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Ribbit! Ribbit! Once the sign of a peacefull night, now a harbinger of disaster, the Sunndians are quickly learning to detest and fear the sound of frogs, especially when its source takes on the horrid form of a bloated bullywug! Fair Sunndi is being invaded by an army from the Fast Swamp, led by Wastrian racists. Now is the time for heroes everywhere to spring to the fore and come protect the good people of the land! Come! One and all! The need is high!

Introduction

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A five-hour time block has been allocated for each round of this scenario. 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. 


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 Website, and then have any players without a character create on. Once all players have a LIVING GREYHAWK character, play can begin.


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

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 four players (not counting the DM), for the game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.


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


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


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

Scoring

After the players have completed the scenario or the time allotted to run the scenario has run out, the players and DM score the game. Complete the RPGA scoring grid with names and RPGA numbers only, and the event information at the top. RPGA no longer uses voting for any reported results. Give the Scoring Packet to your event coordinator along with any event tickets. 

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.

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 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. If your character is three character levels or more lower than the APL this adventure is being played at, that character will also receive only half of the gold awarded for the adventure.


Note: LIVING GREYHAWK adventures are designed for APL 2 and higher. 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 two 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.

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 DC 10 Handle Animal or Charisma check. Failure indicates that the animal will not attack that round. This is a move equivalent action (spoken command) that may be attempted each round. If an animal loses half or more hp in a single round it flees, unless another check is successful.

Time Units and Upkeep

This is part 3 of a 3-round Regional Special, set in Sunndi. Characters native to Sunndi pay three Time Units for participating in the whole event, all others pay six Time Units. Adventurer’s Standard Upkeep costs 12 gp per Time Unit. Rich Upkeep costs 50 gp per Time Unit. Luxury Upkeep costs 100 gp per Time Unit.[image: image1.wmf]# of
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Adventure Background

For a long time the bullywugs have remained silent, but many suspected it was just the silence before the storm. Then in CY 593 they began to stir, minor raids at first (see SND3-01 Harvest Time, SND3-02 Murky Waters and SND4-05 In Sickness and in Health), but in Ready’reat of CY 594 they invaded Sunndi as a swarm of locust, destroying everything on their path (see SND4-08 Saving Dolkann and TSS4-06 Wind Reaping). Sunndi was ready for them, and up until now the string of fortresses along the Pawluck River has kept the horde at bay like a dam against a raging torrent. 


Just before the end of the year some of the enemy’s battle plans were recovered at great costs in lives and resources (see SND4-08 Saving Dolkann). To their horror the Sunndian authorities learned that the assault on the border of Stalward was but a prelude to a much more dangerous attack on the much less well defended border of Corul. A border more or less ignored up until now because the undead of the Vast Swamp seemed most concentrated in that region. Did the Wastrians made an unholy alliance with whatever foul and dark force leads these undead? Clues obtained from the swamp’s fey (see TSS4-01 The Verdant Trail) seemed to indicate that this time, the bullywugs had received aid to move their forces through the swamp’s more dangerous areas. Or did the sheer size of their army made them strong enough to ignore the threat of the undead? While the answer to this question is of vital importance for the future, for now Sunndi is scrambling to get its defenses in order.


First reports by scouts of the Royal Warders of the Vast Swamp showed that chances of stopping the horde at Calgen Keep were slim indeed. The area was filled with refugees though, and simply surrendering the region and its inhabitants to ravenous bullywugs was not an option. Time needed to be bought, so a rag-tag army of mercenaries and adventures was quickly formed and sent of to Calgen. The ultimate goal of this army is to slow down the march of the bullywugs, but every dead bullywug is one less opponent in future battles and hence a bigger chance to ultimately win the war.


Hearing the call for adventurers and mercenaries the PCs rushed to Calgen to join the army under Count Kestor’s command. How will they and the rest of the army fare against the raging horde of bullywugs and their human leaders? Only time will tell…

Battle Interactive Mechanics

The goal of the 3rd round of SND5-01S Lands of Confusion is to simulate a large scale battle between the Sunndian army and the bullywug forces and at the same time give the PCs a chance to have a big impact on the final outcome of this battle. Each group of PCs are the command group of a larger group of soldiers (a unit), and they battle with similar command groups of the opposition. The results of these fights determine the outcome of the clash between the units the PCs lead and the units the opposition lead and ultimately the outcome of the whole battle.


The battle as a whole consists of three separate fights (comparable to an encounter in a regular scenario) for each group of players (known as a “battle group”): one per “turn” of the battle. So the battle interactive consists of 3 turns. The results of each turn is going to have an impact on the fights of the following turns by changing the location and/or opposition (both strength and type of opponents) While the results of a fight are determined in the first few seconds by the actions of the PCs, in game a turn as a whole takes 2 hours. Most of this time is spend regrouping and maneuvering the units into a position for the next fight. The result of this is that most spells cast in one fight are not active anymore at the next fight. A spell with a 2 to 4 hours duration is active in two fights, while spells with a duration longer than 4 hours are active in all three fights (unless dispelled or dismissed during a fight of course).


The results of a fight have an impact on the clashes in the following turns for their own and other battle groups. As such it is very important to write down the results of a fight and inform the senior DM, preferably by sending a player. The player reports the results in character to the senior DM, who is playing the role of the commander of the army. Do NOT proceed with the next battle until the senior DM has processed ALL results and told you which encounter to run next and to start the next encounter. While waiting for these results the players can either take a small break, or preferably, role-play their interaction with other tables that are present within the same region on the battlefield. Since the results of the fights have an impact on the region in which the PCs are located, the senior DM has more information in this regard. During these interactions PCs from different tables can cast spells upon another as long as the DMs from both battle groups are present and note down the results.


As can be expected, a fight can end as a victory, a draw or a loss for the PCs and the unit they lead. The speed with which the PCs defeat the opponents determines which it will be (see the table below). So it is of vital importance to keep close track of the number of rounds the battle has taken. 

Opponents defeated in X rounds
Result
Points

(Sunndi/Bullywugs)

0-4
Victory
0/2

5-6
Draw
1/1

7+
Lost
2/0

Note that battle groups in the same region of the battlefield DURING that particular turn can rush to each others aid once they finished their fight. The senior DM can tell you whether this is the case at the beginning of the battle interactive (and it is dependent on the amount of players present at the event). Also note that the impact on future fights of a draw is dependent on the type of battle fought: it is counted as a victory in defensive fights and a loss in offensive fights. 


The result of the total battle is dependent on the total results of the individual fights of each battle group in each turn. The table above provides the points a battle group and their Wastrian opposition can earn during one turn. Note these down, and total them for each side at the end of the final fight and give this value to the senior DM. The senior DM will total them for the event as a whole and determine whether it was a victory for Sunndi, a draw or that the Sunndians lost the battle.

Timing: The Wastrians attack at sunrise. This means that clerics who have to pray at sunrise CANNOT prepare new spells. The PCs have to prepare their spells before the interactive, during which they are warned of this.

Officers in the Army

Due to their training with warfare on a unit scale officers in the army or related organizations have 1 round more to turn the battle in their favor (a victory if they win between 0 and 5 round, a draw from 6 to 7 rounds and loose when the fight lasts more than 8 rounds). 


The following characters are considered officers in the army for this benefit:

· Members of the Sunndian Army of sergeant rank or higher.

· Members of the Barakadar of Tharndar rank or higher.

· Members of the Royal Warders of Keeper rank.

· Knight of the realm of bachelor or higher rank.

Special Units and Meta-Organizations

Besides the PCs and the regular units of warriors they lead, there are a few small groups of elite units present at the battle. A battle group can request the aid of one these groups for a particular fight. These elite units can be called up only once during the whole battle for all battle groups on the battlefield. The group who’s request is being granted, gains a minor benefit during that fight, depending on which unit is assigned to them. Note that these units are unavailable during the assault on the Wastrian Head Quarters.

