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The enemy is on the march! Whether they have set their sights on Eyedrinn, New Keep or Pitchfield matters not, for the Sunndian forces are not ready. A disrupting attack on the Wastrian command position deep in the vast swamp seems to be the final chance to veer away from the certainty of defeat. Yet no army can march through the swamp unseen to assault the fortified monasteries. What choice does Sunndi have but to once again clamor to the soon to be heroes. Only adventurers stand, however small, a chance to turn this tide. A 3 round Sunndi Special for levels 2 - 12 set in the Vast Swamp.  (APLs 2-10).

Resources for this adventure [and the authors of those works] include Heroes of Battle [David Noonan, Will McDermott, Stephen Schubert], Libris Mortis [Andy Collins, Bruce R. Cordell], Monster Manual II [several] and others. 

RPGA® Sanctioned Play

Most likely you ordered this adventure as part of an RPGA even from the RPGA website, or you received it from your senior gamemaster. To play this adventure as part of the Living Greyhawk campaign—a worldwide, ongoing D&D® campaign set in the Greyhawk setting—you must sanction it as part of an RPGA event. This event could be as elaborate as a big convention, or as simple as a group of friends meeting at the DM’s house. 


To sanction an RPGA event, you must be at least a Herald-Level™ gamemaster. The person who sanctions the event is called the senior gamemaster, and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and then reported back to the RPGA in a timely manner. The person who runs the game is called the table Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the table DM. You don’t have to be a Herald-Level GM to run this adventure if you are not the senior GM. 


By sanctioning and reporting this adventure you accomplish a couple of things. First it is an official game, and you can use the AR to advance your Living Greyhawk character. Second player and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth two (2) points. 


This adventure retires from RPGA-sanctioned play on December 31, 2007. 


To learn more about the Living Greyhawk character creation and development, RPGA event sanctioning, and Dungeons & Dragons Rewards, visit the RPGA website at www.rpga.com. 

Players Read No Farther

If you are planning on playing this adventure, stop reading now. The rest of the information in this adventure is for the DM only. If you read farther than this section, you’ll know too much about its challenges, which kills the fun. Also, if you’re playing this adventure as part of an RPGA-sanctioned event, reading beyond this point makes you ineligible to do so. 

Preparing for Play

To get the most out of this adventure, you need copies of the following D&D rule books: Player’s Handbook, Dungeon Master’s Guide, and the Monster Manual. 

Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Sidebars contain important information for you, including special instruction on running the adventure. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Full information on NPCs and monsters are given in Appendix 1. For your convenience, that appendix is split by APL


Along with this adventure you’ll find a RPGA Session Tracking sheet. If you’re playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You’ll also find a Living Greyhawk Adventure Record (AR). 

 Living Greyhawk Levels of Play

 Because players bring their own characters to Living Greyhawk games, this adventure’s challenges are proportionate to the modified average character level of the PCs participating in the adventure. To determine this modified Average Party Level (APL) follow the steps below:

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 dogs trained for war), other than those brought by virtue of a class ability (such as animal companions, familiars paladin’s mounts) or the warhorse of a character with the Mounted Combat feat, use the sidebar chart to determine the number of levels you add to the sum of step one. 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. 

	Mundane Animals Effect on APL
	# of Animals

	
	1
	2
	3
	4

	CR of Animal
	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
	6
	7
	8

	
	5
	5
	7
	8
	9

	
	6
	6
	8
	9
	10

	
	7
	7
	9
	10
	11


3.  Sum the results of step 1 and 2, and divide by the number of characters playing in the adventure. Round up to the nearest whole number.

4. If you are running a table of six PCs, add one to that average.
Throughout this adventure, APLs categorize the level of challenge the PCs face. APLS are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.


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


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


Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find the challenge of an APL 2 adventure difficult. Suggest the following to these groups to help increase their chances of success: 

1. Enlist a sixth player.

2. Advise characters to buy riding dogs to help protect them and fight for them.

Time Units and Upkeep

This is a special 3-round Sunndi Regional Battle Interactive, set in the Vast Swamp of Sunndi. Characters native to Sunndi pay 1 Time Unit per round. Non-native characters pay 2 Time Units per round.


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


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


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

Adventure Background

Late in 594 CY the bullywugs and Wastrians of the Vast Swamp invaded Sunndi. Their first attacks seemed to focus on Stalward (SND4-08 Saving Dolkann and TSS4-06 Wind Reaping), but this quickly proved to be a distraction from their true goal. 


The war started for real early in 595 CY when a huge force of bullywugs, devils, humans and undead assaulted Corul and its capital Calgen. Due to the actions of a group of Sunndi heroes, the attack was not entirely unexpected, but the brutality and strength was. All the Sunndian forces could do was to slow down the assault to allow as many people to retreat into saver territory (SND5-01S Land of Confusion). Luckily for the Sunndian people the army proved to be highly effective in great part due to their effective use of small groups of adventurers who lead the troops. Still, things looked bleak.


Soon after, the onslaught came to a grinding halt with Corul being overrun and Eyedrinn and Nondrinn under almost permanent siege. The reprieve came unexpected, leaving many to wonder what horrors the Wastrians were preparing. Others pointed at the disappearance of Wastri’s Breath and the big losses the Wastrians suffered at the Battle of Calgen as possible explanations. Whatever the reason, the Sunndian army used the pause to regroup and prepare their defenses at the Star Valley near Pitchfield in the county of Starland. 


This short break was far from peaceful with both sides trying to hurt one another (SND5-01 The Lizard King, SND5-03 A Few Bad Men, SND5-04 Isle in the Wake and SND6-02 Behind Enemy Lines) with variable success. The Wastrians were relatively successful in sawing discord and distrust in the Sunndian Army. Sunndian heroes on the other hand managed to keep the lizardfolk of the Vast Swamp on their side and had some minor successes in disrupting the Wastrian supply lines. 


While these minor skirmishes kept going on, the Sunndians learned that the Wastrians were preparing the final assault. The attack is going to be aimed at Sunndi’s heart: Pitchfield. Discord and distrust makes it difficult for the Sunndian Army to organize proper defenses, and the leaders fear that if the Wastrians attack now their defenses will be overrun. They realized that their only chance for a victory is to once again slow down the Wastrians, and to hopefully sort out the trouble that Wastrian agents brewed among the rank-and-file of Sunndi’s army before the Wastrians can recover. The only option they saw was to disrupt the leadership of the Wastrians, and that meant an assault on the Wastrian headquarters deep in the Vast Swamp. 


Deep in hostile territory, where even the environment poses a threat, a direct assault is not an option. It is unlikely that enough soldiers survive the march through the hot steaming swamp while beset by disease, insects, crocodiles, undead and bullywugs, to successfully assault the fortified monastery. It is even unlikelier that enough men would return to face the still fresh Wastrians in Corul, not to mention that they would leave Pitchfield wide open. A large group of adventurers with the aid of traveling magic provided by the Wayfarer’s Guild might succeed where an army might not. Even for them chances of success are small, this is not going to be an easy battle that is for sure.


So the call is made, a plea for help from mercenaries and heroes alike to help in this dangerous mission in a last ditch attempt to save the treasured independence of Sunndi.

Adventure Summary

SND6-02S Muddied Future is a 3-round battle interactive set deep in the Vast Swamp. As most battle interactives it is a combat orientated adventure. The ultimate goal of the battle interactive is to kill the leaders of the Wastrian army currently invading Sunndi and preferably getting away alive. Only a small group of players focuses directly on this goal, the other tables’ missions is to increase the chance of success by keeping hostile forces of the back of the core group of adventures.


The Tower of the Watchful Eye focuses on the group of heroes sent out to deal with a watchtower overlooking the lake and fortified monastery. Their goal is to defeat its guardians, and make sure the ballistae at its top are not used against the Sunndians. The unexpected arrival of a group of envoys from the Bleak Academy and their escort makes things much more dangerous than Sunndian intelligence had guessed when the mission started…


Note that for this adventure there is no clear line between part 1 and 2. Part 3 starts with Encounter 4.

Introduction: The adventure starts with a briefing in the Palace of Lords where the adventurers hear of Sunndi’s plight and what is expected of them. They get a final chance to prepare, although none are allowed to leave the palace to minimize the chance of alerting the enemy.


Part of the Introduction is going to be an interactive, although most takes place around the table. 

Encounter 1 [Sudden Arrival]: Once the heroes are ready, they gather in the Hall of Lords to prepare for departure. Seconds later they stand in the middle of a Wastrian training camp. With surprise on their side they should get out the camp relatively easy, but every opponent they can defeat here makes things easier for the other groups.

Encounter 2 [Storming the gate]: Once out of the trainings camp, the next phase of the assault is clearing the gate to the fortress. 
Encounter 3 [One tower too close]: While the main assault group moves into the monastery the fortress assault is tasked with taking out one of the fortress’s towers
Encounter 4 [Courtyard mopup]: A group of defenders moves in to take control of the courtyard of the fortress. They must be thwarted.
Encounter 5 [One Tower too far]: While in the courtyard PC’s are still being harried by the few remaining defenders in the last tower.
Encounter 6 [Someone at the door?]: Uninvited and decidedly undead(ish) guests show up to ruin the party not to mention any chances of retreat. If The assault teams are to get away these must be dealt with.

Encounter 7 [Run run!: Time to get out of here NOW!. Unfortunately a group of non-living are trying to stop the PC’s from doing just that

Conclusion: At some point all the PCs can do is return to Pitchfield with the aid of the Wayfarer’s Guild or flee into the Vast Swamp (costing them extra TUs to return home). Once home, they can hopefully celebrate a hard won victory, or perhaps drink away their sorrows for a lost battle. Whatever the outcome, it is sure to have a big impact on Sunndi’s future.

Preparation for Play

The first part of the adventure consist of a short interactive during which it is explained to the PCs (and the players) what is going on. The interactive is shortly summarized in the Introduction section.


After the interactive the players go to their respective table where they have some time to discuss potential tactics. During this discussion people can freely go to other tables to coordinate the assault, and even cast spells on one another. Any such exchange should be noted by the DMs of both tables, in case of expensive items it is up to the players who pays for it. If all players agree, characters may at this time request a switch of table to the general coordinating the attack (the senior DM). At a later point during the interactive PCs may switch tables as well, assuming the general grants permission. This is also the time to allow PCs to introduce oneself to each other, change the spells prepared and buy new supplies. The Introduction section provides some details on what can and cannot be bought.


Use this part also to note down whether the characters on your table are part of the Sunndi military (including Bren’s Men, the Burrowers, the Grey Scouts, Knights of the Realm and the Royal Warders) and what their rank is. Both soldiers and officers may request a small amount of supplies for free and officers get minor bonuses during the battle as discussed in DM’s Aid 1. Although being a member of the Chtaan has no impact during the adventure, it does shorten any time spend in the Vast Swamp when forced to flee the battlefield through other means than the Wayfarer’s Guild as discussed in the Conclusion section. A few PCs might also have a favor with the Wastrians that they gained in SND4-05 In Sickness and in Health. It is reprinted at the end of this section for your convenience. At various points in the adventure it may be used, at which point more details are provided.


After a set amount of time Part 1 ends, and the battle starts. Each of the next 3 parts takes roughly 2 hours, each detailing a different phase in the battle. At that point the adventure is run like any other adventure, although the different tables can help each other at certain points as discussed in the scenario below. Note that while it might be possible by the rules to directly affect the battles fought at other tables with various ranged attacks (fireball for example has a long range), but to prevent ruining the fun for all involved neither the PCs nor the NPCs can do so.


At the end of part 4, the DM reports the results of their table to the Senior DM and the success or failure of the battle is determined.

Favor with the Wastrian Clergy: By providing the cure to the bullywugs, you begrudgingly earned a favor. A gray dried toad leg was given to you as a token for this favor. Once used, the token will turn to dust.


The favor can be used to prevent a killing stroke to your unconscious PC. It can also be used to gain a minor boon during an adventure, as detailed in future scenarios.  
Introduction

The adventure starts in the in the Palace of Lords, which is the building from which the Congress of Lords rules Sunndi. For a couple of days now, agents of the crown have been gathering adventurers in Pitchfield.  The agents did not know what the call was for except that it has to do with the war with the Wastrians. Whether it was the coin promised, orders, curiosity or the chance for glory the PCs have gathered in a small hall to be briefed on the upcoming mission.

For days agents of the crown have been gathering adventurers. Despite their efforts to keep it secret, news inadvertently leaked and rumors have spread that Sunndi is preparing an assault on Wastrian forces in Corul. Whether it were these agents, or your superiors, you have all gathered here in this hall at the Palace of Lords to offer your aid in the war against the Wastrians.  Whatever your reasons, now, after days of waiting, the mission will finally be revealed.

Allow the players some time to settle down. After a short time, count Kestor, flanked by several soldiers, marches onto the scene to give a short briefing.

“Good morning folks.  Let me start by stating that I am honored to share this hall with the cream-de-la-cream of the adventurers in Sunndi and even beyond. It warms my heart to see so many people ready to aid Sunndi in its darkest hour and risk their life for our ideals of freedom and mutual respect for the different races. Sunndi is grateful and will not forget your aid because without you, Sunndi is most certainly doomed.”


