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Weeks of rain have swamped the roads and made travel difficult –for people, anyway. Rumours of monsters abound,  and both adventure and a quick coin should be easy to find.
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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 hours. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario. 

Preparation

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


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


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


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


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


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


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


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

Scoring

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

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

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

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

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


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

This is a LIVING GREYHAWK Adventure. As a LIVING adventure it is expected that players bring their own characters with them. It 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 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 following 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.

CR
1
2
3
4


1/4 & 1/6
0
0
0
1


1/3 & 1/2
0
0
1
1


1
1
1
2
3


2
2
3
4
5


3
3
4
5
6


4
4
5
6
7

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

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

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

2. 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 DC10 Handle Animal or Charisma check. Failure indicates that the animal will not attack that round. This is a free action (spoken command) that may be attempted each round. If an animal loses half or more hp in a single round it flees, unless another check is successful.
3. A group of APL 1 characters that desires an extra hand can “enlist an iconic.” The stats for the 1st level versions or Tordek, Mialee, Lidda, and Jozan are included at the end of this adventure. The group may pick one of these characters to accompany them on the adventure. The DM controls that NPC.
TIME UNITS AND UPKEEP

This is a standard one-round Regional adventure. Characters hailing from Sunndi pay one Time Unit to participate in the adventure. All other characters pay two Time Units. Adventures’ Standard Upkeep costs 12 gp. Rich Upkeep costs 50 gp, and Luxury Upkeep costs 100 gp.

Adventure Summary and Background

With the Guard Tower completed, it is time to equip the armoury there. Being masters at their profession, Eriane, leatherworker, and Karzat, weapon smith, from the village of Longwood nearby, have both been commissioned with producing arms and armour for the garrison, as well as a multitude of other iron and leather items.

They have worked hard, and now are ready to sent the first batch, along with a regular transport of grain, vegetables and other products the garrison needs. Normally, the army would come and pick up the goods themselves, but due to the tremendous amounts of rain, they are busy elsewhere, and the transport delayed.

But of course they still need the things, and so, when the PCs arrive in town, they are shortly approached by either Eriane or Karzat, and hired as guards for what should be an uneventful trip, but of course isn’t.

Normally, the trip to the Tower takes about 2 hours on foot, or 3 with oxcarts (which is how the party will travel), but due to the miserable conditions it could easily take twice as long.

On the road, the wagons will get stuck in the mud and suffer all sorts of weather-related trouble.

Then, when the party reaches the bridge, they find the brook has turned into a small river, and must come up with a way to cross.

While doing so, at the most awkward moment, they are attacked by a Hydra (or giant croc at APL2).

Having defeated the monsters and successfully crossed the water, the rest of the journey is uneventful, and they reach the Tower thoroughly soaked but with no further problems.

The commander of the guard wants a full report on why the party was hired (why them?) and what happened on they way, but is mostly pleased with the delivery, and pays the party their dues.

Introduction
When the players are settled, read or paraphrase the following:

Rain. Still more rain. It’s been raining for weeks and there doesn’t seem to be an end to it. 

At first it was a welcome change after the hot, dry summer, but by now, everyone is fed up with it. And it’s only getting worse. What begun as a refreshing shower soon had soaked everything through, and where at first a leaking roof was the worst to worry about, now it’s leaking floors –for the waters are rising.

Floods are all but unheard of in hot, humid Sunndi, but now, the Vast Swamp is increasing its territory at an alarming rate. All lower areas of Sunndi are taking on a swamped aspect, but here along the border of the dry kingdom and the marsh, people are beginning to talk of emergencies and evacuations. And even that is not the worst. For with the rising water, things have begun to go “bump” in the night.

Crocodiles, say some. Giant vermin, say others. Bullywugs, they all fear.

