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Title: Cattail Celebration
Author: George Harris (156600) and Michael Montague and RPGA Numbers
APLs: 2-14 (16).

Blurb: The Cattails plan to celebrate an auspicious wedding.  Omens and portents say that this wedding will be important to the future of the Cattail clan, if the Otters don’t ruin the wedding and destroy the Cattails.  Recommended of members of the Cattail Clan Meta-Organization, Hospitaliers, Gran March Official Churches members, and those PCs who enjoy adventuring in the Rushmoors.  
This interactive should help determine whether the Otters or Cattails enjoy more success in the Rushmoors in the future.  It will also help determine if this will be a big year for swamp fever near the Rushmoors.  
Background

The Cattails and Otters have been fighting each other for many years.  The Otters have enlisted the help of those who worship Vecna and other evil gods to help destroy the Cattails.  One of those is a necromancer, Mjiefis, who has been on the periphery of two modules, A Night in Birnham Woods and Getting the Point in the End.  The Cattails have been gaining friends who would help them in their time of need.  
The plot revolves around a wedding of religious significance within the Cattail Clan.  The wedding is part of a spring festival, and portents and omens have suggested that a child from this union will be a great hero upon whom the future of the clan will rest.  Cattail characters from far and wide will be returning to the clan to participate in the festivities, and also allied peoples from the surrounding dry-lands are welcome.  


Hearing of these prophesies, and in an attempt to destroy their long time enemies, the Otter clan has devised a plot to steal the destiny of the cattails.  They have swapped the bride with a shadow duplicate.  With the assistance of worshipers of Vecna and Incabulos, they plan to destroy the protectors and cultural leaders of the Cattail Clan, and absorb the remaining population

into the Otter Clan, becoming powerful enough to dominate the entire Rushmoors!  

Adventure Synopsis

Introduction
Opening Box Text, basic LARP, Get to know the Cattail Clan. This interactive should occur during Growfeast.  Main battle should occur on Freeday.

As the LARP progresses, PCs are recruited or can volunteer for mini-missions (Encounters 1 – xx).  PCs are welcomed to the Growfeast celebration.  They are told of a wedding that will happen at the end of the week that has been foretold to be a very auspicious wedding for the cattails.  The bride is the seventh daughter of a seventh son, and the groom is the seventh son of a seventh daughter.  Portents and omens have suggested that a child from this union will be a great hero upon whom the future of the clan will rest.  Cattails will be welcomed to participate in the festivities, but non-cattails will have to do a service for the cattails (either help collect violet lotus blooms, deliver a message to the good lizardfolk, or collect swamp strider swarms for the wedding feast).  

Cattails are expected to help to, but it is not required for them to help before attending to other matters.

Encounter 1 – Braving Old Gus
Prove your (wo)man-hood (for non-cattail PCs only)... touch "Old Gus" An Advanced Celestial Crocodile of Legend without harming him and without being harmed. (Old Gus will only attack for subdual, unless attacked with lethal damage). Possible consequences of success: The benevolent spirit of Old Gus will impose a -2 penalty on attacks and damage from Fiendish Crocodiles later in Encounter_5.  Harming Old Gus (with non-subdual damage) PC have a -2 penalty on attacks and damage versus reptilians.  PCs may only go on this mission if they are a member of the cattail clan, have  a favor of the cattail clan, or have already performed a service for the cattail clan. 

Celestial Titanic Crocodile (CR 17) Gargantuan Magical Beast (Augmented Animal, Extraplanar)

Encounter 2 – Collecting Violet Lotus
Collect Violet Lotus for the Hospitalers.  Sufficient survival roles can determine that other parties are harvesting Violet Lotus.  Track checks can determine that they are not Cattail.  Cattail PCs can ID the other parties as Otter Clan.  Possible consequences of success: If enough violet lotus is collected, a certain number of remove-disease/lesser-restoration potions will be available per table... the number of potions/table is a function of how much is retrieved.  If the Otter clan activities are detected and identified, some for-warning may be possible.  Possible consequences of failure:  if the Otter clan collects too-much violet lotus, they will be able to create a virulent strand of Swamp Fever that could infect the Cattails and others that travel the Rushmoors.  This could also influence the cattails relationships between groups like the Hospitalers and other Churches, like Heironeous.)