· Bren's Men: Once in the battle, at any point in a single round, pick one opponent. That opponent is temporarily distracted, and considered flatfooted until he acts again. 

· Cthaan: This benefit only applies when fighting bullywugs. Provided the margin is less than 2 rounds of battle, if the victory would normally end in defeat, it now ends in a draw, and if it ends in a draw, it ends in victory. This benefit is only available if the Cthaan are allied with Sunndi [as determined by the results of SND5-01 The Lizard King]. It cannot be used by battle group the Anvil. 

· The Royal Wardens: Once in the battle, for one round, all penalties to movement for all allies due to difficult terrain are ignored.

· Scarlet Brotherhood: This force can be called upon any time. It cannot be deployed in advance. The benefit can be called upon only once. Note that calling upon it puts the Sunndians in debt with the Brotherhood, which may have consequences in the future. When invoked, roll an initiative die. On that initiative, you can place one extra figure on any place in the battlefield. This figure (Mnk of a level of the APL+2, for stats see the Dungeon Master Guide page 119) can perform one full attack, or perform any other service you desire (within its capabilities) that does not take longer than one round. She has a potion of cure serious wounds available, which she can use to heal a PC. She then disappears in the next round. When she disappears, she may take with her one unconscious character adjacent to the square she is in. That character is removed from this battle for the round, but is automatically stabilized.

·  Shroud:  Once in the battle, counterspell any one necromantic or abjuration spell.

·  The Solar Shields: Once in the battle, at the beginning of the round, roll an initiative die. From that initiative, for the next full round, all turning attempts count as greater turning attempts. 

Order of the Golden Sun

One of the possible rewards the PCs can earn during the battle is to become a member of the Order of the Golden Sun. Only the bravest or shrewdest characters on the battlefield will earn this honor. Take a close look at what transpires at your table, since at the end of the event you will have to nominate one of the PCs at your table. Write down what the PC did to become nominated. At the end of the event all DMs will come together to discuss who will get this reward. Only two PCs per location will get this prestigious title. The sole exception will be when the high level table elects to destroy the Wastrian HQ, which is an exceptional difficult battle and very likely to result in at least one death.

Looting the Dead

While each combat looks like a normal fight, it is in reality only a small part of the battle raging on the field between tens of warriors on both sides. Even if the PCs finish their battle in a couple of rounds, the rest of the fight keeps going on for minutes. Looting the dead requires at least 10 minutes free of interruption, and that is simply not possible in the middle of a massive battle. Not to mention that most of the common folk frown heavily on looting the dead while people are still being killed on the field. As such it is highly unlikely the PCs have the time to loot their opponents. Hence looting the dead has no impact on the final reward the PCs earn.


During or directly after an encounter they might be able to grab a weapon for their own use during the actual fight, or by using a detect magic to grab a couple of scrolls and potions (and they can identify them in between the turns), but these have no impact on the final amount of gold pieces the PCs earn in this adventure. Use your own judgment when determining how much loot they can grab, but don’t overdo it. Armor is out of the question, as are more than three or four items per active character.


The end reward for the PCs is dependent on the end result of the battle. If the Sunndians are victorious they gain the maximum amount of gold for their APL as their share of the spoils of war. If it is a draw they gain 75%, and if the battle was lost the reward will be 50%. For more information see the Conclusion and the Treasure Summary at the end of the scenario.

Healing in the Field

The temples of Trithereon and Pelor have dispatched several clerics to help heal the wounded on the battlefield. During the battle these are incredibly busy and unavailable to the PCs, who most of the time have a cleric or druid (one of the PCs) attached to their group anyway. The PCs are free to buy as many scrolls and potions as they can afford before the battle starts as per the normal LG rules (max. market value of 750 gp). If they have access to specific items through their ARs then they can buy these as well before the battle. 


Once the battle is over, PCs can buy spells as per the normal rules (see http://www.sunndi.org/policies/divine_spellcasting.html). If a PC elects to buy the spells from the temple of Pelor or Trithereon, and they need them to remove a negative effect gained during this battle interactive, the price is half the value given in the Players Handbook (expensive material components still need to be paid in full). Favors still need to be spent as usual to gain access to the higher level clerics since there are many people requesting the services of the clergy.

Retreating from the battle

It is certainly possible that one or more PCs have had enough of the battle and want to withdraw from the battlefield or surrender to the Wastrians or are captured by the Wastrians. 


Retreating from a running fight is automatically successful if the character reaches the end of the battlemap with the intent to run. These characters CANNOT return to the battle but are out of harm’s way. Characters that maneuver from the battlefield for tactical reasons (such as to outflank an opponent by the shortest route possible, or being bull rushed of the board) can return, but they also can be attacked by the opposition. Use your own judgment to determine whether a PC leaves the map out of tactical considerations or to get the hell out of dodge. If at the end of a particular round nobody remains standing on the board, then that particular fight is lost. The Wastrians of course follow the same rule.


Helpless PCs that remain behind on the battlefield are not necessarily captured nor do they automatically die (assuming they have stabilized). They will miss the rest of the battle interactive, and the xp of those encounters. If the Sunndians win the battle they are recovered alive and well. If the battle is a draw then there is 50% chance of being recovered, and 50% chance of falling in the hands of the bullywugs. If the Sunndians loose they automatically fall in the hands of the Wastrians.


People that are captured by the Wastians, either by surrendering or being left on the battlefield, are either killed or imprisoned. Any non-human is executed. Luckily for them there is no time to burn the corpses, and as long as one battle group (which might a completely different one than the dead person was part of) is willing to spend 2 extra TU to recover the corpses, the corpse will be retrieved and can be raised as per the normal rules. The dead character also looses 2 extra TU in addition to any TU the character might need to spend to gain access to a raise dead. Humans are imprisoned and transported into the Vast Swamp for indoctrination. Captured PCs escape after 2 extra TU with their equipment.


In between the turns a PC can decide to withdraw from the battle. If the decision to do so is because the character is out of commission due to some kind of spell (such as blindness) or serious wounds that his companions cannot cure then this has no serious consequences. The battle is over for the PC and he does not gain xp for any of the encounters the character missed. If the character still is in a reasonable condition then it is considered desertion, which is punishable by death. Take the player to the senior DM who will deal with it. If a battle group drops below the required minimum of 4 characters the group can safely retreat as long as the remaining members accept them being reassigned to a different battle group. Once again, consult the senior DM about what happens next.

Favor of Wastri: In “SND4-05 In Sickness and in Health” the PCs had a chance to earn a favor with the Wastrians. Characters can spend this favor to prevent being executed or imprisoned. They still miss the rest of the battle. If spend to avoid a finishing blow during a fight, but when still captured in that particular fight, then the character will be released without spending the additional TU costs as well.

Regions

A map of the battlefield can be found in Appendix 4. The battlefield is divided in 7 regions:

(1) The Valley Exit (the village of Calgen is located in this region)

(2) Eastern Slope

(3) The Valley Entrance

(4) Western Slope

(5) The Swamp

(6) The Valley

(7) The Hills

At the start of the battle at least one battle group is assigned to the first five regions. If there are more than 5 battle groups, some regions may contain more than one battle group. Later on during the battle the results of each turn may result in one or more battle groups maneuvering in a different region.

The Weather: It is a relatively sunny and dry day with temperatures around 25oC. It has rained for the bigger part of the night and the sky is still overcast in the morning. There is little to no wind.

Battle Group “the Eastern Wall”

This particular document deals with the battle group “the Eastern Wall”. At the start of the battle it is assigned to region 2 “Eastern Slope”.  All the battles take place in this area.


The goal of the group is to defend the hill but preserve forces and retreat once it is invaded. The taking of the hill should invite the Wastrians to invade the valley. At this point (round 2) the group should retake the hill, and from then on hold on to it, trapping the Wastrian forces in the valley.


