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A D&D° LIVING GREYHAWK™
Geoff Regional Adventure — Version 0.0
Written for DUNGEONS & DRAGONS v3.5

By Adam Thomas
Cartography by Crystal Rose Piper aka “Kitty’
Art by Mike Lowe and James Tillman :

A small town all but forgotten
in war. A plea for help, and a
desperate  choice to  make.
Adventurers must decide who
lives and who dies, all while
saving the lives of the innocent
townsfolk. What consequences
will their choices bring? A
LivING  GREYHAWK™  Geoff
Regional Adventure  for
Characters  Level  2-8.
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Finding yourself in Hochoch you soon find yourself standing
outside the city stables as instructed by the letter. The early morning
sun gleams off the armor worn by a number of Gran March soldiers
as they ready their horses and slowly ride away. Around you are a

number of other adventurers seemingly waiting like yourself.

Players’ Hand Out # 1
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A young boy soon runs up to where you are standing. The young
lad is in his eighth or tenth year, he has the dark hair and eyes of
his flanish heritage. “You must be the heroes Master Cuthwin
Trevdynson told me about. I am here to take you to him in
Sodersmith. My name is Jim Llyniner. Tll soon be a great warrior
someday and then I'll adventure just like you...” He suddenly stops
as if someone has interrupted him, “Oh I'm sorry I shouldn’t be
talkin’ your ear off. Sodersmith is just across the Javan River in
Geoff territory. I'll take you there. My papa’s waiting with a boat to
take us across. He’d have come himself but the Marchers don’t like
him on account of that time in the pub and...” He stops again
suddenly and looks for a second as if someone had scolded him. “We
had better get going. I'm sorry for taking up your time.”

The Trip to the Javan River goes smoothly and quickly. Jim is
almost constantly talking on the trip, though mostly about his
imagery battles against the giants and fades. Arriving at a small
bend in the river you soon lay eyes on a small, shallow-bottomed
riverboat and a man standing on it squinting in your direction. He
is tall and very muscular with his shirt open in the midday heat. Jim
perks up at the sight of him and quickly runs forward. “Papa! Papa!
These are the heroes Master Trevdynson told us about. They are

here to save us from the evil witch! Don’t they look great father? I
bet they could take on a whole giant army all by themselves!”

The older man looks at you with far more realistic eyes. “I'm little
Jim’s father, they call me Mule. Me and mine are grateful to have
you. I know you must be havin’ all kinds of questions. I'll answer
what I can, but most the Mayor wants to talk to you about. Oh and
don’t be worrying about the toll, the Mayor already covered it for
you.” With everyone on board the man turns and casts off steering
with long poles. Jim soon resumes his stories about how he fought off

pirates on one river trip.

MULE Q&A
Q: What, exactly, is the problem? We hear there is a witch or

something.

“Well I don’t exactly live in Soldersmith — me and mine live at
our loft just outside town. For years this old woman lived outside
the town in the forest. No one paid her much mind since she never
hurt nobody. But then, it recently turns out she got herself a giant
and has been causing a whole mess o’ trouble. I never seen the thing

myself but word is the giant is a youngster she bewitched.”
Q: What can you tell us about the new mayor?

“Well I never met the man but so far as I hear he is some kid of a
noble that died in the war. I hears tell he was never supposed to
inherent anything but you know how things been around these
parts. His daddy sent him away to Gran March and when it was
safe he came back. Turns out he is not half bad an all. Cut taxes a
bit and has been working with folk to help get the town rebuilt. I
don’t care to stick my nose in anyone’s business but they say he got

a Gran March wife.”
Q: Why can’t you return to Hochcoh?

“Ah... Well, I lost my temper when the Marchers got that big
swath of our land. Damned Owen giving up what's rightfully ours.
Well 1 really should not say that. But one night me and some
Marcher soldiers got into a brawl. One Marcher got hurt real bad,
and the Knights of the Watch blamed it all on me. Course, I eh, did
not exactly get arrested quietly when they showed up either.”

After several pirate stories from young Jim, you quickly find
yourself across the river and on the dock on the other side. Mule

thanks you for your help and informs you that since the journey



would likely take you into the night his loft is open to you to stay the
night. Jim jumps and begs you to stay. The wooden walls of Mule’s
loft are not far in the distance and the smell of cooking food also can

be detected easily in the afternoon breeze.

Encounter One

Jim skips down the road leading your group toward a large loft
not far from the river docks. “Papa will come in once it starts getting
dark. He always does that... staying late to protect travelers on the
river. Once he fought off a whole mess of orcs by himself when the
giants came. When the Army of Liberation came they even used our
loft as their fort. It was really neat having all those great warriors
protecting our loft from those stupid giants. I even got a piece of
armor from one of the officers. He gave me a few links of his chain
mail for shinning up his shield and swords. He was so big I...” Jim
again stops suddenly as if being admonished. “Oh I really shouldn’t
be talking your ear off again, you must be hungry by now. Momma
will be happy to have strong visitors again. She is really smart and
nice and helped take care of those hurt soldiers when the war was
still on.”

The traditional loft soon comes into view. Entering the gate you
find a small house, two small barns and a large structure off the
side. In the center of the circle of buildings is a large tree with apples
hanging from its branches. Jim runs up and picks an apple from one
of the lower braches and runs up to your group. “Best apples in all
of Geyoff they say.” He smiles, “I can get you all some if you want, I
am the best apple picker in all Geoff. The soldiers told me that, yes
they did. I got them apples a bunch of times I did...”

A woman’s voice calls from the door of the small house, “Jim
don’t pester them so much...” A lovely Flan woman appears from
the door stirring something in a small pot in her arms. “Don’t be
strangers friends. Mule told me some people would be coming to
help with the trouble in Sodersmith. I got dinner cookin’ now,

socome in and make yourselves at home.”

After dinner with Mule and his family, they offer to let you all to
stay in the old barracks that the soldiers used. Mule explains that it
was a boat workshop before the war, but when the Army of

Liberation came they needed it to house some of their men and treat
their wounded. Mule and the soldiers converted it for this purpose
and Mule simply has not had time or money to transform it back
into a workshop. Besides, with less traffic heading into and out of
Hochoch the demand for riverboats is dropping anyway. The night
passes uneventfully and Mule is gone on his boat early the next
morning. Loshia does her best to keep him from following you but
Jim soon appears shortly after you leave and starts to tell stories
again. He stops shortly before his loft leaves sight and says, “Good
luck brave adventures, I gotta go home now, I can’t wait to grow up
and be strong and brave like you.” With that he turns back, seeming
talking to himself, and occasionally takes a swing at an imaginary

enemy with his wooden play sword.

ENCOUNTER ONE
AMBUSH ON THE ROAD TO SODERSMITH

Judge’s Note: Tactics (goblins

The road to Sodersmith has been an easy one. It is fairly well
made and parts are built into the long dried streambed. The smooth

rock and clear day make travel fast and easy.

ENVIRONMENT



%

TACTICS
Goblins:

TREASURE

DEVELOPMENT

ENCOUNTER TWO
EDGE OF SODERSMITH TOWN COMMONS

%

As you approach Sodersmith a commotion quickly grabs your
attention. A small crowd has gathered on the outskirts of town. The
yelling is hard to make out but a large body pokes out from over the
crowd. A few of the townspeople are laying face up on the ground
and a soldier in chainmail armor is in melee with the large figure.
The large man-like figure is about 7-1/2 feet tall with an oddly
simian appearance. The figure has overly long arms, stooped
shoulders, a low forehead and thick powerful limbs. With one fast
motion of his arm, the large figure back-arms the armored man
hard. The soldier falls backwards into the crowd and lands in the
dirt with a loud thud. Rocks and other objects fly from the crowd
and the large figure flees with amazing speed into some nearby
woods. The crowd gives chase, but quickly falls behind and stops
suddenly when they reach the tree line.

DEVELOPMENT

Encounter Four B Encounter

Four B

As you approach, a few members of the town have returned to
care for the wounded. At first glance it is clear that no one is
seriously harmed. The soldier seen before is laying on his back with
a woman standing over him. He is dressed in chainmail armor with
Gran March markings. He slowly sits up, dazed, as a Flan woman
offers him water from a bucket. It appears that no one took any life
threatening injuries. Soon more soldiers show up, many are young
and look too small for their armor. Most are Flan but carry only
light weapons. They help the Gran March soldier to his feet.

“I am Llion Frey a friend of Mayor Cuthwin Trevdynson. You
must be the adventures he spoke of. As you can see my friend’s new
town has a big problem. Once the ground stops moving I'll take you

to his residence. I am sure glad you are here, as you can see the



monster we face is much stronger that the children this town has for
a guard. I am no match for something that powerful, but between

us, I believe we can be rid of it and its hag mistress.”

LLION FREY’S Q&A
Q: What are you doing on the Geoff

side of the river?

“Cuthwin and I were old friends from
his time in Gran March. I was in Hochoch
and heard he was in charge of a town
now. I came to see him and got caught up
in all this. I wanted to return to my unit in
Hochoch but 1 can’t leave my friend
helpless. I am no match for it, but I can
scare it off with help.”

Q: What do you know about this witch?

“I have never seen her. According to
Cuthwin and the townsfolk, she is an old hag that
sided with the Sakhut in the early stages of the war.
Apparently she and the Sakhut had a falling out and
she became a free agent. Don’t really know where the
child came from - likely she stole it or somethin’.
Anyway, I hear she is older than dirt and is trying to
come up with some unholy way of increasing her lifespan.
Her monsters sometimes terrorize the townsfolk and
travelers on the road. To my knowledge she has a couple of
goblins, and an orc or two along with a few other little

monsters serving her.”
Q: Where are you from? What are your intentions?

“I'm from the far side of Gran March from a little town called
Hilltop. Its population is about three and my wife is there. I was
more or less drafted into the war. I just do what I'm told. I know
some of the Geoff folk have a real problem with Marchers since
what happened with Hochoch and all. Can’t say that I blame them.

Tilion
Frey

heard turning and the door opens. A lanky, frail looking man with a

If anyone has a beef with me, its ok. I just want you to know its
nothing I had anything to do with. I'm just a soldier; I follow my
orders. All I want, personally, is to go home to my wife and child.
The only reason I'm still here is because an old friend needs my help

and I can’t leave him out to dry.”
Q: What can you tell us about the Giant?