APL 2 (EL 4)

Ranger 2; Druid 1; Barbarian 1

APL 4 (EL 6)

Ranger 3; Druid 3; Barbarian 3

APL 6 (EL 9)

Ranger 5; Druid 5; Barbarian 7

APL 8 (EL 11)

Ranger 7; Druid 7; Barbarian 9

APL 10 (EL 13)

Ranger 9; Druid 9; Barbarian 11

APL 12 (EL 15)

Ranger 11; Druid 11; Barbarian 13

APL 14 (EL 17)

Ranger 13; Druid 13; Barbarian 15

Encounter 3 - Envoy to the Lizardfolk
Envoy to the Lizardfolk.  Like most sentient creatures, Lizardfolk are sometimes evil and sometimes good.  The Cattail clan has good relations with the more benevolent Lizardfolk tribes.  PCs are asked to bring gifts to one such Lizardfolk tribe and invite them to send a representative to the wedding.  Possible consequences of success: PCs that succeed in their diplomatic efforts with the Lizardfolk automatically recognize friendly vs. unfriendly lizard folk during combat later in the BI.  Lizardfolk may convey troubling rumors concerning the movements of undead in the last few days.  

The UpTurned Scale tribe (normal Lizard folk MM) are friendly with the Cattails, whereas the Burning Wound Tribe (Poison Dusk Lizard Folk MMIII p.96) are hostile to the Cattails.  The UpTurned Scale tribe uses a bird’s feather that they breed to mark themselves.  The feathers are waterproof and a bright rust red.  While there are similar birds in the swamp, none have the same distinctive coloring on their tail feathers.  The Burning Wound tribe is known for their distinctive war paints and tattoos that are the color of blood.  The Cattail clan will send several envoys of adventurers to the UpTurned Scale trade metal weapons for game and information, as well as invite them to send envoys to the wedding.  The Burning Wound tribe, wanting the trade goods and to disrupt relations between the UpTurned Scale and the Cattails will attempt to intercept these adventuring parties.

APL  2: (EL 4) 

2x Ranger1 Poison Dusk Lizard Folk MMIII p.97 CR 2
APL  4: (EL 6)


1x Ranger3 Poison Dusk Lizard Folk MMIII p.97


 2x Ranger1 Poison Dusk Lizard Folk MMIII p.97

APL  6: (EL 9)

4x Ranger4 Poison Dusk Lizard Folk MMIII p.97

APL  8: (EL 11)

3x Ranger6 Poison Dusk Lizard Folk



Each with 10x poisoned arrows (Charisma damage poison to inhibit diplomacy checks with the UpTurned scale)


 1X Adept6 Poison Dusk Lizard Folk

APL 10: (EL 13)

3x Ranger8 Poison Dusk Lizard Folk 



Each with 10x poisoned arrows (Charisma damage poison to inhibit diplomacy checks with the UpTurned scale)


 1X Adept8 Poison Dusk Lizard Folk

APL 12: (EL 15)

3x Ranger10 Poison Dusk Lizard Folk



Each with 10x poisoned arrows (Charisma damage poison to inhibit diplomacy checks with the UpTurned scale)


 1X Adept10 Poison Dusk Lizard Folk

APL 14: (EL 17)

3x Ranger11 Poison Dusk Lizard Folk



Each with 10x poisoned arrows (Charisma damage poison to inhibit diplomacy checks with the UpTurned scale)


 3X Adept11 Poison Dusk Lizard Folk

PCs that succeed in their diplomatic efforts with the Lizardfolk automatically recognize friendly vs unfriendly lizard folk during combat later in the BI.  Lizardfolk may convey troubling rumors concerning the movements of undead in the last few days.  

APL 2

Black adder venom
DC 11 1d6 Con 1d6 Con

APL 4

Black adder venom
DC 11 1d6 Con 1d6 Con

APL 6

Blue whinnies

DC 14 1 Con Unconsc.

APL 8

Blue whinnies

DC 14 1 Con Unconsc.

APL 10

Large scorpion venom
DC 18 1d6 Str 1d6 Str

APL 12

Large scorpion venom
DC 18 1d6 Str 1d6 Str

APL 14

Wyvern poison

DC 17 2d6 Con 2d6 Con

Black adder venom               Injury DC 11 1d6 Con 1d6 Con 120 gp

Small centipede poison          Injury DC 11 1d2 Dex 1d2 Dex 90 gp

Bloodroot                       Injury DC 12 0 1d4 Con + 1d3 Wis 100 gp

Greenblood oil                  Injury DC 13 1 Con 1d2 Con 100 gp

Blue whinnis                    Injury DC 14 1 Con Unconsciousness 120 gp

Medium spider venom             Injury DC 14 1d4 Str 1d4 Str 150 gp

Shadow essence                  Injury DC 17 1 Str* 2d6 Str 250 gp

Wyvern poison                   Injury DC 17 2d6 Con 2d6 Con 3,000 gp

Large scorpion venom            Injury DC 18 1d6 Str 1d6 Str 200 gp

Giant wasp poison               Injury DC 18 1d6 Dex 1d6 Dex 210 gp

Deathblade                      Injury DC 20 1d6 Con 2d6 Con 1,800 gp

Purple worm poison              Injury DC 24 1d6 Str 2d6 Str 700 gp

Encounter 4 - Collect Swamp Strider Swarm
Capture Swamp Strider Beatles (MMIII P.171) for traditional cattail delicacy!  Level 1, 2, and 3 adventurers engage in this mini-mission at their own risk.

