, Abilities Con +4, Dex +1, Wis +1;

Speed 30 ft. (4 squares), swim 30 ft. (6 squares)

Melee +8 bite [+3 BAB, +4 Str, +1 magic fang] (1d8+7) or +8 tail slap [+3 BAB, +4 Str] (1d12+7)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +7

Abilities Str 19, Dex 12, Con 17

Improved Grab (Ex) – To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple 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.
Description 

Crocodile Animal Companion
CR -

N Medium Animal

Init +1; Senses Listen +4, Spot +4

Languages Common

AC 17, touch 12, flat-footed 16


(+1 Dex, +6 natural)

hp 25 (3HD);

Fort +7, Ref +5, Will +3

Race F+0, R+0, W+0; Class F+3, R+3, W+1, Abilities Con +3, Dex +1, Wis +1; +1 All Resistance

Speed 30 ft. (4 squares), swim 30 ft. (6 squares)

Melee +6 bite [+2 BAB, +4 Str] (1d8+6) or +7 tail slap [+2 BAB, +4 Str, +1 magic fang] (1d12+7)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +6

Abilities Str 19, Dex 12, Con 19, Int 1, Wis 12, Cha 2

SQ Marsh move, Link, Share spells
Feats Alertness, Skill Focus (Hide)

Tricks Attack, Attack, Defend, Down, Guard
Skills total ranks: 12 Hide +7[+3 ranks, +1ability, +3 Skill Focus], Listen +4, [+3 ranks, +1 ability], Spot +4[+3 ranks, +1 ability], Swim +12

[+0 ranks, +8 racial, +4 ability]
Possessions cloak of resistance +1, amulet of health +2
Encounter 4





Bullywug Savant
CR 5

Male Bullywug Savant Sorc 4

LE Medium Humanoid (Aquatic)

Init +6; Senses Listen +1, Spot +1

Languages Common

AC 17, touch 12, flat-footed 17


(+2 Dex, +3 natural, +2 bracers of armor +2)

hp 49 (6HD);

Fort +7, Ref +7, Will +6

Race F+0, R+3, W+0; Class F+1, R+1, W+4, Abilities Con +5, Dex +2, Wis +1; +1 All Resistance

Speed 30 ft. (6 squares), swim 20 ft. (4 squares)

Melee shortspear +2[+3 BAB, -1 Str] (1d6 -1)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +2

Sorceror Spells Known (CL 4th, DC14+level):


2nd (4/day)— scorching ray

  1st (7/day)— magic missile, ray of enfeeblement, shocking grasp

0 (6/day)— ray of frost, touch of fatigue, acid splash, daze, detect magic, read magic
Abilities Str 8, Dex 15, Con 20, Int 10, Wis 12, Cha 18 
SQ Marsh move, summoning
Feats Improved Initiative, Precise Shot, Point Blank Shot
Skills total ranks: 18 Concentration +14[+9 ranks, +5 ability], Spellcraft +9

[+9 ranks]

Possessions shortspear, cloak of resistance +1, bracers of armor +2
Description 

Bullywug Cleric
CR 5

Male Bullywug Cleric 5

LE Medium Humanoid (Aquatic)

Init +4; Senses Listen +1, Spot +1

Languages Common

AC 19, touch 10, flat-footed 19


(+6 +2 chain shirt, +3 natural) (+2 deflection vs Good)

hp 47 (5HD);

Fort +9, Ref +1, Will +5 (+2 All vs Good)

Race F+0, R+0, W+0; Class F+4, R+1, W+4, Abilities Con +5, Dex +0, Wis +1;

Speed 20 ft. (4 squares), swim 30 ft. (6 squares)

Melee glaive +6[+3 BAB, +1 Str, +1 Mwk, +1 Focus] (1d10 + 1)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +4

Cleric Spells Prepared (CL 5th):

  3rd—magic circle against good*, recitation D

2nd— sound burst(DC14), cure moderate wounds, spiritual weapon D

1st— resurgence, divine favor, bless, cure light wounds, magic weapon D
D: Domain spell. Deity: Wastri. Domains: War, Purification

*Already cast

Abilities Str 13, Dex 10, Con 20, Int 6, Wis 13, Cha 4 
SQ Marsh move, summoning
Feats Improved Initiative, Improved Toughness, Weapon Focus (Glaive)
Skills total ranks: 8 Concentration +13

[+8 ranks, +5 ability]

Possessions masterwork glaive, +2 chain shirt
Summoning (Sp): Bullywug clerics are notorious for their unpredictable summoning abilities. When a bullywug cleric uses a summon monster spell, there is a 50% chance that one more monster than the spell would ordinarily summon will appear. In such cases, there is then a 25% chance that the summoned monsters will not be in the bullywug’s control, rampaging and attacking at random. It is not uncommon for bullywugs that have summoned monsters and failed to control them to spend all their efforts fighting their own summoned creatures instead of attacking their original foe.
Description 

Bullywug Subchief
CR 5

Male Bullywug Bar3 / Ftr2

LE Medium Humanoid (Aquatic)

Init +0; Senses Listen +4, Spot -2

Languages Common

AC 18, touch 12, flat-footed 18


(+3 +1 leather armor, +3 natural, +2 Dex)

hp 52 (5HD);

Fort +11, Ref +3, Will -1

Race F+0, R+0, W+0; Class F+6, R+1, W+1, Abilities Con +5, Dex +2, Wis -2;

Speed 30 ft. (6 squares), swim 30 ft. (6 squares)

Melee glaive +9[+5 BAB, +4 Str, +1 Mwk, +1 Focus] (1d10 + 4)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +9

Abilities Str 14, Dex 14, Con 21, Int 6, Wis 6, Cha 4 
SQ Marsh move, Fast Movement, Uncanny Dodge
Feats Blind-Fight, Power Attack, Weapon Focus (Glaive), Short Haft
Skills total ranks: 14 Climb +8[+9 ranks, +3 ability, -4ACP], Listen +4

[+6 ranks, -2 ability]

Possessions +1 glaive, +1 leather armor, locked gauntlet, 10 javelins

Description 

Sources Short Haft (PHB2-82)
Raging

AC 16, touch 10, flat-footed 16


(+3 +1 leather armor, +3 natural, +2 Dex, -2 Rage)

hp 62 (5HD);

Fort +13, Ref +3, Will +1

Race F+0, R+0, W+0; Class F+6, R+1, W+1, Abilities Con +7, Dex +2, Wis -2; Rage Wis +2

Speed 30 ft. (6 squares), swim 30 ft. (6 squares)

Melee glaive +11[+5 BAB, +6 Str, +1 Mwk, +1 Focus] (1d10 + 7)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +11

Abilities Str 18, Con 25 
Encounter 5





Entomber
CR 5

LE Medium Undead

Init +0; Senses Listen +8, Spot +8, Darkvision 60ft

Languages Common

AC 21, touch 10, flat-footed 21


(+11 natural)

hp 52 (8HD); DR 5/silver

Fort +4, Ref +4, Will +8

Race F+2, R+2, W+6; Abilities Con +0, Dex +0, Wis +2; Great Fortitude; Lightning Reflexes

Speed 30 ft. (6 squares), burrow 10 ft. (2 squares)

Melee Slam +10[+4 BAB, +6 Str] (1d6+9 plus entomb)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +11

Atk Options Entomb, exhume

Abilities Str 23, Dex 10, Con -, Int 6, Wis 14, Cha 15 
SQ Darkvision 60ft, Damage reduction 5/silver, undead traits
Feats Alertness, Great Fortitude, Lightning Reflexes
Skills Hide +7, Listen +8, Move Silently +7, Spot +8

Entomb (Su): Whenever an entomber succeeds on a slam attack, it can attempt to entomb its foe.  The foe must make a DC 16 Reflex save or be pounded bodily into a shallow grave.  The save DC is Charisma-based.  This ability doesn’t work in locations with a basement or open level immediately below, nor can the creature entomb victims in magical, living, or animate materials, or materials with a hardness higher than 8.


The upthrust bulge of cracked flooring material, earth, or stone reveals the location of the victim to compatriots.  Two standard actions spent clearing away the broken flooring material reveals the entombed victim, who can use his or her next action to stand from a prone position.  Attempting to rescue a friend in this way can provoke attacks of opportunity.