Lured by the promise of adventure or reward, or perhaps just to visit with friends, you have travelled to Longwood, at the edge of the Vast Swamp, and booked a room in the Olf and Bear, the rustic inn with the beautifull olven-carved wooden panelling, run by Felan, the half-olven innkeeper.
The scenario starts at the inn, where the players are enjoying a performance by a wandering gnome bard. Allow the players to introduce themselves, and get comfortable.

If the players want to find details about wandering monsters, the locals are more than happy to regale them with tales of crocodiles, zombies, bullywugs, dinosaurs, dragons and other horrors. Each of these tales however is obviously either ancient or made up, except perhaps the one about bullywugs (if everyone at the table played Harvest Time).

Still, a DC15+APL Gather Information check can uncover the fact that Beor and Chelda Windfang, the local rangers, are worried about something, trying to track down whatever beast it was that made off with a cow from one of the farmers. However, due to the relentless rain no tracks could be found.

A few villagers happy to share a tale are: 

Roald Harwood, the baker, a middle-aged burly man who has had slightly too much to drink.

Darya Gellet, the weaver, a handsome, talkative woman looking for a husband.

Farmer Jannen, a sturdy man in his late forties.

Jehan Zenkinsun, grocer, an old man who enjoys music and listen happily to the bard’s performance.

Karzat, black- and weaponsmith, a large half-euroz who prefers to sit quietly in the back, but will gladly drink an ale with somebody who doesn’t mind his orcish ancestry.

After the party enjoyed themselves for a bit, a young woman enters, and looks around until she spots the party. Those that played Harvest Time easily recognise her as Chelda Windfang, one of the two local rangers. She waves and greets those she knows merrily, and introduces herself to any new faces. Once introductions have been made, (and Chelda either accepted a drink or offered one to all) read or paraphrase the following:

“I have a request for you, my friends. We have an oxcart full of goods for the Guard Tower, including some weapons and armour, made by Karzat and my mother. Normally the garrison would come and fetch it, but thanks to the foul weather of late, they can’t come. And I certainly don’t want a weapon transport go out unguarded! We were going to get a group of people together, but it’s been a pain; most people can’t afford loosing two days like that. The Guard Tower is just 2 hours from here on foot in fine weather, but with an oxcart through the rain… I can understand people are reluctant to stay away from home so long, especially after what happened to me and Beor! But perhaps I can entice you, being able adventurers, to a small trip?”

Chelda can offer little reward to the players, but if asked can offer 50gp as payment. In this case the money reward Mayor Starglow offers at the end of the scenario (if the party earned it), is reduced by a similar amount, to avoid going over the treasure cap. Of course you don’t have to tell this to the players.

If the party accepts, Chelda thanks them, and suggests they get up early next morning, and meet her at the town hall. She will then hail over Karzat, the weaponsmith, and Jehan, the grocer, introducing them to the party, and asking if they agree to the plan. Both are fine with the arrangements, and will see to it that the cart is loaded and ready in the morning.

If the party refuses, Chelda is disappointed, but understanding. The adventure however is over.

In either case Chelda will leave soon after, having to help her father with work around the house.

Encounter 1: Rainy Roads
Note: On the whole, while the PCs get some xp for problem solving, use this encounter mostly to set the scene and highlight the misery of bad weather.

Throw in some DC15+APL Reflex save to avoid going face-first in the mud, and feel free to invent other trouble as time permits.

The landscape during the trip consists mostly of flooded fields; dreary, but it can also be unsettling. Tension can easily be raised with random checks to detect moving ripples, suspicious shadows, and unseen splashes.

Meanwhile, the rain not only makes everything wet, but also reduces visibility ranges by half, and giving a   –4 penalty on listen, spot and search checks as well as ranged attacks. Open flames are extinguished immediately, while protected flames (such as in a lantern) have a 50% to be extinguished.

These conditions last throughout the scenario.

Next morning, the weather is every bit as unpleasant as before, with a relentless downpour soon soaking everything trough. 

In front of the Town Hall, Chelda, Karzat and Jehan are waiting for the party, the oxcart ready and protected from the rain by a heavy oiled tarpaulin.