APL  4:  (EL 5)


1X Swamp Strider Swarm.     HP of beetles that must be collected to succeed = 15.

APL  6:  (EL 8)


3X Swamp Strider Swarms.    HP of beetles that must be collected to succeed = 45.

APL  8:  (EL 10)


6X Swamp Strider Swarms.    HP of beetles that must be collected to succeed = 90.

APL 10:  (EL 12)


9X Swamp Strider Swarms.    HP of beetles that must be collected to succeed = 135.

APL 12:  (EL 14)


12X Swamp Strider Swarms.    HP of beetles that must be collected to succeed = 300.

APL 14: (EL 16)


15X Swamp Strider Swarms.    HP of beetles that must be collected to succeed = 440.


Adventurers are cautioned that Swamp Striders are too bitter if cooked dead.  They must be captured and boiled live like lobster.  To accomplish this task the adventurers will be given

one or two handed scoops that collect the beetles from the surface of the water and then trap them inside the weapon.  Against Swamp Strider swarms only, these scoops count as Exotic weapons that do 1d3 and 1d6 damage respectively (ignoring the weapon immunity of the swarm).  Thus if 4 damage is done to a Swamp Strider Swarm with a 2 handed scoop, 4 HP of beetles have been collected.  It should be noted that each swarm has 40 hp, thus at APL 4, 25 hp of damage to disperse the swarm may be from misc sources, and only 15 need be from the scoops.  The Judge should let the party entertain reasonable alternatives to capturing the beetles alive such as leading them into a portable hole etc. 


After the beetles have been collected, the party transports them back to the Cattail Clan where they must be prepared.  The party must make one profession cooking role DC=APL+10.  Final success is determined by this role. For every 5 beetle hp collected above their APL target number they gain a +1 bonus on this role.  Conversely if they collected fewer beetles than their target number they take the difference as a penalty on the profession cooking role.  For example, an APL 6 table collects 41 hp of beetles with the scoops, but is forced to resort to other methods of killing the swarms for the rest of the damage.  When they get back, they must make a DC 10+6=16 profession cooking role with a 41-45 = -4 penalty because although they killed all their swarms they only captured 41 hp worth alive.  As the swarms are 10x10 foot creatures, they should be represented by Reese’s Peanut Butter Cups, but the players should only get to eat them if they succeed on the mission!

Encounter 5 - Cattail tattoos
Get a cattail tattoo.  It takes it shape at  the height of the celebrations to reveal a totem, with certain magical qualities.   PCs may only go on this mission if they are a member of the cattail clan, have a favor of the cattail clan, or have already performed a service for the cattail clan.  (See Appendix A for tattoos)  Tattoos cost 100 gp each, and their shape and effect is not known until the sunset before the wedding.  The tattoo can be activated twice.  Once during the BI after its shape is known.  Once after the BI (providing the Flan gods are pleased with the outcome).  Normal durations and effects for the caster level.  
Encounter 6 – Prepare the Groom
Assist in preparing the Groom for the wedding. Moonday Evening (3rd Night) of Richfest (Male PCs only).  This should take the form of tests of stamina and will (Drinking & debauchery... it's a Bachelor Party).  PCs that show there mettle are confided in by the groom, that the bride doesn't seem to be quite her "old self".  

Drinking Contest (Fort Save based)

Strength Contest (Strength Checks)

Lying Contest (Bluff Checks - Biggest fish caught, biggest deer shot, etc.)

PCs may only go on this mission if they are a member of the cattail clan, have a favor of the cattail clan, or have already performed a service for the cattail clan.

Encounter 7 – Prepare the Bride
Assist in preparing the Bride for the wedding. Moonday Evening (3rd Night) of Richfest (Female PCs only).  Possible consequences of success: a cultural trinket (1. Her Hearthstone is a blackstone rune, which is a shadow plane stone.  2. Her medicine pouch is not quite right – perhaps the leave end up looking like a frowning face instead of a happy face) dropped by the "Bride" that doesn't quite track with the practices of the Cattail Clan that leads to a chance to recognize a shadow-plane trait here.  