The victim is treated as if pinned by an opponent (the earth) with a grappling check of 20 (not +20, just 20!).  Breaking free first of the “pin” and then the “grapple” allows the victim to stand from a prone position on his or her next round.  If compatriots of the victim have partially cleared away the covering material, then the victim need only make a single check before standing from the prone position.  Each round the victim spends fully or partially entombed is a round in which the victim suffocates (see Suffocation, page 304 DMG).
Exhume (Su): When an entomber spends a standard action and touches the top of a grave or space where a creature is buried no deeper than 10 feet, the body immediately rises to the surface, leaving no hole or tunnel.  A body is not harmed when brought to the surface in this manner..
Description This shrunken and disfigured bullywug carcass moves under the power of its own animation, though the details of its shape are blurred beneath a coating of filth and grave dirt.
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Encounter 2





Bullywug Frog Tamer
CR 3

Male Bullywug Ftr 2 / Rgr 1

LE Medium Humanoid (Aquatic)

Init +2; Senses Listen +2, Spot +2

Languages Common

AC 18, touch 12, flat-footed 16


(+2 Dex, +3 natural, +3 studded leather armor)

hp 30 (3HD);

Fort +10, Ref +4, Will -2

Race F+0, R+0, W+0; Class F+5, R+2, W+0, Abilities Con +5, Dex +2, Wis -2;

Speed 20 ft. (4 squares), swim 30 ft. (6 squares)

Melee shortspear +6[+3 BAB, +3 Str] (1d6 + 3)

Ranged +1 composite longbow (+3 Str) +7 [+3 BAB, +2 Dex, +1 Focus, +1 masterwork] (1d8 + 4, 20/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +5

Abilities Str 16, Dex 15, Con 21, Int 6, Wis 6, Cha 2 
SQ Marsh move
Feats Point Blank Shot, Weapon Focus (Longbow), Precise Shot
Skills total ranks: 18 Hide +8, Handle Animal +2[+6 ranks, -4 ability], Listen +2[+4 ranks, -2 ability], , Ride +8, [+4 ranks, +2 ability], Spot +2

[+4 ranks, -2 ability]

Possessions mwk studded leather armor, +1 composite longbow (+3 Str), shortspear, 200gp

Description 

Advanced Dire Toad
CR 5

N Large Animal

Init +1; Senses Listen +12, Spot +10, low-light vision

AC 15, touch 10, flat-footed 14


(-1 size, +1 Dex, +5 natural)

hp 94 (9HD);

Fort +11, Ref +7, Will +8

Race F+6, R+6, W+6; Abilities Con +5, Dex +1, Wis +2;

Speed 30 ft. (6 squares)

Melee bite +9[+6 BAB, +4 Str, -1 Size] (1d6 + 4 + poison)

Ranged tongue +6[+6 BAB, +1 Dex, -1 Size] (special – improved grab)

Space 10 ft.; Reach 10 ft. (20 ft. with tongue)

Base Atk +6; Grp +14

Atk Options improved grab, poison

Special Actions swallow whole

Abilities Str 18, Dex 12, Con 20, Int 2, Wis 15, Cha 7 
SQ Low-light vision
Feats Alertness#, Improved Toughness#, Weapon Finesse#, Ability Focus (poison)

Tricks Attack, Attack, Defend, Down, Guard
Skills total ranks: 9 Hide +3[+2 ranks, +1 ability, +4 race, -4 size], Jump +14[+2 ranks, +4 ability, +8 race], Spot +10[+2 ranks, +2 feat, +2 ability, +4 race], Listen +12[+4 ranks, +2 feat, +2 ability, +4 race]
Poison (Ex) – A dire toad delivers its poison (Fortitude save DC 22) 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. 
Description 

Sources Dire Toad (MM2-74)
Encounter 3





Bullywug Croc Master
CR 7

Male Bullywug Dru 5 / Bbn 1 / Bst 1

NE Medium Humanoid (Aquatic)

Init +0; Senses Listen +1, Spot +4

Languages Common

AC 15, touch 10, flat-footed 15


(+5 natural)

hp 73 (7HD);

Fort +14, Ref +3, Will +5

Race F+0, R+0, W+0; Class F+8, R+3, W+4, Abilities Con +5, Dex +0, Wis +1;

Speed 30 ft. (4 squares), swim 30 ft. (6 squares)

Melee shortspear +7[+3 BAB, +2 Str] (1d6 + 2)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +7

Druid Spells Prepared (CL 5th):


3rd— greater magic fang*

2nd— barkskin*, barkskin*


1st— magic fang*, longstrider*, longstrider*, cure light wounds
*Already cast

Abilities Str 15, Dex 11, Con 22, Int 6, Wis 12, Cha 2 
SQ Marsh move
Feats Skill Focus (Handle Animal), Power Attack, Shared Fury
Skills total ranks: 16 Hide +6, Handle Animal +9[+10 ranks, -4 ability, +3 Skill Focus], Survival +5, [+4 ranks, +1 ability], Spot +5

[+4 ranks, +1 ability]

Possessions shortspear, pink rhomboid ioun stone
Crocodile Form, Raging

Init +1;

AC 15, touch 9, flat-footed 14


(+6 natural, +1 Dex, -2 Rage)

hp 87 (7HD);

Fort +14, Ref +4, Will +7

Race F+0, R+0, W+0; Class F+8, R+3, W+4, Abilities Con +5, Dex +1, Wis +1; Rage Wis +2

Speed 30 ft. (4 squares), swim 30 ft. (6 squares)

Melee +12 bite [+5 BAB, +6 Str, +1 magic] (1d8+10) or +12 tail slap [+5 BAB, +6 Str, +1 magic] (1d12+10)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +11

Abilities Str 23, Dex 12, Con 23 
Improved Grab (Ex) – To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple 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.
Description 

Crocodile Animal Companion, Raging

N Medium Animal

Init +2; Senses Listen +4, Spot +4

Languages Common

AC 20, touch 10, flat-footed 18


(+2 Dex, +10 natural, -2 raging)

hp 66 (7HD);

Fort +10, Ref +7, Will +5 (+9 versus enchantment) 

Race F+0, R+0, W+0; Class F+5, R+5, W+2, Abilities Con +5, Dex +2, Wis +1;

Speed 30 ft. (4 squares), swim 30 ft. (6 squares)

Melee +12 bite [+5 BAB, +7 Str] (1d8+10) or +13 tail slap [+5 BAB, +7 Str, +1 magic] (1d12+11)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +12

Abilities Str 25, Dex 14, Con 21, Int 1, Wis 12, Cha 2

SQ Marsh move, Link, Share spells, Evasion, Devotion
Feats Alertness, Skill Focus (Hide), Power Attack

Tricks Attack, Attack, Defend, Down, Guard
Skills total ranks: 12 Hide +7[+3 ranks, +1ability, +3 Skill Focus], Listen +4, [+3 ranks, +1 ability], Spot +4[+3 ranks, +1 ability], Swim +15

[+0 ranks, +8 racial, +7 ability]

Encounter 4





Bullywug Savant
CR 7

Male Bullywug Savant Sorc 6

LE Medium Humanoid (Aquatic)

Init +3; Senses Listen +1, Spot +1

Languages Common

AC 17, touch 12, flat-footed 17


(+3 Dex, +3 natural, +1 bracers of armor +1)

hp 64 (8HD);

Fort +7, Ref +8, Will +6

Race F+0, R+3, W+0; Class F+2, R+2, W+5, Abilities Con +5, Dex +3, Wis +1;

Speed 30 ft. (6 squares), swim 20 ft. (4 squares)

Melee shortspear +3[+3 BAB, -1 Str] (1d6 -1)

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +3

Sorceror Spells Known (CL 6th, DC15+level):


3rd (4/day)— ray of dizziness
  2nd (6/day)— scorching ray, melf’s acid arrow

  1st (6/day)— magic missile, ray of enfeeblement, shocking grasp, burning hands

0 (6/day)— ray of frost, touch of fatigue, acid splash, daze, detect magic, read magic, resistance
Abilities Str 8, Dex 16, Con 20, Int 10, Wis 12, Cha 20 
SQ Marsh move, summoning
Feats Point Blank Shot, Precise Shot, Practiced Spellcaster
Skills total ranks: 22 Concentration +16[+11 ranks, +5 ability], Spellcraft +11

[+11 ranks]

Possessions cloak of charisma +2, bracers of armor +1, shortspear

Description 

Bullywug Cleric
CR 7

Male Bullywug Cleric 7

LE Medium Humanoid (Aquatic)

Init +4; Senses Listen +2, Spot +2

Languages Common

AC 18, touch 10, flat-footed 18


(+5 +1 chain shirt, +3 natural) (+2 deflection vs Good)

hp 66 (7HD);

Immune Critical Hits, Stunning

Fort +11, Ref +3, Will +8 (+2 All vs Good)

Race F+0, R+0, W+0; Class F+5, R+2, W+5, Abilities Con +5, Dex +0, Wis +2; +1 All Resistance

Speed 20 ft. (4 squares), swim 30 ft. (6 squares)

Melee glaive +8[+5 BAB, +1 Str, +1 Mwk, +1 Focus] (1d10 + 1)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +6

Cleric Spells Prepared (CL 7th):


4th—wrack(DC16), castigate(DC16) D
  3rd—magic circle against good*, dispel magic, recitation D

2nd— sound burst(DC14), cure moderate wounds, living undeath*, living undeath*, spiritual weapon D

1st— resurgence, divine favor, bless, cure light wounds, shield of faith, magic weapon D
D: Domain spell. Deity: Wastri. Domains: War, Purification

*Already cast

Abilities Str 13, Dex 10, Con 20, Int 6, Wis 15, Cha 4 
SQ Marsh move, summoning
Feats Improved Initiative, Skill Focus (Concentration), Improved Toughness, Weapon Focus (Glaive)
Skills total ranks: 10 Concentration +18

[+10 ranks, +5 ability, +3 Focus]

Possessions masterwork glaive, +1 chain shirt, periapt of wisdom +2, cloak of resistance +1, pearl of power (1st)
Summoning (Sp): Bullywug clerics are notorious for their unpredictable summoning abilities. When a bullywug cleric uses a summon monster spell, there is a 50% chance that one more monster than the spell would ordinarily summon will appear. In such cases, there is then a 25% chance that the summoned monsters will not be in the bullywug’s control, rampaging and attacking at random. It is not uncommon for bullywugs that have summoned monsters and failed to control them to spend all their efforts fighting their own summoned creatures instead of attacking their original foe.
Description 

Bullywug Subchief
CR 7

Male Bullywug Bar2 / Ftr4 / Tem 1

LE Medium Humanoid (Aquatic)

Init +0; Senses Listen +3, Spot -2

Languages Common

AC 21, touch 12, flat-footed 21


(+6 +1 breastplate, +3 natural, +2 Dex)

hp 75 (7HD);