“Well, it’s a hill giant I know that much. If's not full grown either
or it would be much larger and stronger. From what I can gather a
few hill giants and frost giants came to this town during the war
and carried off some of the townsfolk. When your Army of
Liberation came through here things calmed down at least for
a little while. From what I hear, after things started getting

back to normal this Witch showed up and unleashed her
minions on the town and travelers. The giant child is a new
addition. Everyone assumes she stole it from her former

Sakhut masters, but who knows the real truth?”

After speaking with Llion Frey, he leads you

down the main town street to a large ornate
house on the other end of town. The two-story

structure looks much newer than the other

buildings in town. A short iron fence with an

iron gate surrounds the large house-like

structure. The yard is well kept and a
cobblestone path leads from the gate to the thick
wooden front door. Llion pulls an iron key

from his pants’ pocket and opens the human waist-high
metal gate. He leads you up the short path to the front door

and knocks hard on the door. After a few seconds, bolts are

long coat and thick glasses appears, looking around sheepishly, and
then focuses his attention on Llion. “Don’t worry the trouble’s over.
These are the adventures that answered your call,” Llion says,
sidestepping so the man can get at good look at your group. “May I
present Cuthwin Trevdynson, Mayor of Sodersmith.”

“Ah welcome adventures, I can’t tell you how glad I am to see you.



My name is Cuthwin Trevdynson and welcome to Sodersmith, eh,
such as it is. Come in, Come in.” Trevdysnon leads you into a large
room with a lit fireplace. Llion tips his hat and leaves as Trevdynson
invites you to sit on padded chairs. He takes his place behind a large
desk in one corner of the room, a fireplace slightly behind him. He
fumbles with his glasses before sitting down and pulling out several
small pouches from a locked drawer in his desk. “I am sure you wish
to get down to business. I am offering to pay you each just over 400
gold for getting rid of that witch and her minions. She no doubt has
some magical trinkets with her; they are yours to keep as well along
with any other treasure you can take from her or her followers. I
would offer you more, but Sodersmith is a fairly poor town now - the
giants carried off anything that was not nailed down and a few things
that were. I have instructed the Innkeeper to house and feed you
within reasonable means while you stay. Is this an acceptable
arrangement? I will pay you half now and the other half when the
witch and her giant child are dead.”

CUTHWIN TREVDYNSON Q&A
Q: What can you tell us about this witch?

“She has been a thorn in the side of this town since the Giant
Wars. She was just a nuisance in this area until she teamed up with
the Sakhut. She helped them in various ways, mostly using her
magic to forty their minions before attacks and such. To my
knowledge she and the Sakhut had a falling out near the end of the
war. She is human although you couldn’t tell by looking at her. She
was once much more powerful than she is now. Some say the Sakhut
took some of her powers, others say that the ravages of age are
behind her failing magic. I don’t know enough about magic to be
sure. Either way, she still causes havoc and now that she has that

giant child, she pretty much holds the town hostage.”
Q: What can you tell us about the Giant?

“Well, it is a hill giant, at least that is what Llion told me. I
would figure she stole it from the Sakhut or something. It is her most
dangerous servant in my opinion. It is not too bright, but it is

extremely strong. We assume she is feeding it with the children that




have occasionally gone missing in the area. Thankfully, the children
of Sodersmith have been spared, but from what I hear, kids have

gone missing as far as Hochoch.”

Q: What can you tell us about the missing children?

“Not much really. A bard came through here a while back and
told us about missing children in various towns and lofts in the
area. We told him about the witch and giant child and he promised
to deliver the word and bring aid. We never heard from him again.
We can only assume he was killed by the witch or her followers

when he left town.”

Q: What is your deal with the Marchers?

“My father sent me to Gran March when I was very young. He
wanted me to be a scholar and he had plans to send me to
Greyhawk City after Gran March. He never got the chance - he was
at Gorna when the giants took the city. I have not heard from him
since before the war. I can only assume he has passed on. Not long
after the war started I returned to Geoff and tried to help, but as
you can see, 'm no warrior. I was appointed to this town as its
mayor. From what I have been told, I am my family’s only survivor.
My brothers and sisters are all gone. Before 1 took my post, 1
returned to my family’s homestead but not so much as two bricks
were left. The ground was little more than ash. Now all I can do is
help Geoff rebuild.”

Q: How do you know Llion - Who is he?

“I met Llion years ago when I was studying in Gran March. He is
well... drafted into the

army. Not so much forced as shamed into joining. He does his duty,

a strong, if reluctant, soldier. He was...

but he wants to go home and if you saw his wife you would

understand why. If he were not my best friend, I'd carry her away
for myself.”

Cuthwin leans back in his chair and hands each of you a bag of
gold coins. “I am glad you have agreed to help us. I admit my
knowledge is somewhat limited. Speak to our fine townsfolk and
they may be able to tell you more. Enjoy a meal and a good night’s
rest and do battle tomorrow. I will warn you, the innkeeper is
getting quite old and age as started to steal his mind. He has
moments of clarity but his jabbering is sometimes meaningless and
confused. He should be able to serve you, but if you have any

problems, see his granddaughter Lisa. She is the only one who can

talk any sense into him. She lives in the inn with him and you will
know her as soon as you see her. Oh and if you would, speak well of

me around her, she is... special to me.”

Cuthwin’s eyes dim and he seems near tears. “Well I am sorry our
price is not enough. Still we are good hosts. Feel free to stay with us
and partake of our hospitality until you depart on your next

adventure. Llion will see you out.”

PHB

As you enter the large two-story building, the smells of food and
drink permeate the air. Tables sit around the pub area of the inn on
the lower floor. A balcony on the second floor is lined with doors
that are numbered. Several scantily clad women walk around the
room serving drinks to the very young soldiers you observed before.
Llion sits alone in a corner drinking heavily from a wooden mug. He
stares at the fire in the hearth as if lost in it. A large grey haired
man stands behind the bar while a very young woman fills up
drinks behind him. Her beauty is almost hypnotic, her long blond
hair cascades down her shoulders. Her dress is much less revealing
than the other girls but what is shown only entices the imagination.
As she leaves to deliver her drinks the old man looks up and notices
your group. “Ah, some brave heroes of Geoff. Come in young lads,

sit a spell and tell this old man about yourselves...”

Gather Information DC 5 (All APLs)

A dirty farmer looks up from his drink, “Damned witch. Ever
since 1 moved here from Hochoch I have not been able to grow
anything. She must have cursed this whole place. If I can’t grow
something soon I will not be able to pay the taxes on the land. Gods

know what will happen to me then.”

Gather information DC 8 (All APLs)

A young woman sits with a group of men near the fire in a
corner; she and her friends inform you that they were some of the
refugees that returned from Gran March. They note that they have
been plagued with nightmares ever since. They also note that they
have seen the witch. One day they decided to try to rid the town of
the witch. They mention that they actually managed to sneak up to



the stinking hovel that she lives in. Unfortunately, they were caught
before they could set fire to the place. Apparently she summoned
some demonic animals and they barely managed to escape with

their lives.

Gather information DC 10 (APL 2) DC 12 (APL 4) DC 14 (APL
6) DC 16 (APL 8)

A man at the bar takes a large drink from his mug and orders
another. “I was here before the giants came to our town. The town
was maybe twice the size then as it is now. They took most of the
people and... and... the stew pots...” The man downs his drink in
little more than a gulp. “My wife, they took her... they took nearly
everyone. When I get back no one is left. Men, women, children, all
gone...” He slams his empty mug down and screams for another
one... “The only people left were this old fool and a few others
hiding in caves. Then that damn witch shows up and again ruins
everyone’s lives... Damn her Tll see her burn for what she’s done.”

The bar tender slams the ordered drink on the bar and glares
angrily at the now sobbing man. “Ungrateful coward! You just ran
off while we had to stay and fight.... Hiding in caves? Fighting from
caves! I should throw you outa my bar for talking bad about...”

“Grandfather!” Lisa butts in, “You can’t yell at the customers like
that. Besides, you did not fight in the war - you are remembering
the stories that bard told you about. Now go check on the stew
before it boils over and burns.”

The old man grumbles and slowly shuffles back through a thick
wooden door in the back. Lisa opens the door after him and yells,
“And don’t let me catch you sitting up all night just staring at the
fire again... You need your sleep and if you never sleep you’ll get
sick again.”

“Sorry about that,” Lisa says smiling at you. “My grandfather is
very old and gets too easily confused these days. He has a real
problem keeping straight who he is and what is really going on. I'm
afraid his mind is failing him and the stories bards tell him are
more real to him than the walls of this inn. Mayor Trevdynson told
us some heroes would be coming by. Your rooms are ready when
you are. Please don’t pay my grandfather any mind. If you need
anything ask me or one of my girls.”

A crashing smack breaks up your conversation. Lisa runs off to
confront a young man who now sports a very red handprint on his
cheek. A barmaid stands near him looking infuriated. Lisa argues
with the drunken farmer for a short time before he stumbles out the

door into the night.

Players’ Handout 6: The
Witch's Hut

Encounter 3
Read the following ONLY IF the players make it a point to stay

up for the innkeeper:

As you look out over the balcony you see a figure sitting near the
fireplace rocking back and forth in a rocking chair. The old
innkeeper looks up and soon notices you, “Ah the heroes of Geoff,
come down here young ones... sit by the fire and keep this old man
company for a little while. I know the youngsters been telling all
kinds of stories to ya... I know most of them think I'm loosing my
mind... well... I can’t tell you they are completely wrong... I've seen
too many battles over the years... I can’t keep everything straight.
Lisa is all I got left in this world and if she knew who I really was...
I just want to live in peace now; I want her to have a real life. Not
one like I had living in mud holes and exploring dangerous ruins...
no life for a beautiful girl like that. No Samual Cosman is gone; I'm
just an old man now... half crazy and slowly dieing as age takes my
breath from me... Before you go on you need to know what really
happened, what no one else here knows because they all hid while
some of the townspeople fought... I just wish I could have helped
them... I tried but...”

The old man rocks slowly staring into the fire as if watching his
story. “When the giants came, no one was here to help us. I can’t tell
you what I saw. What I had to watch, no hope, too old, too weak...
then she came. She came leading them... she was the one who

brought hope, not despair. She lead the soldiers from the Army of

The Witch’s Hut i i

CRPQ'



Liberation... not giants or goblins... I met her once... long ago in

Gorna... we were much younger then... time has been harsh on
both of us... but while I hiss and gasp for breath just from walking,
her magic was just as strong as ever... To see those men following
her, fighting the giants, her sitting tall in the saddle leading them.
Ungrateful... so ungrateful... she saved us all. Now all she wants is
peace. If you don’t believe me... just talk to her... I know that
Marcher gave you a map. Sneak out of here tonight. Just knock on
her door and she will see you.” He suddenly stops. “Uh oh... eh...
take the blame for this ok?” Then, with amazing swiftness, the old
man leaves his rocking chair and disappears back into the kitchen
area as a soft light enters from the other side of the pub.