“Those craven bullywugs and depraved Wastrians invaded our country, killed many, and imprisoned more, all in the name of the so-called purification of the human race. I say bullshit! It is just about their hunger for power and lust to rule all. Now they stand ready to assault our heart, the town of Pitchfield. Sunndi is not ready due the Wastrians malicious scheming, which sawed distrust and discord. We only have one chance and that is to slow down the onslaught to once again buy us more time. We need to disrupt their chain-of-command and for that we need to kill their leaders even if only temporarily.”


“Due to our spies we know the location of their head quarters, and we even have a general idea of the lay-out of the surrounding area. The problem is that an army would never reach it. That is where you come in. Adventurers have proven ample of times to succeed where an army would fail. You will teleport near their HQ, overrun it, kill their leaders and teleport back before they know what hit them. I will not lie, it is going to be a dangerous battle and some us might die. We need your aid or else the days of the Great Kingdom will return, and 16 years ago we swore: no more tyrants! What do you say?”

After this short speech the players/PCs can ask a few questions. The most likely, including their answers, are printed below.

Q. Gratitude does not fill our stomachs. What does it pay?

A. “The Sunndian Army pays you the usual fee for such a dangerous task. In addition, of course, you can keep what ever loot you take from the enemy.”

Q. How much is the standard fee?

A. “That depends on many factors, including one’s skill. The exact price can be discussed with your liaison officer.”

Q. Where do these head quarters lay?

A. “Deep in the Vast Swamp in a lake they call Lake of Discipline. It is a shallow lake largely overgrown with reed and water lilies. The head quarters are built on several islands.”

Q. What do we know of the head quarters?

A. “We don’t know much. There is a fortified monastery, a trainings camp, a high watchtower and several small bullywug villages. The islands are covered with a dense tree canopy, and only the tower comes above the treetops.  The monastery is protected against scrying and teleporting, so you will be dropped off at the trainings camp nearby. Your liaison officers have the maps to help you plan.”

Q. Are we all going to attack the leaders?

A. “No. You will be divided in small warparties, and each will be given a specific mission. Your liaison officers know more.”

Q. Who is in what warparty?

A. “There are lists of names and parties posted on the walls. Each party is assigned to a liaison officer. If you think you would be more effective in another party, you can request a transfer from me.”

Q. Any specific tactics?

A. “We have selected your objectives, but adventurers are not soldiers, so you will have to decide upon your own tactics. Feel free to talk with the other warparties about their goals. Those attacking the monastery should especially coordinate their assault.”

Q. What about supplies?

A. “Due to the war the army needs all the supplies it can get. Most of our resources have been used to arrange the wizards who teleport you into the vicinity of the monastery. We do have several items for sale though that might help you with the mission. Ask your liaison officer for more information.”

Q. When do we attack?

A. “Early tomorrow morning. This gives the spellcasters among you the chance to prepare new spells. Obviously, to limit chances of treachery, either voluntarily or involuntarily, you are not allowed to leave this wing of the palace. Your equipment can be transferred from your rooms at the inn. Food and a bed are provided.” 

The general briefing should not take too long. After a few minutes the officer should usher the players towards their liaison officers to discuss the upcoming battle in more detail and to arrange for any necessary supplies (assuming they are available of course). Just before Kestor leaves the area, he turns one more time towards the PCs.

Before I go, I just want to warn you that the coming battle might be extremely difficult. While Sunndi obviously wants you to win, we can understand if you have to flee at some point before finishing the task at hand. Assuming of course, there really was no other option left…

mission details

Once the players are seated, give them Player’s Handout 1. It contains the player’s map of the monastery and its surrounding area and give a brief summary on their mission. 


The battle interactive has the following potential missions. The * denotes which mission this document details.

· Assault the watchtower [slot 0 – APL 8]*.

· Guard trainings camp and wizards of Wayfarer’s Guild [APL 2-6].

· Assault the monastery, disabling its guards and killing the leaders [APL 6-10].

· Assault the monastery, disabling its guards and guarding the outer parameters [APL 4-8].

· Destroying bullywug villages, and scouting the surrounding region for unexpected dangers [APL 2-6].

Goal: The goal of those assaulting the tower is to get there as quickly as possible and conquer the tower. It would be best to try and conquer it in one piece, since the ballistae stationed at the tower can be a great boon in the battle. If that is impossible, they should be destroyed. Of course, any dead enemy is one enemy less to fight. Once conquered, try to keep it in your hands as long as possible until the retreat is sounded.


Note that since the adventurers are teleported in the trainings camp, they are free to give a quick hand disabling some the soldiers stationed there while on their way to the tower. They should be careful though not to waste too many resources and time on this though.

Terrain: The monastery, known by the Wastrians as The Fortress of the Pure, lies on an island in a shallow lake. Most of the terrain around the fortress is considered shallow bog (roughly 1 to 2 feet of water) broken up by large areas of deep bog (roughly 3 to 4 feet of water). It costs 2 squares of movement to move into a square of shallow bog, and the DC of Tumble checks in such a square increases by 2. It costs Medium or larger creatures 4 squares of movement to move into a square with a deep bog, or characters can swim if they wish. Small or smaller creatures must swim to move through a deep bog. Tumbling is impossible in a deep bog. Which is what cannot be predicted on the map. Bullywugs are not hindered due to their racial abilities. The adventurers are warned that quicksand is rumored to be relatively common in the region.


The regions of open water are considered open water, and can only be crossed by swimming or magic. A DC 10 Swim check is required to traverse these without the aid of magic. Obviously these waters are crawling with crocodiles, snakes, and leeches.


The islands appear to be overgrown with dense plant growth, but it is unknown how much undergrowth there is. 

Opposition: Most of the enemies are going to be human monks, rangers, fighters and the occasional cleric. There are several villages of bullywugs in the vicinity, and it is not unlikely that the PCs have to fight bullywug warriors and barbarians. The Wastrians are also known to create minor undead, control various animals of the swamp and have fiendish allies from Hell. The tower is known to contain airborne forces, but the exact nature is unknown. 


The fortification of the monastery and the tower also contain various ballistae that cover large parts of the lake surrounding the fortress. Rumors tell that the ballistae in the tower are magical, but these have not been confirmed.

Supplies

The army can supply virtually any scroll and potion noted in the Dungeon Master’s Guide that costs 750 gp or less for the standard price. Ordinary weapons and armor are also available.


Soldiers of the Sunndian Army (including the Burrowers, Bren’s Men, Grey Scouts and the Royal Warders) gain 1 potion or 2 scrolls of a 1st level for free to be used during the mission. Alternatively they can get normal and alchemical equipment of up to 50 gp in value for free. These have to be returned at the end of the adventure if not used and must be usable by the soldier getting it. These must come from the Dungeon Master’s Guide. NCOs (any rank below lieutenant, but above soldier) gain double the amount under the same conditions. COs (lieutenant and higher) are also granted 1 scroll of up to 3rd level or 1 potion of 2nd level under the same conditions.

the wayfarer’s guild

At this point the PCs are also introduced to the wizard that is going to teleport them into the enemies territory. You are free to come up with a description and personality yourself, but remember that these are practical and have a rather mercenary attitude. They have been paid to drop off the PCs, and return with them at a later time. They do not get paid enough to join the fray except in direct personal defense (hence they will help the PCs ordered to clear the trainings camp) and they make sure the PCs realize they leave when things become truly dangerous. If characters offer the wizard more gold to offer more direct aid, the wizard refuses. Making deals outside the guild is not allowed, besides, why would the PCs want the wizards to risk their lives? If they die, the PCs will have to walk back…

Important Note: The teleporters can ONLY take 5 medium sized creatures with them. They have several reduce person spells prepared, but reducing the size of animal companions is the responsibility of the druidic friend. If the spell is used, remember that it takes the wizard a standard action to dismiss it once they arrive at the campsite in Encounter 1.

End of Part 1

Encounter 1: sudden arrival

Early the next morning the PCs are awakened by the sounds of trumpets. They have time to prepare new spells and eat some breakfast before they are ushered into the same hall they were briefed in the day before. Here they are orders to form into the small groups consisting of the various assault teams. Once the groups are formed, the wizards of the Wayfarer’s Guild enter the room and walk towards their assigned teams. Kestor wishes them good luck and than the action is on.

Several wizards casting their spells fill the hall with the monotone sound of arcane words. You feel an energy ripple through the hall, distorting the room not unlike the shimmering effect above a surface on a hot day. You than get a lurching sensation in your stomach as if something suddenly pulls you away with unexpected force. The surrounding area becomes a blur of colors and only the sight of the circle your companions remain unaffected.


 The effect stops as quickly as it began, giving you an odd feeling in your stomach and momentarily disorientating you. The temperature has rise several degrees from the relatively cool hall you were, humidity seems to have sky rocketed and the smell of mud and a huff of rot assaults your nostrils. The sounds of a palace has been replaced with that of birds and insects common to the Vast Swamp and it seems the mosquitoes have found you before you yourself even realized you were standing in the Vast Swamp.

Within moments you have recovered, and you quickly scan the area. You are standing on what appears to be a muddy square of some sort. At the north side of the square stands a small wooden platform with three stocks. Surrounding the square are several wooden barracks on platforms about 5 feet above the ground with nets as shutters. To the east you note a bigger sturdier stone building and the whole compound is surrounded by a low earthen wall topped by a wooden palisade. One wooden gate sided by an open wooden watchtower in the south can be seen between the barracks.

You see several people stare at you in utter surprise. Most are humans in studded leather and lightly armed, a few look sturdier and better armed. Around you stand other assault teams ready for the battle to begin.
The PCs have landed in the training camp on the Isle of Obedience. DM’s Aid 3 contains the map of the camp and the Isle. 


For the Tower Assault Team this region is not very important. Their goal is to get to the Tower as quickly as possible, preferably before an alarm is sounded. Although they are free to help Table 1 while exiting the camp by assaulting the soldiers stationed at the walls or in some of the barracks. Such an action does not generate xp, but it does make the fight for Table 1 easier.
Terrain: Most of the terrain is flat and muddy. Many parts are rather slippery and running or charging requires a DC 10 Balance check. Failure by 4 or less simply means the character cannot run, but the character can move normally. If the character failed by 5 or more the character drops prone. Tumbling has a -2 circumstance penalty in these areas.


The barracks are simple rectangular buildings with verandas and wooden stairs leading up to them. The windows do not contain glass, but it requires a DC 10 Strength check to rip the netting open. The doors are simple and do not have a lock. The roofs are made out of leaves, and they do not support the wait of a Medium sized creature.

The earthen wall surrounding the compound can easily be walked up on at this side of the wall. It takes 1 full round to step over the earthen palisade, although a DC 15 Climb check reduces this to a standard action. On the other side it is a 10 feet drop to the ground below. It is a DC 20 Climb check to climb down without a rope or ladder. The wooden gate is closed with a huge bar, and lifting it requires a combined strength of 25. Once removed, it takes 1 round to push the door open wide enough for people to leave.

Barrack Walls: 3 in. thick wood; hardness 5; hp 30; Break DC 20; Climb DC 21.
Creatures: Due to the war in southern Sunndi the place is a lot emptier than usual, but there are always people that need training. In fact, some of the prisoners caught in the war have been transported to this fortress for reeducation. Those at the start of the process are imprisoned at the main building, and more details can be found in the mission for Table 1. 


If the PCs decide to attack some of the soldiers stationed at the camp, they face a group of common soldiers wearing studded leather and armed with shields and spears or longspears. They are disciplined, and coordinate their attacks well. They are not particular brave though, and are quick to retreat or surrender, and few of them share the hatred of the typical Wastrians. In fact, some surrender immediately in the hope to be taken back to Sunndi.

APL 8 (EL –)

Wastrian Sergeant: Female/male human Rgr1; hp 9.
Wastrian Soldiers (9): Female/male human War1; hp 8.
Tactics: These soldiers were not expecting an attack, and quickly retreat into the barracks to harass the PCs with ranged weapons from the windows. If the PCs decide to storm one of the barracks they will find that the soldiers barricaded the doors with chests, closets, tables and chairs. These men are not particular brave or fanatic, and they quickly surrender or flee.
Treasure: There is nothing worthwhile to find here in the short time the PCs can be here.

Development: The goal of the PCs is to get to the Tower of the Watchful Eye and they should not tally too long at this compound. If the PCs take active time to fight small groups of the soldiers here, assume that those present at the Tower are alerted to the fact that a battle has started. Unless the PCs gave them clues in this regard (such as torching any of the barracks they do not know the exact nature of the battle yet. In that case no soldier is sleeping by the time the PCs arrive at the tower and the airforce is preparing to leave the tower. If they decided to leave the soldiers alone, except the few guards posted on the wall or at the gate, than they have a decent chance of surprising those at the tower. More details on the trip to the Tower can be found in Encounter 2.
encounter 2:
Storming the Gate
Having made their way out of the bullywugs training camp they must make their way to the fortress which walls protect the final goal, the monastery of the wastrian high command.  Making their way there should be an eventfull trip for the PC’s. Sounds of fighting are all around and from the tower on one of the islands great flashes of deadly magic can be seen. Mud and water are plentifull, but resistance should be little (AS a DM this would be where you throw in some random charging enemies that flee at the sight of the PC’s or get blasted by a lightning bolt out of nowhere)
After a short and hurried hike the PC arrive at the gate to the monastery to find it guarded by a superior force. This battle is fought together with the main assault group. Two tables and two encounters mixing to make one. 