Immune Critical Hits, Stunning

Fort +14, Ref +3, Will +1

Race F+0, R+0, W+0; Class F+9, R+1, W+3, Abilities Con +5, Dex +2, Wis -2;

Speed 20 ft. (4 squares), swim 30 ft. (6 squares)

Melee +1 glaive +14/+9[+7 BAB, +5 Str, +1 Mwk, +1 Focus] (1d10 + 10)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +11

Abilities Str 20, Dex 14, Con 21, Int 6, Wis 6, Cha 4 
SQ Marsh move, Fast Movement, Uncanny Dodge, Mettle

Feats Blind-Fight, Power Attack, Weapon Focus (Glaive), Weapon Spec (Glaive), True Believer, Short Haft
Skills total ranks: 15 Kno(Religion) +3[+5 ranks, -2 ability], Listen +3

[+5 ranks, -2 ability]

Possessions +1 glaive, gauntlets of ogre power, +1 breastplate, locked gauntlet, 10 javelins

Mettle (Su): If you make a successful Will or Fortitude saving throw that would normally reduce the spell’s effect, you suffer no effect from the spell at all.  Only those spells with a saving throw entry of “Will partial,” “Fortitude half,” or similar entries can be negated through this ability.
Description 

Sources Short Haft (PHB2-82)
Raging

AC 19, touch 10, flat-footed 19


(+6 +1 breastplate, +3 natural, +2 Dex, -2 Rage)

hp 89 (7HD);

Fort +16, Ref +3, Will +3

Race F+0, R+0, W+0; Class F+9, R+1, W+3, Abilities Con +7, Dex +2, Wis -2; Rage Wis +2

Speed 20 ft. (4 squares), swim 30 ft. (6 squares)

Melee +1 glaive +16/+11 [+7 BAB, +7 Str, +1 Mwk, +1 Focus] (1d10 + 13)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +13

Abilities Str 24, Con 25 
Encounter 5





Plague Blight
CR 6

LE Medium Undead (Evil)

Init +5; Senses Listen +13, Spot +13, Darkvision 60ft

Languages Common

AC 23, touch 15, flat-footed 18


(+5 Dex, +8 natural)

hp 45 (6HD); DR 5/slashing; Resistant to Blows

Fort +2, Ref +7, Will +7

Race F+2, R+2, W+5; Abilities Con +0, Dex +5, Wis +2;

Speed 30 ft. (6 squares)

Melee Slam +7[+4 BAB, +6 Str] (1d6+6 [1d6+8 versus good-aligned foes] plus gangrenous touch)

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +7

Atk Options Gangrenous touch

Abilities Str 19, Dex 21, Con -, Int 14, Wis 14, Cha 15 
SQ Darkvision 60ft, Damage reduction 5/slashing, undead traits, gangrenous stench, resistant to blows, +2 turn resistance
Feats Alertness, Great Fortitude, Lightning Reflexes
Skills Balance +7, Escape Artist +12, Hide +14, Jump +6, Listen +13, Move Silently +14, Spot +13, Tumble +14

Gangrenous Stench (Ex): Whenever a plague blight desires, it causes its horrible odor of rot to emanate from the folds of its wrappings.  All living creatures within 10 feet of the plague blight must make a DC15 fortitude save or take 1d6 points of Strength damage and become nauseated.

Gangrenous Touch (Su): Supernatural disease (accelerated) – Fortitude DC15, incubation period instant, damage 1d4 Con.  Unlike normal diseases, gangrenous touch requires a saving throw every round.  It visibly progresses over a period of seconds, turning the afflicted area putrescent and gangrenous.  The rot continues until the victim makes two successful saving throws in a row, the victim reaches Constitution 0 (and dies), or the victim receives a remove disease spell or similar treatment.  Once it is infected or it successfully saves, a create can’t be infected by gangrenous touch again for 24 hours.


The body of a victim claimed by gangrenous touch sloughs into a brittle, stinking mass of putrescent ruin that molders to nothing over the course of 24 hours, unless remove disease is cast on the remains within that time.
Resistant to Blows (Ex): Physical attacks deal only half damage to a plague blight.  Apply this effect before damage reduction.
Description Soft and putrescent, this creature’s form is wrapped in tight circles of cloth, though bloated, swollen tissue still seeps through.  The odor of this creature goes beyond the stink of carrion;  the putrefaction of its body is like a physical force that moves before it.
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Encounter 2





Bullywug Frog Rider
CR 6

Male Bullywug Ftr 4 / Rgr 2

LE Medium Humanoid (Aquatic)

Init +4; Senses Listen +3, Spot +3

Languages Common

AC 20, touch 14, flat-footed 16


(+4 Dex, +3 natural, +3 studded leather armor)

hp 61 (6HD);

Fort +12, Ref +7, Will -1

Race F+0, R+0, W+0; Class F+7, R+3, W+1, Abilities Con +5, Dex +4, Wis -2;

Speed 20 ft. (4 squares), swim 30 ft. (6 squares)

Melee shortspear +9[+6 BAB, +3 Str] (1d6 + 3)

Ranged +1 composite longbow (+3 Str) +12 / +7 [+6 BAB, +4 Dex, +1 Focus, +1 masterwork] (1d8 + 5, 20/x3) or masterwork composite longbow (+3 str) +10 / +10 / +5 [+6 BAB, +4 Dex, +1 Focus, +1 masterwork, -2 rapid shot] (1d8 + 5, 20/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +9

Abilities Str 16, Dex 18, Con 21, Int 6, Wis 6, Cha 2 
SQ Marsh move
Feats Point Blank Shot, Weapon Focus (Longbow), Precise Shot, Rapid Shot, Weapon Specialization (Longbow), Mounted Combat, Mounted Archery
Skills total ranks: 24 Hide +10, Handle Animal +1[+5 ranks, -4 ability], Listen +3[+5 ranks, -2 ability], , Ride +12, [+9 ranks, +3 ability], Spot +3

[+5 ranks, -2 ability]

Possessions studded leather armor, +1 composite longbow (+3 Str), gloves of dexterity +2
Description 

Advanced Warbeast Dire Toad
CR 6

N Large Animal

Init +1; Senses Listen +13, Spot +11, low-light vision

AC 19, touch 10, flat-footed 18


(-1 size, +1 Dex, +5 natural, +4 +1 studded leather barding)

hp 115 (10HD);

Fort +13, Ref +8, Will +10

Race F+7, R+7, W+7; Abilities Con +6, Dex +1, Wis +3;

Speed 40 ft. (8 squares)

Melee bite +12[+7 BAB, +6 Str, -1 Size] (1d6 + 6 + poison)

Ranged tongue +7[+7 BAB, +1 Dex, -1 Size] (special – improved grab)

Space 10 ft.; Reach 10 ft. (20 ft. with tongue)

Base Atk +7; Grp +17

Atk Options improved grab, poison

Special Actions swallow whole

Abilities Str 22, Dex 12, Con 22, Int 2, Wis 17, Cha 7 
SQ Low-light vision, Combative Mount
Feats Alertness#, Improved Toughness#, Weapon Finesse#, Ability Focus (poison)

Tricks Attack, Attack, Defend, Down, Guard
Skills total ranks: 13 Hide +3[+2 ranks, +1 ability, +4 race, -4 size], Jump +20, [+2 ranks, +6 ability, +8 race, +4 speed], Spot +11, [+2 ranks, +2 feat, +2 ability, +5 race], Listen +13

[+4 ranks, +2 feat, +2 ability, +5 race]

Possessions +1 studded leather barding
Poison (Ex) – A dire toad delivers its poison (Fortitude save DC 24) 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. 

Combative Mount (Ex) – A rider on a trained warbeast mount gets a +2 circumstance bonus on all Ride checks.  A trained warbeast is proficient with light, medium, and heavy armor.

Description 

Sources Dire Toad (MM2-74), Warbeast template (MM2-218)

Encounter 3





Bullywug Croc Master
CR 10

Male Bullywug Dru 5 / Bbn 3 / Bst 2

NE Medium Humanoid (Aquatic)

Init +0; Senses Listen +3, Spot +6

Languages Common

AC 19, touch 10, flat-footed 19


(+5 natural, +4 +1 wild hide armor)

hp 95 (10HD);

Fort +15, Ref +5, Will +6

Race F+0, R+0, W+0; Class F+10, R+5, W+5, Abilities Con +5, Dex +0, Wis +1;

Speed 20 ft. (3 squares), swim 20 ft. (4 squares)

Melee shortspear +10[+8 BAB, +2 Str] (1d6 + 2)

Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +10

Druid Spells Prepared (CL 5th):


3rd— greater magic fang*

2nd— barkskin*, barkskin*

1st— magic fang*, longstrider*, longstrider*, cure light wounds

*Already cast

Abilities Str 15, Dex 11, Con 20, Int 6, Wis 12, Cha 2 
SQ Marsh move
Feats Skill Focus (Handle Animal), Power Attack, Shared Fury, Natural Bond
Skills total ranks: 16 Hide +6, Handle Animal +9[+10 ranks, -4 ability, +3 Skill Focus], Survival +5, [+4 ranks, +1 ability], Spot +5

[+4 ranks, +1 ability]

Possessions shortspear, +1 wild hide armor
Crocodile Form, Raging

Init +1;

AC 19, touch 9, flat-footed 18


(+6 natural, +1 Dex, +4 +1 wild hide armor , -2 Rage)

hp 115 (10HD);

Fort +15, Ref +6, Will +8

Race F+0, R+0, W+0; Class F+8, R+5, W+5, Abilities Con +5, Dex +1, Wis +1; Rage Wis +2

Speed 40 ft. (8 squares), swim 30 ft. (6 squares)

Melee +15 bite [+8 BAB, +6 Str, +1 magic] (1d8+10) or +15 tail slap [+8 BAB, +6 Str, +1 magic] (1d12+10)

Space 5 ft.; Reach 5 ft.