Drinking Contest (Fort Save based) 

Gossip (Knowledge (local: Sheldomar valley))

Beautifying the Bride (Heal, Disguise checks)

PCs may only go on this mission if they are a member of the cattail clan, have a favor of the cattail clan, or have already performed a service for the cattail clan.

Encounter 8 - Cattail Council Meeting
More LARP, tables get a chance to share some of the clues they've learned and start connecting the dots. Break for Dinner with some Dark Foreboding Box Text.  Council can vote on new members

that helped in the mini-missions.  


We've been told to NOT do the decanters-of-endless-water...rehydrate the swamp by force sabotage mission, however, there should be a in-character petition against the draining of the swamp... perhaps NPCs on both sides discussing the issue around the camp-fire.


Possible representation of the Cattail clan and deals with "The Magistrate" might also be discussed here.


This is an untiered Role Playing encounter.

Encounter 9 – A Cold Morning
Morning of the Wedding.  Early in the morning, an unseasonable sleet-and-wind storm sets in.  It becomes impossible to have an undisturbed mass-meal involving more than 3 people at the same time because only small tents are available.  The storm will only abate after 30 minutes.  After the storm abates, a fog/mist is left behind where clear vision is only 30 feet, and concealment for another 30 feet (this concealment would be similar to the darkness spell, except PCs and NPCs with normal vision would be affected the same as those with low-light vision or darkvision).  The PCs will break into smaller groups.  If there is a suspicion that the bride is fake, then one group will rescue the bride.  If not, they will try to capture the Otter’s violet lotus supplies with the other groups.  
Encounter 10a - Rescue the real Bride
This is only possible if the fake-bride has been detected in Encounters 6 and 7.  This special mission will be allocated to the Glory-Table/ APL16.

APL 16: (EL 19)


Mjiefis - Wiz5/Cle1(Nerull)/UrPriest9 – CR 15

2X Otter Clan Barbarian/Fighter 14 – CR 14

2X Otter Clan Ranger/Rogue 14 – CR 14

4X Spellstitched Gray Render Zombie (Large Undead) 20d8+3 (133 hp) CR 7 (Shocking Grasp; Grease)

4X Spellstitched Cloud Giant Skeleton (Huge Undead) 17d12 (110 hp) CR 8 (Ray of Enfeeblement; Orb of Sound)
The real bride, in addition to being bound, will have a locked adamantine torque around her neck that that is the subject of a Dimensional Anchor spell.  Open Lock check of DC 32 to remove it.

Encounter 10b - Capture Violet Lotus Supplies
Capture Otterclan supplies of Violet Lotus.  The Otter Clan has already rendered it's Violet Lotus harvest into antidote for the plague, this in turn can be captured.  It will be determined that 

the Otter Clan camp is largely undefended since most of the Otter Clan  warriors are out preparing the assault upon the Cattails.

APL 2: (EL 4)


3x Otter Clan Barbarian 1.(CR1)

1x Otter Clan Cleric-1 (Incabulos) (CR 1)
APLs 4-16: (EL 6)


3x Otter Clan Barbarians 2 (CR 2)

1x Otter Clan Cleric (Incabulos) level 2 (CR 2)
Cattail clan members automatically recognize that the camp is abnormally poorly guarded.  Non-Cattails can make a profession soldier role DC= APL+5 to determine this.  This should cause the parties to become suspicious.  They should realize that the Otters may be intending an attack on the Cattail Clan encampment.  Otter clan members that are interrogated should also reveal this information.  

Encounter 11 – Withdrawal Reconnaissance
Follow up on lizardfolk tip.  The Lizard folk were right, a large force of undead have been moving through the area, strangely most of them seem to have left just before the reconnaissance teams arrive.
APL 2: (EL 4)


 2x Troglodyte zombies CR 1

 2x wolf skeletons CR 1
APL 4: (EL 6)


 1x Troll skeletons CR 3

 2x Wight CR 3
APL 6: (EL 9)


 3x Ettin skeletons CR 5

 1x Wraith CR 5
APL 8: (EL 11)


 4x Gray Render Zombies CR 6

 1x Mohrg CR 8
APL 10: (EL 13)


 8x Gray Render Zombies CR 6

 1x Mohrg (Advanced – 18 HD, CR 10)
APL 12: (EL 15)


 8x Gray Render Zombies CR 6

 2x Mohrg (Advanced – 22 HD, CR 12)

APL 14: (EL 17)


 8x Gray Render Zombies CR 6

 2x Mohrg (Advanced – 22 HD, CR 12)


 2x Dread Wraith CR 11

1x Blighter (Druid5/Bbn1/Blighter 7) CR 13
APL 16: (EL 19)


 8x Gray Render Zombies CR 6

 1x Mohrg (Advanced – 30 HD, CR 16)


 5x Dread Wraith CR 11

1x Blighter (Druid5/Bbn1/Blighter 9) CR 15
The PCs can choose to avoid this combat on the way back to the Cattail’s encampment.  They will either fight this encounter here or as the 3rd wave of the main battle.  