APL 8 (EL +2)

Kablath Astar Male Human Marshal 7 hp 50

Savage Bullywug(2) Babarian 2/Fighter 2; hp 67 Bullywug(2) Barbarian 1; hp 16
APL 10 (EL+2)
Kablath Astar Human Marshal 9; hp 58;
Savage Bullywug(2) Bbn2/Fgtr 4;hp 91

Bullywug(4) Barbarian 1;hp 16 

Important

From here on in the descriptions will be short. As is this special is mostly combat oriented as is, should you feel the need to expand and elaborate, please do. 

Since the Sunndian forces hold the magical ballistas of the “tower of the watchfull eye” the enemy is getting shot by bolts of lightning at regular intervals. If an NPC is close to death, let her be hit .
One could also have a “new” group of soldiers charge up, only to be blasted into oblivion before they reach the PC’s. Be creative, but not so creative that people cant finish the combats in time

encounter 3: 
One tower too close
Having made it into the fortress the Main assault team goes on their way to kill the commanders, leaving the secondary assault to deal with the towers of the fortress and their defenders.
When pressed the wastrian team will withdraw to the platform on top of the tower and try to controle the battle by using the one entrance hatch in the center of the tower as a chokepoint.

important

In an alcove of the tower stairs is a small golden statuette of wastri. 

APL 8 (EL +1)

Jacin Lore Male Human Sergeant Fighter 6; hp 58; 
Dina Tark Female Human Cleric 6;  hp 45 (2) Bullywug(2) Barbarian 1, Rogue 3; hp 35;

APL 10 (EL +1)
Jacin Lore Male Human Sergeant Fighter 8; hp 70

Dina Tark Female Human Cleric 8; hp 55

Bullywug(2) Bbn1,Rog5 hp 43

encounter 4:
 Courtyard Mopup
On their way to the last tower the PC’s are waylayed by a group of wastrians.
encounter 5: 

One tower too far
Onto the next tower.

When pressed the wastrian team will withdraw to the platform on top of the tower and try to controle the battle by using the one entrance hatch in the center of the tower as a chokepoint.

APL 8 (EL +1)

Quintas Alaron Male Human Cleric 6 hp 51; Obari Pokano Female Human Warmage 6; hp 32

Bullywug(2) Barbarian 1, Ranger 3; hp 37; 

APL 10 (EL+1)

Quintas Alaron Male Human Cleric 8; hp 53

Obani Pokano Female Human Warmage 8 hp 40
Bullywug(2) Bbn1,Rng5; hp 37;
encounter 6:
Someone at the door?
Just finished with securing the fortress, already the gate  is assaulted. An undead blocking party trying to bottle both assault teams up in the fortress.

APL 8 (EL +1 or +2)

Hooded pupil harpies (2 or 4): hp 31 

Bloodhulk fighter mob: hp 460

APL 10(EL +1 or +2)

Hooded pupil harpies (4 or 6 ): hp 31 
Bloodhulk fighter mob (1 or 2): hp 460
encounter 7: 
RUN RUN!
Now lets get out of here and hope those teleporters are still working. Just need to get those undead out of the way.
APL 8 (EL - or +1)
Cardos Velras: Male necropolitan Wiz6 hp 42
Bloodhulk giants (0 or 1): hp 196;
Bloodhulk Fighters ( 2): hp 140
APL 10 (EL – or +1)
Cardos Velras: Male necropolitan Wiz6; hp 42
Bloodhulk giants (1, or 2): hp 196;
Conclusion

There are two possible conclusions to this battle, either the PCs were forced to flee into the Vast Swamp or they made it to the teleporters in time. What follows after they return home depends on the success of the PCs’ assault team and the battle in general.

Returning Home

Throughout the battle the PCs can always choose to retreat. If the members of the Wayfarer’s Guild are still at the battlefield, and the PCs manage to reach them, getting home is not difficult. The battle is over for them, and they gain experience points, recognition points and gold up to that point. 


It is certainly possible that the PCs cannot reach the wizards of the Wayfarer’s Guild. It does not matter whether this is because the wizards were forced to leave the battlefield much earlier than intended or because the PCs’ path is blocked by the enemy. The result is the same: the PCs need to find their own way back home.


If the PCs have their own magic available that allows quick and safe travel to Pitchfield than such a retreat has no additional consequences (delaying them at most 1 day until they can prepare new spells). If they lack such magic, they need to return home by foot.  While such a trip is extremely dangerous, it is assumed that the PCs manage to avoid the truly dangerous encounters. Doing so costs time though, and the PCs have to spend 4 additional TUs. If one of the PCs at the table is a member of the Chtaan or the Royal Warders of the Vast Swamp only pay 2 additional TUs.

Victory or Defeat

The goal of the assault was to cause as much havoc as possible by killing as many of the higher commanders as present at the Fortress. A total victory is achieved when the leaders present in the Fortified Monastery are killed. The battle is considered lost when most of the tables retreated at the end of part 3 or many of the officers of the groups they faced survived. Everything in between is considered a partial victory. The exact consequences for Sunndi are beyond the scope of this adventure and can be seen in future scenarios and events. It does have an impact on the nature of the rewards.


Regardless of the results the PCs earn 75% of the promised amount of gold as long as they can proof that they had no choice but to retreat. It is up to the individual DM to decide whether this was the case or not, although players can ask the senior DM for a second opinion. PCs also gain a basic amount of recognition points as discussed below and the basic favor with the Army of Sunndi.


A special favor with king Hazendel and a bonus in coin (the remaining 25%) is available to those PCs who staid fighting right until the end regardless of the results. The exception is the primary assault team whose goal it was to kill the actual leaders of the Wastrians. If they fail in this, they do not gain this favor. Note that the Veil of the Sun has channels to verify success. Even if the PCs left the bodies so that they can be resurrected it is still considered a success since such takes time and it was time that the Sunndians tried to gain with this battle. Unconsciousness, or fled enemies do NOT count as a success.

Treasure:

Reward for fighting the battle (the value between brackets is what is earned in case the PCs remained to the end):


APL 2: Loot: 0 gp; Coin: 340 gp (450 gp); Magic: 0 gp.


APL 4: Loot: 0 gp; Coin: 490 gp (650 gp); Magic: 0 gp.


APL 6: Loot: 0 gp; Coin: 675 gp (900 gp); Magic: 0 gp.


APL 8: Loot: 0 gp; Coin: 975 gp (1,300 gp); Magic: 0 gp.


APL 10: Loot: 0 gp; Coin: 1,725 gp (2,300 gp); Magic: 0 gp.

[To get up to the treasure cap for this adventure, the PCs need to have looted at least some of the opposition. It is unlikely they had the time to so for armor, but grabbing weapons and most magical items must have been possible.]

Favor of the Sunndian Army: In addition to its regular use, the PC can select one item from the Items Found section below regardless of the APL and gain Regional access to it. Note down this item here: _____________. 


Members of the Sunndian Army or its affiliated organizations (including the Barakadar) can select one additional item: ______________.

Favor with king Hazendel: This counts as a favor with King Hazendel or the Established Church of Trithereon. When applying for knighthood it can count as a favor with any other member of the Congress of Lords (with the exception of Count Donner).
It can also be spend to gain access to one of the following items: one suit of mithral or adamantine armor or one darkwood or mithral shield or one adamantine weapon. The armor, shield or weapon need to come from the PHB.


It can also be spend to gain access to the following three spells from SC: combat healing, girallon’s blessing and grace.
Recognition Points

In addition to the regular rewards the PCs gain a certain amount of recognition points for having fought at this battle. The exact amount depends on the deeds of the PCs. Members of the Sunndi military or affiliated organizations gain the full amount, and they can decide how to devide it over decoration and promotion points up to a maximum of 75% of the points earned (rounded down). Civilians gain half the amount and can only put their points in decoration points. Promotion points can be used to remove some of the requirements for promotion as detailed in the Meta-Organization Handbook of Sunndi. 

The decoration points earned in this adventure MUST be used now, or are otherwise lost. Decorations earned in previous adventures can be used to buy higher ranking decorations. Note that every PC must spend 2 decorations points this adventure to acquire the service decoration associated with this battle (Battle of the Muddied Waters - see below). 

If you feel that a PC behaved exceptionally cowardly, and was never at risk, you can lower the amount of points earned, but verify whether this is a good idea with the senior DM and don't do this lightly. If one PC at the table acted exceptionally brave, you grant that PC 3 extra decoration points, but only with permission from the senior DM.

· Having fought at this battle (Battle of the Muddied Waters): 4 points
· Still at the site fighting at the end of part 3: 3 points
· Fighting until the last fight in part 4: 3 points
· Choosing to remain behind at the lake to give fellow heroes more time to retreat (scouts only): 5 points
· Kill All Enemy Commanders (primary assault team only): 5 points

Battle of the Muddied Water Ribbon: The ribbon is made out of brown-green cloth with a tiny golden sun on it. The ribbon can be recognized with a DC 18 Knowledge (history) check. Members of the Sunndian military may replace this with a Profession (soldier) check. It gives a +1 circumstance bonus on checks made to influence NPCs as long as the NPC recognizes its significance (and is not hostile towards Sunndi). This stacks with bonuses provided by other decorations. [Cost: 2 decoration points]

Order of the Brass Sun (medal): This medal is made out of a blue and white ribbon with a smiling brass sun. The medal can be recognized with a DC 12 Knowledge (history) of Knowledge (nobility and royalty) check. Members of the Sunndian army may replace this with a Profession (soldier) or Intelligence check. It gives a +2 circumstance bonus on checks made influence NPCs as long as the NPC recognizes its significance (and is not hostile towards Sunndi). This medal can only be earned once. [Cost: 5 decoration points]

Champion of Sunndi (sash): This sky blue sash is decorated with a smiling golden sun. The medal can be recognized with a DC 10 Knowledge (history) of Knowledge (nobility and royalty) check. Members of the Sunndian army may replace this with a Profession (soldier). It gives a +2 circumstance bonus on checks made influence NPCs as long as the NPC recognizes its significance (and is not hostile towards Sunndi). This medal can only be earned once. [Cost: 10 decoration points]

Order of the Golden Sun (medal): This medal is made out of a blue and white ribbon with a smiling golden sun. The medal can be recognized with a DC 10 Knowledge (history). Members of the Sunndian army may replace this with a Profession (soldier). It gives a +2 circumstance bonus on checks made influence NPCs as long as the NPC recognizes its significance (and is not hostile towards Sunndi). This counts as a favor with King Hazendel, any other member of the Congress of Lords (with the exception of Count Donner). Furthermore, people can advance to lieutenant without the leadership feat. The medal can only be earned once, but if selected a second time, it does grant an additional favor. [Cost: 20 decoration points]
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.

Encounter 1

Experience objective

APL 2 
AA XP

APL 4 
AA XP

APL 6 
AA XP

APL 8 
AA XP

Encounter 2

Experience objective

APL 2 
AA XP

APL 4 
AA XP

APL 6 
AA XP

APL 8 
AA XP

Story Award

Objective(s) met:

APL 2 
AA XP

APL 4 
AA XP

APL 6 
AA XP

APL 8 
AA XP

Discretionary roleplaying award

APL 2 
AA XP

APL 4 
AA XP

APL 6 
AA XP

APL 8 
AA XP

Total possible experience:

APL 2 
AA XP

APL 4 
AA XP

APL 6 
AA XP

APL 8 
AA 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.  


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

Encounter 1:  Introduction

APL A: Loot: 0 gp; Coin: 50 gp; Magic: 0 gp

APL B: Loot: 0 gp; Coin: 50 gp; Magic: 0 gp

APL C: Loot: 0 gp; Coin: 50 gp; Magic: 0 gp 

Encounter 2:  

APL A: Loot: 12 gp; Coin: 0 gp; Magic: 13 gp – scroll of protection from arrows (13 gp each)

APL B: Loot: 25 gp; Coin: 0 gp; Magic: 180 gp – scroll of protection from arrows (13 gp each), ring of protection +1 (167 gp each)

APL C: Loot: 16 gp; Coin: 0 gp; Magic: 214 gp – 2 potions of cure light wounds (8 gp each per potion), scroll of haste (31 gp each), ring of protection +1 (167 gp each) 

Total Possible Treasure

APL A: Loot: 12 gp; Coin: 50 gp; Magic: 13 gp; Total: 75 gp


APL B: Loot: 25 gp; Coin: 100 gp; Magic: 180 gp; Total: 305 gp


APL C: Loot: 16 gp; Coin: 150 gp; Magic: 214 gp; Total: 380 gp

Special

s

Items for the Adventure Record

Item Access

APL 8:

· Wand of cure light wounds (Adventure; DMG; 750 gp)

APL 10 (all of APL 8 plus the following):

· Slippers of spider climbing (Adventure; DMG; 4,800 gp)

Appendix 1: APL 8
2 Clearing the Gate

Marshal gives: +2 to hit (or +2 AC when retreating) and +3 to disarm, trip, bull rush and sunder attempts. This bonus is not yet included.

Kablath Astar Male Human Marshal 7; CR 7; Medium Humanoid (human); HD 7D8+18; hp 50; Init +2; Spd 30 ft; AC 17 [+2 Dex, +5 chainshirt +1], touch 12, falt-footed 15; BAB/Grp +5, +7; Atk +8  (1D8+2 19-20/x2 mw longsword) or +8 ranged (1D8+3/x3 mighty +2 composite logbow +1); Full Atk: +8  (1D8+2 19-20/x2 mw longsword) or +6/+6 ranged (1D8+3/x3 mighty +2 composite logbow +1)

Ex: minor aura: (Art of War) +3 to disarm, trip, bull rush and sunder attempts; 

major aura: (Motivate Attack) +2 to melee attack rolls or (Motivate Care when retreating) +2 to AC. 