“Now Grandfather 1 told you to...” Lisa storms in, fury in her
eyes, “I told you...” She looks around confused at you... “Oh I'm
sorry, I thought...” Her beautiful blue eyes are filled with suspicion.
Without waiting for your response, she turns on her heel and glides

silently out back into her private quarters.

A encounters

B encounters

NIGHTTIME RENDEZVOUS

Slipping out of town is simple. In fact no one is on guard at the
edge of town. The road to the witch’s hovel is easy to follow even in
the middle of the night. Soon a small shack of a house appears in
the distance. As you approach, the door opens slowly and a small
frail figure appears in the well-lit doorway. A light shines from the
edge of a staff illuminating your group.

“Ah, visitors. Don’t be afraid. Samual was a hero of Geoff. His
mind may be failing him, but he knows true heroes when he sees
them. Come in. I am sure you have many questions and I have some
of your answers.” With that the old woman turns and slowly returns

to her small shack leaving the door open to the night.”

As you approach the house a few logs have been driven into the
ground around the house in a kind of wall, a sapling sits in the
center of the makeshift wall near the front door of the hovel. Oddly
enough the sapling is a sweet-smelling pine tree. Entering the house
the old woman sits near the fire pit in the middle of the tiny room.
Various household items line the walls and a large opening near the
back leads into what can only seem to be a cellar. A loud snoring
echoes from the damp depths. “I will have to ask you to keep your
voices down. He has been crying ever since he got back from town. I
just got him to sleep. Poor boy, he just does not understand.” The
old woman is tall for a human - a little over six feet. Her hair is
long and falls around her shoulders portraying a long ago beauty.
Her face is dirty and unkempt, but still portrays a kind of proud
dignity.

“I know you have been told a lot of bad things about me, I can’t
really blame the people, they need a scapegoat and I'm an easy one.
First, my name is Fiona Fay and contrary to popular belief, I am
not a Witch, I am a wizard. I studied magic in Gorna long before
you were born. Where to begin? Where to begin? I suppose I should
get you some tea. The old woman gets up and starts to rummage
through a cabinet. Hanging above the cabinet is a traditional Geoff

army tunic; on the tunic are many patches and symbols.

PATCHES INFORMATION
Patch 1

One of the patches you recognize at once. It is the patch of Grand
Duke Owen. This is a standard patch given to most members of
Owen’s army before the giant war. The patch seems to be an

honorary one, carrying no particular rank.



Patch 2

One of the patches on the coat is
that of the Army of Liberation. A
commander’s rank with various

honors.

Patch 3

One of the patches is that of the Grand Duke of Geoff. It looks
odd however; it is not Grand Duke Owen’s seal. It seems to be much

older.

More info about Patch 3:

The old patch is that of Owen’s father, Grand Duke Lluth the
Brinen. This patch is very old. It was used by the bodyguards and
personal servants of that time. That particular unit of Breninon’s

army has been out of service for at least twenty-five years.

Fiona Fay

Patch 4

This patch is that of an
honorary membership in the Elite
Longbowmen of Geoff. It carries

the Brigdwthdyn.

Patch 5

This patch is from the valley of the

mage. It was from a group of spell
casters who where the predecessors to today’s Griffin’s Fury. It
carries the rank of Cymorth, likely no longer valid since that unit

was dissolved many years go.

“Ah, I guess that is a good place to start,” Finona says as see notices
the coat above her head. “I was born in a small village in the Valley of
the Mage. I studied our family’s magic with the old wise-woman of the
village. I guess I was about 13 or 14 when my life changed forever. On
that warm spring day the Grand Duke came through our little village.
With him was a young handsome man, the next Grand Duke, oh and
I'm not talking about Owen. His older brother Elidyr, Pelor rest his
soul. Like all the other young girls in the village, we fell instantly in
love with the handsome young man. He was our prince in shinning

armor, to us, to me especially. I left my family’s loft the next night. It



took a long time and I can still remember trying to find my way to
Gorna. I studied magic there for many, many years. Finally, I learned
enough to join the Grand Duke’s army. It killed me the day the Grand
Duke Lluth died. But what made it even worse was when Owen took
over. Now don’t get me wrong, Owen is a good man. He is just, ah,
well, he was never as handsome as his older brother was.

“I served for many years until I was too old; or rather they told me I
was too old. I had a nice little house in Gorna with a fine pine tree. I
married and had two beautiful children. But it was not meant to be -
a plague took my family from me. They died in my house. I guess
Pelor took them home. I suppose it was all for the best. I was in Gorna
when it fell. So many of my friends fell that day. I should have died
that day too, defending that gate. I was... saved by my friends. I don’t
know how, but they got me out. I guess they knew we were all doomed.
I don’t know why they saved me, but last thing I remember was a
giant’s club and then waking up in Hochoch. I was determined to
avenge my fallen friends and take back Geoff. But Owen would not
hear of it. I was 68 at the time. He told me my duty to Geoff was
served and I should live the rest of my years in peace. He tried to ship
me off to Gran March and then to Keoland. He finally gave up, trying
to get me out from under his foot.

I tried five times to join the Army of Liberation before they got tired
of me and let me fight. I lead some troops here and saved this small
town. When we chased the Sakut out of this town I followed and we
killed several giants. Among the fallen was a hill giantess still clutching
her child. I was angry, enraged, but... I am a mother. I could not
bring myself to kill the child, it was a baby in need and I am a mother
without a family. I took my leave. The Army of Liberation understood.

I came back here to live out the rest of my days. I thought no one
would bother me in this little town, but I was wrong. Most of the
original townspeople are gone, not surprisingly, but the new ones are
sometimes very mean. This new mayor of theirs is a real nobody. He
has no idea what he is doing. Trained to lead, but lacking even the
most basic skills. I keep telling poor Grodouf to stay out of town. I
understand why they hate giants so badly, but I raised Grodouf, not
some rock-brained... well... Unfortunatelyr Grodouf is still just a
child, he does not understand why people hate him. He wants so much
to play, and he does not understand that the people in the village
aren’t children. He is big and strong, but not all that bright. I do love
him though and one day he will be a good and honest man. I look at
you and remember my days on the road. Adventure, exploration,
excitement - what I would not give to be young and strong like you
again. I know you are here to kill me, I hope you will spare us. I have
no desire to harm anyone. All I want is to have the family that was
taken from me so many years ago before I die. You don’t have to help
me. Please, though, just go on with your next big adventure. Leave this

old woman in peace.

Encounter Four A
PATH A

ENCOUNTER FOUR A
MOB JUSTICE

Judge’s Note:

SLAM! A very loud thud strikes the door. Fiona looks up startled
as the loud snoring in from the cellar suddenly stops. Loud voices
can be heard easily from outside, “Burn it! Burn the Witch and her
giant child! The smell of burning straw and wood is suddenly
noticeable. As smoke starts to slip in from the roof, Fiona stands up
quickly, “Not those kids again! Gordouf just fixed that roofl” A loud
deep voice emerges from the cellar, “Mommy I'm scared!” Fiona
calls down into the darkness, “Hide down there like I showed you
baby, it will be okay. It will be okay, I'll go and scare them off
again.” The old woman picks up her cane and walks toward the
door. As she slowly opens it, an arrow flies through the half open
door nearly striking Fiona in the shoulder. She falls over as the
arrow slams into the wall behind her. “They don’t normally bring
bows...” she says, trying to stand back up.

A young man’s voice calls, “Come on, we’ll smoke her out and use

our bows, she can’t stop all of us this time!”

TACTICS



ENVIRONMENT

Judge's Note:

TREASURE

DEVELOPMENT

The crowd quickly disperses and flees back toward town. Fiona
emerges from the doorway with a kind of guilt in her eyes. “I am
sorry you had to get involved in this, I know it is none of your
concern. I don’t suppose they will be back anytime soon after that.
Stay here for the rest of the night; Grodouf will fix the roof
tomorrow. I know my home is not much more than a shack, but 1

will make you as comfortable as I can. It is the least I can do.”

Encounter Five A

Encounter Five A

ENCOUNTER FIVE A
MISGUIDED HEROISM

Judge’s Note: Tactics (Servants of Dawn

The next day Fiona feeds your party a basic, but still tasty, stew of
vegetables. The giant, Grodouf, sits outside in the sun happily
slurping away at the oversized bowl from which he eats. Fiona tries
several times to instruct him to use a wooden spoon, which is lying
in his lap. He makes several futile attempts at feeding himself with
the spoon, then quickly goes back to slurping the stew from his bowl.
Getting a closer look at the giant, it is apparent he has seen his share
of abuse at the hands of the townspeople. Scars cover much of his
arms and face. He seems afraid of you at first, but with some
coaxing from Fiona, quickly accepts you. He is very quiet - only
speaking to Fiona when she speaks to him. His voice is very soft and
is quite difficult to hear without straining, completely contrary to
normal hill giants. Fiona seems quite content to repeatedly show
him how to properly hold a spoon and watch him fail time and
again using it.

After his breakfast, she starts fixing the burned roof - pulling the
charred straw and wood off the roof and using a large wooden
hammer to patch the holes with some very crudely made boards. He
returns with a large armful of straw and finishes the badly done job.
Fiona rewards Grodouf with a large straw doll, which he is very
happy to sit outside playing with for quite some time.

As Fiona sits knitting on a shirt, Grodouf stares toward the path
leading toward town. A small group of people is approaching
quickly. From their arms and weapons they are not townspeople.
Fiona quickly calls for Grodouf to hide inside, the large child quickly

runs into the hovel and hides in his cellar. Fiona looks at you in



desperation;
“I am unprepared for a battle, and from the looks of them, I

cannot simply use a few dancing lights spells to scare them off.”