A map overview can be found in Appendix 4. A flow chart of the possible battles can be found in Appendix 5.

Adventure Summary 

For the battle group “The Eastern Wall” the battle starts at the eastern slopes of the valley (area 2 on the map in Appendix 4). There is no detailed map of the hill, since there are no distinctive landmarks. A description of the terrain can be found at each encounter description. The battle itself consists of three separate fights. The exact opposition and location are dependent on the results of previous fights, fought both by the group itself as well as other groups. A flow diagram of the possible encounters can be found in Appendix 5.

Introduction: Returning from their missions during the night, the PCs are ushered to their posts at the battlefield and introduced to the men under their command. There is not much time before a flock of bat-like creatures fly high over, and the first bullywugs appear on the horizon.

Encounter 1 [Defend Eastern Slope I]: The PCs will have some time to prepare for the coming battle, but within minutes the skeletons and their cleric  commanders appear on the battlefield.  While the PCs are expected to retreat, the outcome (victory or defeat) of this battle determines the strength of the opposition in the next round.

Encounter 2 [Reconquer the Western Slope]: The PCs need to reconquer the eastern hill on the Wastrians. After a run upon a steep hill they face human officers and their bullywug elite that protect the Wastrian archers. The opposition's strength depends on the success of the group in past battles.

One of the following two Encounters:

Encounter 3A [Defend Eastern Slope III]: In a desperate attempt to destroy the forces on the hill, the Wastrians send the remaining flying troops over the hill to drop clay jars filled with dangerous vermin. The opposition's strength depends on the success of the group in past battles.

Encounter 3B [Reconquer the Eastern Slope III]: In a last attempt to destroy the bullywugs in the valley, the Sunndians need to conquer the eastern hill. Running up a steep slope, and facing a rain of death, they have to destroy the sorcerer commander and his bodyguards to turn the tide and conquer the hill. The opposition's strength depends on the success of the group in past battles.

Introduction

After a briefing early the previous evening, and some action during the night, the real action is finally to begin. With the rising of the sun, the march of the bullywugs has begun. The call to arms is sounded, the last commands are given and people girth themselves for battle. A sense of grim foreboding settles over the army.  Who knows what the day will bring? Will they still live when the sun sets? Or will they face judgment before the gods?


Once all the players are seated, and the senior DM has given the sign to start, read out aloud the following:

With the rise of the sun, he bullywugs and their human officers rise as well. The call to arms has been sounded, and soldiers ready themselves as quickly as possible for the coming battle. Messengers rush to the various units along the line, giving the last commands before the battle starts. With fresh commands on hand you rush towards your battle group at the hill east of the valley – hoping to arrive before the Wastrians start their assault. Soon the battle will start and who knows what the day will bring (except a lot of pain and suffering)? 

Introductions are likely unnecessary by this time since the PCs have been working together in the previous round of the special. It is a good time though to remind the characters of their mission and how the battle interactive works and to ask if they have any long duration buff spells running. At the same time, you might want to verify if there are any characters in the group that have a favor with the Wastrians or are officers within the Sunndian Army. Once you are absolutely certain the players are aware of the rules of the game, proceed with Encounter 1.

Encounter 1:

Defend the Hill [Defensive]

When you arrive at the southern edge of the hill, you note to your relief that the bullywugs have not yet been sighted, let alone assaulted it. Looking down the slope towards the swamp in the south you notive long stretches of high grass in wetlands. The grasses will definietly provide some concelament for approaching forces, but a large stretch of road cuts through it, so at least the approach will not be unnoticed.


The grasses frow much shorter a few hundred feet from the hill you are on, where only a few patches of reed remain. The few bushes growing on the slopes of this slippery hill do not provide much cover, not for you nor for an approaching army. A look along the defensive perimeter, where your men are preparing themselves for battle and setting up a  barrier from wood and debris, shows that the soldiers are ready for whatever the Wastrians plan to send at you.


As soon as you arrive, several officers rush towards you, curious to meet their commanders and eagerly awaiting your orders. Before you can react, you note a swarm of human sized flying creatures rising from the swamp to the south, rising up and flying over the battlefield far beyond your reach towards the north. Whatever their goal, it is unlikely to be good for Sunndi, but right now they are not your problem…

The PCs have arrived at the site of their first battle for the day and those under their command are waiting for their orders. The flying creatures are abishai, minor devils summoned by the Wastrians to harry the Sunndian forces to the north (certain as they are that the forces at the entrance are going to be defeated without much trouble). A DC 25 Spot check allows the PCs to recognize them as devils of some kind, though a DC 15 Knowledge (the Planes) check is required to realize they are abishai. In any event, their presence is unimportant to this battle group and the characters should not spend too much time on them.


The Sunndian forces stationed on the eastern hill consists mainly of archers and a unit of heavy infantry as the archers’ bodyguards. Right now, they correctly expect an assault from the swamp to the south and as such the infantry is setting up a make-shift defensive wall halfway up the hill with the archers behind them. 


Barriers: The slope the PCs are on is currently devoid of any barriers. This is to allow the PCs to distribute the barriers.


They have bags, debris, wire, and wood available to build a barrier 60 feet (12 squares) long and 4 feet high, which provides full cover to prone and small characters and half cover (+4 to AC from missile fire) to medium characters. The material can also be used to make a lower barrier – for each 5 feet of normal  barrier, 10 feet of lower barrier (2 feet high) can be made. This grants quarter cover (+2 AC from missile fire) to medium characters, half cover (+4 AC from missile fire) to small characters, and full cover to prone characters. Note that since it is of import that the Cs take the hill later on, they may want to set it up in such a way that it will be hard to take the hill from one side (i.e. the south), but easier form the other (i.e. the north). Since there is little time later on to move the barriers, once they are set up they remain for the reminder of the battle.


There are three racks filled with missile weapons: javelin, arrows, and crossbow bolts. Restocking a quiver or drawing a javelin from these racks is a move-equivalent action. A PC must be adjacent to a rack to draw or restock.

Terrain: The eastern hill is a muddy slippery hill with on the southern side rather gentle slopes.  The slopes on the west side of the hill (at the valley side) are too steep to simply walk – a character has to make a DC 10 Climb check to get up that slope. The eastern slope is slippery and has many loose stones that impede movement. Those moving up can move at only half speed. Running or charging is possible but requires a DC 12 Balance check. Failing the check means a character slips and falls prone. Balance and Tumble checks on the slope  have a -2 penalty (included in the check mentioned above).


The fight takes place on this slope. The Wastrians start on lower ground, and as such the PCs gain a +1 bonus on melee attacks against the Wastrians. Of course, if the Wastrians maneuver to the other side they gain that benefit as opposed to the PCs. About 1/3rd of the battlefield is overgrown with light undergrowth, which provides concealment to those within. There are also several larger rocks that provide cover. You are free to assign terrain to the battlemap as long as both sides benefit equally from it.


Note that the PCs start at one side of the battlemap and the enemies at the other.


Give the PCs about 10 minutes to prepare themselves (and set up the barriers), before the enemy appears on the scene and the battle starts.

Creatures: The Wastrians are expecting archers, and decided to animate several units of skeletons as the front-line of their assault. Once the archers are busy vending off the skeletons the living troops start marching up as well. During this fight the PCs face a high ranking cleric of Wastri and his body guards.


The battle starts as soon as the skeletons walk out of the cover of the swamp and start rushing the hill, using the cover of the wetlands to avoid most missile fire. During this phase of the battle the PCs are not involved except perhaps in a cinematic fashion if there are archers among them. They cannot target Burrell or his bodyguards, simply because they have not yet seen them. Once the skeletons have arrived at the hill things change, and for the PCs the real fight starts: start counting the rounds of combat from this moment on.