Grand Move Action, once/day as a standard action, he 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 an extra move action immediately, acting in their current initiative order. Yade yade yade; AL LN; SV Fort +9 Ref +6 Will +7; Str 14, Dex 14, Con 14, Int 10, Wis 10, Cha 16.

Skills and Feats: Diplomacy +19, Sense Motive +8, Bluff +12, Listen +10; Point Blank Shot, Rapid Shot, Precise Shot.

Languages: Common, Elven, Dwarven, Orcish, Silvan, Giant, Ancient Suel.

Possessions: mighty +2 comp. Longbow +1, chainshirt +1, cloak of resistance +2, potion of cure moderate wounds, potion of cure serious wounds.
(2) Savage Bullywug Babarian 2/Fighter 2; CR 7 Large Humanoid (Aquatic) HD 4D8+19+ 2D12+8 +2D10+8; hp 84;; Init -1; Spd 40ft, swim 40ft; AC 19 [-1 Size, -1 Dex, +5 natural, +5 chainmail+1], touch 8, flat-footed 19; BAB/Grp: +7/ +18;

Atk +15 (2D6+11/x2 +1 large spiked chain) or + 5 ranged (1D8+7/x2 large javelin); Full Atk +15/+10 (2D6+11/x2 +1 large spiked chain) or +5 ranged (1D8+7/x2 large javelin).

;SA Rage 1/day; SQ Uncanny dodge, marsh movement; AL CE; SV Fort +12 , Ref +0, Will +1; Str 24, Dex 8, Con 15, Int 6, Wis 10, Cha 7.

Skills and Feats:  Climb +9, Listen +6, Spot +2; Thoughness, Weapon Focus (greatclub), Improved Thoughness, Power Attack, Weapon Focus (spiked chain)

Languages: Common, Giant.


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


Power-Up Suite (raging, potion of shield of faith) – hp 100; Ac 19 [-1 Size, -1 Dex, +5 natural, +5 chainmail+1, -2 raging, +2 pot sof], touch 6, flat-footed 17;

Atk +17 (2D6+14/x2 +1 large spiked chain) or +5 ranged (1D8+9/x2 large javelin); Full Atk +17/+12 (2D6+14/x2 +1 large spiked chain) or +5 ranged (1D8+9/x2 large javelin). SV Fort +14, Ref +0, Will +3  

Possessions: Large spiked chain +1, large chainmail +1, large greatclub, 3x large javelin, gauntlets +2 strength, potion of shield of faith.

(2) Bullywug Barbarian 1; CR 1; Medium Humanoid (Aquatic) HD 1D12+4; hp 16; Init +0; spd 30ft, swim 40ft; AC 16 [-1 Dex, +4 chainshirt, +3 natural]; BAB/Grp: +1/+3; Atk +4 (1D10+3/x2 mw greatclub) or +1 (1D6+2 javelin); AL CE; SV Fort +6, Ref -1, Will -2; Str 14, Dex 9, Con 18, Int 7, Wis 7, Cha 7.

Skills and Feats: Hide +0, Listen +2, Spot -2, Climb +5; Power Attack.


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


Power-Up (raging) hp 18; AC 14 [-1 Dex, +4 chainshirt, +3 natural, -2 raging]; Atk +6 (1D10+6 mw greatclub) or +1 (1D6+4 javelin); SV Fort +8, Ref -1, Will +0; Str 18, Con 22.
Possessions: chainshirt, mw greatclub, 3x javelin. 

3 ONE TOWER TOO CLOSE

Jacin Lore Male Human Sargeant (mixed) Fighter 6; CR 6; Medium Humanoid (human); HD 6D10+18; hp 58; Init +2; Spd 20 ft; AC 21 [+1 Dex, +9 Full Plate +1, +1 buckler], touch 11, flat-footed 20; BAB/Grp +6/+9; Full Atk +10/+5 (1D10+7 glaive +1) or +9/+4 (2D6+4 mw greatsword) or +10/+5 (1D3+3 mw spiked gauntlets); AL LN; SV Fort +8, Ref +5, Will +3; Str 17, Dex 14, Con 14, Int 13, Wis 10, Cha 10.

Skills and Feats: prof soldier +9, Intimidate +4, Climb +12, Ride +10 ; Weapon Focus (glaive), Power Attack, Improved Buckler Defence, Improved Thougness, Weapon Specialisation (glaive), Close Quarters Fightning, Combat Reflexes.

Possessions: glaive +1, full plate +1, mw greatsword, mw spiked gauntlets, potion cure moderate wounds, cloak of resistance +1.

Powered-up (magical vestment on buckler, circle of prot good): AC 22 (24 vs good) [+1 Dex, +9 Full Plate +1, +2 or +2 buckler +1], touch 11, flat-footed 21. 

Dina Tark Female Human Cleric 6; CR 6; Medium Humanoid (human); HD 6D8+12; hp 45; Init +6; Spd 20; AC 21 [+2 Dex, +6 breastplate,+3 large metal shield +1], 12 touch, 19 flat-footed; BAB/Grp; +4/+4; Atk +5 (1D8 mw heavy mace) or +7 (1D10 mw heavy crossbow); AL LE; SV Fort +7 Ref +4 Will +9; Str 11, Dex 14, Con 14, Int 8, Wis 18, Cha 12.

Skills and Feats: concentration +11, Heal +14, Know religion +0, TU +1 (Dsp +4); spell focus Enchantment/Charm, Improved Init, Augmented Healing, Divine Spell Power. Domain: Animal and Purification.

Spells Prepared (5/4/4/3; Base save DC = 14 + spell level, DC Enchantment/Charm* 15 + spell level, Abjuration spells** +1 CL) 0th cure minor wounds, cure minor wounds, detect magic, create water, guidance; 1st bless, cure light wounds, shield of faith**, command*, D, calm animal*; 2nd hold person*, hold person*, shield other**, sound burst, D, Deific Vengeance; 3rd circle vs good**, magical vestment**, bestow curse, D, dominate animal*) 

Possessions: breastplate +1, large shield +1, mw heavy mace, mw heavy crossbow, mw medical kit, scroll of cure serious, scroll of invis purge, scroll of dispel magic, scroll of bull strength, scroll of remove paralysis, scroll of remove fear, scroll of obscuring mist. 

(2) Bullywug Barbarian 1, Rogue 3; CR 4; Medium Humanoid (Aquatic) HD 1D12+3+3D6+9; hp 35; Init +3; spd 30ft, swim 40ft; AC 20 [+3 Dex, +4 chainshirt, +3 natural], touch 13, flat-footed 17; BAB/Grp: +3/+3; Atk +7 (1D6/x2 mw shortsword) or +7 (1D6 javelin), Full Atk +5/+5 (1D6 mw shortsword); SQ Sneak Attack +2D6, Evasion; AL CE; SV Fort +6, Ref  +8, Will -1; Str 10, Dex 16, Con 16, Int 7, Wis 7, Cha 7.

Skills and Feats: Hide +10, Listen +5, Spot +5, Tumble +10, Balance +10, Climb +7; Two Weapon Fighting, Weapon Finesse.

Power-Up (raging) hp 43; AC 20 [+3 Dex, +4 chainshirt, +3 natural, -2 raging]; Atk +8 (1D6+2/x2 mw shortsword) or +7 (1D6+2 javelin)
Possessions: mw chainshirt, 2x mw shordsword, 3x javelin, tanglefoot bag, 2x alchemist fire, potion of invisibility.

4 COURTYARD MOPUP
(4) Bullywug Barbarian 1, Fighter 1; CR 2; Medium Humanoid (Aquatic) HD 1D12+5+1D10+5; hp 28; Init +1; spd 30ft, swim 40ft; AC 18 [+1 Dex, +4 chainshirt, +3 natural]; BAB/Grp: +2/+4; Atk +6 (2D6+3/x2 mw greatsword) or +3 (1D6+2 javelin); AL CE; SV Fort +6, Ref -1, Will -2; Str 14, Dex 13, Con 21, Int 7, Wis 7, Cha 7.

Skills and Feats: Hide +0, Listen +2, Spot -2, Climb +5; Power Attack, Weapon Focus (greatsword)

Power-Up (raging) hp 32; AC 16 [-1 Dex, +4 chainshirt, +3 natural, -2 raging]; Atk +8 (1D10+6 mw greatsword) or +2 (1D6+4 javelin); SV Fort +8, Ref -1, Will +0; Str 18, Con 22.
Possessions: chainshirt, mw greatsword, 3x javelin. 

2 Giant Crocodile (MM271) +4 AC (mage armor)
Human Wizard 5 (necromancer); CR 5; Medium Humanoid (human); HD 5D4+10+3 (toad) +13 (false life); hp 29 (42); Init +6; spd 30ft; AC 19 [+2 Dex, +4 mage armor, +3 natural armor (alter self bullywug)] BAB/Grp; +2/+1; Atk -3 (2D6-1 greatsword); AL LE; SV Fort +3, Ref +3, Will +4; Str 8, Dex 14, Con 14, Int 18, Wis 10, Cha 9.

Skills and Feats: Concentration +10, Spellcraft +12, Know (nature) +12, Know (arcane) +12, Know (planes) +12, Tumble +5; Scribe Scroll, Heighten Spell, Improved Init, Spell Focus (necro), Greater Spell Focus (necro)

Spells (4/5/4/3; Base Save = 14 + spell level, 16 + spell level for necromancy* spells) 0th mage hand, touch of fatigue*, touch of fatigue*, touch of fatigue*; 1st 3x mage armor (cast),  ray of enfeeblement*, ray of enfeeblement*; 2nd false life* (cast), alter self (cast-bullywug), ghoul touch*, spectral hand* (cast); 3rd H ghoul touch*, haste, ray of exhaustion*. 

Tactic: 1st round haste on giant crocs + whatever is in reach.

Possessions: headband of int +2, scroll of haste, greatsword.

5 ONE TOWER TOO FAR

Quintas Alaron Male Human Cleric 6; CR 6: Medium Humanoid (human); HD 6D8+18; hp 51; Init +2; Spd 20ft; AC 21[+1 Dex, +9 full plate +1, +1 buckler], 11 touch, 20 flat-footed; BAB/Grp +4/+7; Atk +8 (1D10+5/x3 glaive +1) or +8 (1D3+3 mw spiked gauntlets); AL LE, SV Fort +7, Ref +4, Will +7; Str 17, Dex 14, Con 14, Int 8, Wis 14, Cha 8.

Skills and Feats: concentration +12, spellcraft +8; Weapon Proficiancy (glaive), Weapon Focus (glaive), Power Attack, Improved Buckler Defence, Improved Thougness, Combat Reflexes. Domain: Law and War. 

Spells Prepared (5/4/4/2; Base save DC = 12 + spell level) 0th cure minor wounds, cure minor wounds, detect magic, create water, guidance; 1st bless, divine favor, divine favor, resurgeance, D, prot chaos; 2nd bears endurance, spiritual weapon, silence, lesser restoration, D, spiritual weapon ; 3rd magical vestment, cure serious wounds, D, circle prot from chaos) 

Possessions: glaive +1, mw glaive, full plate +1, mw spiked gauntlets, 2x potion of enlarge person.  

Powered-up (magical vestment, bears endurance, bless, divine favor, circle of prot chaos) hp 63; AC 22 (24 vs chaos) [+1 Dex, +9 full plate +1, +2 buckler +1], 11 touch, 21 flat-footed.; Atk +11 (1D10+7/x3 glaive +1) or +11 (1D3+5 mw spiked gauntlets)

Obari Pokano Female Human Warmage 6; CR 6; HD 6D6+6; hp 32; Init +1; Spd 20ft; AC 18 [+1 Dex, +6 breastplate +1, +1 light shield] touch 11, flat-footed 17.

BAB/Grp; +3/+3; Atk +0 (1D10 mw glaive) or mw heavy mace +4(1D8 mw long sword); Ex Warmage edge (add Int bonus (+2) to any spell that deals damage)

AL LE; SV Fort +3, Ref +3 Will +4; Str 10, Dex 12, Con 12, Int 14, Wis 8, Cha 18.

Skills and Feats: Concentration +14, Spellcraft +11, Tumble +5,5, Craft (pottery) +11, Know (arcane) +11; Extra armor feat?, Point Blank Shot, Precise Shot, Combat Casting.

Spells (6/7/6/4; Base DC = 14+ spell level) (*=evoc)(see page 90 CA) 0th acid splash*, disrupt undead, light*, ray of frost*; 1st accuracy, burning hands*, chill touch,  fist of stone, hail of stone, magic missile*, lesser orb of Acid/Cold/Elec/Fire/Sound, shocking grasp*, true strike; 2nd blades of fire*, continual flame*, firetrap*, fireburst*, ice knife,  melfs acid arrow, pyrotechnics*, scorching ray*, shatter, whirling blade; 3rd fire shield*, fireball*, flame arrow*, gust of wind*, ice storm*, lightning bolt*, poison, ring of blades, sleet storm*, stinking cloud.

Possessions: cloak of cha +2, breastplate +1, mw glaive, light shield, mw long sword, potion of cure moderate wounds, potion of invisibility, 2x potion of cure light wounds.