Base Atk +8; Grp +15

Abilities Str 23, Dex 12, Con 21 
Improved Grab (Ex) – To use this ability, a crocodile must hit with its bite attack.  It can then attempt to start a grapple 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.
Description 

Crocodile Animal Companion, Raging

N Medium Animal

Init +2; Senses Listen +4, Spot +4

Languages Common

AC 22, touch 10, flat-footed 20


(+2 Dex, +12 natural, -2 Raging)

hp 85 (9HD);

Fort +11, Ref +8, Will +6 (+10 versus enchantment)

Race F+0, R+0, W+0; Class F+6, R+6, W+3, Abilities Con +5, Dex +2, Wis +1;

Speed 30 ft. (4 squares), swim 30 ft. (6 squares)

Melee +14 / +9 bite [+6 BAB, +8 Str] (2d6+12) or +15 / +10 tail slap [+6 BAB, +8 Str, +1 magic] (1d12+13)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +14

Abilities Str 26, Dex 15, Con 21, Int 1, Wis 12, Cha 2

SQ Marsh move, Link, Share spells, Evasion, Devotion, Animal Companion Multiattack
Feats Alertness, Skill Focus (Hide), Power Attack, Improved Natural Attack (Bite)

Tricks Attack, Attack, Defend, Down, Guard
Skills total ranks: 12 Hide +7[+3 ranks, +1ability, +3 Skill Focus], Listen +4[+3 ranks, +1 ability], Spot +4[+3 ranks, +1 ability], Swim +15[+0 ranks, +8 racial, +7 ability]
Encounter 4





Bullywug Savant
CR 9

Male Bullywug Savant Sorc 8

LE Medium Humanoid (Aquatic)

Init +7; Senses Listen +1, Spot +1

Languages Common

AC 18, touch 13, flat-footed 18


(+3 Dex, +3 natural, +2 bracers of armor +2)

hp 79 (10HD);

Fort +7, Ref +8, Will +7

Race F+0, R+3, W+0; Class F+2, R+2, W+6, Abilities Con +5, Dex +3, Wis +1;

Speed 30 ft. (6 squares), swim 20 ft. (4 squares)

Melee shortspear +4[+5 BAB, -1 Str] (1d6 -1)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +4

Sorceror Spells Known (CL 8th, DC15+level):


4th (4/day)— orb of force

  3rd (6/day)— ray of dizziness, haste
  2nd (7/day)— scorching ray, melf’s acid arrow, glitterdust

  1st (8/day)— magic missile, ray of enfeeblement, shocking grasp, burning hands, enlarge person

0 (6/day)— ray of frost, touch of fatigue, acid splash, daze, detect magic, read magic, resistance
Abilities Str 8, Dex 16, Con 20, Int 10, Wis 12, Cha 20 
SQ Marsh move, summoning
Feats Improved Initiative, Point Blank Shot, Precise Shot, Empower Spell
Skills total ranks: 22 Concentration +18[+13 ranks, +5 ability], Spellcraft +13

[+13 ranks]

Possessions cloak of charisma +2, bracers of armor +2, horizon goggles, shortspear

Description 

Sources Horizon Goggles (CM-##)
Bullywug Cleric
CR 9

Male Bullywug Cleric 9

LE Medium Humanoid (Aquatic)

Init +4; Senses Listen +4, Spot +4

Languages Common

AC 19, touch 10, flat-footed 19


(+6 +2 chain shirt, +3 natural) (+2 deflection vs Good)

hp 85 (9HD);

Immune Freedom of Movement Effects, Critical Hits, Stunning

Fort +11, Ref +5, Will +10 (+2 All vs Good)

Race F+0, R+0, W+0; Class F+6, R+3, W+6, Abilities Con +5, Dex +0, Wis +4;

Speed 20 ft. (4 squares), swim 30 ft. (6 squares)

Melee glaive +9/+4 [+6 BAB, +1 Str, +1 Mwk, +1 Focus] (1d10 + 1)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +7

Cleric Spells Prepared (CL 9th):


5th—righteous wrath of the faithful, flamestrike(DC18) D

4th— freedom of movement*, wrack(DC17), castigate(DC17) D
  3rd— magic vestment*, magic vestment*, magic circle against good*, dispel magic, recitation D

2nd— sound burst(DC15), cure moderate wounds, cure moderate wounds, living undeath*, living undeath*, spiritual weapon D

1st— resurgence, divine favor, bless, cure light wounds, shield of faith, magic weapon D
D: Domain spell. Deity: Wastri. Domains: War, Purification

*Already cast

Abilities Str 13, Dex 10, Con 20, Int 6, Wis 16, Cha 4 
SQ Marsh move, summoning
Feats Improved Initiative, Skill Focus (Concentration), Improved Toughness, Lightning Reflexes, Weapon Focus (Glaive)
Skills total ranks: 10 Concentration +18

[+10 ranks, +5 ability, +3 focus]

Possessions masterwork glaive, +1 chain shirt, periapt of wisdom +2, lesser rod of reach spell
Summoning (Sp): Bullywug clerics are notorious for their unpredictable summoning abilities. When a bullywug cleric uses a summon monster spell, there is a 50% chance that one more monster than the spell would ordinarily summon will appear. In such cases, there is then a 25% chance that the summoned monsters will not be in the bullywug’s control, rampaging and attacking at random. It is not uncommon for bullywugs that have summoned monsters and failed to control them to spend all their efforts fighting their own summoned creatures instead of attacking their original foe.
Description 

Bullywug Subchief
CR 9

Male Bullywug Bar2 / Ftr4 / Tem 3

LE Medium Humanoid (Aquatic)

Init +0; Senses Listen +3, Spot -2

Languages Common

AC 22, touch 12, flat-footed 22


(+6 +2 breastplate, +3 natural, +2 Dex)

hp 105 (9HD);  DR 1/-

Immune Critical Hits, Stunning

Fort +16, Ref +4, Will +2

Race F+0, R+0, W+0; Class F+10, R+2, W+4, Abilities Con +5, Dex +2, Wis -2;

Speed 20 ft. (4 squares), swim 30 ft. (6 squares)

Melee glaive +16/+11[+9 BAB, +5 Str, +1 Mwk, +1 Focus] (1d10 + 10)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +14

Abilities Str 20, Dex 14, Con 22, Int 6, Wis 6, Cha 4 
SQ Marsh move, Fast Movement, Uncanny Dodge, Mettle, Smite 3/day
Feats Blind-Fight, Combat Reflexes, Power Attack, Weapon Focus (Glaive), Weapon Spec (Glaive), True Believer, Short Haft, Extra Smiting
Skills total ranks: 15 Kno(Religion) +3[+5 ranks, -2 ability], Listen +3

[+5 ranks, -2 ability]

Possessions +1 bane (human) glaive, gauntlets of ogre power, +1 breastplate, locked gauntlet, 10 javelins

Mettle (Su): If you make a successful Will or Fortitude saving throw that would normally reduce the spell’s effect, you suffer no effect from the spell at all.  Only those spells with a saving throw entry of “Will partial,” “Fortitude half,” or similar entries can be negated through this ability.
Smite (Su): You make a single melee attack with a +4 attack bonus and a +3 damage bonus.  You must declare the smite before making the attack, and can do so 3 times per day.

Description 

Sources Short Haft (PHB2-82)
Raging

AC 19, touch 10, flat-footed 19


(+6 +1 breastplate, +3 natural, +2 Dex, -2 Rage)

hp 125 (9HD); DR 1/-

Fort +18, Ref +4, Will +4

Race F+0, R+0, W+0; Class F+10, R+2, W+4, Abilities Con +7, Dex +2, Wis -2; Rage Wis +2

Speed 20 ft. (4 squares), swim 30 ft. (6 squares)

Melee glaive +18/+13 [+9 BAB, +7 Str, +1 Mwk, +1 Focus] (1d10 + 13)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +16

Abilities Str 24, Con 26 
Encounter 5





Slaughter Wight
CR 8

CE Medium Undead

Init +9; Senses Listen +15, Spot +19, Darkvision 60ft

Languages Common

AC 19, touch 15, flat-footed 14


(+5 Dex, +4 natural)

hp 135 (18HD);

Fort +6, Ref +11, Will +11

Race F+6, R+6, W+11; Abilities Con +0, Dex +5, Wis +0;

Speed 30 ft. (6 squares)

Melee Slam +16[+9 BAB, +7 Str] (1d8+10/17-20 plus energy drain)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +16

Atk Options Create spawn, energy drain, Power Attack

Abilities Str 24, Dex 21, Con -, Int 11, Wis 10, Cha 16 
SQ Darkvision 60ft, augmented critical, undead traits, vicious slammer
Feats Daunting Presence, Death Master, Eviscerator, Improved Critical, Improved Initiative, Improved Toughness, Power Attack
Skills Climb +17,  Hide +22, Listen +15, Move Silently +22, Spot +19, Swim +13

Augmented Critical (Ex): A slaughter wight is so practiced at dealing death that it has learned the trick of better aiming its blows to deal maximum damage.  Coupled with its Improved Critical feat, a slaughter wight’s threat range for its slam attack is 17-20.

Create Spawn (Su):  Any humanoid slain by a slaughter wight becomes a normal wight in 1d4 rounds.  Spawn created by a slaughter wight are under its command and remain enslaved until their master’s destruction.  The have the statistics of normal wights and do not retain any of the abilities they had in life.
Energy Drain (Su):  A living creature hit by a slaughter wight’s slam attack gains one negative level.  Removing the negative level requires a DC21 Fortitude save.  When a slaughter wight bestows a negative level on a victim, it gains 5 temporary hit points (10 on a critical hit).  These temporary hit points last for up to 1 hour.