The group consists of five individuals. The one leading the way is
a small female halfling. A crossbow is slung over her shoulder but
otherwise she seems unarmed. Slightly behind her is a hall half-elven
woman dressed in shinning armor. Symbols of St. Cuthbert adorn
her armor. She carries a heavy shield and a bow slung over her
back. Beside her is a large half-orc male. He carries a great ax in his
hands and on the ax is a symbol. It appears to be that of the half-
orc camp called Clear Sky. Peaking out from behind him is a tall
flan man dressed in robes and carrying a simple wooden staff.
Finally, in the rear is a shorter woman of Suel decent. She stands
with a great sword at the ready.

The half-elven woman speaks up saying, “We are the Servants of
Dawn, and we have come to rid this village of this evil witch and
her giant. St. Cuthbert knows your sins. Prove you are not under her
evil magic by leaving our path. If you do not, we will punish you in

his great name!”

DEVELOPMENT

Judge's Note:

From behind a far tree at the edge of your vision, you notice the
figure of a man in chain mail racing back toward town. His build

and shape is very much like that of Llion Frey.

TACTICS

Servants of Dawn:

ENVIRONMENT

TREASURE

Judge's Note:

ENCOUNTER SIX A
LLION’S TRUE NATURE



Fiona paces in her hovel, worrisomely. “I had no idea that the
new mayor wanted me dead that badly. Two young groups of
adventures - this is very troublesome. I know you have done so
much for me already, but please, I ask you try to convince them I
am no witch. If they will not hear of it, I will have to leave. From
what I hear, Daron Lea has become somewhat important in the
Dim forest, perhaps he will remember me and give my child
sanctuary. I don’t know if my old bones will be able to survive such
a trip. Please, all I want is for Grodouf to have a fair chance at life.
He will not get that if I die now.”

Llion Frey opens the front door to the Mayor’s residence and draws
his sword. “You had to ruin everything didn’t you?” His once kind and
soft features have been completely replaced by that of rage and hate.
“You Geoff scum. All you had to do was kill an old woman! Yet
instead you had to go ask too many questions! What kind of heroes
are you? That is the problem with your kind. You never follow orders.
You lost your lands and if not for people like me and my Gran March
brothers, you would have all died. We should have let you die too.
Then we could have taken our rightful place as rulers of this fertile
land. The giants would have easily fallen to Gran March spears and
all this would be ours, not just some stinking land by that useless river.
You have proven to be a thorn in my side for too long. Trevdynson is
just like you: a fool. He truly believed that your useless Geoff traditions
could be useful to us. Ha! The taint of Geoff blood in his veins can
never be overcome, no matter how much education he received in our
lands. Now, you will taste the blade of a true warrior. Your kind may
play at being soldiers, but now you will taste the full power and
training of a true warrior of Gran March!” With that Llion lunges at

your group with amazing speed.

TACTICS
Llion Frey:

TREASURE

Players’ Handouts #2, 3, 4, and 5
Appendix VI

DEVELOPMENT

Conclusion B

Llion falls to his knees, blood dripping from his many wounds.
His eyes stare off into the distance as if confused by some unseen
sight. He coughs up blood as he slumps over uttering something
undistinguishable from his garbled breath. His broken body lays face
down with a pool of blood quickly forming beneath him. His eyes go
dark with the distant stare of death. A slight breeze blows and the
rattling of the iron gate draws your attention to the still open door

of the Mayor’s former residence.

Everything of value is gone from the house. Drawers lay on the
floor and once hidden storage places are now open for all to see.
Most of the papers that once sat piled on Trevdynson’s desk are
gone. However not all the papers have been carried off. Among a
stack of meaningless accounting papers you find a leather envelope
containing several pieces of parchment. The last (Players Handout
#5) is more worn than the rest, as if handled and read many times.
Judge's Note: Players’ Handouts #2, 3,4 & 5
Appendix VI

Returning to Fiona’s hovel, you see a small cart filled with various
household items. The old innkeeper sits at the reins, apparently
talking to himself. Grodouf sits playing with a doll near the entrance
to the house. He stands up and calls for his mother. Fiona emerges
from the nearly empty hovel.

“Old Sam here says he knows a place we can be safe, at least for
the moment. I think I can make it there in once piece with the use of
his cart. I want to thank you for all you have done, but right now I
have nothing to give you. When I am settled come and see me. Sam
will tell you where you can find me. I may be old, but my magic is
strong. I will reward you with my most powerful treasures. I do not

know whom you serve, if anyone, but please, Geoff is in need of



heroes like you. The giants may be gone, but there will no doubt be
others who come for us. You are young and strong, treasure these
days, they will be over before you realize it. If you ever find yourself
before Owen, tell him 1 finally obeyed him. My time is near and I
want what little time I have left to be in peace. May all the gods and
goddesses watch over you. I am in your debt.” With that, the old
woman slowly climbs aboard the cart. Grodouf slowly starts walking
after it, then stops and turns to you, “Thank you. Grodouf not forget
brave heroes,” he says at just above a whisper, and follows the cart
out of sight.

Conclusion A Conclusion B

CONCLUSION A — FULL SUCCESS

Llion is dead and Trevdynson’s traitorous acts have become
apparent. The townspeople of Sodersmith may never trust you
again, but Trevdynson can never return to Geoff. A few weeks later
a note comes to you. It is from Fiona and Sam telling you where to
find her. She is safe in the Hornwood forest. Fiona has completed
work on your reward - you can claim it at anytime. She also sends

thanks for all you have done for her.

Now you must decide who, if anyone, needs to know about the
contents of the letters. A simple journey to Hochoch and the Knights
of the Watch may be in order. The letters can be turned over to the
local Geoff officials. Perhaps a trip to Gran March where they can
be turned over to those authorities. Keoland is a bit distant, but the
letters could be given to them instead. A trip to the capital will
ensure that they find their way into Grand Duke Owen’s hands. Or
others may find them useful. Of course you can always keep them to

yourselves.

CONCLUSION B — HORROR STORIES

With the death of their leaders, the mob has gone to find justice.
You have, unfortunately, been accused of murdering innocent
townspeople. The Knights of the Watch are looking for you. In the
event they catch you, it is unclear what the repercussions may be. A
few weeks later a note comes to you. It is from Fiona and Sam
telling you where to find her. She is safe in the Hornwood forest.
Fiona has completed work on your reward - you can claim it at
anytime. She also sends thanks for all you have done for her. (If the
letters are found, continue by reading the following.) Now you must
decide whom if anyone needs to know about the contents of the

letters. A simple journey to Hochoch and the Knights of the Watch

may be in order. The letters can be turned over to the local Geoff
officials. Perhaps a trip to Gran March where they can be turned
over to those authorities. Keoland is a bit distant, but the letters
could be given to them instead. A trip to the capital will ensure that
they find their way into Grand Duke Owen’s hands. Or others may

find them useful. Of course, you can always keep them to yourselves.

PATH B

PARADE TO BATTLE

he next morning after a hearty breakfast the townspeople gather
around the main street to see you off. A few of the barmaids even
throw flowers out for you. Llion stands near the door to the mayor’s
home, but Trevdynson is noticeably absent. Llion approaches you
and shakes your hands. “I wish you the best my friends. May Kord
grant you victory. I will be here, but Trevdynson is again afraid for
his life. I cannot go with you. Tonight we will feast with tales of your
victory.” With that Llion rushes off to his post by the door to

Trevdynson’s residence.

ENCOUNTER FOUR B
SUMMONED HELP

Judge's Note:

As you walk down the path shown on the map, you suddenly
notice several animals before you. They block your path and,

without warning, they charge toward you.

Judge’s Note:
Appendix



mage armor

mage armor shield
haste shield
haste
The creatures you face are summoned creates but are not
ordinary animals, they are celestial versions of the creatures.
DEVELOPMENT
DEVELOPMENT
Encounter Six B
Night Time
Rendezvous Path A
As you continue to battle the giant, a small crowd
of townspeople has gathered a distance away. Some
carry hunting bows, others torches and pitchforks.
TREASURE

They stay well away from your battle but shout

words of encouragement.

ENCOUNTER FIVE B

GIANT PROBLEMS More people have gathered to watch your

battle. It appears that some are attempting to help
as inaccurate arrows rain down. Perhaps fearing to
harm you they cease firing arrows at the giant and
begin to shoot burning arrows at the witch’s hovel. The

straw roof is soon ablaze.

TREASURE

As you approach the spot marked on the map a small
shack is visible. Sitting outside this shack is the giant you

saw earlier. However his appearance is somewhat different.

\ ENCOUNTER SIX B
Scars mark is face and arms. His powerful body slumps i | A WITCH’S WRATH
forward a bit. His eyes glare at you with a deep burning | / \

hatred. He stands up to his full height and although not as

large as a normal hill giant is still somewhat intimidating.

Without warning he charges you, screaming a strange
high-pitched battle cry.

T
TACTICS revdynson

Grodouf:

As the giant falls, the crowd screams and flees. In the doorway of the
now rapidly burning shack is the figure of an old woman. Her gray
Judges Nos hair is matted and unkempt. She stares eyes burning with rage at the

body of the fallen giant. Her sharp Flan features twisted with hate as



she stares at you with dark sunken eyes. She eyes the fleeing crowd,
which is now panicking at her sight. She raises her staff and dashes at

you with speed unimaginable for someone of her age and frail stature.

TACTICS

Fiona:

Judge’s note:

DEVELOPMENT

teleport object PHB

PHB

As the old witch falls, blood gushing from her wounds, a bright light
suddenly engulfs her. When the flash subsides all of her that remains is
a large pool of blood and two knee prints in the dirt. Her hut is
completely ablaze now and soon falls in on itself. The crowd of
townspeople is gone. A cool wind blows and dark clouds start to
gather. The first drops of rain start to fall. Nothing remains in the
ashes of the hovel. Whatever magic was there, died with the witch.

You realize with some small amount of horror that the flash and
subsequent absence of the Witch’s body can only mean one thing: a teleport
spell. It was evident that she herself did not cast that spell while she fell, so it
must have come from elsewhere. Most teleport spells require the subject

being teleported to be touched, but this appears to be an altered version.