Creatures: The first wave of creatures sent to conquer the hill are undead, skeletons in quite a large number, specifically selected since missile fire hardly harms them, and they are relatively quick. The main batch of these skeletons attack the PCs units, but a number of the tougher ones, with their clerical commander, assaults the PCs.


The skeletons have been bolstered before the combat begins, and have a +2 modifier on their turn resistance.

APL 4 (EL 6)

Berryl: Male human Clr5; hp 32; See Appendix 1.

Skeleton Owlbear (2): hp 42; See Monster Manual page 226 and Appendix 1.

APL 6 (EL 8)

Berryl: Male human Clr7; hp 45; See Appendix 2.

Skeleton Troll (2): hp 51; See Monster Manual page 227 and Appendix 2.

Tactics: Just before arriving at the hill, Berryl  bolsters his bodyguards (and the minor skeletons within range). He also has a resist energy (fire) and an entropic shield active. One of the first spells he casts once at the hill is a desecrate to aid the undead around him. He is a Wastrian fanatic with a deep hatred for elves and dwarves and he prefers to direct his servants to attack those in preference to others. He is no fool though, and if doing so opens him up to attacks by a human fighter, he will not do so. He knows that this is hardly the last battle, and as such he loves to cast very long lasting curses upon the PCs such as blindness/deafness and bestow curse (favoring the 50% chance to do nothing curse), realizing it increases the chance of Wastrian’s forces in the future. He fights to the death for the same reason. 


Do not forget that Berryl can use his spontaneous inflict spells to cure the undead. Though he loves casting inflict spells on his opponents as well.

Treasure: As is stated above, there is little to no time to loot the corpses of the opposition. The PCs might be able to grab some of the weapons and alchemical items. Of particular interest to the PCs are Berryl’s healing scrolls. Remember that, the PCs have to decipher these first (DC 20 + spell level Spellcraft or a read magic) before they can use them.

Development: The PCs have 6 (or 7 if there is a military officer among the group) rounds to defeat the officers. Defeating the officers is important to weaken the opposition for later battles. Regardless of the outcome, though, the group is to retreat- if  the opposition isn't defeated in time, their men start to loose courage and flee the region en-masse. In their haste to flee the area, they open themselves up to attack from the archers and many die while running. If on the other hand the PCs quickly dispatch their opposition, the soldiers take courage and in their retreat bring a significant blow to the enemy's forces.


Once done, note down the results (victory, draw or lost) and send one of the players to the senior DM to report the battle group’s progress. The players will have a small break while the senior DM is processing the results, but warn them to respect the other tables that might still be playing. If the battle group “The Anvil” is finished with their battle, the players are encouraged to interact in character with the players assigned to those battle groups during the break.


The 2nd round of the battle starts once the senior DM informs you which EL to use. While reconquering the hill. For more information see Appendix 5.

Encounter 2A: 

Defend the Hill [Defensive]

It has been two hours since the sun rose, and the battle of Calgen started in earnest. Smoke rises above the battlefield, and the moans of the wounded and dieing are difficult to ignore. Trumpets sound, and battle cries can be heard from the valley below. The valley is filled with bullywugs, but right now those are not your concern. 


The eastern slope has fallen under Wastrians control as expected, but many a good man and woman lost their lives in the battle. Since controlling the slopes of the valley are of vital importance to the success of the battle, your group has now been tasked to reconquer it ,before the Wastrian troops can actually support  the forces that our now flooding the valley.


After a brief break, your forces regrouped and now they are ready to march upon the hill to the south. Your group has to rush up the steep slope while being fired upon by the bullywug archers on top of the hill.

This battle is fairly straightforward. The PCs have to rush up the hill and destroy the soldiers as quickly as possible to regain control of the hill. If the PCs were wise, they did not build many defenses on this side of the hill (after all, they knew they would have to regain the hill). 

Terrain: Before the fight starts, it is important to note which side is up and which side is down. The bullywugs start on top of the hill, and the PCs start below. The north slope of the hill is steep (but not as slippery as the south slope) and creatures moving upward need to spend double movement costs for each square they cross. Like the previous battle, those on higher ground gain a +1 bonus on melee attacks against opponents on lower ground.  About 1/4th of the battlefield is overgrown with light undergrowth, which provides concealment to those within. Another 1/4th of the battlefield consists of scree, raising movement to 4 times the normal cost. There are also several larger rocks that provide cover. You are free to assign terrain to the battlemap as long as both sides benefit equally from it. 

Creatures: As soon as the Wastrians conquered the hill, they moved their archers and heavy infantry to the top to strike at any forces stationed in Calgen. The PCs will be facing the heavy infantry that form the protective barrier between the Sunndians and the archers. The first part of the assault can be quickly described with the PCs and their men rushing up the hill with men dying left and right under a rain of arrows. Once the PCs are nearly at the top the battle starts for them. They face the elite of the heavy infantry: a marshal and his two bodyguards.

APL 4 (EL 5, 6, 7 or 8)

Captain Rubher: Human male marshal3; hp 23; See Appendix 1.

Bullywug Soldiers (1, 2, 3 or 4): Male bullywug Ftr3; hp 34; See Appendix 1.

APL 6 (EL 7, 8, 9 or 10)

Captain Rubher : Human male marshal5; hp 37; See Appendix 2.

Bullywug Soldiers (1, 2, 3 or 4): Male bullywug Ftr5; hp 54; See Appendix 2.

Tactics: Rubher knows his troops are not strong enough to hold of a serious assault on his position. His best bet is to warn his superiors, hope for reinforcements and try to delay the opposition as long as possible. They are using the PCs' original barriers if possible as cover against missile fire, or if that is not possible, a few planted tower shields. Their favorite tactic is to trip the PCs, using the marshal’s minor aura “the art of war” and the reach of their chains to its fullest benefit. Their role is to delay, so if the PCs have some excellent archers, they are not adverse to use smokesticks or tanglefoot bags. The smoke might offer concealment to the PCs in melee as well, but the protection against missile fire is by far preferable above that minor benefit.


At EL 8+ the bullywugs are more than willing to use their potions of enlarge person. Rubher will start the battle with the minor aura motivate dexterity active, but he switches it to the art of war as soon as the PCs are within melee range.

Treasure: As is stated above, there is little to no time to loot the corpses of the opposition. The PCs might be able to grab some of the weapons and alchemical items. Of particular interest to the PCs are the potions of cure light wounds.

Development: The PCs have 4 (or 5 if there is a military officer among the group) rounds to defeat the opposition, though if the party is not victorious the combat lasts until it is certain whether the fight is a draw or a defeat (after 7 or 8 rounds). If they fail, their men start to loose heart, and flee the battlefield. Even those that remain fight with less skill and dedication, until even they falter. If the PCs are victorious, the opposition looses faith and start fleeing into the valley below and the swamp to the south. In either case, the battle will rage on for some more time before the final victory can be achieved, but it is in the first few seconds that end result is determined.


Once finished note down the result (victorious, draw or lost) and send one player to the senior DM to report the results. While waiting for the results, the players can take a small break or interact with fellow PCs that have already finished their battle. This is only allowed with PCs that are part of the battle group the “Anvil”, assuming they control the valley slopes. If The Hammer is preparing themselves for an assault on the valley, they are also in the same region and as such can be interacted with.


Depending on the results of this battle, the PCs have to again attempt to regain control of the Eastern Slope (Encounter 3B) or defend their positions (Encounter 3A). The difficulties of these fights are the same as for this encounter – see 
Appendix 5. Once you got the details from the senior DM, and the go-ahead signal, start with the 3rd encounter.

Encounter 3A: 

Defend Eastern Slope III [Defensive]

Four hours have past since the sun rose this morning, and for four hours the battle of Calgen has been raging on. A battle unlike those you usually fight during your adventures. The earth and river is drenched with blood, and the smell of smoke, sweat and blood are difficult to ignore as are the many corpses that lay everywhere.