Description Soft and putrescent, this creature’s form is wrapped in tight circles of cloth, though bloated, swollen tissue still seeps through.  The odor of this creature goes beyond the stink of carrion;  the putrefaction of its body is like a physical force that moves before it.
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Lizardfolk Packmaster
CR 9

Male Lizardfolk Ftr 8

NE Medium Humanoid (Reptilian)

Init +4; Senses Listen +1, Spot +2

Languages Draconic , Common

AC 23, touch 14, flat-footed 19


(+4 Dex, +5 natural, +4 +1 studded leather armor)

hp 74 (10HD);

Fort +11, Ref +10, Will +4

Race F+0, R+3, W+0; Class F+6, R+2, W+2, Abilities Con +4, Dex +4, Wis +1; vest +1 all

Speed 30 ft. (6 squares)

Melee 2 claws +14[+9 BAB, +5 Str] (1d4 + 5) and bite +12 [+9 BAB, +5 Str, -2 Multiattack] (1d4 + 2)

Ranged +1 composite longbow (+4 Str) +18 / +13 [+9 BAB, +4 Dex, +1 Focus, +1 GFocus, +2 Mastery, +1 magic] (1d8 + 9, 19-20/x3) or +1 composite longbow (+4 Str) +16 / +16 / +11 [+9 BAB, +4 Dex, +1 Focus, +1 GFocus, +2 Mastery, +1 magic, -2 Rapid Shot] (1d8 + 9, 19-20/x3)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +13

Atk Options Rapid shot

Abilities Str 18, Dex 18, Con 16, Int 8, Wis 12, Cha 8 
SQ hold breath
Feats Multiattack, Point Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (Longbow), Greater Weapon Focus (Longbow), Weapon Specialization (Longbow), Improved Critical (Longbow), Ranged Weapon Mastery (Piercing)
Skills Hide +4, total ranks: 12 Balance +9[+1 ranks, +4 ability, +4 race], Climb +7[+2 ranks, +5 ability], , Jump +11, [+2 ranks, +5 ability, +4 race], Spot +2[+1 ranks, +1 ability], Swim +15

[+6 ranks, +5 ability, +4 race]

Possessions +1 studded leather armor, +1 composite longbow (+4 Str), gloves of dexterity +2, gauntlets of ogre power +2, vest of resistance +1
Hold Breath (Ex) – A lizardfolk can hold its breath for a number of rounds equal to 4 X its Constitution modifier before it risks drowning.
Description 

Sources Ranged Weapon Mastery (PHBII-##)

Advanced Warbeast Fleshraker
CR 6

N Large Animal

Init +4; Senses Listen +4, Spot +8, low-light vision, scent

AC 25, touch 13, flat-footed 21


(-1 size, +4 Dex, +8 natural, +4 +1 studded leather barding)

hp 149 (13HD);

Fort +14, Ref +12, Will +7

Race F+8, R+8, W+4; Abilities Con +6, Dex +4, Wis +3;

Speed 60 ft. (12 squares)

Melee 2 claws +18[+9 BAB, +10 Str, -1 Size] (1d8 + 10 + poison) and bite +16[+9 BAB, +10 Str, -1 Size, -2 Multiattack] (1d8 + 5)

or
 2 claws +18[+9 BAB, +10 Str, -1 Size] (1d8 + 10 + poison)  and tail +16[+9 BAB, +10 Str, -1 Size, -2 Multiattack] (1d8 + 5 + poison)

Space 10 ft.; Reach 10 ft.

Base Atk +9; Grp +23

Atk Options Leaping pounce, poison, rake 1d8+5

Abilities Str 30, Dex 18, Con 22, Int 2, Wis 16, Cha 12 
SQ Low-light vision, Combative Mount, scent
Feats Improved Natural Attack (claw)#, Improved Toughness#, Multiattack#, Ability Focus (poison) #, Track

#

Tricks Attack, Attack, Defend, Down, Guard
Skills total ranks: 16 Hide +8[+4 ability, +8 race, -4 size], Jump +36, [+8 ranks, +10 ability, +6 race, +12 speed], Spot +8, [+4 ranks, +3 ability, +1 race], Listen +4

[+3 ability, +1 race]

Possessions +1 studded leather barding
Poison (Ex) – A fleshraker delivers its poison (Fortitude save DC 25) with each successful claw or tail attack.  The initial and secondary damage is the same (1d6 points of Dexterity damage). 

Leaping pounce (Ex) – When a fleshraker charges a foe, it can make a full attack, including one rake attack.  If a fleshraker successfully hits and damages a target of its size or smaller that it pounces on during a charge, it can make a free trip attack without provoking attacks of opportunity (+14 bonus).  If the fleshraker wins the opposed trip check, it can make an immediate grapple check.  If it success, the opponent is considered grappled and pinned on the ground beneath the fleshraker.  On each subsequent round, the fleshraker can deal automatic claw and rake damage with a successful grapple check against a pinned opponent.  If the fleshraker fails the opposed trip check, it cannot be tripped in return.  If it successfully trips its opponent but fails the subsequent grapple check, the opponent is still prone in the fleshraker’s square, but it is not grappled or pinned.

Rake (Ex) – Attack bonus +16, damage 1d8+5 
Combative Mount (Ex) – A rider on a trained warbeast mount gets a +2 circumstance bonus on all Ride checks.  A trained warbeast is proficient with light, medium, and heavy armor.

Description 

Sources Dinosaur, Fleshraker (MM3-40), Warbeast template (MM2-218)

Encounter 3





Lizardfolk War Adept
CR 11

Male Lizardfolk Sorc 10

NE Medium Humanoid (Reptilian)

Init +3; Senses Listen +0, Spot +0

Languages Common, Draconic

AC 20, touch 13, flat-footed 20


(+2 +1 mithral buckler, +3 Dex, +5 natural)

hp 82 (12HD);

Fort +7, Ref +9, Will +7

Race F+0, R+3, W+0; Class F+3, R+3, W+7, Abilities Con +3, Dex +3, Wis +0; F+1, R+1, W+1 resistance

Speed 30 ft. (4 squares)

Melee masterwork dagger +7/+2 [+6 BAB, +0 Str, +1 Mwk] (1d4)

Space 5 ft.; Reach 5 ft.

Base Atk +6; Grp +6

Sorceror Spells Known (CL 10th, DC15+level):


5th (4/day)— arc of lightning
  4th (6/day)— orb of force, enervation

  3rd (7/day)— ray of dizziness, haste, fireball
  2nd (7/day)— scorching ray, melf’s acid arrow, glitterdust, blur

  1st (8/day)— magic missile, ray of enfeeblement, shocking grasp, burning hands, enlarge person

0 (6/day)— ray of frost, touch of fatigue, acid splash, daze, detect magic, read magic, resistance
Abilities Str 10, Dex 16, Con 18, Int 10, Wis 10, Cha 20 
SQ hold breath
Feats Point Blank Shot, Precise Shot, Rapid Metamagic, Empower Spell
Skills total ranks: 24 Concentration +15[+12 ranks, +3 ability], Spellcraft +12

[+12 ranks, +0 ability]

Possessions masterwork dagger, +1 mithral buckler, cloak of charisma +2, gloves of dexterity +2, amulet of health +2, vest of resistance +1, horizon goggles
Hold Breath (Ex) – A lizardfolk can hold its breath for a number of rounds equal to 4 X its Constitution modifier before it risks drowning.
Description
Lizardfolk Cleric
CR 12

Male Lizardfolk Cleric 11

NE Medium Humanoid (Reptilian)

Init +6; Senses Listen +5, Spot +5

Languages Common, Draconic

AC 29, touch 11, flat-footed 28


(+10 +2 full plate, +3 +1 heavy steel shield, +1 Dex, +5 natural) (+2 deflection versus good)

hp 97 (13HD);

Immune Freedom of Movement Effects, Critical Hits, Stunning

Fort +11, Ref +9, Will +13

Race F+0, R+3, W+0; Class F+7, R+3, W+7, Abilities Con +3, Dex +2, Wis +6; Madness W-1, F+1, R+1, W+1 resistance

Speed 20 ft. (4 squares)

Melee masterwork dagger +12/+7 [+9 BAB, +2 Str, +1 Mwk] (1d4 + 2)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +11

Cleric Spells Prepared (CL 11th, DC16+Level, DC18+Level Enchantment):


6th— greater dispel magic, heightened hold person (DC24), phantasmal killer(DC22) D

5th— slay living(DC21), heightened hold person (DC23), righteous wrath of the faithful, bolts of bedevilment(DC23) D

4th— recitation, wrack(DC20), spell immunity, freedom of movement*, heightened sound burst(DC20), unholy blight(DC20) D
  3rd— magic vestment*, magic vestment*, magic circle against good*, dispel magic, heightened hold person(DC21), magic circle against good* D

2nd— hold person(DC20), sound burst(DC18), cure moderate wounds, cure moderate wounds, living undeath*, living undeath*, touch of madness D

1st— resurgence, resurgence, divine favor, bless, cure light wounds, cure light wounds, shield of faith, protection from good D
D: Domain spell. Deity: Vecna. Domains: Madness, Evil 

*Already cast

Abilities Str 15, Dex 14, Con 16, Int 10, Wis 22, Cha 10 
SQ hold breath, rebuke undead 3/day
Feats Improved Initiative, Spell Focus (Enchantment), Greater Spell Focus (Enchantment), Heighten Spell, Divine Ward
Skills total ranks: 32 Concentration +16[+13 ranks, +3 ability], Knowledge (religion) +13