Encounter 12 – First Wave, Unnatural Creatures
Those that have encountered the good lizardfolk will be able to recognize these lizardfolk, as not belonging to that tribe.  Some of the lizardfolk have picked up fiendish traits from evil artifacts in the Rushmoors.  These lizardfolk are part of the Burning Wound tribe that are helping the Otters.  

APL 2 (EL 4)

Lizardfolk, Blackscale Bbn1 (1) CR 4

APL 4 (EL 6)

Lizardfolk, Blackscale Bbn1 (2) CR 4

APL 6 (EL 9)

Lizardfolk, Blackscale Bbn2/Ftr2 (2) CR 7

APL 8 (EL 11)

Lizardfolk, Blackscale Occult Slayer Bbn2/Ftr2/Occ2 (2) CR 9

APL 10 (EL 13)

Lizardfolk, Blackscale Half-Fiend Occult Slayer Bbn2/Ftr2/Occ2 (2) CR 11

APL 12 (EL 15)

Lizardfolk, Blackscale Half-Fiend Occult Slayer Bbn2/Ftr2/Occ2 (2) CR 11

Lizardfolk War Adept Sor12 (1) CR 13

APL 14 (EL 17)

Lizardfolk, Blackscale Half-Fiend Occult Slayer Bbn2/Ftr4/Occ2 (2) CR 13

Lizardfolk War Adept Sor12 (1) CR 13
Lizardfolk Cleric Cle13 (1) CR 13
APL 16 (EL 19)

Lizardfolk, Blackscale Half-Fiend Occult Slayer Bbn2/Ftr4/Occ4 (2) CR 15

Lizardfolk War Adept Sor14 (1) CR 15
Lizardfolk Cleric Cle15 (1) CR 15
Encounter 13 – Second Wave – The Undead
This encounter can either be fought in Encounter 11 or here, but not in both places.  

10 rounds minus APL/2 from the start of the previous encounter, the bad Undead will arrive.  Undead are driving all wild creatures ahead of them.  17 rounds minus APL after the lizard folk first entered the map, the undead escorted and under the control of the necromancers that created them arrive.  At high APL’s these Necromancers will be certain NPC’s, such as Mjiefis, who need to have their story lines tied up.  Each encounter will be organized as such:  

* Several low HD incorporeal undead to soak-up turns.  

* Several high HD Zombies[1].  

* A necromancer/Blighter[2] caster [CL=APL+2]

[1] The zombies will be painted in green paint with flan writing.  If and only if the players know Flan, and ask what it says should the GM indicate that it says "Poison! Do not touch!"  The GM should explicitly ask if they intend to read the text before telling them what it says.  This is because the zombie has also been painted with a contact poison that is transferred to anyone it hits with it's slam attack, the warning is for the benefit of the Otter clan fighters, but is also the 1st part of a trap that will be sprung in encounter 8(see Below).  Further, they will be spell-stitched so that targeted Dispel Magic (Greater Dispel Magic at APL 10+) will be released when they slam an opponent.

[2] The otter clan has a healthy respect for the power of druids.  They have retained the services of a small number of blighters.  At APL’s higher than 4, if and only if, the table has a druid who has advertised his/her power in a manner that would be easy for distant observers to recognize e.g... Control Weather, Control Winds, summoning Huge Elementals, The presence of a Huge tortoise animal companion, etc, an APL+2 Blighter will be substituted in for the Necromancer.  The Blighter will, at APL 8+, be accompanied by a Skeletal Huge tortoise animal companion.  At APL6 - APL8, a Skeletal Rhino.  

Should a party be forced to retreat in this combat, leaving the body of one of their dead comrades on the battle field, or be TPK’ed, their corpses will be animated into zombies (but keeping their equipment) and they will be sent as roving monsters to attack other tables of their APL or higher.  