You find yourself again at the west side of the hill overlooking the valley below. At your side of the valley battle has been a relative success, and as planned the bullywugs are bottled up in the valley. It will be only a matter of time before the opposition is destroyed. Conquering the hills is not a priority for them, but destroying the archers posted there probably is. Who knows what they will sent in your direction?

As the boxed text notes, the Wastrians are not about to waste more forces on the conquest of the hill. Instead they have devised a method to greatly hinder the archers’ effectivity…

Terrain: Unlike the previous fights, this one takes place on top of the hill. The PCs might start at the top of the slope, but the attack comes from above and it is unlikely to take the PCs on the actual slope. Hence there is no such thing as higher or lower ground. About 1/3rd of the battlefield is overgrown with light undergrowth, which provides concealment to those within. There are also several larger rocks that provide cover. You are free to assign terrain to the battlemap as long as both sides benefit equally from it.

Creatures: By now conquest of the hill is out of the question. The Wastrian’s best bet is to keep the archers as busy as possible to prevent them from raining arrows down upon the forces bottled up in the valley below. To achieve this, they rounded up the abishai used at the start of the battle, and provided them with clay jars filled with aggressive vermin. They are to drop these on the west hill, and fly away again. Allow the PCs a DC 20 Spot check to see the abishai approaching and dropping the jars. Those who are successful have a surprise round to prepare themselves before the bombs fall. Those who fail cannot do a thing before they are standing in the middle of the swarm.


Note: the abishai drop one jar on a randomly determined PC. They are too far up to recognize one creature from another. No more than one jar will be dropped on one PC. Once on the floor the swarm immediately spreads to fill four squares.


This encounter is more difficult depending on successes or failures of previous battles, as more or less devils are deployed elsewhere, replacing forces lost in the battles with the hill.

APL 4 (EL 5, 6, 7 or 8)

Locust Swarm (2, 3, 4 or 6): hp 21 each; See Monster Manual page 239.

APL 6 (EL 7, 8, 9 or 10)

Centipede Swarm (3, 4, 6 or 8): hp 31 each; See Monster Manual page 238.

Tactics: Bite. Crawl. Bite and bite some more until they are dispersed or there is no creature left alive. 

Treasure: None.

Development: The PCs have 6 (or 7 if there is a military officer among the group) rounds to defeat the opposition. If they fail, their men start to loose heart, and flee from the battlefield. Even those that remain fight with less skill and dedication, until even they falter. If they have still not succeeded by the start of the 7th (or 8th) round then the battle is lost and the archers are way too busy with the vermin to shoot at the bullywugs below. If the PCs are victorious though, their success bolsters their men and despite the abundance of vermin the archers keep firing down into the valley while the PCs are busy killing more of the vermin.


Once finished note down the result (victorious, draw or lost) and send one player to the senior DM to report the results. The rest of the players can take a short break until all other tables are finished and the senior DM has determined the results of the complete battle. Once the announcement has been made, the players will return to your table to receive their ARs.

Encounter 3B: 

Reconquer the West Slope II [Offensive]

Four hours have past since the sun rose this morning, and for four hours the battle of Calgen has been raging on. A battle unlike those you usually fight during your adventures. The earth and river is drenched with blood, and the smell of smoke, sweat and blood are difficult to ignore as are the many corpses that lay everywhere.


Regaining control of the Eastern Slope proved more difficult then expected. Since the hill is important, you are ordered to march upon the hill once again. Your men and you are stationed again at the north side of the hill where the slope is steep. By now most of the undead have been destroyed, or their controllers have spend their energy and retreated from the battlefield. In their wake they left behind a group of exhausted humans. It would have been an easy victory, where it not for the fact that your men are tired as well and those on the hill are truly fanatically dedicated to the cause of Wastri.

This battle is fairly straightforward. The PCs have to rush up the hill and destroy the soldiers as quickly as possible to regain control of the hill. If the PCs were wise, they did not build many defenses on this side of the hill (after all, they knew they would have to regain the hill). 

Terrain: Before the fight starts, it is important to note which side is up and which side is down. The bullywugs start on top of the hill, and the PCs start below. The north slope of the hill is steep and creatures moving upward need to spend double movement costs for each square they cross. Like the previous battle, those on higher ground gain a +1 bonus on melee attacks against opponents on lower ground.  About 1/4th of the battlefield is overgrown with light undergrowth, which provides concealment to those within. Another 1/4th of the battlefield consists of scree, raising movement to 4 times the normal cost. There are also several larger rocks that provide cover. You are free to assign terrain to the battlemap as long as both sides benefit equally from it. 


Luckily for the PCs, the Sunndians did not build many defenses on this side of the hill since they did not expect an attack from this side.

Creatures: By now the Wastrians are exhausted and their forces are drained. Still, for this battle to become a success they need to remain in control of the hill. So they positioned the best of the best on the top: human soldiers who are aspiring to become pious templars. 


Like the previous fights, there is no need to play out the assault up the hill until the PCs actually arrive at the lines of the Wastrians. Here they face the human captain, a fanatic sorcerer, and his equally fanatic bodyguards: fighters trained in the use of the glaive.

APL 4 (EL 5, 6,7 or 8)

Captain Dalton: Human male Sor3; hp 19; See Appendix 1.

Wastrian Soldiers (1, 2, 3, or 4): Male human Ftr3; hp 28; See Appendix 1.

APL 6 (EL 7, 8, 9 or 10)

Captain Dalton: Human male Sor5; hp 31; See Appendix 2.

Wastrian Soldiers (1, 2, 3, or 4): Male human Ftr5; hp 44; See Appendix 2.

Tactics: Covered on the left and right flank by rocks, the forces stay where they are, readying their glaives is possible or else using bows. They are fanatic, and very likely to kill opponents even at the expense of their own safety. In that case they must be certain that they actually kill somebody. They are experts in the use of the glaive, and will use their reach advantage in the best way possible. The sorcerer has used about half of his spells in previous fights. He focuses on clerics with his ranged attacks, trying to get those down as quickly as possible.

Treasure: As is stated above, there is little to no time to loot the corpses of the opposition. The PCs might be able to grab some of the weapons and alchemical items. Of particular interest to the PCs are the potions. Though by the end of this fight, the battle is over and the items have little impact.

Development: The PCs have 4 (or 5 if there is a military officer among the group) rounds to defeat the opposition. If they fail, their men start to loose heart, and flee from the battlefield. Even those that remain fight with less skill and dedication, until even they falter. If they have still not succeeded by the start of the 5h (or 6th) round then the battle is lost and they PCs have to retreat. Allowing Wastrians to remain in control of the hill long enough to minimize damage done to the bullywugs by the Sunndians. If the PCs are victorious, the Sunndian archers are just in time to rain death upon the bullywugs in the valley and block any attempt to flee over the west hill. While the fighting will last for the better part of the day, by the fall of the evening many more bullywugs have died then Sunndian soldiers.


Once finished note down the result (victorious, draw or lost) and send one player to the senior DM to report the results. The rest of the players can take a short break until all other tables are finished and the senior DM has determined the results of the complete battle. Once the announcement has been made, the players will return to your table to receive their ARs.

Conclusion

After six hours of fighting, the dust final settles and both sides retreat to lick their wounds. Who the ultimate victor is is highly dependent on the total efforts of all involved battle groups. Send the players to the mustering area for a short interactive where they can discuss the events of the day with each other. In the mean time the DMs determine the end results of the battle, and who earned membership of the Order of the Golden Sun. Once they are ready, the results will be announced at the mustering area and players are directed back to their tables to receive the ARs for the event.

Campaign 

Consequences

At the conclusion of this event the DM should answer the following questions regarding how events transpired. These answers should be given as soon as possible to the senior DM at the event.