Apart from Farmer Jannen, who drives the cart, there is room for 1 medium or 2 small people on the cart (or one more if they squeeze), the others will have to walk. There is no protection for the driver(s) however, they will get every bit as wet.

Once everyone is ready, Jannen puts the car into motion –or tries to, at least.

Daisy, the oxen, has trouble getting the heavy cart moving through the sticky mud, and the party (and Karzat if need be) will need to help. A DC20 Strength check will get the cart moving. If there is time, feel free to put in a bit of comic relief here.

Once the cart is moving, Daisy can pull it on his own, and there remains little for the party to do but trudge along. Farmer Jannen tries to fill the time by asking the party about their origins and adventures.

The rain is unending, and everyone not riding is soon caked in mud. The road is very slippery, and at places even flooded. In the middle of one such flood, the wagon becomes stuck and refuses to budge.

A simple Strength check won’t help here, only pushing the wheels deeper into the mud.

Luckily there are several young beechen growing along the road, and there is driftwood as well for the party to shove under the wheels, allowing them, with some difficulty (DC20 Strength check), to get the wagon moving again.

If the party has any other creative ideas, that’s fine as well, the objective is to keep moving.

Unfortunately, a little further on there is a sudden snap, and the wagon sags. Farmer Jannen quickly stops the cart, and asks the players to investigate.

A Spot 18 on Search 15 shows that the pin holding the left hind wheel in place, grown soggy and soft, has snapped and needs replacing.

A fresh pin can be cut from a tree, though it will hold only temporary, and Jannen will frown and mutter dubiously. If there is time, by all means have the pin break again later on.

A Mend spell of course will repair the problem quickly and properly.

Encounter 2: Troubled Waters
After slowly making their way through the rain and mud for 3 hours (for just a few miles!), the party encounters a new obstacle: the river.

Read or paraphrase the following:

Soaked to the bone and thoroughly fed up with the weather, the mud the rain, and nearly the world, you come out of a small copse and see, not a long, gently sloping stretch of grassland edged by a small river known as the Pawluck, a low wooden bridge allowing access to the other side, but rather an endless expanse of fast flowing water. 

It takes you a few seconds to realise that the bridge probably has not so much been washed away, as been completely submerged…

In fact, peering through the rain, you think you see something sticking from the water that probably is the railing of the flooded bridge.

Roll DC15+APL Spot checks, to realize the “something” is moving –and headed this way.

Those that fail are surprised, and can not act during the Surprise Round.

At that moment, either a giant crocodile (APL2) or a Hydra (APL4+) charges from the waters and attacks. It is hungry, and in no mood to miss out breakfast.

APL 2 (EL 4)


Giant Crocodile, Huge (1): 59 hp; see Monster Manual page 271
APL 4 (EL 6)

7-Headed Hydra, Huge (1): 77 hp; see Monster Manual page 156
APL 6 (EL 8)

9-Headed Hydra, Huge (1): 97 hp; see Monster Manual page 157
APL 8 (EL 10)

11-Headed Hydra, Huge (1): 118 hp; see Monster Manual page 157
Tactics:

At all APLs, the actual encounter starts with the monster 40’ away from Daisy, and will attack by charging the bull, it being the biggest prey. Note that with a movement of only 20’, the monster can not actually reach it’s prey during the Surprise round.

Note also that while the Hydra can attack with all its heads even after a move of charge, it is not intelligent enough to concentrate on one opponent, and will divide it’s attacks evenly among all prey within its 10’ reach, including Daisy and Farmer Jannen.

If the party fails to protect Farmer Jannen, the monster may well finish him off, in which case the party will of course not get any reward from Farmer Jannen –unless they Raise him.

If the party does protect him successfully, Farmer Jannen will be most grateful, and insist on rewarding the party when they return to Longwood (see Conclusion for more details).