Powered-up (bless) Atk +1 (1D10 mw glaive) or mw heavy mace +5(1D8 mw heavy mace); Ex Warmage edge (add Int bonus (+2) to any spell that deals damage)

2) Bullywug Barbarian 1, Ranger 3; CR 4; Medium Humanoid (Aquatic) HD 1D12+6+3D8+18+4; hp 49; Init +0; spd 30ft, swim 40ft; AC 18 [+1 Dex, +4 chainshirt, +3 natural]; BAB/Grp: +4/+9; Atk +8 (1D6+3/x2 mw shortsword) or +5 (1D6+3 javelin); Full Atk: +6/+6 (1D6+3 mw shordsword); SQ Favored Enemy Elf +2, Wild empathy; AL CE; SV Fort +11, Ref  +4, Will +1; Str 16, Dex 12, Con 22, Int 7, Wis 10, Cha 7.

Skills and Feats: Survival +11, Listen +5, Spot +8, Climb +5; Two Weapon Fighting, Track, Endurance, Skill Focus (survival), Improved Toughness.

Power-Up (raging) hp 57; AC 16 [+1 Dex, +4 chainshirt, +3 natural, -2 raging]; Atk +10 (1D6+3/x2 mw shortsword) or +7 (1D6+3 javelin)
Power-Up (raging, potion of bull strength, (only use this when there are elves in the party, yes they really hate elves)) hp 53; AC 16 [+1 Dex, +4 chainshirt, +3 natural, -2 raging]; Atk +12 (1D6+7/x2 mw shortsword) or +7 (1D6+7 javelin)
Favoured Enemy=(+2vs Elves)

Possessions: mw chainshirt, 2x mw shordsword, 3x javelin, tanglefoot bag, potion of bull strength, 2x potion of cure light wounds.

6 SOMEONE at the door?



Hooded pupil harpies (2 or 4): CR 4; Medium Monstrous Humanoid; HD 7d8; hp 31 each; Init +6; Spd 20 ft., fly 80 ft. (average); AC 15 (touch 12, flat-footed 13) [+2 Dex, +3 natural]; BAB +7; Grp +8; Atk +8 melee (1d6+1, club); Full Atk +8/+3 melee (1d6+1, club) and +3/+3 melee (1d3, claw); SA Captivating song, clutch of Orcus 1/day, drink blood 1/day; SQ Darkvision 60 ft., cold resistance 5, spider climb; AL NE; SV Fort +2, Ref +9, Will +7; Str 12, Dex 15, Con 10, Int 7, Wis 14, Cha 20.


Skills and Feats: Bluff +111, Hide +4, Intimidate +6, Listen +12, Move Silently +4, Perform (oratory) +7, Spot +8; AlertnessB, Dodge, Flyby Attack, Hoover, Improved InitiativeB, Lightning ReflexesB.


Captivating Song (Su):  When a harpy sings, all creatures (other than harpies) within a 300-foot spread must succeed on a DC 18 Will save or become captivated. This is a sonic mind-affecting charm effect. A creature that successfully saves cannot be affected again by the same harpy’s song for 24 hours.


A captivated victim walks toward the harpy, taking the most direct route available. If the path leads into a dangerous area (through flame, off a cliff, or the like), that creature gets a second saving throw. Captivated creatures can take no actions other than to defend themselves. (Thus, a fighter cannot run away or attack but takes no defensive penalties.) A victim within 5 feet of the harpy stands there and offers no resistance to the monster’s attacks. The effect continues for as long as the harpy sings and for 1 round thereafter. A bard’s countersong ability allows the captivated creature to attempt a new Will save.


Clutch of Orcus (Sp): 1/day–clutch of Orcus (DC 18). CL 10.


Drink Blood (Su): Once per day a hooded pupil can suck blood from a living victim who has damage that is yet unhealed. It does so by making a successful grapple check. Against a pinned or helpless foe, it drinks blood, dealing 2 points of Constitution damage.

Bloodhulk fighter mob: CR 8; Gargantuan Undead Mob; HD 30d12; hp 460; Init +0; Spd 10 ft.,; AC 7 (touch 5, flat-footed 7) [-1 Dex, +2 natural, -4 size]; BAB +15; Grp +29; Atk Special  5d6’ SQ Darkvision 60 ft., Low-kight vision, Blood Bloated, Fragile, Undead traits AL NE; SV Fort +9, Ref +8, Will +25; Str 16, Dex 9 Con -, Int -, Wis 10, Cha 1.


Skills and Feats: Listen +0, Spot +0; Expert Grappler; Trample; Improved Bull Rush; Improved Overrun


Fragile (Ex) A bloodhulk fighter takes an extra 1d6 points of damage whenever it takes at least 1 point of damage from a piercing or slashing weapon.


Blood Bloated (Ex) A bloodhulk fighter always gains the maximum hit points possible per Hit Die. In addition, it gains 2 bonus hit points per Hit Die.

7 RUN RUN
Cardos Velras: Male necropolitan Wiz6 (necromancer); CR 6; Medium  Augmented Humanoid (undead, human); HD 6d12; hp 42 (53 due to temporary hit points); Init +6; Spd 30 ft.; AC 17 (touch 13, flat-footed 15) [+4 armor, +1 deflection,  +2 Dex]; BAB +3; Grp +3; Atk +3 melee (1d4/19-20, dagger) or +5 ranged (1d8/19-20, light crossbow); Full Atk +3 melee (1d4/19-20, dagger) or +5 ranged (1d8/19-20, light crossbow); SA Spells; SQ Spells, undead traits, +2 turn resistance; AL LE; SV Fort +3, Ref +5, Will +7; Str 10, Dex 14, Con –, Int 16, Wis 12, Cha 10.


Skills and Feats: Concentration +12, Knowledge (arcana) +14, Knowledge (religion) +12, Knowledge (the planes) +12, Spellcraft +14; Extend Spell, Greater Spell Focus (Necromancy), Improved Initiative, Scribe Scroll, Skill Focus (concentration), Spell Focus (Necromancy).


Spells Prepared (4/5/5/43; Base DC = 13 + spell level): 0–detect magic (2), message (2); 1st–chill touchψ, grease, mage armor, protection from good, ray of enfeeblement; 2nd–blindnessψ, glitterdust, command undead, false life; 3rd–dispel magic, haste, slow,  vampiric touch.

Ψ Base DC = 15 + spell level due to Greater Spell Focus (Necromancy).


Possessions: Dagger, light crossbow, 20x bolts, spell component pouch, ring of protection +1, cloak of resistance +1, potion of remove blindness, scroll of ghoul touch, scroll of spectral hand, scroll of fly, scroll of mage armor, 4x oil of levitation.

Bloodhulk giants (0 or 1): CR 6; Large Undead; HD 14; hp 196; Init –2; Spd 20 ft.; AC 13 (touch 7, flat-footed 13) [-2 Dex, +6 natural, -1 size]; BAB +7; Grp +22; Atk +17 melee (2d6+16, slam); Full Atk +17 melee (2d6+16, slam); Space/Reach 10 ft./10 ft.; SQ Blood bloated, darkvision 60 ft., fragile, low-light vision, undead traits; AL NE; SV Fort +4, Ref +2, Will +9; Str 33, Dex 6, Con –, Int –, Wis 10, Cha 1.


Skills and Feats: –


Fragile (Ex) A bloodhulk giant takes an extra 1d6 points of damage whenever it takes at least 1 point of damage from a piercing or slashing weapon.


Blood Bloated (Ex) A bloodhulk giant always gains the maximum hit points possible per Hit Die. In addition, it gains 2 bonus hit points per Hit Die.


Possessions: None.

Bloodhulk Fighters (2): CR 4 Medium undead; HD 10; hp 140; init -1; Spd 20ft;AC 11 (touch 9, flat-footed 11) [-1 Dex, +2 natural]; BAB +5; Grp +8; Atk +8 ( 1d8+4 slam);SQ Blood bloated, darkvision 60 ft., fragile, low-light vision, undead traits; AL NE; SV Fort +3, Ref +2, Will +7; Str 16, Dex 9, Con –, Int –, Wis 10, Cha 1.


Skills and Feats: –


Fragile (Ex) A bloodhulk fighter takes an extra 1d6 points of damage whenever it takes at least 1 point of damage from a piercing or slashing weapon.


Blood Bloated (Ex) A bloodhulk fighter always gains the maximum hit points possible per Hit Die. In addition, it gains 2 bonus hit points per Hit Die.


Possessions: None.

Appendix 2: APL 10

2 Clearing the Gate

Marshal gives: +2 to hit (or +2 AC when retreating) and +3 to disarm, trip, bull rush and sunder attempts. This bonus is not yet included.

Kablath Astar Human Marshal 9; CR 9; Medium Humanoid (human); HD 9D8+18; hp 58; Init +2; Spd 30 ft; AC 17 [+2 Dex, +5 chainshirt +1], touch 12, falt-footed 15; BAB/Grp +6/+8; Atk +9  (1D8+2 19-20/x2 mw longsword) or +10 ranged (1D8+3/x3 mighty +2 composite logbow +1); Full Atk: +9  (1D8+2 19-20/x2 mw longsword) or +8/+8 ranged (1D8+3/x3 mighty +2 composite logbow +1)

Ex: minor aura: (Art of War) +3 to disarm, trip, bull rush and sunder attempts; major aura: (Motivate Attack) +2 to melee attack rolls or (Motivate Care when retreating) +2 to AC. 

Grand Move Action, twice/day as a standard action, he 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 an extra move action immediately, acting in their current initiative order. Yade yade yade; AL LN; SV Fort +10 Ref +7 Will +8; Str 14, Dex 14, Con 14, Int 10, Wis 10, Cha 17.

Skills and Feats: Diplomacy +24, Sense Motive +10, Bluff +17, Listen +10; Point Blank Shot, Rapid Shot, Precise Shot, Weapon Focus Comp. longbow.

Languages: Common, Elven, Dwarven, Orcish, Silvan, Giant, Ancient Suel, Halfling, Gnome.

Possessions: mighty +2 comp. Longbow +1, chainshirt +1, cloak of resistance +2, circlet of persuation, potion of cure moderate wounds, potion of cure serious wounds.
(2) Savage Bullywug Babarian 2/Fighter 4; CR 9 Large Humanoid (Aquatic) HD 4D8+23 +2D12+10 +4D10+20; hp 118; Init -1; Spd 40 ft, swim 40ft; AC 20 [-1 Size, -1 Dex, +5 natural, +5 chainmail +2], touch 8, flat-footed 19; BAB/Grp: +9/ +20;

Atk +17 (2D6+13/x2 +1 large spiked chain) or + 7 ranged (1D8+7/x2 large javelin); Full Atk +17/+12 (2D6+13/x2 +1 large spiked chain) or +7 ranged (1D8+7/x2 large javelin).

;SA Rage 1/day; SQ Uncanny dodge, marsh movement; AL CE; SV Fort +14, Ref +2, Will +3; Str 24, Dex 8, Con 16, Int 6, Wis 10, Cha 7.

Skills and Feats:  Climb +11, Listen +6, Spot +2; Thoughness, Weapon Focus (greatclub), Improved Thoughness, Power Attack, Weapon Focus (spiked chain), Weapon Specialisation (spiked chain), Blind Fight.

Languages: Common, Giant.

Power-Up Suite (raging, potion of shield of faith) – hp 138; Ac 20 [-1 Size, -1 Dex, +5 natural, +5 chainmail +2, -2 raging, +2 pot sof], touch 6, flat-footed 17;

Atk +19 (2D6+16/x2 +1 large spiked chain) or +7 ranged (1D8+9/x2 large javelin); Full Atk +19/+14 (2D6+16/x2 +1 large spiked chain) or +7 ranged (1D8+9/x2 large javelin). SV Fort +14, Ref +2, Will +5  

Possessions: Large spiked chain +1, large chainmail +2, large greatclub, 3x large javelin, gauntlets +2 strength, potion of shield of faith, cloak of resistance +1.

(4) Bullywug Barbarian 1; CR 1; Medium Humanoid (Aquatic) HD 1D12+4; hp 16; Init +0; spd 30ft, swim 40ft; AC 16 [-1 Dex, +4 chainshirt, +3 natural]; BAB/Grp: +1/+3; Atk +4 (1D10+3/x2 mw greatclub) or +1 (1D6+2 javelin); AL CE; SV Fort +6, Ref -1, Will -2; Str 14, Dex 9, Con 18, Int 7, Wis 7, Cha 7.

Skills and Feats: Hide +0, Listen +2, Spot -2, Climb +5; Power Attack.

Power-Up (raging) hp 18; AC 14 [-1 Dex, +4 chainshirt, +3 natural, -2 raging]; Atk +6 (1D10+6 mw greatclub) or +1 (1D6+4 javelin); SV Fort +8, Ref -1, Will +0; Str 18, Con 22.
Possessions: chainshirt, mw greatclub, 3x javelin. 

3 ONE TOWER TOO CLOSE

Jacin Lore Male Human Sargeant (mixed) Fighter 8; CR 8; Medium Humanoid (human); HD 8D10+18; hp 70; Init +2; Spd 20 ft; AC 22 [+1 Dex, +10 Full Plate +2, +1 buckler], touch 11, flat-footed 20; BAB/Grp +8/+12; Full Atk +13/+8 (1D10+9 glaive +1) or +12/+7 (2D6+6 mw greatsword) or +13/+8 (1D3+4 mw spiked gauntlets); AL LN; SV Fort +9, Ref +5, Will +3; Str 18, Dex 14, Con 14, Int 13, Wis 10, Cha 10.