CONCLUSION C — COMPLETE VICTORY

When you return to town the townspeople great you with a hero’s
welcome. Some of the young ladies hand you crowns made of flowers
while others dance in the street. Many of the villagers run up to shake
your hand and give you hugs. Among all the merriment, Llion Frey
quickly makes his way to you. “I am glad that you were able to deal
with that old witch. I hate to ruin the good mood... but... something
terrible has happened... you see... Lisa’s Grandfather killed himself
this morning...he poisoned himself. Lisa found the body and Cuthwin
is with her now. It would seem the witch was responsible for his mind
leaving him... she took one last victim before you killed her. I am sure
that Cuthwin wants to thank you personally but I don’t think now is
the time. He gave me your payment and asked me to assure you that
he will make sure your deeds go rewarded further when he is more
able. I myself would also like to thank you; with Cuthwin’s troubles
dealt with I can finally go home to my wife. Cuthwin pulled some
strings in the Gran March army and got me out early. I am sorry I
could not be of more help to you. If you ever find yourself in Gran
March look up me and mine. I am sure the townspeople want to throw
you a grand celebration. 1 will not keep you from it... Good job
again... you have all our thanks.” Llion hands you each a small pouch

with the promised gold.

CONCLUSION D — TOTAL FAILURE

THE EDD
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APPENDIX II
ENCOUNTERS — APL2

ENCOUNTER ONE

Male Goblin:

Skills and Feats:

Languages:

Possessions:

PRTH A
ENCOUNTER FOUR A

Teenager:
YV

Skills & Feats:

Languages:

Possessions:

ENCOUNTER FIVE A (APL2)

ASHARA VALLTREE

Skills ¢ Feats:

Y

Languages:

Possessions:

Cleric Spells per Day: A

- guidance, detect magic, resistance - cure light wounds  protection

from chaos

CORA “SNEAKY” LIGHTFOOT
Y

Skills & Feats:
Languages:

Possessions:

KORN GREAT AX
Y

Skills & Feats:
Languages:

Possessions:

MARION TALON

Skills ¢ Feats:

Languages:
Adept Spells per Day: =
- touch of fatigue, ghost sound, read magic - burning hands, bless

Possessions:



SARA LLWOYN

Skills & Feats:

Skills & Feats: o

Languages:
Possessions:

ENCOUNTER FIVE B

GRODOUF
ENCOUNTER SIX A
LiiON FREY
) o Skills & Feats:
’ | Languages:
Possessions:
Languages:
Possessions:
ENCOUNTER SIX B
FioNA FAy
ENCOUNTER FOUR B
Celestial Dog (Summoned): Skills & Feats:
Wizards Spells per Day:
- light, mending, prestidigitation unseen servant
Skills ¢ Feats: b
< Possessions:

Celestial Riding Dog (Summoned);



APPENDIX III
ENCOUNTERS — APL4

ENCOUNTER ONE

Male Goblin:

Skills and Feats:

Languages:

Possessions:

PATH A
ENCOUNTER FOUR A

Teenager:

Skills ¢ Feats:

Languages:

Possessions:

ENCOUNTER FIVE A

ASHARA VALLTREE

Skills & Feats:
Languages:
Possessions:

Cleric Spells per Day:

guidance, detect magic, resistance cure light wounds

chaos

CORA “SNEAKY” LIGHTFOOT

)

Skills & Feats:

Languages:

Possessions:

KORN GREAT AX

Skills & Feats:
Languages:

Possessions:

MARION TALON

protection from



PATDH B

Skills ¢ Feats:

Languages ENCOUNTER FOUR B

Possessions:

Celestial Black Bear (Summoned):
Wizard Spells per Day:

touch of fatigue, burning hands, shocking grasp

SARA LLWOYN ;
Skills & Feats:

Celestial Eagle (Summoned):

Skills & Feats:

Languages:
Possessions:
Skills & Feats:
Celestial Riding Dog (Summoned):
ENCOUNTER SIX A
LiiON FREY

Mithral Chain Mail Armor (+1) Skills & Feat
i eats:

ENCOUNTER FIVE B

Languages:

Possessions: +1 shock long sword
GRODOUF
Skills & Feats:
Languages:

Possessions:



Skills & Feats:
ENCOUNTER SIX B
Wizards Spells per Day:
FioNA Fay acid splash, dancing lights, prestidigitation shield, ray of enfeeblement,
unseen servant
Possessions:
APPENDIX IV Goblin Adept:
ENCOUNTERS — APL 6
ENCOUNTER ONE
Male Goblin:

Skills & Feats:

Languages:
Skills and Feats: Adept Spells per Day:
guidance, touch of fatigue bless, burning hands, command
Languages:
Possessions:
Male Goblin: EHTI} H
ENCOUNTER FOUR A
Teenager:
Skills & Feats:
Languages:
Possessions:

Skills & Feats:

Languages:

Possessions:



Young Soldier:

Skills & Feats:

Languages:

Possessions:

ENCOUNTER FIVE A

ASHARA VALLTREE

Skills &~ Feats:

Possessions:

Cleric Spells per Day:

guidance, detect magic, resistance, cure minor wounds

wounds  protection from chaos

CORA “SNEAKY” LIGHTFOOT

bless, cure light

Skills & Feats:

Languages:

Possessions:

KORN GREAT AX

Skills & Feats:
Languages:

Possessions:

MARION TALON

Skills & Feats:

Languages:

Possessions:

Wizard Spells per Day:
touch of fatigue,

SARA LLWOYN

burning hands,

great sword

great sword +1



Skills & Feats:

Languages: Skills & Feats:

Possessions: great sword +1

Celestial Riding Dog (Summoned):

ENCOUNTER SIX A

LLiON FREY
Skills ¢ Feats:
ENCOUNTER FIVE B
GRODOUF

Languages:

Possessions: +1 shock long sword

heavy steel shield +2

Skills ¢ Feats:

PATH B

Languages:
ENCOUNTER FOUR B Possessions:
Celestial Lion (Summoned):

ENCOUNTER SIX B
Skills & Feats: FioNA Fay

Celestial Black Bear (Summoned):

Skills ¢ Feats:



flaming sphere
Possessions:
Wizards Spells per Day:
acid splash, dancing lights, prestidigitation shield, burning hands,

Sa®as

APPENDIX V
ENCOUNTERS — APL 8 Skills & Feats:
Languages:
P ions:
ENCOUNTER ONE 0ssessions
Male Goblin:
Goblin Adept: ;
Skills and Feats:
Languages:
Possessions:
Skills ¢ Feats:
Languages:
Possessions:
Male Goblin
Adept Spells per Day:
guidance, touch of fatigue bless, burning hands, command
scorching ray
Skills e~ Feats:
Languages:
Possessions:
Male Worg:
Mounted Goblin: Skills e Feats:

Languages:
Trip (Ex):



Female Worg (Mount):

Skills & Feats:

Languages:
Trip (Ex):

PATH A
ENCOUNTER FOUR A

Angry Mob:

Skills & Feats:
Wounding (Ex):

ENCOUNTER FIVE A

ASHARA VALLTREE

Half-plate Armor +1 Heavy Steel Shield +1
Heavy Mace +1

+1 Heavy Mace +1

Mithral

Mighty Short Bow (Str+1)
1d6+2 Mighty

Short Bow (Str +1) +1

Skills ¢ Feats:

Possessions: mithral half-plate armor +1 heavy steel shield +1 heavy mace +1

mighty short bow +1 (+1 Str)

Cleric Spells per Day:

guidance, detect magic , resistance, cure minor wounds bless,

command, cure light wounds  protection from chaos align
weapon (law), cure moderate wounds, status, shatte daylight, cure serious

wounds, magic circle (law)

CORA “SNEAKY” LIGHTFOOT

Skills & Feats:

Languages:

Possessions:

Sneak Attack (Ex):

KORN GREAT AX

Great
Axe +2
Great Axe +2

Skills & Feats:
Languages:

Possession: great axe +2



Languages:

MARLON TALON , ,
Possessions: +1 shock long sword +3 mithral
chain mail Armor heavy steel shield +2

+1 Amulet of

Natural Armor +1 Bracers of Defense

Skills & Feats:

Possessions: +1 amulet of natural armor +1 bracers of defense, pearl of power 5 b
ENCOUNTER FOUR B

Wi Srelane Celestial Brown Bear (Summoned):

acid splash, detect magic, touch of fatigue burning hands, shield,
shocking grasp, magic missile Melf's acid arrow, scorching ray, spectral
hand.

SARAH LLWOYN
Skills & Feats:

Breastplate +2 great sword +1)

Hound Archon (Summoned):
great sword +1

Skills & Feats:

Possessions: great sword +1, breastplate +2

Skills & Feats:

Spell-Like Abilities: aid, continual flame, detect evil, message

ENCOUNTER SIX A

Aura of Menace (Su):

LLION FREY

mithral chain mail armor +3  heavy steel shield +2
shock longsword +1
hock I 1
shock longsword + Change Slisbe'(Si):

Skills & Feats:



Magic Circle Against Evil (Su):

Teleport (Su):

Tongues (Su):

ENCOUNTER FIVE B

GRODOUF
Male hill giant:

Skills ¢ Feats:

Languages:

Possessions:

ENCOUNTER SIX B

FioNnA Fay

Skills & Feats:

Possessions:

Wizard Spells per Day:

acid splash, dancing lights, prestidigitation mage armor, shield, burning

hands, magic missile flaming sphere, scorching ray haste

Player’s Handbook

Guide Monster Manual
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APPENDIX VI
PLAYER HANDOUTS

PLAYERS' HANDOUT #1 (FOR PCS FROM GEOFF) PLAYERS' HANDOUT #1 (FOR PCS FROM OTHER LANDS)

o=

Dear (Character's 12ame)

It bag come fo my attepfiop that your pame hag
qained gome repowp amonq fhe folk of Qeoff. my
pame i J1ayor Cuthwip Trevdypson of ihe fowp of
ﬁodermiiﬁ I am in deﬁperate peed of aid from
adveptures’ such a8 you A Wlitch apd ber evil
mipiop§ ﬁave 5ee9 plaguipg our fowp for mopiﬁg apd
a8 of yel po ope hag apswered our plea for aid.
Being well kpowp beroes of Geoff, I desperately
beq for you assislapce. {We are a poor fowp bul are
willing fo offer you wﬁai we cap ip refurp for your
gervices, ﬁﬁould you be ipferested ip aiding us,
pleage come fo Hochoch pear 1he cily slables. I will
sepd someope fo meef you fhere.