1. How many victory points did the PCs gather during the battle?

2. How many victory points did the bullywugs gather during the battle?

3. Who do you nominate for the Order of the Golden Sun and why?

Of course, besides the answers to these questions, a short summery of what transpired and a review of the scenario is welcome as well. If there are any things you or the players particularly liked or disliked, let us know as well.

The End

Experience Point Summary

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

Round 2:

Encounter 1: [Title]

Experience objective


APL2 
AA XP 

APL4 
AA XP 

APL6 
AA XP 

APL8 
AA XP

Encounter 2: [Title]

APL2 
AA XP 

APL4 
AA XP 

APL6 
AA XP 

APL8 
AA XP

Discretionary Role-playing Award

APL2 
AA XP 

APL4 
AA XP 

APL6 
AA XP 

APL8 
AA XP

Round 3: The Battle of Calgen

Encounter 1: Defend Eastern Slope I

Defeat the opposition:

APL2 
120 XP 

APL4 
180 XP 

APL6 
240 XP 

APL8 
300 XP

APL10 
360 XP 

APL12 
420 XP

Encounter 2: Reconquer the Eastern Slope

Defeat the opposition:

APL2 
120 XP 

APL4 
180 XP 

APL6 
240 XP 

APL8 
300 XP

APL10 
360 XP 

APL12 
420 XP

Encounter 3: Defend the Eastern Slope III, or Reconquer the Eastern Slope II

Defeat the opposition:

APL2 
120 XP 

APL4 
180 XP 

APL6 
240 XP 

APL8 
300 XP

APL10 
360 XP 

APL12 
420 XP

Discretionary Role-playing Award

Due to the nature of round 3 there is no role-playing xp award.

Total Possible Experience for the Whole Event:

APL2 
675 XP 

APL4 
1000 XP 

APL6 
1350 XP 

APL8 
1675 XP

APL10 
2025 XP 

APL12 
2350 XP

Treasure Summary

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


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


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


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


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


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

Round 2: [???]

APL 2: Total: 375 gp

APL 4: Total: 525 gp

APL 6: Total: 675 gp

APL 8: Total: 975 gp

APL 10: Total: 1725 gp

APL 12: Total: 2475 gp

Round 3: The Battle of Calgen

If the Sunndian Army was victorious:

APL 2: Total: 300 gp

APL 4: Total: 450 gp

APL 6: Total: 675 gp

APL 8: Total: 975 gp

APL 10: Total: 1725 gp

APL 12: Total: 2475 gp

If the battle was a draw:

APL 2: Total: 250 gp

APL 4: Total: 335 gp

APL 6: Total: 505 gp

APL 8: Total: 730 gp

APL 10: Total: 1295 gp

APL 12: Total: 1855 gp

If the Sunndian Army lost the battle:

APL 2: Total: 150 gp

APL 4: Total: 225 gp

APL 6: Total: 335 gp

APL 8: Total: 485 gp

APL 10: Total: 860 gp

APL 12: Total: 1240 gp

Total Possible Treasure

APL 2: Total: 675 gp

APL 4: Total: 975 gp

APL 6: Total: 1350 gp

APL 8: Total: 1950 gp

APL 10: Total: 3450 gp

APL 12: Total: 4950 gp

Items for the Adventure Record

Favor Count Kestor: Besides standard uses, it can be used to gain 1 time access to one of the following items (or spend more favors for better access):

Expend 1 favor: One of the following items: Brooch of shielding, folding boat, horn of goodness/evil, necklace of fire balls (up to type V), pearl of power (1st and 2nd level), slippers of spider climbing, or a stone of alarm. 

Or upgrade one bracers of armor, cloak or vestment of resistance to +2. 

Or you can write six spell levels of arcane Abjuration or non-evil Necromantic core access spells of up to 6th level of your choice in your spellbook for the normal costs.

Expend 2 favors: One of the following items: Belt of giant strength +4, boots of levitation, cape of the mountebank, necklace of fire balls (type VI and VII), pearl of power (3rd level), scabbard of keen edges.

Or upgrade one amulet of health, or headband of intellect to +4.

Or upgrade a cloak or vestment of resistance up to +3.

Or upgrade bracers of armor up to +4.

Or you can write twelve spell levels of arcane Abjuration or non-evil Necromantic core access spells of up to 7th level of your choice in your spellbook for the normal costs.

Expend 3 favors: Upgrade one amulet of health, belt of giant strength, bracers of armor or a headband of intellect to +6.

Or upgrade a cloak or vestment of resistance up to +4.

Order of the Golden Sun: For outstanding bravery or shrewdness on the battlefield you have been awarded the Golden Sun. This counts as a favor with King Hazendel, any other member of the Congress of Lords (with the exception of Count Donner), or as a recommendation for the army. Besides standard uses, it grants a +2 circumstance bonus on Diplomacy checks with members of the Sunndian military and associated organizations. Furthermore, people can advance to lieutenant without the leadership feat.

Item Access

<Standard>

Appendix 1:
APL 4

Encouner 1: Defend Eastern Slope I

Berryl: Male human (Oeridian) Clr5; CR 5; Medium Humanoid (human); HD 5d8+5; hp 32; Init +0; Spd 20 ft.; AC 22 (touch 10, flat-footed 22); Base Atk +3; Grp +5; Atk +6 melee (1d8+2, masterwork morningstar) or +3 missile (1d8/19-20/x2, light crossbow); Full Atk +6 melee (1d8+2, masterwork morningstar) or +3 missile (1d8/19-20/x2, light crossbow); SA Rebuke undead 4/day, spontaneous inflict; SQ Fire resistance 10*, 20% chance when attacked with missile fire**; AL LE; SV Fort +6, Ref +2, Will +8; Str 14, Dex 10, Con 13, Int 10, Wis 16, Cha 12.


* Due to a resist energy spell he cast before the battle.


** Due to an entropic shield.


Skills and Feats: Concentration +8, Knowledge (religion) +7, Spellcraft +7; Corpsecrafter, Deadly Chill, Improved Turning, Martial Weapon Proficiency (glaive), Weapon Focus (glaive).


Spells prepared (5/5/4/3; Base DC = 13 + spell level): 0​–detect magic (2), detect poison, guidance (2); 1st–bless, cause fear, entropic shield, protection from chaos*, shield of faith; 2nd–cure moderate wounds, desecrate, resist energy, spiritual weapon*; 3rd–bestow curse, blindness/deafness, magic vestment*.


* Domain spell. Deity: Wastri. Domains: Law (+1 CL with lawful spells); War (martial weapon feats).


Possessions: Masterwork morningstar, dagger, light crossbow, 20x bolts, +1 full plate, heavy wooden shield*, cloak of resistance +1, wooden holy symbol, spell component pouch, vial of unholy water, 25 gp in silver, 2x scroll of cure light wounds, scroll of cure moderate wounds.


* +1 due to magic vestment.

Owlbear Skeletons, advanced (2): CR 2; Large undead; HD 5d12+10; Hp 42 each; Init +6; Spd 30 ft.; AC 13 (touch 9, flat-footed 11); Base Atk +2; Grp +13; Atk +8 melee (1d6+7+1d6 cold, claw); Full Atk +8/+8 melee (1d6+7+1d6 cold, claw) and +3 melee (1d8+3+1d6 cold, bite); Space/Reach 10 ft./5 ft.; SA Deadly chill (+1d6 cold dmg with natural attacks); SQ DR 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits; AL NE; SV Fort +1, Ref +3, Will +4; Str 25, Dex 14, Con –, Int –, Wis 10, Cha 1.


Skills and Feats: –; Improved Initiative.