[+13 ranks, +0 ability]

Possessions masterwork dagger, +1 full plate, +1 heavy steel shield, periapt of wisdom +4, gloves of dexterity +2, +1 vest of resistance, lesser rod of chaining
Hold Breath (Ex) – A lizardfolk can hold its breath for a number of rounds equal to 4 X its Constitution modifier before it risks drowning.
Description
Blackscale Subchief
CR 10

Male Blackscale Bar2 / Ftr2 / Occ 3

NE Large Monstrous Humanoid

Init +6; Senses Listen +4, Spot -1, Darkvision 60ft

Languages Draconic, Common

AC 28, touch 11, flat-footed 28


(-1 size, +2 Dex, +7 natural, +10 +2 mithral full plate) (+2 deflection versus good)

hp 113 (11HD);

Immune Ray of Enfeeblement, Fireball, Critical Hits, Stunning

Resist Acid 5

Fort +12, Ref +7, Will +6

Race F+1, R+4, W+4; Class F+7, R+1, W+3, Abilities Con +4, Dex +2, Wis -1;

Speed 35 ft. (7 squares)

Melee +1 spiked chain +20 / +15 / +10[+11 BAB, +8 Str, -1 Size, +1 weapon, +1 focus] (2d6 + 13) and bite +16[+11 BAB, +8 Str, -1 Size, -2 Multiattack] (1d6 + 4)

Space 10 ft.; Reach 10 ft. (20ft with Chain)

Base Atk +11; Grp +23

Abilities Str 26, Dex 14, Con 20, Int 10, Wis 8, Cha 6 
SQ Low-light vision, hold breath, resistance to acid 5
Feats Exotic Weapon Proficiency (Chain, Spiked), Improved Initiative, Power Attack, Weapon Focus (Chain, Spiked), Reckless Rage, Multiattack
Skills total ranks: 32 Climb +6[+2 ranks, +7 ranks, -3 ACP], Jump +13[+5 ranks, +7 ability, -3 ACP, +4 race], Knowledge (Arcana) +10[+10 ranks], Listen +4[+5 ranks, -1 ability], Spellcraft +5

[+5 ranks]

Possessions +1 mithral full plate, +1 spiked chain, gauntlets of ogre power, amulet of health +2, locked gauntlet, 10 javelins

Hold Breath (Ex) – A blackscale lizardfolk can hold its breath for a number of rounds equal to 4 X its Constitution modifier before it risks drowning.
Description 

Sources Lizardfolk, Blackscale (MM3-95)

Raging

AC 24, touch 7, flat-footed 24


(-1 size, +2 Dex, +7 natural, +10 +2 mithral full plate, -4 rage) (+2 deflection versus good)

hp 146 (11HD);

Fort +15, Ref +7, Will +8

Race F+1, R+4, W+4; Class F+7, R+1, W+3, Abilities Con +7, Dex +2, Wis -1; Rage W+2

Speed 35 ft. (7 squares)

Melee +1 spiked chain +22 / +17 / +12[+11 BAB, +11 Str, -1 Size, +1 weapon] (2d6 + 17) and bite +19[+11 BAB, +11 Str, -1 Size, -2 Multiattack] (1d6 + 5)

Base Atk +11; Grp +26

Abilities Str 32, Con 26

Encounter 4





Blackscale Warchieftain
CR 12

Male Blackscale Lizardfolk Bbn 4 / Prim 3 / Warshaper 2

NE Large Monstrous Humanoid

Init +4; Senses Listen +0, Spot +8

Languages Common

AC 21, touch 14, flat-footed 17


(-1 size, +4 Dex, +7 natural, +1 insight)

hp 137 (13HD);

Resist Acid 5

Fort +16, Ref +10, Will +6

Race F+1, R+4, W+4; Class F+10, R+2, W+2, Abilities Con +5, Dex +4, Wis +0;

Speed 50 ft (10 squares)

Melee 2 claws +20[+12 BAB, +9 Str, -1 Size] (1d6 + 9) and bite +18[+12 BAB, +9 Str, -1 Size, -2 Multiattack] (1d6 + 4)

Space 10 ft.; Reach 10 ft.

Base Atk +12; Grp +25

Abilities Str 28, Dex 18, Con 20, Int 9, Wis 11, Cha 3 
SQ Low-light vision, hold breath, resistance to acid 5, Uncanny Dodge, Trap Sense +1, Rage 1/day, Fast Movement, Primeval Form 1/day, Regression
Feats Endurance, Power Attack, Self-Sufficient, Toughness, Multiattack
Skills total ranks: 28 Handle Animal +1[+5 ranks, -4 ability], Jump +22[+2 ranks, +4 race, +8 ability, +8 speed], Knowledge (Nature) +4[+5 ranks, -1 ability], Spot +8[+8 ranks, +0 ability], Survival +10

[+8 ranks, +0 ability, +2 feat]

Possessions deep red sphere ioun stone, pale blue rhomboid ioun stone, pink rhomboid ioun stone, dusty rose prism ioun stone
Snake Form, Raging

NE Huge Monstrous Humanoid

Init +10;

AC 22, touch 15, flat-footed 22


(-2 size, +7 natural, +10 Dex, -4 Rage, +1 insight)

hp 254 (13HD);

Immune Stun, Critical Hits
Fort +25, Ref +16, Will +8

Race F+1, R+4, W+4; Class F+10, R+2, W+2, Abilities Con +14, Dex +10, Wis +0

Speed 40 ft. (8 squares), climb 20 ft. (4 squares), swim 20 ft. (4 squares)

Melee +31 bite [+12 BAB, +21 Str, -2 Size] (3d6+31 + poison)

Space 15 ft.; Reach 10 ft.

Base Atk +12; Grp +40

Atk Options Constrict 1d6+31, improved grab, poison

Abilities Str 52, Dex 30, Con 38 
SQ Low-light vision, Morphic Immunities, Morphic Weapons, Morphic Body, Fast Movement, Feral Power

Skills total ranks: 28 Jump +30

[+2 ranks, +4 race, +20 ability, +4 speed]
Improved Grab (Ex) – To use this ability, a dire snake must hit with its bite attack.  It can then attempt to start a grapple without provoking an attack of opportunity.  If it gets a hold, it can also constrict in the same round.  If it wishes, it can take a -20 penalty on the grapple check to hold only with its mouth (the dire snake is not considered grappled).  Each successful grapple check it makes during successive rounds automatically deals bite and constrict damage.

Poison (Ex) – A dire snake delivers its poison (DC 26) with each successful bite attack.  The initial and secondary damage is the same (1d6 points of Constitution damage).

Description 

Encounter 5





Hulking Corpse
CR 9

CE Large Undead

Init +0; Senses Darkvision 60ft

Languages Common

AC 21, touch 9, flat-footed 21


(-1 size, +12 natural)

hp 150 (20HD); DR 5/bludgeoning and magic

Fort +6, Ref +6, Will +13

Race F+6, R+6, W+12; Abilities Con +0, Dex +0, Wis +1;

Speed 30 ft. (6 squares)

Melee Bite +17[+10 BAB, +8 Str, -1 size] (2d6+8) and claw +12[+10 BAB, +8 Str, -1 size, -5 secondary] (1d6+4) and claw +12[+10 BAB, +8 Str, -1 size, -5 secondary] (1d6+4)

Space 10 ft.; Reach 10 ft.

Base Atk +10; Grp +20

Atk Options Improved grab, Rend, Power Attack

Abilities Str 26, Dex 10, Con -, Int -, Wis 12, Cha 18 
SQ Darkvision 60ft, undead traits, damage reduction 5/bludgeoning and magic, mindless
Feats Improved Toughness, Power Attack
Improved Grab (Ex): To use this ability, a hulking corpse must hit with a claw attack.  It can then attempt to start a grapple as a free action without provoking attacks of opportunity.

Mindless (Ex):  Hulking corpses are mindless, having no Intelligence score, so they do not have any skills.  A hulking corpse is immune to all mind-affecting spells and abilities.

Rend (Ex):  A hulking corpse that wins a grapple check after a successful claw attack establishes a hold, latching onto the opponent’s body and tearing the flesh.  This attack deals an extra 3d6+12 points of damage.

Description Tramping out of the night is a dreadful giant blackscale lizardfolk corpse.  For all that is eyes are lifeless and devoid of mind, the creatures gaze still promises swift death to any that it can catch and crush in its mighty grip.

Appendix 6 – APL 12

Encounter 2





Blackscale Packmaster
CR 12

Male Blackscale Lizardfolk Ftr 9

NE Large Monstrous Humanoid

Init +4; Senses Listen +4, Spot +8, Darkvision 60ft

Languages Draconic, Common

AC 24, touch 13, flat-footed 20


(-1 size, +4 Dex, +7 natural, +4 +1 studded leather armor)

hp 132 (13HD);

Resist Acid 5

Fort +13, Ref +11, Will +8

Race F+1, R+4, W+4; Class F+7, R+3, W+3, Abilities Con +5, Dex +4, Wis +1;

Speed 40 ft. (8 squares)

Melee 2 claws +20[+13 BAB, +8 Str, -1 Size] (1d6 + 8) and bite +18[+13 BAB, +8 Str, -1 Size, -2 Multiattack] (1d6 + 4)

Ranged +1 composite longbow (+8 Str) +22 / +17 / +12[+14 BAB, +4 Dex, -1 Size, +1 Focus, +1 GFocus, +2 Mastery, +1 magic] (2d6 + 13, 19-20/x3) or +1 composite longbow (+8 Str) +20 / +20 / +15 / +10[+14 BAB, +4 Dex, -1 Size, +1 Focus, +1 GFocus, +2 Mastery, +1 magic, -2 Rapid Shot] (2d6 + 13, 19-20/x3)

Space 10 ft.; Reach 10 ft.