Jayor Culhwip Trevdypson, Brebyri
Ip service of Grapd Duke Owep
ﬁoders‘mitﬁ Towp

PLAYERS' HANDOUT #1 (FOR PCS FROM THE GRAN MARCH)

Der (Chorocer’ Dorme)

JDayer Cudvip Trewhyety, Bredyr

Ip genvice o Grapd Drike Ovwep
Sodersini Town

Sedpt of e 1osl Readkie Dk, 1o’ Vi

Dear (Character’s Lame)

It Dag' come fo my affeptiop fhat you bave gaiped
some repowp amonast fhe people of your lapd, and
bave come fo fhe Grapd Duchy of Geoll seeking
adveplure. 11y pame ig' JQayor Culbwip Trevdypson
of 1he fowp of Bodersmilh. For mopihs our fowp bas
beep plagued by Ihe presepce of a TClich apd Der
mipiops. I seek fo eplist your skill ip ap affempt fo
rid our fowp of 1f)i§ evil curse. @[e are a poor fown
but are willipg fo offer you whal we cap ip refurp for
your  Services. ﬁf)ould you be ipteresfed ip aiding us,
please come fo Hochoch pear fhe cily slables. I wil
sepd someope 0 meet you fhere.

Xayor Cutbwip Trevdypsop, Brebyri
Ip service of Grapd Duke Owe
ﬂbders)miiﬁ Towp

T my ey ip Gren J12ord) I ferd e of you bravery apel upmakded sl T am Cufiy Trevcipety of e "Treypetp Brefyri- You moy have
heord of me sie 1 gpept mupy yers' iy your hermebd o' yaud i fhe urt o TR Vi Gormdot of Grop J 1oy korping from
Die J12cel Beschie JLacpiteke e waye of curt apd kpowdete T pow mue by o yaur od sipe my poge 10 e niers o Geol e qre
wapsivered. J1y fow bos’beep phoyed o moplhe vl e presence o a Wiy and ber miniops. 1 fove syt reqpests’ fr e bul have yet o
eceive apy I sk you a powerd Grap 11ard) Feroy o e fo my aid TCle are a poor fown b are wiling fo offer you whal we cap i refurm &r
your senvies’ Boutd you be ipleresled i i 18! plosie ame fo Db pear e iy slobes’ I vl sepd scmece o meet you fere




PLAYERS' HANDOUT #2: LETTER FROM GRAN MARCH

Cuthwin Trcvdgnson,

His Most Resolute MAgnitude, Magnus Vrignisn
would like to thank you for the gifts of gold you
have sent to his Commandsnt’s court over the
past few months. We have reviewed your plan
snd it is of the Commandant's opimion not to
support it at this time. Having resolved the
issues with the city of Hodwodw snd reached an
Aagreement with the wise Gjmnd Duke Owen,
your plan SEEMS UNNECESSATY At this time.
Should conditions dmnge, this court will keep
your SErvice im mind. ]‘[omever, we cammot
condone your actions at this time.

In service of HIS Most Resolute MAgnitude,

MA(_:]‘HUS Vrisnisn

Vandle ]‘[A&Bburth
Court Scrihe

CutSwin

PLAYERS' HANDOUT #3: LETTER FROM GRAN MARCH

Mapor Cuthwin Trevdpnson, JBrehpri

Wle have reviewed poutr verp creative plans, Wle
applaud pour creativity and initiative, Wle also would
like to thank pou for the donations of gold pou have
provided us, Unfortunatelp we have found pour plan to
be unthinkable at this time. While pour tactical plan is
g0lid, the current manpower simplp is not available to
occupp and pacifp the entive Geoff region. JFurther
these actions would break standing diplomatic
agreements with Grand Duke Own, The knights of the
Wlatch, and various others. Should diplomatic and
militarp situations change in the future we will veview
pour plan again, Tf, or when, that time arrives, we will
contact pou. TWle see no other need for pou to contact us
since this would put pourself in unnecessarp risk. Wle
thank pou again for pour time and donations,

Tn service of This AMost Resolute dhagnitude, dhagnus
Vrianian
Mhilitarp Hdvisor Zshmers

-

MWy Hop - myp Hop - pou need to be more careful’ in what pou sap in letters (ke that. I o thank pou for
9 monep pou sent but I think pou are going a Hit far- I agree with pou that Owen is a fod who Soes not

Sanbs of pour ovwn countrpmen.

Your Godfatier

Beserve to rule. Hut there is nothing you can So about that right now. Just He grateful that vou finally Save
something of pour Homeland to return to I know t5e (oss of pour family Gas worn pou thin Hut fust
spouting off (ke that can get pou Hung for treason. Besibes it is not onlp Owen pou must Seal wity Hut
Calisse as well. $50u(d Gran March take t5e actions pou suggest. we cotl(d rush Geoff easp enouah Hut
feoland would no Soubt come to Calisse and Owens aib I met Calisse pears ago in my travels to Keoland
Pefore she married Owen. $5% 15 no foo and one dap perfaps she will lead Geoff. I abvise pou fust to wait:
1 krow pou feel t9e SeatSs of pour family are Sue to Owens incompetence and I agree wity pou to a point.
but pou cant go off Soing t9ings (ke senbing those letters. If Owen or one of His warmongers were to find
poure pour [ife would no Soubt He forfeit. Your (ife is worty far more than Gis; Sont go off (osing pours
on some Salfoonceived quest for revenge Be carefull I know pour father woulS not want pou to &ie at the

In service of His Most Resolute Wagnitude. Magnus Vrianian ;

PLAYERS' HANDOUT #4: LETTER FROM GRAN MARCH



PLAYERS' HANDOUT #5: LETTER FROM UNKNOWN SOURCE

NMayor Cuthwin Orevdynson, Hrebhyri

T am writing pou in secret because of the sensitive nature we must discuss. Jlo doubt pou have
received many discouraging letters recently about your amazing plans for handing over
Sodersmith to Gran Jarch and assassinating Grand Duke Owen. On the surface, pou must
understand that such a move cannot be openly condoned by Flis Jlost Resolute Tagnitude,
Jlagnus ¥Vrianian. Flowever, being closer to the Commandant than the normal noble, I can tell
you in private be fully supports your ideas. In fact most of the Gran arch nobility are fully
bebind your ideas, but because of current ... problems are not openly able to admit to it. I can

tell you that J have been assigned to belp you along the way by Jlagnus Viraian personally. I
cannot tell you my name in this letter but we will meet in person soon enough. J hnow you wish
to be the one to end Owen'’s life. We admire your courage, but we must admit we doubt your
shills. e have already retained someone of the caliber needed to carry out such a tash. When
the time comes we will provide you with a suitable trophy. Jlo doubt by now you suspect a trick
of some hind or wish proof that this letter is genuine. I am somewhat limited on proving much in
this letter, but J can prove my closeness to lagnus Vrianian.

T was there when you first arrived in Gran larch many years ago. When your godfather
presented you to Mlagnus Vrianian he made an off-hand comment about the length of your hair.
Peing as young and intimidated as you were, that night you made an honest effort to cut it down
to a shorter length on your own. Obhe results were less than impressive. Obe next day Jlagnus
bad a good laugh at your expense. YWhen one of bis vassals began being cruel to you, Jagnus
ordered bis bair to be cut in a similar fashion. T can tell you that since that time Jlangus bas
bad a place in bis beart for you, which is one reason J have been ordered to belp you.

Jlow that T have your undivided attention J have some basic instructions for you. Stop writing
letters to anyone else. JIf these should fall into the wrong hands your life will be forfeit. I bave
sent you a powerful magical item that will allow you to communicate with me. “J will arrive very
shortly. Tt also will let you observe through the eyes of a willing servant and speah to them
across great distances. Heep it with you always. Until the time is right, play yourself as a
willing and joyful servant of Owen’s. I hnow it will be difficult, but you must, for your own sake.

“J will contact you again when the time is right.

Tn service of Flis Yost Resolute Fagnitude, Jagnus Vrianian

Y
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NEW MAGIC ITEM:

CAPTAIN'S SILVER TOOTH AXE

+2 silvered battle axe

3.5 Edition rules
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By Dennis Lovatt
Art by Matthew Brindle, Adam Koca & James Simpson
Written for DUNGEONS & DRAGONS v3.5

PREFACE
a a
3.5 edition
Cha
Psychic Handbook a a Note a a
BACKGROUND DM Note:
Appendix
THORP OF VAS
AL  Population
GP Limit: Assets

Authority figure:

BEGINNING THE ADVENTURE
The true story: dne d THE THORP OF VAS

You come upon a well-travelled trail, which leads to a small
grouping of huts that hug not too far from the Clatspur mountain

a a range. Many of the clansmen here seem somber, a distressed look



covering their faces. One of the huts seems to hold the local watering
hole. You see a dwarf and two halflings enter the establishment
beneath a sign of a fish laying its head on a bed of hay that adorns
the rafters of the overhanging roof. As you enter the establishment,
you can see many men drowning their sorrows in the local mead
available here. A lone figure sits at a table wearing a crumpled hat
with a red cloak, white robes, and a wooden symbol around his
neck. Carrying a book and some scrolls, a club hangs from his

waist. He raises an eyebrow when your party enters the tavern.

Option A

T
Mt Wy

- e

faith. If you require any further assistance, you can find me here;
the tavern’s owner has provided me with a small room in exchange
for some goods provided by the church. May Cuthbert guide your

path and grant you the wisdom to resolve all endeavors.”

Option B

“Well met, I am Lev of St.Cuthbert. I have need of
your services if you are all interested’? The party
g Y should agree, but if they say no read the
: following. “Sorry to bother you. May St. Cuthbert
guide your path and grant you the wisdom to resolve

all endeavors.”

“It appears the fair folk here have
recently lost one of their younger
clansmen. The clan father went to
find the boy and told the clan that
the boy’s spirit attacked him in the
creek and tried to drown him. None
of the clansmen want to bring harm
to the boy’s spirit; they would prefer
an outsider get involved. I doubt they
1 will be happy about it, but they know
[ i | \::,—f it must be done. I would like to help
| E 4 [l
F I'd  and share in the reward offered by the clan.

them, but I can’t do it alone. Assist me

Al I can offer 25 marks (gp) for now and another
25 marks upon completion of the task.”

LEV

"If you are interested, go to the largest hut and tell them Lev has
sent you. I am sure the clan will pay for your services. However, I
can offer healing free of charge on top of what the clan will offer. I

will also send word to the church of your exploits in promoting our

THE WAILS AT WHITE CREEK

As you follow along the creek, you come to a point where the
white peaks of the water crash upon the shore as it winds its way
down to the Velverdyva River. A wailing can be heard. It sounds
like the cries of a young man in a panicked state. As you follow the

sounds, they seem to surround you. Off in the distance a young



mare that appears to be surrounded in mists takes off across the
creek. When you look, again you see nothing, but still hear the cries,
they are unending. A plainly dressed woman of exceptional beauty

beckons you to follow her; she stands far away from the shoreline.