Skills and Feats: prof soldier +9, Intimidate +4, Climb +12, Ride +10 ; Weapon Focus (glaive), Power Attack, Improved Buckler Defence, Improved Thougness, Weapon Specialisation (glaive), Close Quarters Fightning, Combat Reflexes, Combat Expertise.

Possessions: glaive +1, full plate +2, mw spiked gauntlets, mw greatsword, potion cure moderate wounds, cloak of resistance +1.

Powered-up (divine SP magical vestment on buckler, bull strength, extended dSP shield of faith, circle of prot good) – AC 29[+1 Dex, +10 Full Plate +2, +4 buckler +3, +4 shield of faith], touch 15, flat-footed 28; Full Atk +16/+11 (1D10+12 glaive +1) or +15/+10 (2D6+9 mw greatsword) or +13/+8 (1D3+4 mw spiked gauntlets).
Dina Tark Female Human Cleric 8; CR 8; Medium Humanoid (human); HD 8D8+12; hp 55; Init +6; Spd 20; AC 24 [+2 Dex, +9 fullplate +1,+3 large metal shield +1], 12 touch, 19 flat-footed; BAB/Grp; +6/+7; Atk +8 (1D8+1 mw heavy mace) or +9 (1D10 mw heavy crossbow); Full Atk Atk +8/+3 (1D8+1 mw heavy mace); AL LE; SV Fort +8 Ref +4 Will +10; Str 12, Dex 14, Con 14, Int 8, Wis 18, Cha 12.

Skills and Feats: concentration +11, Heal +14, Know religion +4; TU +6 (Dsp +9) spell focus Enchantment/Charm, Improved Init, Augmented Healing, Divine Spell Power. Domain: Animal and Purification.

Spells Prepared (6/5/4/4/3; Base save DC = 14 + spell level, DC Enchantment/Charm* 15 + spell level, Abjuration spells** +1 CL) 0th cure minor wounds, cure minor wounds, detect magic, detect magic, create water, guidance; 1st bless, cure light wounds, shield of faith**, shield of faith**,command*, D, calm animal*; 2nd hold person*, hold person*, shield other**, sound burst, D, Deific Vengeance; 3rd circle vs good**, magical vestment**, bestow curse, dispel magic**, D, dominate animal*); 4th revenance, freedom of movement, restoration, D, castigate 

Possessions: full plate +1, large shield +1, mw heavy mace, mw heavy crossbow, mw medical kit, scroll of cure serious, scroll of invis purge, scroll of dispel magic, scroll of bull strength, scroll of remove paralysis, scroll of remove fear, scroll of obscuring mist, circled of persuasion, lesser rod of extend.

Powered-up (freedom of movement)
(2) Bullywug Barbarian 1, Rogue 5; CR 6; Medium Humanoid (Aquatic) HD 1D12+3+5D6+9; hp 43; Init +3; spd 30ft, swim 40ft; AC 21 [+3 Dex, +5 chainshirt +1, +3 natural] touch 13, flat-footed 18; BAB/Grp: +4/+4; Atk +8 (1D6/x2 mw shortsword) or +7 (1D6 javelin); Full Atk +6/+6 (1D6 mw shortsword) (; SQ Sneak Attack +3D6, Evasion, Uncanny Dodge; AL CE; SV Fort +6, Ref  +9, Will -1; Str 10, Dex 16, Con 16, Int 7, Wis 7, Cha 7.

Skills and Feats: Hide +12, Listen +7, Spot +7, Tumble +12, Balance +12, Climb +9; Two Weapon Fighting, Weapon Finesse, Weapon Focus (shortwsord).

Power-Up (raging) hp 51; AC 19 [+3 Dex, +5 chainshirt +1, +3 natural, -2 raging]; Atk +8 (1D6+2/x2 mw shortsword) or +7 (1D6+2 javelin); Full Atk +6/+6 (1D6+2 mw shortsword)
Possessions: chainshirt +1, 2x mw shordsword, 3x javelin, tanglefoot bag, 2x alchemist fire, potion of invisibility.

4 COURTYARD MOPUP
(4) Bullywug Barbarian 2, Fighter 2; CR 4; Medium Humanoid (Aquatic) HD 2D12+10+2D10+10; hp 51; Init +2; spd 30ft, swim 40ft; AC 19 [+2 Dex, +4 chainshirt, +3 natural]; BAB/Grp: +4/+6; Atk +8 (2D6+4/x2 mw greatsword) or +6 (1D6+2 javelin); AL CE; SV Fort +8, Ref +0, Will -2; Str 14, Dex 14, Con 21, Int 7, Wis 7, Cha 7.

Skills and Feats: Hide +0, Listen +3, Spot -2, Climb +6; Power Attack, Weapon Focus (greatsword), Dodge, Mobility.

Power-Up (raging) hp 59; AC 17 [-2 Dex, +4 chainshirt, +3 natural, -2 raging]; Atk +10 (2D6+7 mw greatsword) or +6 (1D6+4 javelin); SV Fort +10, Ref +0, Will +0; Str 18, Con 25.
Possessions: mw chainshirt, greatsword +1, 3x javelin. 

3 Giant Crocodile (MM271) +4 AC (mage armor)
Human Wizard 7 (necromancer); CR 7; Medium Humanoid (human); HD 7D4+14+3 (toad) +15 (false life); hp 37 (52); Init +6; spd 30ft; AC 19 [+2 Dex, +4 mage armor, +3 natural armor (alter self bullywug)] BAB/Grp; +3/+2; Atk -4 (2D6-1 greatsword); AL LE; SV Fort +4, Ref +4, Will +5; Str 8, Dex 14, Con 14, Int 18, Wis 10, Cha 9.

Skills and Feats: Concentration +12, Spellcraft +14, Know (nature) +14, Know (arcane) +14, Know (planes) +14, Tumble +6; Scribe Scroll, Heighten Spell, Improved Init, Spell Focus (necro), Greater Spell Focus (necro), Feat take 10 on Concentration checks.

Spells (4/6/5/4/3; Base Save = 14 + spell level, 16 + spell level for necromancy* spells) 0th mage hand, touch of fatigue*, touch of fatigue*, touch of fatigue*; 1st shield, 4x mage armor (cast), ray of enfeeblement*; 2nd false life* (cast), alter self (cast-bullywug), ghoul touch*, spectral hand*, spectral hand* (cast); 3rd H ghoul touch, haste, ray of exhaustion*, vampiric touch* 4th bestow curse, burning blood (CA), burning blood (CA). 

Tactic: 1st round haste on giant crocs + whatever is in reach.

Possessions: headband of int +2, scroll of haste, cloak of resistance +1, greatsword.

5 ONE TOWER TOO FAR

Quintas Alaron Male Human Cleric 8; CR 8: Medium Humanoid (human); HD 8D8+18; hp 53; Init +2; Spd 20ft; AC 21 [+1 Dex, +9 full plate +1, +1 buckler], 11 touch, 20 flat-footed; BAB/Grp +6/+10; Atk +11 (1D10+7/x3 glaive +1) or +11 (1D3+4 mw spiked gauntlets); Full Atk +11/+6 (1D10+7/x3 glaive +1) or +11/+6 (1D3+4 mw spiked gauntlets); AL LE, SV Fort +8, Ref +4, Will +8; Str 18, Dex 14, Con 12, Int 8, Wis 14, Cha 8.

Skills and Feats: concentration +14, spellcraft +10; Weapon Proficiancy (glaive), Weapon Focus (glaive), Power Attack, Improved Buckler Defence, Improved Thougness, Combat Reflexes. Domain: Law and War. 

Spells Prepared (6/6/5/4/3; Base save DC = 12 + spell level) 0th cure minor wounds, cure minor wounds, detect magic, create water, guidance, guidance; 1st bless, divine favor, divine favor, resurgeance, lesser vigor, detect undead, D, prot chaos; 2nd bears endurance, spiritual weapon, spiritual weapon, silence, lesser restoration, D, spiritual weapon ; 3rd magical vestment, magical vestment, cure serious wounds, D, circle prot from chaos) 4th divine power, divine power, D, order’s wrath. 

Possessions: glaive +1, mw glaive, full plate +1, buckler, mw spiked gauntlets, 2x potion of enlarge person.  

Powered-up (magical vestment 2x, bears endurance, bless, divine power, circle of prot chaos) hp 68; AC 24 (26 vs chaos) [+1 Dex, +10 full plate +2, +3 buckler +2], 11 touch, 25 flat-footed.; Atk +14 (1D10+11/x3 glaive +1) or +14 (1D3+7 mw spiked gauntlets); Full Atk +14/+9 (1D10+11/x3 glaive +1) or +14/+9 (1D3+7 mw spiked gauntlets) Str 24, Con 16.

Obani Pokano Female Human Warmage 8; CR 8; HD 8D6+6; hp 40; Init +1; Spd 20ft; AC 22 [+1 Dex, +9 fullplate +1, +2 light shield +1] touch 11, flat-footed 21.

BAB/Grp; +3/+3; Atk +0 (1D10 mw glaive) or mw heavy mace +4(1D8 mw long sword)

AL LE; SV Fort +3, Ref +3 Will +4; Str 10, Dex 12, Con 12, Int 14, Wis 8, Cha 19.

Skills and Feats: Concentration +16, Spellcraft +13, Tumble +6,5, Craft (pottery) +13, Know (arcane) +13; Extra armor feat?, Point Blank Shot, Spell Focus (evoc), Combat Casting, Precise Shot.

Spells (6/7/6/4; Base DC = 14+ spell level, DC evocation* 15+ spell level) (see page 90 CA); 0th acid splash*, disrupt undead, light*, ray of frost*; 1st accuracy, burning hands*, chill touch,  fist of stone, hail of stone, magic missile*, lesser orb of Acid/Cold/Elec/Fire/Sound, shocking grasp*, true strike; 2nd blades of fire*, continual flame*, firetrap*, fireburst*, ice knife,  melfs acid arrow, pyrotechnics*, scorching ray*, shatter, whirling blade; 3rd fire shield*, fireball*, flame arrow*, gust of wind*, ice storm*, lightning bolt*, poison, ring of blades, sleet storm*, stinking cloud; 4th  blast of flames*, contagion, evard’s black tentacles, orb of Acid/Cold/Elec/Fire/Sound, phantasmal killer, shout,wall of fire* 

Possessions: cloak of cha +2, fullplate +1, light shield +1, mw glaive, mw long sword, potion of cure moderate wounds, potion of invisibility, 2x potion of cure light wounds.

(2) Bullywug Barbarian 1, Ranger 5; CR 6; Medium Humanoid (Aquatic) HD 1D12+6+5D8+30+6; hp 79; Init +0; spd 30ft, swim 40ft; AC 18 [+1 Dex, +4 chainshirt, +3 natural]; BAB/Grp: +6/+9; Atk +10 (1D6+3/x2 mw shortsword) or +7 (1D6+3 javelin); Full Atk: +8/+8/+3 (1D6+3 mw shordsword); SQ Favored Enemy Elf +4, Halfling +2, Wild empathy; AL CE; SV Fort +11, Ref  +4, Will +1; Str 16, Dex 12, Con 22, Int 7, Wis 10, Cha 7.

Skills and Feats: Survival +11, Listen +5, Spot +8, Climb +5; Two Weapon Fighting, Track, Skill Focus (survival), Improved Toughness, Endurance, Improved Fav. Enemy (+3 dam vs Fav Enemies)

Power-Up (raging) hp 91; AC 16 [+1 Dex, +4 chainshirt, +3 natural, -2 raging]; Atk +12 (1D6+5/x2 mw shortsword) or +7 (1D6+5/x2 javelin)
Power-Up (raging, potion of bull strength, (only use this when there are elves in the party, yes they really hate elves)) hp 91; AC 16 [+1 Dex, +4 chainshirt, +3 natural, -2 raging]; Atk +14 (1D6+7/x2 mw shortsword) or +7 (1D6+7/x2 javelin); Full Atk: +12/+12/+7 (1D6+7/x2 mw shordsword)

Favoured Enemy=(+7 vs elf, +5 vs Halfling ;)

Possessions: mw chainshirt, 2x mw shordsword, 3x javelin, tanglefoot bag, potion of bull strength, 2x potion of cure light wounds.

6 SOMEONE at the door?



Hooded pupil harpies (2 or 4): CR 4; Medium Monstrous Humanoid; HD 7d8; hp 31 each; Init +6; Spd 20 ft., fly 80 ft. (average); AC 15 (touch 12, flat-footed 13) [+2 Dex, +3 natural]; BAB +7; Grp +8; Atk +8 melee (1d6+1, club); Full Atk +8/+3 melee (1d6+1, club) and +3/+3 melee (1d3, claw); SA Captivating song, clutch of Orcus 1/day, drink blood 1/day; SQ Darkvision 60 ft., cold resistance 5, spider climb; AL NE; SV Fort +2, Ref +9, Will +7; Str 12, Dex 15, Con 10, Int 7, Wis 14, Cha 20.


Skills and Feats: Bluff +11, Hide +4, Intimidate +6, Listen +12, Move Silently +4, Perform (oratory) +7, Spot +8; AlertnessB, Dodge, Flyby Attack, Hoover, Improved InitiativeB, Lightning ReflexesB.