Base Atk +14; Grp +23

Atk Options Rapid shot

Abilities Str 26, Dex 19, Con 20, Int 8, Wis 12, Cha 4 
SQ Low-light vision, hold breath, resistance to acid 5
Feats Multiattack, Point Blank Shot, Precise Shot, Rapid Shot, Improved Precise Shot, Weapon Focus (Longbow), Greater Weapon Focus (Longbow), Weapon Specialization (Longbow), Improved Critical (Longbow), Ranged Weapon Mastery (Piercing)
Skills Hide +4, total ranks: 17 Balance +10[+2 ranks, +4 ability, +4 race], Climb +12[+4 ranks, +8 ability],  Jump +18[+2 ranks, +8 ability, +4 race, +4 speed], Spot +4[+3 ranks, +1 ability] , Swim +18

[+6 ranks, +8 ability, +4 race]

Possessions +1 studded leather armor, +1 composite longbow (+8 Str), gloves of dexterity +2, amulet of health +2, belt of giant strength +4
Hold Breath (Ex) – A blackscale lizardfolk can hold its breath for a number of rounds equal to 4 X its Constitution modifier before it risks drowning.
Description 

Sources Lizardfolk, Blackscale (MM3-95), Ranged Weapon Mastery (PHBII-##)
Advanced Warbeast Fleshraker
CR 6

N Large Animal

Init +4; Senses Listen +4, Spot +8, low-light vision, scent

AC 25, touch 13, flat-footed 21


(-1 size, +4 Dex, +8 natural, +4 +1 studded leather barding)

hp 149 (13HD);

Fort +14, Ref +12, Will +7

Race F+8, R+8, W+4; Abilities Con +6, Dex +4, Wis +3;

Speed 60 ft. (12 squares)

Melee 2 claws +18[+9 BAB, +10 Str, -1 Size] (1d8 + 10 + poison) and bite +16[+9 BAB, +10 Str, -1 Size, -2 Multiattack] (1d8 + 5)

or
 
2 claws +18[+9 BAB, +10 Str, -1 Size] (1d8 + 10 + poison)and tail +16[+9 BAB, +10 Str, -1 Size, -2 Multiattack] (1d8 + 5 + poison)

Space 10 ft.; Reach 10 ft.

Base Atk +9; Grp +23

Atk Options Leaping pounce, poison, rake 1d8+5

Abilities Str 30, Dex 18, Con 22, Int 2, Wis 16, Cha 12 
SQ Low-light vision, Combative Mount, scent
Feats Improved Natural Attack (claw)#, Improved Toughness#, Multiattack#, Ability Focus (poison) #, Track

#

Tricks Attack, Attack, Defend, Down, Guard
Skills total ranks: 16 Hide +8[+4 ability, +8 race, -4 size], Jump +36, [+8 ranks, +10 ability, +6 race, +12 speed], Spot +8, [+4 ranks, +3 ability, +1 race], Listen +4

[+3 ability, +1 race]

Possessions +1 studded leather barding
Poison (Ex) – A fleshraker delivers its poison (Fortitude save DC 25) with each successful claw or tail attack.  The initial and secondary damage is the same (1d6 points of Dexterity damage). 

Leaping pounce (Ex) – When a fleshraker charges a foe, it can make a full attack, including one rake attack.  If a fleshraker successfully hits and damages a target of its size or smaller that it pounces on during a charge, it can make a free trip attack without provoking attacks of opportunity (+14 bonus).  If the fleshraker wins the opposed trip check, it can make an immediate grapple check.  If it success, the opponent is considered grappled and pinned on the ground beneath the fleshraker.  On each subsequent round, the fleshraker can deal automatic claw and rake damage with a successful grapple check against a pinned opponent.  If the fleshraker fails the opposed trip check, it cannot be tripped in return.  If it successfully trips its opponent but fails the subsequent grapple check, the opponent is still prone in the fleshraker’s square, but it is not grappled or pinned.

Rake (Ex) – Attack bonus +16, damage 1d8+5 
Combative Mount (Ex) – A rider on a trained warbeast mount gets a +2 circumstance bonus on all Ride checks.  A trained warbeast is proficient with light, medium, and heavy armor.

Description 

Sources Dinosaur, Fleshraker (MM3-40), Warbeast template (MM2-218)

Encounter 3





Lizardfolk War Adept
CR 13

Male Lizardfolk Sorc 12

NE Medium Humanoid (Reptilian)

Init +3; Senses Listen +0, Spot +0

Languages Common, Draconic

AC 20, touch 13, flat-footed 20


(+2 +1 mithral buckler, +3 Dex, +5 natural)

hp 104 (14HD);

Fort +8, Ref +10, Will +8

Race F+0, R+3, W+0; Class F+4, R+4, W+8, Abilities Con +3, Dex +3, Wis +0; F+1, R+1, W+1 resistance

Speed 30 ft. (4 squares)

Melee masterwork dagger +8/+3 [+7 BAB, +0 Str, +1 Mwk] (1d4)

Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +7

Sorceror Spells Known (CL 12th, DC16+level):


6th (4/day)— ray of entropy

  5th (6/day)— arc of lightning, feeblemind
  4th (7/day)— orb of force, enervation, orb of electricity

  3rd (7/day)— ray of dizziness, haste, fireball, displacement
  2nd (7/day)— scorching ray, melf’s acid arrow, glitterdust, blur, false life*

  1st (8/day)— magic missile, ray of enfeeblement, shocking grasp, burning hands, enlarge person

0 (6/day)— ray of frost, touch of fatigue, acid splash, daze, detect magic, read magic, resistance

*Already cast

Abilities Str 10, Dex 16, Con 18, Int 10, Wis 10, Cha 22 
SQ hold breath
Feats Point Blank Shot, Precise Shot, Rapid Metamagic, Empower Spell, Quicken Spell
Skills total ranks: 34 Concentration +17[+14 ranks, +3 ability], Spellcraft +14

[+14 ranks, +0 ability]

Possessions masterwork dagger, +1 mithral buckler, cloak of charisma +4, gloves of dexterity +2, lesser rod of maximize, vest of resistance +1, horizon goggles, amulet of health +2
Hold Breath (Ex) – A lizardfolk can hold its breath for a number of rounds equal to 4 X its Constitution modifier before it risks drowning.
Description
Lizardfolk Cleric
CR 13

Male Lizardfolk Cleric 13

NE Medium Humanoid (Reptilian)

Init +6; Senses Listen +5, Spot +5

Languages Common, Draconic

AC 32, touch 13, flat-footed 29


(+11 +3 mithral full plate, +3 +1 heavy steel shield, +3 Dex, +5 natural) (+2 deflection versus good)

hp 112 (15HD);

Immune Freedom of Movement Effects, Critical Hits, Stunning

Fort +12, Ref +11, Will +15 (+2 Saves versus Good)

Race F+0, R+3, W+0; Class F+8, R+4, W+8, Abilities Con +3, Dex +3, Wis +7; Madness W-1, F+1, R+1, W+1 resistance

Speed 20 ft. (4 squares)

Melee masterwork dagger +12/+7 [+10 BAB, +1 Str, +1 Mwk] (1d4 + 1)

Space 5 ft.; Reach 5 ft.

Base Atk +10; Grp +11

Cleric Spells Prepared (CL 13th):


7th— brilliant blade, mass inflict serious wounds, insanity(DC26) D

6th— antilife shell, greater dispel magic, quickened hold person(DC21), phantasmal killer D

5th— flame strike(DC22), slay living(DC22), quickened divine favor, righteous wrath of the faithful, bolts of bedevilment(DC24) D

4th— recitation, wrack(DC21), castigate(DC21), freedom of movement*, spell immunity*, unholy blight(DC21) D
  3rd— magic vestment*, magic vestment*, magic circle against good*, dispel magic, weapon of energy, cure serious wounds, cure serious wounds, magic circle against good* D

2nd— hold person(DC21), sound burst(DC21), spiritual weapon, cure moderate wounds, cure moderate wounds, living undeath*, living undeath*, touch of madness D

1st— resurgence, resurgence, inhibit(DC20), bless, cure light wounds, cure light wounds, shield of faith, protection from good D
D: Domain spell. Deity: Vecna. Domains: Madness, Evil 

*Already cast

Abilities Str 14, Dex 16, Con 16, Int 10, Wis 24, Cha 10 
SQ hold breath, rebuke undead 3/day
Feats Improved Initiative, Spell Focus (Enchantment), Greater Spell Focus (Enchantment), Skill Focus (Concentration), Divine Ward, Quicken Spell
Skills total ranks: 36 Concentration +21[+15 ranks, +3 ability, +3 focus], Knowledge (religion) +15

[+15 ranks, +0 ability]

Possessions masterwork dagger, +1 mithral full plate, +1 heavy steel shield, periapt of wisdom +6, gloves of dexterity +2, +1 vest of resistance, lesser rod of chaining
Hold Breath (Ex) – A lizardfolk can hold its breath for a number of rounds equal to 4 X its Constitution modifier before it risks drowning.
Description
Blackscale Subchief
CR 12

Male Blackscale Bar2 / Ftr4 / Occ 3

NE Large Monstrous Humanoid

Init +7; Senses Listen +4, Spot -1, Darkvision 60ft

Languages Draconic, Common

AC 30, touch 13, flat-footed 30


(-1 size, +3 Dex, +7 natural, +11 +3 mithral full plate) (+2 deflection versus good)

hp 134 (13HD);