The wails have ceased, and the woman uncovers her ears, she
speaks in a melodic voice. Sorry about the spirit. It tries to lure all
who enter too closely to the creek. I have searched for the body of the
boy who haunts the creek to no avail. I believe it is long gone. The
current must have taken it elsewhere. I fear only an exorcism shall
stop the haunting. The clansmen will prefer a body be returned,
though I think they will forgive any who can put the boy’s spirit to

rest.

“I have no clan, please ask not why. It saddens me immensely to
speak of it. I have grown used to my life and have done well for
myself. Can you help end the spirit’s suffering or do I have to seek

help elsewhere?”

DM Note: i i

DC result of 20
DC result of 25
DC result of 28
DC result of 30

Note:

DC result of 20
DC result of 23

DC result of 26

DC result of 30

THE THORP OF VAS ENCOUNTERS

Encounter 1 - Stone of the Vohrg and Shrines of the Old Kerk

Note:

Encounter 2 - Storage House



Encounter 3 - Muqual’s Goods

Encounter 4 — The Sleepy Trout

Encounter 5 - Clan-Father House

WHITE CREEK ENCOUNTERS

Encounter 1 - Scene of the Crime

The serine landscape is made eerie by the lack of wildlife or
fisherman in the area. A lone boat rests loosely tethered to the shore.

Signs of a recent struggle - tattered cloth and some specks of dried

blood - line the vessel’s interior. A fine fishing spear lies inside the
boat with dried blood on its tip.



Encounter 2 - Jermlaine Sneaks

Notes:
Notes:

Encounter 3 - The Bickahist Stash

The cool, subtle breeze gives way to loud panicked cries. The

sounds of a young male echo through the trees, a sense of absolute 3 3 i S e e »
despair fills the air, and a panicked breathing is the only break from : S arjge e ap.pears 5 ave,a remova. <
the unehding o L i piece of wood which blends naturally with the stump’s coloration.



Inside, the remains of several creatures or persoms, decorate the
stump’s interior. Most notable amongst them is the skeleton of a
young man. A wet sack dangles from the torso and the remains reek
of rotting flesh. Coins and other valuables also line the interior of

the cache.

CONCLUDING THE ADVENTURE

1
el |
]
[
[
I
]

—
S ——

r
<




APPENDIX 1
STATISTICS

HrAM THE CLAN FATHER
Male human (Flan) fighter 3

Init Senses
Languages

AC

hp

Fort Ref Wil
Spd

Melee

Ranged

Base Atk  Grp
Combat Gear
Abilities

Feats

Skills

Possessions

ARONDAL OF THE OLD KERK
Male human (Flan) druid 2

Init  Senses
Languages

AC

hp

Fort Ref Wil
Spd

Melee

Ranged

Base Atk  Grp
Combat Gear

Druid Spells Prepared

— cure minor wounds  light, mending

— cure light wounds  entangle
Abilities
SQ
Feats
Skills

Possessions:

Owl Animal Companion: MM

LEV OF ST.CUTHBERT
Male human (Flan) Cleric 3

Init Senses

CR1

CR1

CR1

Languages

AC

hp

Fort Ref Wil

Spd

Melee

Base Atk  Grp

Special Atk

Combat Gear

Cleric Spells Prepared (CL 3rd) Domains:

cure minor wounds, detect magic, guidance, light
— bless, cure light wounds  santuary

— cure moderate wounds, calm emotions®, zone of truth
Abilities
SQ
Feats
Skills

Possessions

Protective Ward



VOHRG CLAN WARRIORS

Human (Flan) Warrior 1

Init  Senses
Languages

AC

hp

Fort Ref Wil
Spd

Melee

Ranged

Base Atk  Grp
Combat Gear
Abilities

Feats

Skills

Possessions

VOHRG CLAN’S MEN
Male human (Flan) Commoner 1

Init Senses
Languages

AC

hp

Fort Ref Wil
Spd

Melee

Ranged

Base Atk  Grp
Combat Gear
Abilities

Feats

Skills

Possessions

JERMLAINE

NE Tiny Fey

Init  Senses
Languages

AC

HP

Fort Ref Will
Spd

Melee

Ranged

Base Atk  Grp
Combat Gear
Abilities

CR %2

CR %

CR 1%

Treasure

% %

Speak with Rats (Sp)

speak with animals

Low-Light Vision (Ex)

Jinx (Su)

Note:

BACKAHAST

NE Medium Fey (aquatic, shapechanger)
Init  Senses
Languages

AC

HP

Fort Ref Wil
Spd swim
Melee

Base Atk  Grp
Abilities

Treasure

Low-Light Vision (Ex):

CR 4

cure light wounds



Telepathy

Shape Change

Mesmerizing Gaze

Adhesive

OPTIONAL RULE: PSYCHIC IMPRESSION

Psychic Impression:

APPENDIX II
TREASURE

HiaM's FISHING SPEAR
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DEVELOPMENT

THE ORACLE, HIGH PRIEST OF JOrRAMY CR 25

Init Senses
DEFENSE

AC

hp

Fort Ref Will

Defensive Abilities

OFFENSE

Speed

Melee staff of the fiery maiden
+4 adamantium dagger

Special Attacks

Special Abilities

comprehend languages, detect magic, read

magic, see invisibility, darkvision, tongues
Arcane School Spell-Like Abilities

Wizard Spells Prepared

spell turning, limited wish

globe of invulnerability, legend lore, chain lightning

mage’s private sanctum, prying eyes, dismissal

confusion, locate creature, charm monster, volcanic storm

detonate

ash storm clairaudience, fly, haste, fireball

detect thoughts, invisibility, mirror image, scorching ray

touch of idiocy

burning hands magic missile ray of enfeeblement

charm person disguise self

dancing lights, mage hand, message, prestidigitation

Domain Spell-Like Abilities



Cleric Spells Prepared

elemental swarm  miracle

incendiary cloud fire storm holy aura,
greater planar ally

insanity  holy word greater scrying, symbol of
weakness

fire seeds symbol of persuasion word of recall,

banishment, find the path, heal
charm monster commune, flame strike
spell resistance, scrying
cure critical wounds, discern lies, divination, neutralize
poison, wall of fire sending
cure serious wounds, fireball protection from
energy, searing light speak with dead, helping hand,
remove curse
augury, calm emotions cure moderate wounds enthrall,
silence, hold person
bane, charm person cause fear, command
cure light wounds
sanctuary
guidance, purify food and drink, stabilize, virtue
Domains
TACTICS

Before Combat:

During Combat:

Morale:
STATISTICS
Str Dex Con Int Wis Cha
Base Atk CMB CMD
Feats

Skills

Languages

SQ

Combat Gear staff of the fiery maiden mask of the oracle, robe of
the fireborn, bracers of conflagration, +4 adamantium dagger,
scarab of protection, cloak of resistance +4, bronze eversmoking
bottle, elemental gems

adamantium  ring of

adamantium ring of protection +5,

regeneration, iron flask

ROBE OF THE FIREBORN (MINOR ARTIFACT)

Aura CL
Slot Weight
firewalk
waterwalk airwalk
fire shield
robe of the fireborn

robe of
the fireborn



discern lies true seeing

STAFF OF THE FIERY MAIDEN (MINOR ARTIFACT)

Aura CL

Slot Weight g 3 :
Requirements arcane sight, detect poison,

+5 furyborn flaming burst
i A S detect secret doors, detect thoughts, detect undead, mind blank Cost

igniting brass quarter staff

BRACERS OF THE INFERNO
Aura CL
Slot Price Weight

continual flame
produce flame

resist energy

Requirements
fireball

* heat metal
Cost

* rage

* suggestion

®
el PATHFINDER® RULES FOR CLERICS OF JORAMY

JOorRAMY
planeshift The Shrew, the Fiery Maiden
* stoneskin
* wall of fire Alignment:
Domains:

Favored Weapon:

elemental swarm

transmute rock to lava

staff of the fiery maiden

MASK OF THE ORACLE
Aura CL
Slot Price Weight

arcane sight
detect poison, detect secret doors,

detect thoughts, detect undead
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GreyTalk Canonfire!
Research:
Playtesters: GaryCon IV
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PREFACE

When evil comes into conflict with evil, the resulting clash is not
always a straightforward boon to those of weal. A recent confrontation
between a morkoth and a tribe of ixitxachitl has a dragon turtle well
within its grip and threatens to ruin the economy of at least one
nearby port city. Many merchants, sailors, marines, and even
adventurers have already been counted casualties of this turf war.
Heroes are needed to insert themselves, forcefully if need be, into this
undersea conflagration and put an end to it before these boiling waves

spill any further onto land.



ADVENTURE SYNOPSIS

coninental Spo,

Wreck of the
Trident Azure Sea

Ixitxachitl Kelp

and Atrox @ ind doeks’

\Wreck of the
Wyndsome Wench

Jeklea Bay

Savage Tide Adventure Path: The Sea Wyvern’s Wake #

ADVENTURE HOOKS
ART THOU OF STOUT HEART?



IN SERVICE TO THE CROWN.

Trident

As you watch Nelzim work, the air around you begins to waver as
if you were seeing the effects of heat rising off a drought-cursed
DRAWMIJ A PICTURE. landscape. As the effect intensifies, you begin to see a mirage of
sorts appear in place of Nelzim’s library. Superimposed upon the
spot in which Nelzim stands are the steps of a dais leading up to a
throne-like chair occupied by a magnificent-looking personage.
Regally dressed in a variety of blues and greens that are distinct
from the tint of the water around, sits a being undoubtedly used to

commanding the attention of his audience. Curly blond hair peaks



out below a bejeweled turban whose tassels float lazily about
topping a face with a strong jaw line and intense, but non-
threatening eyes. Your first thought is that you have finally laid
eyes upon one of the mythical marids - genies of the sea.

Belatedly, you understand that you must be breathing water as
you realize that the immense chamber in which you now stand is
fully submerged. The throne appears to be grown of coral while a
veritable Prismatic Sphere of ocean life covers the walls and domed
ceiling. Fish of every color swim idyllically past as you gaze around
in wonder. At the noble personage’s right hand hovers an aquatic
humanoid with scale-covered legs and flippers where his feet would
otherwise be. He wears a leathern harness upon his chest that holds
an effective-looking trident on his back. In his hand rests a large,
silvered conch.