Encounter 14 – Final Wave – The Otters
10 rounds minus APL/2 from the start of the previous encounter, the Otters will arrive.  This should constitute an Otter clan counter-party incorporation: 1 Flan Favored Soul of Vecna (Level=APL, should be accompanied by at least one Zombie under his control.[1]) 1 1/2-Flan, 1/2-orc Barbarian-Fighter with the half Ugoloth template (Level=APL even distributed between Barb and Fighter)  1 1/2-Flan, 1/2-elf Rogue (Level=APL+2, should be equipped with Elixir of Sneaking plus APL appropriate stealth-based equipment)[2] 1 Flan Sorcerer (Level=APL)

[1] The zombies will be painted in red paint with flan writing.  If and only if the players ask what it says, the GM should explicitly ask if they intend to read the text.  The text says: "Sucker! I bet you thought this was going to be some sort of warning about poison or maybe spell-stitching.  You adventurers really are so predictable." It will contain two Sepia Snake Sigils both of which will be triggered by the first person who reads this text.  (The otter clan fighters have been warned to avert their eyes from any zombie with red writing on it.  This behavior can be noticed by a DC 20+APL sense motive check +2 for every 10 feet between the observer and the otter clan member being observed).

APL 2 (EL 4)

Flan Favored Soul 1 (CR 1); 

½ Orc Barbarian 1 (CR 1); 

½ Elf Rogue 1 (CR 1); 

Flan Sorcerer 1 (CR 1)

APL 4 (EL 6)

Flan Favored Soul 2 (CR 2); 

½ Orc Barbarian 2 (CR 2); 

½ Elf Rogue 2 (CR 2); 

Flan Sorcerer 2 (CR 2)

APL 6 (EL 9)

Flan Favored Soul 5 (CR 5); 

½ Orc Barbarian Ftr3/Bbn2 (CR 5); 

½ Elf Rogue 5 (CR 5); 

Flan Sorcerer 5 (CR 5)

APL 8 (EL 11)

Flan Favored Soul 7 (CR 7); 

Minotaur Zombie (CR 4); 

½ Orc Barbarian Ftr4/Bbn3 (CR 7); 

½ Elf Rogue 6 (CR 6); 

Flan Sorcerer 7 (CR 7)

APL 10 (EL 13)

Flan Favored Soul 9 (CR 9); 

Minotaur Zombie (CR 4); 

½ Orc Barbarian Ftr4/Bbn4 (Half-Fiend) (CR 10); 

½ Elf Rogue 8 (CR 8); 

Flan Sorcerer 9 (CR 9)

APL 12 (EL 15)

Flan Favored Soul 11 (CR 11); 

Minotaur Zombie (CR 4); 

½ Orc Barbarian Ftr4/Bbn6 (Half-Fiend) (CR 12); 

½ Elf Rogue 10 (CR 10); 

Flan Sorcerer 11 (CR 11)

APL 14 (EL 17)

Flan Favored Soul 13 (CR 13); 

Minotaur Zombie (CR 4); 

½ Orc Barbarian Ftr6/Bbn6 (Half-Fiend) (CR 15); 

½ Elf Rogue 12 (CR 12); 

Flan Sorcerer 12 (CR 12)

APL 16 (EL 19)

Flan Favored Soul 15 (CR 15); 

Minotaur Zombie (CR 4); 

½ Orc Barbarian Ftr8/Bbn6 (Half-Fiend) (CR 16); 

½ Elf Rogue 14 (CR 14); 

Flan Sorcerer 15 (CR 15)

Encounter 15 – The Hellgate
If any of the Otters are left alive and questioned, on an Intimidate/Diplomacy check, they will reveal/confirm the following:
DC 10: There is an artifact in the swamp that is turning humans and animals into fiendish creatures.  

DC 15: This artifact is a bronzed, mithral gate, that appears to be non-functioning.  

DC 20: The otters have recently made a deal with Magistrate Aliam Nestor for the Hellgate.  He is supposed to send an agent to retrieve it tonight.  

DC 25: There have been some extraplanar creatures snooping around the Rushmoors.  Occasionally, they will ask the Otters about a gate. 

For those PCs that have played GRM7-06 The Order of Underworld Travelers and have the AR item, A Dangerous Thing, someone will attempt to contact them telepathically.  The message is from a female Ultraloth, Lurana, that has been friendly to PCs in the past, and it is about her rival, Euryale (yŏŏ-rī'ə-lē).  If they agree to listen, or have no way of blocking the message, they will hear the following: 
Excuse me for intruding on you, but I have information that I believe you will find to be most intriguing.  One of my rivals, Euryale, is meeting with an associate of Aliam Nestor in the Rushmoors soon.  If you ask why I am telling you this, it is because her actions have harmed me and Gran March in the past.  They have also harmed you.  It is in everyone’s best interest if this meeting were interrupted.  Bring as many friends as you can, because she has a large contingent with her.  I hope that we can continue our association in the future.  Sincerely, Lurana.  
All of the information that Lurana conveys is truthful.  She will also send the visual of a map where the location of the Hellgate is.  Any cattail who receives this message will know where it is.  Any non-cattail should be able to describe the area in enough detail, so that cattails can narrow it down to a small enough area to find.  
APL 2 (EL4)

Half-mezzoloth soldier (CR 2) (2): hp 14 each; see Appendix 1.