All APLs

Farmer Jannen, L3 Commoner: 16hp; See Appendix A: The Villagers

Daisy, Bull (Large Bison): 37hp; see Monster Manual page 269
Encounter 3: The Bridge
After the beast has been defeated, the party can pay attention to the next problem: crossing the water. It is still about 2 miles to the tower, and thanks to the heavy rain the building is invisible from where the party is.

At higher levels, spells may solve this, although the cartload of goodies is quite heavy; about 1000lb worth of flour, vegetables, fruit, meat, arms and armour, and 2 kegs of beer.

If magic is of not help, mundane ways will have to be found. The easiest way to cross is to locate the bridge by going into the water and feeling around.

If there is time, have fun with underwater holes and ridges, the ditches alongside the road, and the river itself. If time is short, a few DC15+APL  Balance and Search checks locates the bridge –4 foot under water.

Although Daisy, with some coaxing, can be convinced to pull the wagon across, the main problem is to keep to goods dry; most of the food will not survive a thorough soaking and the floor of the cart is 3 foot above the ground –one foot short.. Carrying it all by hand across is not an option either; anyone trying that is washed away (swimming back is DC15+APL, swimming back with the goods intact is DC20+APL).

One workable solution would be to tie all the goods inside the tarpaulin and lift it into the air as a group, then keep it lifted while Farmer Jannen drives the cart across. 

As an example, 1 PC with Str10 can lift 200lb, so 5 could lift the whole cargo. As many PCs will have a better Strength, this solution should offer no problems –once they think of it.

Another, less tiring one would be to make a platform on top of the cart with young trees and pile everything on that. Of course, the players can (and likely will) come up with a dozen other solutions. Again, the object is to cross the river with the goods intact and dry, so whatever way they think up to do this is ok.

Conclusion
After the Party successfully crossed, all that remains is a wet, muddy, uneventful trip to the Tower. They will reach it around 16:00, having taken 7 hours for a trip of less than 10 miles…

The tower, a sturdy stone and wood structure on a stony hill, is newly finished, and offers room to 10 soldiers, their commander Halmus, and a priest, as well as a few guests. When the party approach, they are hailed, and ordered to state their business by the soldier at the gate. When they explain their business here, the guard goes inside to inform the commander, and returns shortly after to let the party in and to lead them to Halmus for a report. If the party mentions the beast they fought, the commander will come to the door himself, order any wounded to be taken care of, and will bring the others to his office for a full report.

Halmus will send a soldier on horse to verify their story (unless they somehow brought the beast with them), and expresses his thanks to the party.

Birannes, L1 cleric of Thriterion, writes down the report, and a letter from the commander recommending the party to Mayor Starglow, requesting a proper reward.

The party may rest here till the following day if they wish, and then return to Longwood in a repaired wagon. As it is now empty, there is room enough for everyone to sit in it and take shelter from the relentless rain, and the trip is quite uneventful (although the wagon does get stuck again occasionally, but by now the party has no problems solving that; they’ve done it often enough!).

Back in Longwood, Mayor Starglow is very pleased with the party’s actions, and gladly hands over the reward (an amount of gold depending on the APL)

Farmer Jannen however feels he owes the party a personal thanks as well, and calls in several favours with his friends in the village, as well as the help of Eriane and Karzat, and puts together what he calls “an adventurers backpack”, a specially constructed backpack filled with a variety of uncommon, useful items. See the treasure section for the precise contents.

Note: all these items are from Arms & Equipment.

Note also that the PCs can buy from the AR either the complete package, or  single items from it.