Possessions: –

Encounter 2: Reconquer the Eastern Slope

Captain Rubher: Human male (Suel) marshal3; CR 3; Medium Humanoid (human); HD 3d8+6; hp 23; Init +0; Spd 20 ft.; AC 19* (touch 11, flat-footed 19); Base Atk +2; Grp +3; Atk +4 melee (2d4+1/x3, masterwork guisearme) or +3 melee (1d8, flail) or +2 missile (1d8/19-20/x2, light crossbow); Full Atk +4 melee (2d4+1/x3, masterwork guisearme) or +3 melee (1d8, flail) or +2 missile (1d8/19-20/x2, light crossbow); SQ Auras (minor: +2, major: +1); AL LE; SV Fort +6, Ref +2, Will +3; Str 12, Dex 10, Con 14, Int 13, Wis 8, Cha 15.


*Includes the +1 due to his major aura (see below).


Skills and Feats: Bluff +8, Diplomacy +13, Intimidate +8, Ride +5, Speak Languages (Ancient Sueloise, Common, Bullywug), Survival +4, Swim -3; Combat Expertise, Improved Trip, Skill Focus (Diplomacy).


Auras (Ex): The marshal exerts an effect on allies (including himself) within 60 ft. that can hear, and understand (intelligence of 3 or higher, speak the same language) him. The marshal activates an aura as a swift action, and one minor and one major aura can be active at the same time.  The aura grants a circumstance bonus equal to the charisma bonus (if any) for a minor aura and a specific amount depending on level for major auras on certain dice rolls as determined per aura.


Auras known: minor–art of war (+2 bonus on disarm, trip, bull rush, and sunder attempts), force of will (+2 bonus on Will saving throws); major–motivate care (+1 bonus on AC).


Possessions: Masterwork guisarme, flail, dagger, light crossbow, 20 bolts, masterwork full plate, 2 tanglefoot bags, 2 smokesticks, cloak of resistance +1, potion of cure light wounds.

Bullywug Soldiers (2): Male bullywug Ftr3; CR 3; Medium Humanoid (aquatic); HD 3d10+12; hp 34; Init +1; Spd 20 ft., swim 30 ft.; AC 20* (touch 12, flat-footed 19); Base Atk +3; Grp +5; Atk +6 melee (2d4+3, masterwork spiked chain) or +4 missile (1d6+2, javelin); Full Atk +6 melee (2d4+3, masterwork spiked chain) or +4 missile (1d6+2, javelin); SQ Marsh move; AL LE; SV Fort +7, Ref +2, Will +0; Str 15, Dex 12, Con 19, Int 13, Wis 8, Cha 6.



*Includes the +1 due to the marshal’s major aura (see above).


Skills and Feats: Climb +7, Hide -1 (+5 in marshes), Jump +7, Swim +14; Combat Expertise, Combat Reflexes, Exotic Weapon Proficiency (Spiked Chain), Improved Trip.


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


Possessions: Masterwork spiked chain, dagger, 5 javelins, +1 chain shirt, tanglefoot bag, smokestick, potion of cure light wounds.

Encounter 3B: Reconquer the Eastern Slope II

Captain Dalton: Male human (Oeridian) Sor3; CR 3; Medium Humanoid (human); HD 3d4+9; hp 19; Init +6; Spd 30 ft.; AC 12 (touch 12, flat-footed 10); Base Atk +1; Grp +0; Atk +0 melee (1d4-1/19-20/x2, dagger) or +4 missile (1d8/19-20/x2, masterwork light crossbow); Full Atk +0 melee (1d4-1/19-20/x2, dagger) or +4 missile (1d8/19-20/x2, masterwork light crossbow); AL LE; SV Fort +4, Ref +4, Will +4; Str 8, Dex 14, Con 14, Int 12, Wis 10, Cha 16.


Skills and Feats: Bluff +9, Concentration +8, Diplomacy +5, Knowledge (arcana) +7, Spellcraft +7; Improved Initiative, Improved Toughness.


Spells Known (6/6; Base DC = 13 + spell level): 0–detect magic, detect poison, flare, message, read magic; 1st–color spray, magic missile, shield.


Possessions: Dagger, masterwork light crossbow, vestment of resistance +1, scroll of glitterdust, 2 scroll of scorching ray, wand of ray of enfeeblement.

Wastrian Soldiers (1 or 2): Male Human Ftr3; CR 3; Medium Humanoid (human); HD 3d10+6; hp 28; Init +1; Spd 20 ft.; AC 18 (touch 11, flat-footed 17); Base Atk +3; Grp +6; Atk +7 melee (1d10+4/x3, masterwork glaive) or +5 missile (1d8+3/x3, masterwork mighty composite longbow); Full Atk +7 melee (1d10+4/x3, masterwork glaive) or +5 missile (1d8+3/x3, masterwork mighty composite longbow); AL LE; SV Fort +6, Ref +3, Will +3; Str 16, Dex 12, Con 14, Int 10, Wis 12, Cha 8.


Skills and Feats: Handle Animal +4, Knowledge (religion) +3, Ride +5, Swim -5; Combat Reflexes, Improved Buckler Defense, Power Attack, True Believer, Weapon Focus (glaive).


Possessions: Masterwork glaive, dagger, masterwork mighty composite longbow (+3 strength), banded mail, buckler, cloak of resistance +1, potion of cure light wounds, 2 smokesticks.
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Encounter 1: Defend Eastern Slope I

Arrash: Male human (Oeridian) Clr7; CR 7; Medium Humanoid (human); HD 7d8+7; hp 45; Init +0; Spd 20 ft.; AC 23* (touch 11, flat-footed 23); Base Atk +5; Grp +7; Atk +8 melee (1d8+2, masterwork morningstar) or +5 missile (1d8/19-20/x2, light crossbow); Full Atk +8 melee (1d8+2, masterwork morningstar) or +5 missile (1d8/19-20/x2, light crossbow); SA Rebuke undead 4/day, spontaneous inflict; SQ Fire resistance 20**, 20% miss chance when targeted by missile fire***; AL LE; SV Fort +7, Ref +3, Will +9; Str 14, Dex 10, Con 13, Int 10, Wis 16, Cha 12.


* +2 deflection bonus vs. chaotic opponents.


** Due to resist energy (fire)


*** Due to entropic shield


Skills and Feats: Concentration +10, Knowledge (religion) +9, Spellcraft +9; Corpsecrafter, Deadly Chill, Improved Turning, Martial Weapon Proficiency (glaive), Spell Focus (Necromancy), Weapon Focus (glaive).


Spells prepared (6/6/5/4/2; Base DC = 13 + spell level): 0​–detect magic (2), cure minor wounds, detect poison, guidance (2); 1st–bless (2), entropic shield, obscuring fog, protection from chaos*, shield of faith; 2nd–cure moderate wounds, death knell, desecrate, resist energy, spiritual weapon*; 3rd–bestow curse, blindness/deafness, cure serious wounds, magic circle against chaos*; 4th–orders wrath*, poison.


* Domain spell. Deity: Wastri. Domains: Law (+1 CL with lawful spells); War (martial weapon feats).


 Due to Spell Focus (Necromancy) the base DC against these spells is 14 + spell level.


Possessions: Masterwork morningstar, dagger, light crossbow, 20x bolts, +1 full plate, +1 heavy wooden shield, cloak of resistance +1, ring of protection +1, wooden holy symbol, spell component pouch, vial of unholy water, 25 gp in silver, 2x scroll of cure light wounds, scroll of cure moderate wounds.

Troll Skeletons (2): CR 3; Large Undead; HD 6d12+12; hp 51 each; Init +7; Spd 30 ft.; AC 14 (touch 11, flat-footed 11); Base Atk +4; Grp +14; Atk +10 melee (1d6+8+1d6 cold, claw); Full Atk +10/+10 melee (1d6+8+1d6 cold, claw) and +5 melee (1d6+4+1d6, bite); Space/Reach 10 ft./10 ft.; SA Deadly chill; SQ DR 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits; AL NE; SV Fort +2, Ref +5, Will +5; Str 27, Dex 16, Con –, Int –, Wis 10, Cha 1.