Captivating Song (Su):  When a harpy sings, all creatures (other than harpies) within a 300-foot spread must succeed on a DC 18 Will save or become captivated. This is a sonic mind-affecting charm effect. A creature that successfully saves cannot be affected again by the same harpy’s song for 24 hours.


A captivated victim walks toward the harpy, taking the most direct route available. If the path leads into a dangerous area (through flame, off a cliff, or the like), that creature gets a second saving throw. Captivated creatures can take no actions other than to defend themselves. (Thus, a fighter cannot run away or attack but takes no defensive penalties.) A victim within 5 feet of the harpy stands there and offers no resistance to the monster’s attacks. The effect continues for as long as the harpy sings and for 1 round thereafter. A bard’s countersong ability allows the captivated creature to attempt a new Will save.


Clutch of Orcus (Sp): 1/day–clutch of Orcus (DC 18). CL 10.


Drink Blood (Su): Once per day a hooded pupil can suck blood from a living victim who has damage that is yet unhealed. It does so by making a successful grapple check. Against a pinned or helpless foe, it drinks blood, dealing 2 points of Constitution damage.

Bloodhulk fighter mob (1 or 2): CR 8; Gargantuan Undead Mob; HD 30d12; hp 460; Init +0; Spd 10 ft.,; AC 7 (touch 5, flat-footed 7) [-1 Dex, +2 natural, -4 size]; BAB +15; Grp +29; Atk Special  5d6’ SQ Darkvision 60 ft., Low-kight vision, Blood Bloated, Fragile, Undead traits AL NE; SV Fort +9, Ref +8, Will +25; Str 16, Dex 9 Con -, Int -, Wis 10, Cha 1.


Skills and Feats: Listen +0, Spot +0; Expert Grappler; Trample; Improved Bull Rush; Improved Overrun


Fragile (Ex) A bloodhulk fighter takes an extra 1d6 points of damage whenever it takes at least 1 point of damage from a piercing or slashing weapon.


Blood Bloated (Ex) A bloodhulk fighter always gains the maximum hit points possible per Hit Die. In addition, it gains 2 bonus hit points per Hit Die.

7 RUN RUN
Cardos Velras: Male necropolitan Wiz6 (necromancer); CR 6; Medium  Augmented Humanoid (undead, human); HD 6d12; hp 42 (53 due to temporary hit points); Init +6; Spd 30 ft.; AC 17 (touch 13, flat-footed 15) [+4 armor, +1 deflection,  +2 Dex]; BAB +3; Grp +3; Atk +3 melee (1d4/19-20, dagger) or +5 ranged (1d8/19-20, light crossbow); Full Atk +3 melee (1d4/19-20, dagger) or +5 ranged (1d8/19-20, light crossbow); SA Spells; SQ Spells, undead traits, +2 turn resistance; AL LE; SV Fort +3, Ref +5, Will +7; Str 10, Dex 14, Con –, Int 16, Wis 12, Cha 10.


Skills and Feats: Concentration +12, Knowledge (arcana) +14, Knowledge (religion) +12, Knowledge (the planes) +12, Spellcraft +14; Extend Spell, Greater Spell Focus (Necromancy), Improved Initiative, Scribe Scroll, Skill Focus (concentration), Spell Focus (Necromancy).


Spells Prepared (4/5/5/43; Base DC = 13 + spell level): 0–detect magic (2), message (2); 1st–chill touchψ, grease, mage armor, protection from good, ray of enfeeblement; 2nd–blindnessψ, glitterdust, command undead, false life; 3rd–dispel magic, haste, slow,  vampiric touch.

Ψ Base DC = 15 + spell level due to Greater Spell Focus (Necromancy).


Possessions: Dagger, light crossbow, 20x bolts, spell component pouch, ring of protection +1, cloak of resistance +1, potion of remove blindness, scroll of ghoul touch, scroll of spectral hand, scroll of fly, scroll of mage armor, 4x oil of levitation.

Bloodhulk giants (1, 2 or 3): CR 6; Large Undead; HD 14; hp 196; Init –2; Spd 20 ft.; AC 13 (touch 7, flat-footed 13) [-2 Dex, +6 natural, -1 size]; BAB +7; Grp +22; Atk +17 melee (2d6+16, slam); Full Atk +17 melee (2d6+16, slam); Space/Reach 10 ft./10 ft.; SQ Blood bloated, darkvision 60 ft., fragile, low-light vision, undead traits; AL NE; SV Fort +4, Ref +2, Will +9; Str 33, Dex 6, Con –, Int –, Wis 10, Cha 1.


Skills and Feats: –


Fragile (Ex) A bloodhulk giant takes an extra 1d6 points of damage whenever it takes at least 1 point of damage from a piercing or slashing weapon.


Blood Bloated (Ex) A bloodhulk giant always gains the maximum hit points possible per Hit Die. In addition, it gains 2 bonus hit points per Hit Die.


Possessions: None.

Appendix 3: 

The Vast swamp at a glance

As the name suggests, the Vast Swamp is huge and as such a single page cannot contain enough information to describe it completely. It should contain enough information though to run this adventure, which takes place in the eastern fringes of the Vast Swamp. If a scenario requires more specific information, then this will either be given at the proper scene or in another appendix.

Description

The Vast Swamp as a whole is not unlike the Everglades in Florida in real life Earth. It is hot, humid, wet and teeming with life. Large parts of the swamp are unsurpassable for humans without a boat. Here humans and elves do not reign supreme, but lizardfolk and bullywugs are the most dominant sentient live.

The northern fringes in which this adventure takes place though contain bigger patches of dry ground either due to vegetation or low hills that rise above the mud and water. In open areas and waterways sight can extend several hundred yards before being blocked by reeds and bushes; within the reeds it is limited to a few feet at best. Mosquitoes and leeches are a constant pest, leaving bleeding wounds (no damage, but distressing) when removed. Large, hairy (harmless) spiders scuttle through the reeds, and small crocodiles swim about (and flee when the PCs pay them any attention). Other swamp life includes otters, muskrats, silver white herons, king fishers, ducks, geese and countless other birds. Alders or other swamp trees cling on to life on the numerous dry spots, covered in Spanish moss and similar, long tendrilled lichen and surrounded by patches of tall reed and reed-like plants. A constant warm wind makes the temperature bearable, but causes the reeds to rustle, giving a –2 circumstance penalty to any listening checks.

There are many reasonably dry points within the northern fringes, though these are covered with dense plant growth and relatively difficult to traverse through. Even these dry grounds in general are muddy even outside the rain season. Though there are always exceptions to the rule on top of exceptional tall hills that arise out of the surrounding muck on several places. These dry areas are islands within huge patches of shallow water that become more rare the farther south one goes. These patches are overgrown with reed and trees especially adapted to having wet feet. In these watery areas there is about 3 inches of mud covered by one foot of water, though occasionally this may change to 1’ of mud under 2’ water for a total depth of 3 foot. Also, if any traveler through this does not take steps to test the ground (prodding with sticks), they might be surprised by a sudden dip into a mud-filled hole. Deeper channels of slowly flowing water and small lakes overgrown with water lilies cut through these shallow areas like veins. These channels and lakes can be quite deep, forcing travelers to swim through murky water.

A traveller in this region in general will only get wet feet and if you know the way, a boat will not be needed. Though even an experienced wanderer will have to wade through the muddy water frequently, which may cause occasional trouble for halflings and dwarves, as well as spell books and miscellaneous equipment. It pays to have watertight bags with you, though the high humidity and many rains during the rain season prevents anything from ever becoming truly dry during this season. So everything will be slimy, smelly and filthy in no time whatsoever.

Sentient Life and Unlife

Even though the Vast Swamp is inhospitable to human or olven inhabitation, it is still considered the home by several different groups of sentient creatures. Three groups of creatures are the true masters of the region and they are either feared or respected by those who travel through the Swamp.


The Vast Swamp is most infamous for the bullywugs that have made this area their home and who continually raid Sunndi to the north. The bullywugs of the Vast Swamp are more intelligent and organized then their more wild cousins described in the Forgotten Realms Monster Manual. 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. Rumours tell of a monastery deep in the Vast Swamp where Wastri himself resides, ruling over his minions like a mad tyrant surrounded by both amphibious and human servants as well as more unnatural things.


Most feared by all are the undead, the origins of which are a mystery for most. They are particular common in a specific part of the Vast Swamp as if they are drawn to it like moths to a light. Still, they can be encountered everywhere. Most of commons of all are corporeal undead: hungry ghouls and fearsome bog-mummies – all that remain of unwary travellers who drowned far from home and civilisation. With the undead come those who study them and the energy that empowers these vile creatures: necromancers and clerics of deities of death, decay and magic. Sometime ago the undead in the form of a pack of adventurers had become a real threat to the safety of Sunndi, but adventurers on the pay-role of Sunndi had put an end to this threat. Now the undead and their masters tend to remain within the borders of the Swamp.


Least known, but most friendly to the average traveller are the lizardfolk of the Cthaan tribe. By human standards these savage hunters are cruel and unforgiving, willing to do anything for the survival of their tribe. Still, unlike the bullywugs and undead, they can be reasoned with and once a traveller manage to gain their trust and becomes part of their tribe, they are staunch unwavering allies whose friendship can be a great boon to any traveller in their homeland. The Cthaan are divided in different clans who live in separate villages spread over the northern parts of the swamp forming a buffer of some sort between Sunndi to the north and the bullywugs and undead to the south. While relations between the different clans as well as the Sunndians to the north are cordial at best, they seldom come to violent clashes. The constant threat of dangerous natural predators, human outlaws, bullywugs and undead unite them into a single group.

Game Mechanics

When running a scenario within the Vast Swamp it is advisable to be familiar with the swimming rules as well as the effects of the environment on combat. Swimming rules can be found on page 84 of the PHB (all water in the Vast Swamp is considered calm unless specifically mentioned otherwise). Also remember that most the area is at the very least lightly obstructed and lightly slippery, giving a +4 modifier of the DC of any tumbling and balance checks (and that tumbling is impossible in water deeper then one knee). Hence, running or charging requires a balance check DC 14. More rules on running encounters in swamps and in deeper water can be found in the DMG at page 88 and 92. Drowning rules can be found at the end of the DMG at page 304.

Appendix 4: 

New rule item

monsters






Bullywug

Medium-Size Humanoid (Aquatic)
Hit Dice: 1d8 + 3 (7 hp)

Initiative: +0

Speed: 20 ft., swim 30 ft.

AC: 15 (+2 leather, +3 natural)

Attacks: Halfspear +1 melee; or halfspear +1 ranged

Damage: Halfspear 1d6; or halfspear 1d6

Face/Reach: 5 ft. by 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
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Climate/Terrain: 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

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 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 then 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 then 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.

Bloodhulk

Bloodhulks are corpses reanimated through an infusion of the blood of innocent victims in a dark and horrible ritual.
Their bloated bodies are fi lled with viscous gore and unholy fluids, providing them with the endurance to absorb an amazing amount of punishment before falling.
Although bloodhulk fighters are the most common form of this undead, necromancers and vile priests sometimes create larger, more ferocious versions, such as bloodhulk giants and bloodhulk crushers.
Bloodhulk fighter

This might have been a human, once. Now it is a bloated horror, distended veins sprawling across its livid skin. Scraps of rotting cloth are all that cover its swollen body. Its empty eyes fix on you, and it lurches forward swinging massive fists.

Bloodhulk Fighter CR 4

Always NE Medium undead

Init –1; Senses darkvision 60 ft., low-light vision; Listen +0,

Spot +0

Languages understands creator’s orders

AC 11, touch 9, flat-footed 11

(–1 Dex, +2 natural)

hp 140 (10 HD)

Immune undead immunities

Fort +3, Ref +2, Will +7

Weakness fragile

Speed 20 ft. (4 squares)

Melee slam +8 (1d8+4)

Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +8

Abilities Str 16, Dex 9, Con —, Int —, Wis 10, Cha 1

SQ blood bloated, undead traits

Feats —

Skills Listen +0, Spot +0

Advancement see text

Fragile (Ex) A bloodhulk fighter takes an extra 1d6 points of damage whenever it takes at least 1 point of damage from a piercing or slashing weapon.

Blood Bloated (Ex) A bloodhulk fighter always gains the maximum hit points possible per Hit Die. In addition, it gains 2 bonus hit points per

Hit Die.

MONSTER TEMPLATES
Mob template
An angry mob represents the most dangerous form of crowd. An angry mob might or might not be enraged at the PCs, but as a gneral rule the mob mentality overrides th desires and goals of an individual in a mob, and PCs who happen to get in the way could find themselves the focus of the mob's rage

A mob is treated as a single entity similar  to a swarm, exept that it is made of larger creatures. A mob can be composed of Small, Medium or Large creatures, but all the individual creatures must be of the same type. A mob that incorporates a crowd of goblins and a crowd of chokers is best modeled by two seperate mobs. You can use the following template to create specific types of mobs.

"Mob" is an acquired template that can be added to any Small, Medium, or Large creature. Generally, mobs are transitory; after forming, a mob lasts for, at most, 1d4+1 hours before breaking up. Most mobs break up naturally far sooner, once the condition that caused their formation is no longer a factor. A mob uses all the base creature's statiscs and special avilities except as noted here.

Size and Type: A mob is a guarfantuan creature composed of either forty-eight Small or Medium creatures or twelve Large creatures. The mob's type remains unchanged from the base creature.