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished and assign the experience award accordingly. Then assign the discretionary role-playing experience award. The role-playing award should be given for consistent character portrayal and contribution to the fun of the game. You can award different role-playing amounts to different characters. Award the total value (objectives + roleplaying) to each character

Encounter 1: Rainy Roads

Keeping the wagon moving


APL 2 
40 XP


APL 4 
45 XP


APL 6 
60 XP


APL 8 
75 XP

Encounter 2: Troubled Waters

Defeating the monster


APL 2 
145 XP


APL 4 
180 XP


APL 6 
240 XP


APL 8 
300 XP

Encounter 3: The Bridge

Crossing the bridge


APL 2 
40 XP


APL 4 
45 XP


APL 6 
60 XP


APL 8 
75 XP

Discretionary Role-playing Award


APL 2 
50 XP


APL 4 
70 XP


APL 6 
90 XP


APL 8 
115 XP

Total Possible Experience



APL 2 
275 XP


APL 4 
340 XP


APL 6 
450 XP


APL 8 
565 XP

Treasure Summary

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


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


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


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


Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate.  Because this is a Meta-regional scenario, characters from Meta-region 5 may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.
Treasure Key

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

Maximum Treasure Totals

The maximum amount of treasure that a player character is able to take from this module is linked to the APL at which the module is played. These totals are:

APL 2: 
200 gp

APL 4:
300 gp

APL 6:
400 gp

APL 8:
625 gp
Conclusion: 

As a reward for defeating the beast, Mayor Chaldea Starglow offers each party member a bag of gold as reward:

APL 2:  100gp

APL 4:  150gp
APL 6:  200gp
APL 8:  225gp
In addition, each PC receives from Farmer Jannen a so-called Adventurer’s Backpack, containing the following items:

APL 2:  
Ascender/Descender (20gp)

Bolt Cutter (6gp)

Candles insect bane, 10 (1sp)

Cloak, Forester’s (20gp)

Grapling Ladder (20’) (80gp)

Magnet (10gp)

Pack, Framed (50gp)

Shoes, Silent (10gp)

Tongs, metal (3gp)

APL4: All of APL2, plus

Elven Rope (50gp)

Booth Sheeth (30gp)

Periscope (20gp)

APL6: All of APL2-4, plus

1 Restful Candle (100gp)

APL8: All of APL2-4, plus

4 Restful Candles (400gp)

All  these items are from Arms & Equipment, and are described in the New Items section.

Appendix A: The Villagers 

The Mayor, Chaldea Starglow

Human female, Wiz5/Ftr4, Celestial Hawk familiar named Kregar.

A Wizard who took up the sword when battle forced her to, Chaldea is 42 years old, saw more fighting than she cared for, and is fiercely protective of “her” village.

Esterian, Male Grey Elf Clr4: CR 4; Medium humanoid (elf); HD 4d8; hp 20; Init +2 (+2 Dex); Spd 20 ft.; AC 19 (+2 Dex, +5 chain mail, +2 large steel shield); Atk +4 melee (1d8+1, masterwork heavy mace); SA Turn undead; SQ Elven traits, immunity to sleep spells, low-light vision, +2 racial bonus to Enchantment spells, spontaneous healing; AL NG; SV Fort +4, Ref +3, Will +7; Str 10, Dex 14, Con 10, Int 12, Wis 16, Cha 14.


Skills and Feats: Heal +5, Knowledge (religion) +3, Listen +5, Search +2, Spellcraft +2, Spot +5; Brew Potion, Extra Turning.


Spells Prepared (5/5/4; Spell DC = 13 + spell level): 0 - detect magic, detect poison, light, purify food and drink, resistance; 1st - bless x2, cure light wounds*, magic weapon, protection from evil; 2nd - calm emotions, cure moderate wounds*, remove paralysis, speak with animals.

*Domain Spell. Deity: Pelor. Domains: Healing (+1 caster level with healing spells); Sun (greater turning 1/day).


Possessions: Masterwork heavy mace, masterwork chainmail, masterwork large steel Shield, Cleric's vestments. Necklace of prayer beads (blessing), 8x potions of cure light wounds.

Background

A devout follower of Pelor, Esterian is friendly if a bit reserved, readily willing to help the party.


He knows very little of the Bullywug invasion, as he lived deep within Rieuwood at the time. As the village priest, he makes sure there is a good supply of healing available at all times, and currently has eight potions of cure light wounds which he will sell to the party if asked.