APL 4 (EL 6)

Half-mezzoloth soldier (CR 4) (2): hp 28 each; see Appendix 2.

APL 6 (EL 9)

Half-mezzoloth skullcrusher (CR 7): hp 92; see Appendix 3.

Canoloth (CR 5): hp 51; see Appendix 3.

Voor (CR 4) (2): hp 37 each; see Appendix 3.

APL 8 (EL 11)

Half-mezzoloth hill giant (CR 10): hp 162; see Appendix 4.

Canoloth, advanced (CR 8): hp 115; see Appendix 4.

Half-nycaloth ogre (CR 4): hp 29; see Appendix 4.

APL 10 (EL13)

Nycaloth flying cavalry (CR 10): hp 161 each; see Appendix 5.

Mezzoloth pikeman (CR 6) (2): hp 95 each; see Appendix 5.

Mezzoloth archer (CR 6) (2): hp 95 each; see Appendix 5.

Hulking Corpse (hill giant) (CR 9) (2): hp 150 each; see Appendix 5.

APL 12 (EL 15)

Nycaloth flying cavalry (CR 10) (2): hp 161 each; see Appendix 6.

Mezzoloth pikeman (CR 8) (2): hp 157 each; see Appendix 6.

Mezzoloth archer (CR 8) (2): hp 142 each; see Appendix 6.

Half-mezzoloth fire giant (CR 13): hp 202 each; see Appendix 6.

APL 14 (EL 17)

Nycaloth flying cavalry (CR 14) (1): hp 275 each; see Appendix 7.

Mezzoloth pikeman (CR 11) (2): hp 218 each; see Appendix 7.

Mezzoloth archer (CR 8) (4): hp 142 each; see Appendix 7.

Half-nycaloth fire giant (CR 13) (2): hp 187 each; see Appendix 7.

APL 16 (EL 19)

Euryale (CR 16)
Samael Garenti (CR 16)

Regent Dervia Bengan (CR13): Bard6
Eiro Lerith, Doppleganger (CR13) Rog4/Ftr1

Fiendish Bodyguards Half-nycaloth fire giant (CR 13) (2): hp 187 each; see Appendix 8.

If Euryale is about to be defeated, she will offer the old Archdean of Syloch back if she can go free.  Free of both fiendish taint and any diseases.  The fiendish looking woman wasn't really the Archdean.  PCs could "rescue" the real dean.
Euryale/Cold iron ring with three rubies

Euryale will be wearing a cold iron ring with three rubies on it (8th Hellring).

The ring won't have to have any powers if a PC picks it up (except protection from domination), though it will give Euryale (+2, +5, or +10 BAB; a =2/+5/+10 bonus to fast healing for creature (if it has none it gets fast healing; but the bonus is never doubled by healthful rest); immunity from being dominated).  +2/+5/+10 varies according to how long he has had the ring (1-3 years; 4-7 years, 8+ years).

They can take it.  It will just be a special on the AR.

The ring is not part of any human organiation.  She would have found it in on her home plane.  It is an artifact, not detectable by any means, and gives some positive effects. It won't detect as magic, or as anything, but if someone wants to keep it, they can. Indeed, anyone who has Hell's Fifth ring or Hell's Seventh ring will want it.  Its a fail safe in case the PCs don't kill her and she gets away.

Samael Garenti has a cold iron ring of the same set (10th Hellring), but is the least powerful one.  He has only put it on in the last few days so only gets the domination protection.

Samael is a member of the Swords of Kelanen, and has been Nolar's middle-man from the foundation of the brotherhood.

Bronzed Mithral Gate (Hellgate)  

It is inactive.   The Loths were trying to get it to an alternative site in the Rushmoors at one of the Vecna special sites Fla'nor or something like that, where they believed there was a platform that could once again activate it, and they can go home and bring reinforcements. The original platform where it functioned underground was broken when the ceiling collapsed.

Encounter 16 - Conclusion
Final Box Text. The combatants return, and having participated in Slaughter and Death, they now witness a ceremony of Love and Life with the marriage of the True-Bride and Groom....

There are 3 different scenarios that can play out

1. Collect more violet lotus than otters.  Retrieve Bride and have wedding after repelling Otters.

Best outcome.  No virulent swamp fever this year.  Cattails prosper.  Happy Day.  Tattoos will work one more time in next year.

2. Collect more violet lotus than otters.  Do Not Retrieve Bride.  No Wedding.  
No virulent swamp fever, but no wedding.  Cattails face infighting and reduction in numbers.  Tattoos will work one more time in next year.