Hit Dice: A mob has a single pool of Hit Dice and hit points. All mobs have 30 Hit Dice; this number represents the mob's mentality and physical mass rather than its race or class, sionce the individual members of a mob don't use their own abilities or experience to aid the whole. The type of Hit Dice rolled is set by the mob's racial Hit Dice, not any class levels the mob might have. Thus, a mob of commoners would roll d8s for hit points, not d4s.

Reducing a mob to 0 hit points or lower causes it to break up, though damage taken until that point does not degrade its ability to attack or resist attack. Mobs are never staggered or reduced to a dying state by damage.

Initiative: A mob's initiative modifier is always +0.

Speed: A mob's speed is 10 feet slower than that of the base creature.

Armor Class: As the base creature, modified by -4 for the mob's Gargantuan size.

Base Attack: Since all mobs have 30 Hit Dice, their base attack bonuses are set depending upon their type.
Fey or undead: +15

Aberration, animal, construct, elemental, giant, humanoid, ooze, plant, or vermin: +22 
Dragon, magical beast, monstrous humanoid, or outsider: +30

Grapple: As base attack bonis, modified by +12 for its size, and as appropriate for its Strength modifier.

Attack/Full Attack: Mobs don't make standard attacks. Rather, they are treated similar to swarms in combat. A mob deals 5d6 points of bludgeoning damage to any creature whose space it occupies at the end of its move, with no attack roll needed. Mob attacks ignore concealment and cover. A mob's attacks are nonmagical, unless the base creature's attacks are considered magical. Damage reduction applies to mob attacks.

Space/Reach: A mob occupies a square 20 feet on a side, but its reach is 0 feet. In order to attack, it moves into an opponent's space, which provokes an attack of opportunity. It can occupy the space as a creature, since it tramples over and movers around its victim. A mob can move through squares occupies by enemies, and vice versa, without impediment, although a mob provokes an attack opportunity if its does so. A mob can move through openings large enough for its component creatures.

    Large mobs are represented by multiples of single mobs. The area occupied by larger mobbs is completely shapeable, though the mob usually remains in contiguous squares.

Attack Options: A mob's mentality is fueled by emotion; as a result, the individual creatures that make up the mob are unable to use any attack options that require actions, such as breath weapons, spell-like abilities, and the like. If the base creature has attack options that affect the damage it deals (such as poison, energy drain, ability damage, improved grab, constrict, rend, or swallow whole), those special attacks function normally on any creature damaged by the mob. Attack options such as gaze weapons that function constantly continue to function normally. The save DCs for any of these attacks should be recalculated based on the mob's 30 Hit Dice.

    In addition, mobs gain one or both of the following attack options:

    Expert Grappler (Ex): A mob can maintain a grapple without penalty and still make attacks against other targers (normally, attacking other targets while grappling imposes a -20 penalty on grapple checks). A mob is never considered flat-footed while grappling.

    Trample (Ex): A mob that simply moves over a creature and doesn't end its movement with that creature in one its occupied squares can trample that creature. A trampled creature takes damage equal to 2d6 points + 1-1/2 times monb's Strength modifier. The victim can either make an attack of opportunity against the mob or make a Reflex save (DC

25 + the mob's Str modifier) to take hald damage.

Special Qualities: A mob retains all the special qualities of the base creature. In addition, it gains the following special quality.

    Mob Anatomy (Ex): A mob has no clear front or back and no discernible anatomy, so it is not subject to critical hits or sneak attacks. A mob cannot be flanked, tripped, grappled, or bull rushed.

    Unlike standard swarms, mobs are made up of relatively small numers of individual creatures, so spells or effects that target specific numbers of creatures can have an effect on a mob. Each specific creature that is slain, disabled, or otherwise incapacitated by spells or effects that target specific creatures bestows two negative levels on the mob. A mob that gains negative levels equal to its Hit Dice breaks up as if reduce to 0 hit points. Negative levels gained in this manner are not the result negative energy (and this cannot be blocked by death ward or removed by restoration), but never result in permanent level loss. A mob takes half again as amuch damage (+50%) from spells or effects that affect an area, such as splash weapons and evocation spells.

    Although mobs are treated as one creature, it sometimes becomes necessary to determine the fate of specific individuals caught up in the mob. If a mob is dispersed by nonlethal attacks, there are no casualties. It the mob is dispersed by lethal attacks, assume that 30% of its number are slain and 30% are reduced to 0 hit points. To determine a specific individual's fate, simply roll d%: a result of 01-30 indicated death, 31-60 indicates the victim is reduced to 0 hit points, and a roll of 61-100 indicates the victim escapes relatively unscathed.

Saves: A mob's sabing throws are calculated as for a 30 HD creature of its type. A mob's base good save is +17, and its base bad save is +9,

Abilities: A mob's abilities are the same as the base creature, except its Intelligence, Wisdom, and Charisma scores drop to 10. If the base creature's Intelligence, Wisdom, or Charisma scores are already lower than 10, they do not change.

Skills: Same as the base creature; do not recalculatre based on the mob's 30 Hit Dice. The mob's new Intelligence, Wisdom, or Charisma scores might grant some skills different modifiers.

Feats: same as the base creature; all mobs gain Improved Bull Rush and Improved Overrrun as bonus feats.

Organization: Solitary, pair, or gang (3-12 mobs).

Challenge Rating: 8, or +2 if the base creature's CR is 7 or higher.

Advancement: -.

Level Adjustment: -

Hooded Pupil template
A hooded pupil is a humanoid or giant who was lured by the promises of necromancy, envious of the power the necromancer wields and the unending existence the vampire enjoys, but yet are not ready to relinquish life. 
   Hooded pupuls usually are found serving an "apprenticeship" with a more powerful intelligent undead. The undead master sometimes has need for living servants to advance its ends in societies of the living. On the other hand, the living pupil sees firsthand what it means to fully embarace the darkness. 
   Hooded pupils are usally only created when a powerful undead bequeaths a secret of necromancy to one who accepts its truth. As testament to their apprenticeship, hooded pupils are most often dressed in some sort of ominous hooded mantle. 

Creating a Hooded Pupil 
"Hooded pupil" is an acquired template that can be added to any corporeal giant or humanoid (referred to hereafter as the base creature). The creature's size and type do not change. 
   A hooded pupil ses all the base creature's statistics and special abilities except as noted here. 

Armor Class: The outermost layers of the hooded pupil's skin thickens into an all-encompassing ellow callus, granting te base creature an improvement of +2 to its natural armor bonus. 

Special Attacks: A hooded pupil reatins all the base creature's special attacks and gains those described below. 
   Clutch of Orcus (Sp): once per day, a hooded pupil can use the spell clutch of Orcus. Caster level 10th. The save DC is Charisma-based. 
   Drink Blood (Su): Once per day, a hooded pupil can suck blood from a living civtim who has famage that is yet unhealed (the hooded pupil doesn't have exceptionally sharp teeth, unless he base creature has a bite attack, so it must sip from wounds). It does so by making a successful grapple check (it usually prefes t sue this ability on foes that are already helpless). Against a pinned or helpless foe, it drinks blood, dealing  2 points of Constitution damage. 

Special Qualities: A hooded pupil retains all the special qualities of the base creature and gains those described below. 
   Resistance to Cold (Ex): Hooded pupils gain resistance to cold 5. 
   Spider Climb (Su): Hooded pupils can climb sheer surfaces as thoughwith a spider climb spell/ 

Abilities: A hooded pupil gains a taste of unholy strength and metal vigor. Increase from the base creature as follows: Str +2, Wis +2, Cha +2. 

Skills: Hooded pupils have a +2 racial bonus on Hide, Listen, Move Silently, and Spot checks. 

Feats: Hooded pupils gain Alertness, Improved Initiative, and Lightning Reflexes, if the base creature meets the prerequisites and it doesn't already have these feats. 

Environment: Any, usally same as base creature. 

Challenge Rating: +1. 

Alignment: Always evil (any). 

Level Adjustment: Same as base creature +4.

DM’s Aid 1: 

Command aura

Any character with a rank higher than private within a Sunndian meta-organization has a commander rating. These apply to the following organizations: the Barakadar, the Burrowers, Bren’s Men, the Grey Scouts, Knight of the Real [all ranks], the Royal Warders and the Sunndi Army. Due to the military nature of this mission these character’s specialized training helps immensely. Such a character has a commander rating as detailed below.

	Commander Rating
	Equivalent

Rank

	0
	Private

	1
	Corporal

	2
	Sergeant

	3
	Lieutenant

	4
	Captain


During this adventure each commander has a commander aura that affects allies within 30 feet of the commander that have an Intelligence score of 3 or higher. Allow PCs to make a selection from the list below at the start of the battle. This aura cannot be changed.

Animal Commander:
You are adept at using warbeasts to assault your foes–and bringing them back alive when the battle is done.


Prerequisites: Commander rating 1, any neutral alignment, wild empathy class feature.


Benefit: Animal and magical beast allies within 30 feet of you gain a +2 morale bonus on saving throws. This aura affects allies with Intelligence scores of 1 or higher.

Archery Commander:
You have a knack for directing arrows from the archers in your command.


Prerequisite: Commander rating 2, any chaotic alignment, Point Blank Shot.


Benefit: Allies with 30 feet of you gain a +1 morale bonus on ranged attacks.

Deathslayer Commander:
Your allies battle undead with exceptional fervor.


Prerequisite: Commander rating 2, any good alignment, ability to turn undead.


Benefit: Living allies within 30 feet of you deal an exta 1d6 points of damage on melee attacks made against undead creatures. This benefit is considered a morale bonus.

Defensive Commander:
The orders you give in combat always keep the safety of your troops paramount.


Prerequisite: Commander rating 2, lawful good alignment.


Benefit: Allies within 30 feet of you gain a +1 morale bonus to Armor Class.

Dwarf Commander: 

You are adept at inspiring your troops to stand fast against giants and other foes of the dwarf people.


Prerequisite: Commander rating 3, dwarf, lawful good alignment.


Benefit: Dwarf allies within 30 feet of you gain a  +2 morale bonus to Armor Class, or a +4 morale bonus to AC against giants.

Elf Commander:
You are particularly good at safeguarding the elves under your command.


Prerequisite: Commander rating 3, elf, chaotic good alignment.


Benefit: Elf allies within 30 of you gain a +2 morale bonus on saving throws.

Feral Commander:
You can whip animals under your command into a bloodthirsty frenzy.


Prerequisite: Commander rating 3, any neutral alignment, Handle Animal 5 ranks.


Benefit: animal and magical beast allies within 30 feet of you gain a +2 morale bonus on attack rolls. This aura affects allies with intelligence scores of 1 or higher.

Maneuvering Commander:
You keep your soldiers always on the move, looking for the weakest points in your enemies’ defenses.


Prerequisite: Commander rating 2, chaotic good alignment.


Benefit: Any ally who starts her turn within 30 feet of you and moves at least 10 feet gains a +2 morale bonus on the next melee attack roll she makes during her turn.

Melee Commander:
You are most effective when inspiring your soldiers to take the fight to the enemy in hand-to-hand combat.


Prerequisite: Commander rating 3, any lawful alignment, base attack bonus +2 or higher.


Benfit: Allies within 30 feet of you gain a +1 morale bonus on melee attack rolls.

Mobile Commander:
Your troops are exceptionally fleet of foot.


Prerequisite: Commander rating 3, any chaotic alignment.


Benefit: Any ally who begins his turn within 30 feet of you gains a 5-foot bonus to his speed. This benefit is considered a morale bonus.

Opportunistic Commander:
You can direct your soldiers to take advantage whenever your enemies are distracted or overwhelmed.


Prerequisite: Commander rating 1, any chaotic alignment.


Benefit: Allies within 30 feet of you deal an extra 1d6 points of damage on any successful attack of opportunity. This benefit is considered a morale bonus.

Protective Commander:
Your allies benefit from your protective guidance.


Prerequisite: Commander rating 1, any lawful alignment.


Benefit: Allies within 30 feet of you gain a +1 morale bonus on saving throws.

Spellslinging Commander:
The spellcasters in your command are inspired by your presence and can channel extra energy into their combat spells.


Prerequisite: Commander rating 3, ability to cast 1st-level spells, Spellcraft 5 ranks.


Benefit: Any area spell cast by an ally within 30 feet of you deals an extra 1d6 points of damage. Only spells that deal damage gain this bonus. This benefit is considered a morale bonus.

Enemy auras

The officers of the enemy can select some additional auras that are only available to evil aligned characters.

Bloodthirsty Commander:
You are most effective when you direct your troopers to finish of wounded enemies.


Prerequisite: Commander rating 3, any evil alignment.


Benefit: Allies within 30 feet of you gain a +1 morale bonus on damage rolls against wounded creatures.

Necromantic Commander:
Your unliving allies battle the living with exceptional fervor.


Prerequisite: Commander rating 2, any evil alignment, ability to command or rebuke undead.


Benefit: Undead allies within 30 feet of you that have an Intelligence score of 1 or higher deal an extra 1d6 points of damage on melee attacks made against living creatures. This benefit is considered a morale bonus.
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Tower at NE corner of walls. 

Outer circle – Tower base.

Inner Circle – Spiral Staircase up to 30 feet leading to  platform

The second tower is just like tower 1 only oriented to be in the SW corner (rotate 180 degrees) 
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