Farmer Jannen, Human male Commoner3:

CR3, Medium humanoid (human); HD 3d4; hp 16; Init +2 (+2 Dex); Spd 30 ft.; AC 12 (+2 Dex); Atk +5 melee (1d4+3, Masterwork dagger); AL NG; SV Fort +3, Ref +3, Will +2; Str 16, Dex 14, Con 14, Int 11, Wis 12, Cha 10.


Skills and Feats: Profession Farmer +7, Handle Animal +4

Possessions: Masterwork Dagger, clothes.

Farmer Jannen, a sturdy human in his late forties, knows damn well that bullywugs can be a danger; he fought in the wars and prays to the gods nothing like that will ever happen again.


If asked, he advises the party to be very careful; the swamp is dangerous enough without the insane followers of the Madly Hopping Prophet, and if there are bullywugs involved, the danger has only multiplied.

Beor Windfang, Human make, Rgr6.

With a build like the bear he was named for, Beor is well liked in Longwood, both for his friendly personality and for his dedicated work as a Marsh Warder.

At age 36, he is the proud father of three children, and knows every reed within five days’ walk of Longwood. A strong giant of a man, he takes special pleasure in his skill with the Nagaika, an enormous, lethal whip; the battle axe is for when a crocodile wants to get up close anyway, or something appears that requires silver.

Chelda Windfang, Human female Rgr4

Born during the last years of the bullywug invasion, Chelda remembers little of that time, only the horror stories from her family.


She always loved the swamp, and never wanted to be anything but a ranger like her father.


18 years old now, she’s been learning the trade for several years now, and knows she made the right choice.

Eriane Windfang, Human female Exp3
Beor’s wife and master leather worker, Eriane I still deeply grateful to the heroes that rescued her husband and daughter.

Roald

A middle-aged, burly human, who likes his ale. As both the village miller and baker, he is well off, and likes nothing better than to chat over a mug of ale. Happily married and father of two children, the only thing that will upset him is talk of war; he praises himself lucky to have missed all fighting completely, and will not talk of such atrocities. 

Darya

The local weaver is a handsome, talkative human, young and looking for a husband.


She enjoys gossip, does not seriously believe bullywugs can be a threat to good, honest people who mind their own business, but likes a good tale as well as the next person.

Felan

The half-olven innkeeper is a good friend of the Windfang family, and deeply concerned about the late return of Beor and Chelda. His practical knowledge of the Vast Swamp is limited, but he knows there are many dangers, and although the two trappers generally can take care of themselves, accidents can happen, and there is no need at all to conjure unpleasant fantasies; simple reality can be lethal enough.

Karzat

As a half-euroz, Karzat has seen more than his share of unpleasantness, especially before he came to Sunndi. An unequalled master at both blacksmithing and weaponsmithing however, he has earned himself respect and acceptance in Longwood and takes the safety of its people personally. Withdrawn and not very talkative, he has more than half convinced himself he should go after the Windfangs; the only thing that holds him back is his complete ignorance of everything concerning the Vast Swamp.

Appendix F: New Items

Ascender/Descender: This cleverly designed ratchet wraps around ropes and assists climbing and descending. 

By clicking a mall switch, the ratchet prevents movement either up or down the rope. This grants a +1 circumstance bonus to Climb checks using a single rope. You can also slide down a rope with this device, which allows rapid movement –basically a controlled fall. It requires a successful Strength Check (DC15) to hold on while performing this maneuver. 

A failure means you fall. (A&E, page 21)

Bolt Cutter:  This cutting too can cut through chains, thin metal, and iron bars. When used against objects (usually metal) that are no thicker than 1 inch in diameter, bolt cutters deal 15 points of damage to that item, including any modifiers for Strength. Bolt cutters can not be used effectively as a weapon (other than as a clumsy club). (A&E, page 21)

Candle, insectbane: This heavily scented candle smells pleasant to humans and humanoids, but is repellent to insects. Non-monstrous vermin will not approach within a 5-foot radius of a burning candle. It burns 1 hour. (A&E, page 21)

Candle, Restful: This thick, blue candle burns slowly, filling the air with a sweet, relaxing scent for 8 hours. These candles, although slow to function, have tremendous restorative abilities.