3. Collect less violet lotus than otters. Retrieve Bride and have wedding after repelling Otters.
Big swamp fever this year in summer.  Cattails prosper.  Tattoos will not work anymore, whether used or not.

4. Collect less violet lotus than otters.  Do Not Retrieve Bride.  No Wedding.  

Big swamp fever this year in summer.  Cattails face infighting and reduction in numbers.  Tattoos will not work anymore, whether used or not.

5. Collect less violet lotus than otters.  Do Not Retrieve Bride.  Do not repel Otter Attack.  No Wedding.  

Big swamp fever this year in summer.  Cattail Clan is disbanded due to infighting, low births, and swamp fever.  Tattoos will not work anymore, whether used or not.

The End.
Characters Needed
Cattail Elders (will look through the Cattail Clan meta-org for some elders)
Mjiefis – Ur-Priest from A Night in Birnham Woods and Getting the Point in the End.  Wiz5/Cle1/Ur-Priest9
Any other high level Vecnans or worshippers of Incabulos or Nerull.  

Non-Core Rules

Titanic Creature (MM2)

Lizardfolk, Blackscale (MM3)

Occult Slayer (CW)

Ur-Priest (CD)

Spellstitched (MM2)
Special Items & Item Access

Appendix A - Spell Tattoos
	Random (1d100)
	Totem
	Spell
	Notes
	Time/Duration

	1-4
	Black Bear
	Bear’s Endurance
	Subject gains +4 to Con
	Caster Level 5

	5-8
	Boar
	Bull’s Strength
	Subject gains +4 to Str
	Caster Level 5

	9-12
	Eagle
	Eagle’s Splendor
	Subject gains +4 to Cha
	Caster Level 5

	13-16
	Owl
	Owl’s Wisdom
	Subject gains +4 to Wis
	Caster Level 5

	17-20
	Leopard
	Cat’s Grace
	Subject gains +4 to Dex
	Caster Level 5

	21-24
	Fox
	Fox’s Cunning
	Subject gains +4 to Int
	Caster Level 5

	25-28
	Cheetah
	Expeditious Retreat
	Your speed increases by 30 ft.
	Caster Level 10

	29-32
	Badger
	Rage
	Gives +2 morale bonuses to Str and Con, +1 on Will saves, -2 to AC.  (For the interactive, it will work like the barbarian ability.)
	Caster Level 5

	33-36
	Raven
	Tongues
	Speak any language.
	Caster Level 5

	37-40
	Spider
	Spider Climb
	Grants ability to walk on walls and ceilings.
	Caster Level 5

	41-44
	Peacock
	Enthrall
	Captivates all within 100 ft.
	Caster Level 5

	45-48
	Crocodile
	Barkskin
	Grants +2 (or higher) enhancement to natural armor.  (10th Level - +4)
	Caster Level 5

	49-52
	Hawk
	Raptor's Sight RW
	Gain +5 on Spot checks, range increment.
	Caster Level 10

	53-56
	Brown Bear (Size: Large)
	Enlarge Person
	Humanoid creature doubles in size.
	Caster Level 10

	57-60
	Cat
	Accelerated Movement SpC
	Swift. Balance, Climb, Hide, Move Silently or Tumble at normal speed with no penalty on skill check.
	Caster Level 10

	61-64
	Snake
	Magic Fang
	One natural weapon of subject creature gets +1 on attack and damage rolls.
	Caster Level 10

	65-68
	Mynah Bird
	Speak with Animals
	You can communicate with animals.
	Caster Level 10

	69-72
	Treant
	Speak with Plants
	You can talk to normal plants and plant creatures.
	Caster Level 5

	73-76
	Wolverine
	Beast Claws SpC
	Your hands become slashing natural weapons.
	Caster Level 10

	77-80
	Chameleon
	Camouflage SpC
	Grants +10 on Hide checks.
	Caster Level 10

	81-84
	Bat/Wolf
(Roll 1d6 – 

1-3 Bat

4-6 Wolf)
	Embrace the Wild SpC
	You gain an animal's senses for 10 min./level: +2 on Listen and Spot, low-light vision and either blindsense 30 ft. or scent.
	Caster Level 10

	85-88
	Turkey
	Fly, Swift SpC
	Swift. You fly for 1 round.
	Caster Level 5

	89-92
	Earth Elemental
	Fist of Stone SpC
	Your fist gains +6 enhancement bonus to strength for attacks, grapples, breaking, or crushing things. You gain a slam attack.
	Caster Level 10

	93-96
	Bullfrog
	Jump
	Subject gets bonus on Jump checks. (+30)
	Caster Level 10

	97-100
	PC’s Choice
	Note: All spells are either first or second level spells.  
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