Skills and Feats: –; Improved Initiative.


Possessions: –

Encounter 2: Reconquer the Western Slope

Captain Rubher: Human (Suel) male marshal5; CR 5; Medium Humanoid (human); HD 5d8+10; hp 37; Init +0; Spd 20 ft.; AC 20* (touch 11, flat-footed 20); Base Atk +3; Grp +4; Atk +5 melee (2d4+2/x3, +1 guisearme) or +4 melee (1d8, flail) or +3 missile (1d8/19-20/x2, light crossbow); Full Atk +5 melee (2d4+2/x3, +1 guisearme) or +4 melee (1d8, flail) or +3 missile (1d8/19-20/x2, light crossbow); SQ Auras (minor: +3, major: +1), grant move action 1/day; AL LE; SV Fort +7, Ref +2, Will +4; Str 12, Dex 10, Con 14, Int 13, Wis 8, Cha 16.


*Includes the +1 due to his major aura (see below).


Skills and Feats: Bluff +11, Diplomacy +16, Intimidate +11, Ride +7, Speak Languages (Ancient Sueloise, Common, Bullywug), Survival +6, Swim -1; Combat Expertise, Improved Trip, Skill Focus (Diplomacy).


Auras (Ex): The marshal exerts an effect on allies (including himself) within 60 ft. that can hear, and understand (intelligence of 3 or higher, speak the same language) him. The marshal activates an aura as a swift action, and one minor and one major aura can be active at the same time.  The aura grants a circumstance bonus equal to the charisma bonus (if any) for a minor aura and a specific amount depending on level for major auras on certain dice rolls as determined per aura.


Auras known: minor–art of war (+3 bonus on disarm, trip, bull rush, and sunder attempts), force of will (+3 bonus on Will saving throws), motivate dexterity (+3 bonus on Dex checks, Dex based skill checks and initiative); major–motivate attack (+1 bonus on attack rolls), motivate care (+1 bonus on AC).


Grant Move Action (Ex): Once per day, as a standard action, the marshal may grant an extra move action to any or all of his allies within 30 feet (but not himself). Each of the affected allies takes this extra move action immediately, acting in their current initiative order. This extra action does not affect the allies’ initiative count; the round continues normally after the marshal’s turn is over.


Possessions: +1 guisarme, flail, dagger, light crossbow, 20 bolts, +1 full plate, 2 tanglefoot bags, 2 smokesticks, cloak of resistance +1, potion of cure light wounds.

Bullywug Soldiers (2): Male bullywug Ftr5; CR 5; Medium Humanoid (aquatic); HD 5d10+20; hp 54; Init +1; Spd 20 ft., swim 30 ft.; AC 20* (touch 12, flat-footed 19); Base Atk +5; Grp +8; Atk +10 melee (2d4+5, +1 spiked chain) or +6 missile (1d6+2, javelin); Full Atk +10 melee (2d4+5, +1 spiked chain) or +6 missile (1d6+2, javelin); SQ Marsh move; AL LE; SV Fort +8, Ref +2, Will +0; Str 16, Dex 12, Con 19, Int 13, Wis 8, Cha 6.



*Includes the +1 due to the marshal’s major aura (see above).


Skills and Feats: Climb +10, Hide -1 (+5 in marshes), Jump +10, Swim +17; Combat Expertise, Combat Reflexes, Exotic Weapon Proficiency (Spiked Chain), Improved Trip, Weapon Focus (Spiked Chain).


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


Possessions: +1 spiked chain, dagger, 5 javelins, +1 chain shirt, tanglefoot bag, smokestick, potion of cure light wounds, potion of enlarge person.

Encounter 3B: Reconquer the Western Slope II

Captain Dalton: Male human (Oeridian) Sor5; CR 5; Medium Humanoid (human); HD 5d4+15; hp 31; Init +6; Spd 30 ft.; AC 12 (touch 12, flat-footed 10); Base Atk +2; Grp +1; Atk +1 melee (1d4-1/19-20/x2, dagger) or +5 missile (1d8/19-20/x2, masterwork light crossbow); Full Atk +1 melee (1d4-1/19-20/x2, dagger) or +5 missile (1d8/19-20/x2, masterwork light crossbow); AL LE; SV Fort +4, Ref +4, Will +5; Str 8, Dex 14, Con 14, Int 12, Wis 10, Cha 17.


Skills and Feats: Bluff +11, Concentration +10, Diplomacy +5, Knowledge (arcana) +9, Spellcraft +9; Improved Initiative, Improved Toughness.


Spells Known (6/7/5; Base DC = 13 + spell level): 0–detect magic, detect poison, flare, message, prestidigitation, read magic; 1st–color spray, mage armor, magic missile, shield; 2nd–blindness/deafness, scorching ray.


Possessions: Dagger, masterwork light crossbow, vestment of resistance +1, scroll of glitterdust, 2 scroll of scorching ray, scroll of dispel magic, 2 scrolls of resist energy, wand of enlarge person, wand of ray of enfeeblement.

Wastrian Soldiers (1 or 2): Male Human Ftr5; CR 5; Medium Humanoid (human); HD 5d10+10; hp 44; Init +1; Spd 20 ft.; AC 21 (touch 11, flat-footed 20); Base Atk +5; Grp +9; Atk +10 melee (1d10+9/x3, +1 glaive) or +7 missile (1d8+3/x3, masterwork mighty composite longbow); Full Atk +10 melee (1d10+9/x3, +1 glaive) or +7 missile (1d8+3/x3, masterwork mighty composite longbow); AL LE; SV Fort +7, Ref +3, Will +3; Str 18, Dex 12, Con 14, Int 10, Wis 12, Cha 8.


Skills and Feats: Handle Animal +4, Knowledge (religion) +4, Ride +5, Swim +1; Combat Reflexes, Improved Buckler Defense, Power Attack, True Believer, Weapon Focus (glaive), Weapon Specialization (glaive).


Possessions: +1 glaive, dagger, masterwork mighty composite longbow (+3 strength), masterwork full plate, +1 buckler, cloak of resistance +1, potion of cure light wounds, potion of enlarge person, potion of resist energy (fire), 2 smokesticks.
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Appendix 6

New Rules Items

Bullywug

(Source: Monster Companion: Monsters of Fearun, page 25)

Medium-Size Humanoid (Aquatic)

Hit Dice: 1d8 + 3 (7 hp)

Initiative: +0

Speed: 20 ft. (4 squares), swim 30 ft. (3 squares)

Armor Class: 15 (+2 leather, +3 natural), touch 10, flatfooted 15

Base Attack / Grapple: +1/+1

Attack: Halfspear +1 melee (1d6); or halfspear +1 ranged (1d6)

Full Attack: Halfspear +1 melee (1d6); or halfspear +1 ranged (1d6)

Space/Reach: 5 ft./5 ft.

Special Qualities: Marsh move, summoning (clerics only)

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

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

Skills: Hide +0*, Listen -2, Spot -2

Feats: Endurance

 

Environment: Temperate and warm aquatic and marsh

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

Challenge Rating: 1

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: By character class

Level Adjustment: +1

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


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


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

Combat

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


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


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


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

Bullywug Characters

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

Bullywug Society

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

In the Vast Swamp

The bullywugs is the Vast Swamp tend to be more intelligent and organized than their more wild cousins. They worship the lawful deity Wastri who promotes the destruction of dwarves, elves, gnomes and halflings, and who considers humans and amphibians far superior. Unlike regular bullywug clerics, clerics of Wastri are treated as normal clerics and they can chose from the domains Animal, Law and War. They can only rebuke undead and cast spontaneous inflict spells.
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