Characters that spend a night of rest sleeping within 20 feet of a lit candle heal at twice the rate they normally would. 

After a day of light activity, characters who rest under the influence of the candle heal double their level in hit points and 2 points of ability damage. 

After a day of complete rest, characters who rest under the influence of the candle heal three times their level in hit points and 2 points of ability damage. 

The benefits of a restful candle stack with those provided by someone providing long-term care with the Heal skill. (A&E, page 33)

Cloak, Forester’s: Woven from several pieces of green and brown canvas, these large ponchos aid anyone trying to hide in a forest environment. The carefully chosen colors blend in with the vegetation and poncho’s loose shape obscures the humanoid form. Forester’s cloaks provide a 1 circumstance bonus on Hide checks made in a forest. (A&E, page 35)

Grappling Ladder: this is a pre-made rope ladder with 2 small grappling hooks on one end. The given price and weight is per 10 feet of ladder. Once the grappling ladder is in place, it reduces the DC for any climb check above 10 to 10. (A&E, page 23)

Magnet: This small magnet can be used to attract loose metal items or stick to ferrous objects. It is only powerful enough to attract metal that weighs 3 ounces or less. (A&E, page 24)

Pack, Framed: This pack distributes weight better than normal packs, allowing creatures to carry slightly more than they otherwise could. However, it is harder to reach into a framed pack while wearing it. When calculating encumbrance for a character with a framed pack, treat the pack and everything inside it as weighing 10% less than normal. Retrieving anything from a framed pack is a full-round action that provokes an attack of opportunity. (A&E, page 36)

Periscope: This is a small, handheld periscope, about a foot long, that allows you to look over obstacles ir around corners without exposing yourself to danger. (A&E, page 24)

Rope, Elven: Elven rope is finer than silk. It has 4 hit points and can be burst with a successful Strength check (DC25). It is so supple that it grants a +3 circumstance bonus on Use Rope checks. 

Coils of elven rope are sold in 20-foot lengths and are extremely rare outside of elven settlements. (A&E, page 24)

Sheath, Boot: A booth sheath is easily concealed, making it useful for those wanting to appear unarmed. Boot sheaths can hold only Small or Tiny bladed weapons. Characters attempting to conceal an item on a boot sheath gain a +4 bonus on their Pick Pocket check (opposed by either Spot or Search, depending on the situation). If the character using the boot sheath does not have ranks in Pick Pocket, noticing the boot sheath requires a successful Spot or Search check (DC10). (A&E, page 36)

Shoes, silent: These are soft, padded shoes that absorb sound effectively. Despite the padding, the soles are made from tough, stretchy leather that holds up to abuse. They grant a +1 circumstance bonus on Move Silently checks. (A&E, page 24)

Tongs, metal: These are 1-foot-long metal tongs used to pick up objects without touching them directly. (A&E, page 26)

Longwood (village)


Conventional; AL NG; 200 gp limit; Population: 364 (64% human, 21% olven, 7% noniz, 5% hobniz, 3% other


Trade furs, leather, wine, woodcarvings.


	Authority Figure: Mayor Chaldea Starglow (LG human female Ftr4/Wis5; former adventuress).


	Important NPCs: Esterian (NG, olven male Clr4 of Pelor),  Felan (NG half-olven male Exp3 [innkeeper]), Beor (CG human male Rgr6 [Royal Marsh Warder]), Karzat (CG half-euroz male Exp4 [blacksmith 1, weapon smith 3]).





Longwood was founded fairly recently, in 583, when the innkeeper Felan, his family and several friends settled and rebuilt the ruins of an older village destroyed in one of the many battles that had ravaged so much of Sunndi. In memory of those days, the stockade surrounding the village is kept in excellent repair. Longwood is reasonably prosperous, though not exceptionally so. 
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