Immune Ray of Enfeeblement, Fireball, Scorching Ray, Critical Hits, Stunning

Resist Acid 5

Fort +14, Ref +9, Will +7 (+2 Saves versus Good)

Race F+1, R+4, W+4; Class F+8, R+2, W+4, Abilities Con +5, Dex +3, Wis -1;

Speed 35 ft. (7 squares)

Melee +1 spiked chain +25 / +20 / +15[+13 BAB, +9 Str, -1 Size, +1 weapon, +1 focus, +2 mastery] (2d6 + 18) and bite +21[+13 BAB, +9 Str, -1 Size, -2 Multiattack, +2 mastery] (1d6 + 6)

Space 10 ft.; Reach 10 ft. (20ft with Chain)

Base Atk +13; Grp +26

Abilities Str 28, Dex 16, Con 20, Int 10, Wis 8, Cha 6 
SQ Low-light vision, hold breath, resistance to acid 5
Feats Exotic Weapon Proficiency (Chain, Spiked), Improved Initiative, Power Attack, Weapon Focus (Chain, Spiked), Reckless Rage, Multiattack, Weapon Specialization (Chain, Spiked), Melee Weapon Mastery (Piercing)
Skills total ranks: 32 Climb +6[+2 ranks, +7 ranks, -3 ACP], Jump +13[+5 ranks, +7 ability, -3 ACP, +4 race], Knowledge (Arcana) +10[+10 ranks], Listen +4[+5 ranks, -1 ability], Spellcraft +5

[+5 ranks]

Possessions +1 mithral full plate, +1 spiked chain, amulet of health +2, belt of giant strength +4, locked gauntlet, 10 javelins

Hold Breath (Ex) – A blackscale lizardfolk can hold its breath for a number of rounds equal to 4 X its Constitution modifier before it risks drowning.
Description 

Sources Lizardfolk, Blackscale (MM3-95)

Raging

AC 26, touch 19, flat-footed 26


(-1 size, +3 Dex, +7 natural, +11 +1 mithral full plate, -4 rage) (+2 deflection versus good)

hp 173 (13HD);

Fort +17, Ref +9, Will +9

Race F+1, R+4, W+4; Class F+7, R+1, W+3, Abilities Con +7, Dex +2, Wis -1; Rage W+2

Speed 35 ft. (7 squares)

Melee +1 spiked chain +28 / +23 / +18[+13 BAB, +12 Str, -1 Size, +1 weapon, +1 focus, +2 mastery] (2d6 + 23) and bite +24+13 BAB, +12 Str, -1 Size, -2 Multiattack, +2 mastery] (1d6 + 8)

Base Atk +13; Grp +29

Abilities Str 34, Con 26

Encounter 4





Blackscale Warchieftain
CR 14

Male Blackscale Lizardfolk Bbn 4 / Prim 5 / Warshaper 2

NE Large Monstrous Humanoid

Init +4; Senses Listen +1, Spot +11

Languages Common

AC 18, touch 11, flat-footed 16


(-1 size, +2 Dex, +7 natural)

hp 170 (15HD);

Resist Acid 5

Fort +19, Ref +10, Will +8

Race F+1, R+4, W+4; Class F+11, R+2, W+2, Abilities Con +6, Dex +3, Wis +1; +1 Competence

Speed 50 ft (10 squares)

Melee 2 claws +24[+14 BAB, +10 Str, -1 Size, +1 competence] (1d6 + 10) and bite +22[+14 BAB, +10 Str, -1 Size, -2 Multiattack, +1 competence] (1d6 + 5)

Space 10 ft.; Reach 10 ft.

Base Atk +14; Grp +29

Abilities Str 30, Dex 16, Con 22, Int 8, Wis 12, Cha 3 
SQ Low-light vision, hold breath, resistance to acid 5, Uncanny Dodge, Trap Sense +1, Rage 1/day, Fast Movement, Primeval Form 2/day, Regression 2, Scent
Feats Blind-Fight, Endurance, Power Attack, Self-Sufficient, Toughness, Multiattack
Skills total ranks: 30 Handle Animal +1[+5 ranks, -4 ability], Jump +23[+2 ranks, +4 race, +9 ability, +8 speed], Knowledge (Nature) +4[+5 ranks, -1 ability], Spot +11[+10 ranks, +1 ability], Survival +11

[+8 ranks, +1 ability, +2 feat]

Possessions pale green prism ioun stone, pink rhomboid ioun stone, pale blue rhomboid ioun stone
Snake Form, Raging

NE Huge Monstrous Humanoid

Init +10;

AC 20, touch 13, flat-footed 20


(-2 size, +7 natural, +9 Dex, -4 Rage)

hp 305 (15HD);

Immune Stun, Critical Hits
Fort +27, Ref +16, Will +10

Race F+1, R+4, W+4; Class F+11, R+2, W+2, Abilities Con +14, Dex +9, Wis +1; +1 Competence

Speed 40 ft. (8 squares), climb 20 ft. (4 squares), swim 20 ft. (4 squares)

Melee +35 bite [+14 BAB, +22 Str, -2 Size, +1 competence] (3d6+33 + poison)

Space 15 ft.; Reach 10 ft.

Base Atk +14; Grp +45

Atk Options Constrict 1d6+31, improved grab, poison

Abilities Str 54, Dex 28, Con 40

SQ Low-light vision, Morphic Immunities, Morphic Weapons, Morphic Body, Fast Movement, Feral Power

Skills total ranks: 30 Jump +33

[+2 ranks, +4 race, +22 ability, +4 speed, +1 competence]
Improved Grab (Ex) – To use this ability, a dire snake must hit with its bite attack.  It can then attempt to start a grapple without provoking an attack of opportunity.  If it gets a hold, it can also constrict in the same round.  If it wishes, it can take a -20 penalty on the grapple check to hold only with its mouth (the dire snake is not considered grappled).  Each successful grapple check it makes during successive rounds automatically deals bite and constrict damage.

Poison (Ex) – A dire snake delivers its poison (DC 27) with each successful bite attack.  The initial and secondary damage is the same (1d6 points of Constitution damage).

Description 

Encounter 5





Entropic Reaper
CR 12

CE Medium Undead (Extraplanar, Chaotic)

Init +6; Senses Listen +26, Spot +26, Darkvision 60ft

Languages Common, Abyssal, Celestial

AC 20, touch 12, flat-footed 18


(+2 Dex, +8 natural)

hp 142 (19HD); DR 5/cold iron and lawful

Fast Healing 10

SR 22

Fort +17, Ref +8, Will +13

Race F+6, R+6, W+11; Abilities Con +0, Dex +2, Wis +5; (These saves are from Libris Mortis pg 98, they seem wrong?)

Speed 30 ft. (6 squares)

Melee Large scythe +18/+13 [+9 BAB, +9 Str] (2d6+13/19-20/x4 plus entropic blade)

Space 5 ft.; Reach 5 ft.

Base Atk +9; Grp +18

Atk Options Power Attack, Cleave, Combat Reflexes, Whirlwind Attack, entropic blade, spell-like abilities

Abilities Str 28, Dex 12, Con -, Int 5, Wis 15, Cha 10 
SQ Darkvision 60ft, undead traits, damage reduction 5/cold iron and lawful, fast healing 10, master of the scythe, spell resistance 22, undead traits
Feats Combat Reflexes, Improved Critical (scythe), Improved Toughness, Power Attack, Cleave, Improved Initiative, Whirlwind Attack
Skills Concentration +23, Knowledge (planes) +23, Listen +26, Spot +26

Entropic Blade (Su): An entropic reaper confers the entropic blade property upon any weapon it wields – usually a scythe.  An entropic blade functions in all ways like the kind of weapon it is, with the following addition. Any time the entropic reaper successfully deals damage with its entropic blade, the victim must make a DC 21 Fortitude save or be overcome with searing pain, as the victim’s form melts, flows, writhes, and boils.  During this entropic state, the victim cannot cast spells or use magic items, and it attacks blindly, unable to distinguish friend from foe (-4 penalty on attack rolls and a 50% miss chance regardless of the attack roll).  Each round spent in this entropic state, the victim takes 1 point of Wisdom drain from mental shock.  If the victim’s Wisdom score falls to 0, it discorporates into nothingness.


A victim can gain control over itself by taking a standard action to attempt a DC21 Charisma check.  Success renders the victim immune from the entropic state for 1 minute.  On a failure, the victim can still repeat this check each round until successful.  The entropic state is not a disease or a curse, so it is hard to remove.  A shapechange or stoneskin spell does not cure an afflicted creature, but fixes its state for the duration of the spell.  A restoration, heal, or greater restoration spell removes the affliction (though a separate restoration is necessary to restore any drained points of Wisdom).  The save DC is Charisma-based.

Master of the Scythe (Su): The entropic reaper is a master of the scythe, and gains the ability to wield a weapon one size larger than normal.  It also treats the scythe as if it were a mighty cleaving weapon, which allows it to make one additional cleave attempt in a round.

Spell-Like Abilities: 1/day – plane shift.  Caster level equals the entropic reaper’s HD.  The save DCs are Charisma-based.
Description Appearing similar to a lizardfolk corpse that has been dug up and surgically modified, this creature stands nearly 7 feet tall, but it is extraordinarily thin.  Its arms are extra long, hanging nearly to mid-calf.  Its head is wide and wedge-shaped, with a split mouth that opens wider than that of a normal humanoid.  Its teeth glitter like shards of black, steaming ice.
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