As you become more familiar with these wondrous sights, you
If you
purposefully adjust your focus, as if looking at your own reflection

realize that you can still see Nelzim and his library.

in a still pool instead of looking through it, you can distantly
perceive him returning your gaze with some interest.

Just as you begin to feel comfortable enough to relax a bit, the
seated figure addresses you:

“Welcome good sirs (and ladies). I am pleased that you have
accepted my invitation to discuss a matter of some importance to
me. 1 find myself in a position in which it behooves me to seek the
services of adventurers with qualities such as you possess.

“First, though, let me introduce myself. It would be unseemly of
me to put you in a position where it was necessary to accept or reject
an offer to work for an unidentified patron. I am Drawmij and this
is my current abode. You are here, in effect, through the courtesy of
my associate, Nelzim, in order to avoid many of the difficulties that
would be involved in any attempt to arrive here in mundane
fashion.

“I am quite interested and concerned with events affecting the
creatures and cultures of the Azure Sea and its geographic
neighbors. I make it a point to diligently investigate events that
disrupt or otherwise alter the environment in which I dwell. Now I
have cause to be concerned about events occurring a distance south
at the eastern edge of Jeklea Bay. And, it is my desire to learn more
of these happenings from first hand accounts.

“To that end, I wish to enlist your aid by employing you to
investigate the issue. To whit, rumor has it that a heretofore-
agreeable dragon turtle has begun sinking every ship it can catch.
Its depredations are near to a palisaded community called Fort
Blackwell at the tip of the Amedian peninsula. If you are willing to
accept my employment in this endeavor, it is my wish that you
discover the truth behind these rumors and address the issue in
whatever manner seems most beneficial to all involved. Most
importantly, you are to report back to me the results of your

investigation.

“I am prepared to extend to you 500 pieces of gold each in good
faith for your expenses. I also guarantee you each an additional
2,000 upon successful completion of the assignment, negotiable
depending upon the difficulties you find yourselves confronted with

during the mission. What say you?”

“Excellent! Nelzim will see you on your way to Fort Blackwell. I
leave you to your own devices from that point.”

The flipper-footed humanoid at Drawmiy’s side raises his conch to
his lips and sounds a clear note whose soothing tones vibrate
through your being. At this sound, Nelzim’s figure begins to
superimpose itself over your current watery surroundings.

As you fade back into the reality of the associate wizard's library,
you hear the archmage say, “Oh, and if you happen to encounter a
Triton by the name of Jhegduthas, please ask him to contact me at
his earliest opportunity.”

Once fully materialized back in Nelzim’s library, the mage hands
the party wizard a scroll with a single Teleport Without Error spell
inscribed upon it. He asks that you utilize it to return to his home
upon completion of your mission so that he can facilitate your
report to Drawmij. He then hands each member of the party a
small sack containing 50 platinum pieces (or as much as they agred
upon with the archmage). When all appears to be in order, he asks

if you need assistance reaching Fort Blackwell.

To Walk Beneath the Waves :
Appendix: New Magic. Dramif's Aquatic Summons.



GATHERING INFORMATION

AVAILABLE INFORMATION ON FORT BLACKWELL IN NELZIM’S LIBRARY :

DC 15

DC 20

DC 25

DC 30

Azure Sea

Forth &7
i Biscioaelt®

CHAPTER ONE: VOLUNTEERS?

From what you know of Fort Blackwell, it has been enjoying a
comfortable increase in size and wealth as the success of its local
merchant marine has steadily improved. Having been informed of
the community’s need for adventurers, you jumped at the chance for
another adventure and have made the trip hoping you won’t be
disappointed.

When you arrive, you can’t help but overhear many rumors
about the recent depredations of a rampaging dragon turtle in the
nearby waters. A question or two put politely to passersby points
you in the direction of The Captain’s Cabin (City Hall) where, you
are assured, you will be put in touch with someone who can answer

more of your questions.



DM’s note: folding boat
 Potions of cure light moderate wounds water breathing,
water walking tongues RUMORS IN FORT BLACKWELL
mount
darkvision, protection from energy, phantom steed
tongues, dispel magic, water
breathing
: comprehend languages, cure Db
light ( moderate) wounds, protection from energy, remove curse,
water breathing, water walk
DC 10
elixirs of swimming
DC 15
DC 20
Garrote
folding boat
DC 25
DC 30
bags of holding portable
holes




wings of flying

Nystul's magic aura
detect magic

cloak of resistance

Player’s Handbook

Longbow, aquatic

Crossbow, aquatic

X
Harpoon
X
Appendix
V: Underwater Effects
A WELCOME SURPRISE
bottle of air
scrying
ring of
swimming



?
FRIENDS? THE CARNELIAN OF CARNAGE

Stone of Unhinging

DC 20

DC 22

DC 24

DC 26

DC 28

Carnelian of

Carnage

DC 30




CARNELIAN OF CARNAGE CONT.
desecrate
rage

confusion

DC 32

DC 34

Desecrate

Rage

Confusion:

DC 36

DC 38

ring of clumsimess

Sea, Sea, Sea
Our heroes went to sea, sea, sea,
To see what they could see, see, see,
But all that they did see, see, see,
Was the bottom of the deep blue sea, sea, sea.

See!??

To the Heroes!
Our heroes are thinking to slay a fell dragon
So lift up in drinking a tankard or flagon.

We'll toast them and boast of their exploits of merit.
We'll watch from the coast, they’ll sale off in the Garrote.
Their courage unequalled, they welcome do-darings
Hope they aren’t squalled by silly red herrings.

We wish them the best and return to our drinking,

We'd go along west, but their ship will be sinking!



«

. was complainin’ ‘bout ‘ow borin’ the trip ‘ad turned out. It
bein’ such a calm day, I was sprised to feel the ship rise of a sudden on
a swell while the rest of the sea lay smooth as glass all ‘round. I ‘an’t
time to be properly p‘plexed when the ship was smashed to bits by a
pow’rful blow from b’low!

“Up through the deck of the ship come ol Terrapin Dipsas! I
knowed it was none other when, as I was throwed from the crow’s nest
into the air, I made a fortuitous grab for a freed line and swung down
scant inches past ‘is eye — the one wit’ the scar left by Rory Barbarosa®
all them years ago.

“Well, ol TD took a swipe at me as I swung by ‘im. ‘e missed me,
but sliced the line sending me plunging into the sea. You may well
b'lieve me a fool not to think myself a corpse at that moment, but as I
went under I saw the most beautiful mermaid as ever I'd dreamed.
She took my ‘and and, pullin’ me close, smacked one full on me lips!
She was a goddess! Osprem or Myhriss, I know not, but right soon I
found I could breathe water! She led me deep ‘neath the waves and...
[with a look at some attentive young children in the front and a wink
at the adults, he continues]... well, ... Later I ‘woke on the beach a

‘alf mile down yonder.”

Wyndsome Wench

Trident

Trident

water

breathing

ring of invisibility

charmed

charmed

ring of invisibility

water breathing



Note:

Some Veggies Went to Sea
Savage Tide Adventure Path: Serpents of Scuttlecove

JURGEN
Male human Fighter 9th

Init Senses
Languages
AC

hp

Fort Ref Will
Spd
Melee luck blade

Ranged
Base Atk ; Grp
Combat Gear +2 luck blade
ring of invisibility, and a potion of cure moderate
wounds.
Abilities

Skills

Possessions leather armor +2, ring of protection

+1, a potion of water breathing

SCARLET BROTHERHOOD FORCES
SISTER ASPINET
Female human (Suel) Monk 10th

Init Senses

Languages:

AC

hp

Fort Ref Wwill

Spd

Melee mmulet of mighty fists +2

Ranged shuriken +2 of returning

Base Atk ; Grp

Combat Gear amulet of mighty fists +2, shuriken +2 of returning,
potions of mage armor cure moderate wounds

Abilities

SA

SD

Feats

Skills



Possessions cloak of resistance +2, a ring of

counterspells (hold person), a ring of protection +2, a potion of
tongues
Evasion:

Flurry of Blows:

Fast Movement:
Still Mind:

Ki Strike:

Slow Fall:
Purity of Body

Wholeness of Body:

Improved Evasion:

Tactics:

r potion of mage armor



JONGLEUR
Male human (Suel) Bard 8th

Init Senses:
Languages
AC

Fort Ref Wwill

Spd

Melee

defending dagger

Ranged screaming bolt +2 shocki

ng burst hand crossbow +1

screaming bolt +2

Combat Gear defending
dagger +2, shocking burst hand crossbow +1,
hand crossbow, screaming hand crossbow bolts
+2 (20), a wand of burning hands (CL 5th, 12
charges), potions of cure moderate
wounds
Spells Prepared:

confusion, dispel magic

darkness, eagle’s splendor, glitterdust,

invisibility

charm person, expeditious retreat, sleep,
Tasha’s hideous laughter

daze, mage hand, open/close

SA gloves
of storing
SD

Feats

Skills

Possessions amulet of natural armor +2, a

pair (2) of gloves of storing

Bardic Music:

Bardic Knowledge: See Player’s Handbook

Tactics:

darkness

confusion

mage hand
sleep daze
mage hand
wand of burning hands
screaming bolts
invisibility

charm person Tasha’s

hideous laughter

Expeditious retreat

BODYGUARDS

Male & female humans of Suel descent Fighters 6th/ Assassins 1st

Init Senses:

Languages



AC
hp
Fort Ref Wil
Spd
Melee staff-spear +1
staff-spear +1

Ranged

Base Atk ; Grp:
Combat Gear Staff/Spear +1

Moderate Wounds

Spells Prepared:
true strike

Abilities

SA

Feats

Skills

Possessions chain shirt +2

Death Attack:

Staff-Spear +1:

Tactics:

true strike

true strike

Note:

true strike

THIEVES’ GUILD REPRESENTATIVES
CSEMBORGUTH
Male Dwarven Fighter 4th/Rogue 4th

Init Senses
Languages
AC

Fort Ref Wil
Spd
Melee +1 shortsword of subtlety
+1 returning

handaxe

Ranged +1 returning handaxe

Base Atk Grp
Combat Gear +1 shortsword of subtlety, +1 returning handaxe

potions of cure moderate wounds
Abilities

Skills

Possessions leather armor +3
gloves of swimming

and climbing



Sneak Attack:

Uncanny Dodge:

Stability:

Saving Throw Bonuses:

FELONIUS, THEOFILUS, AND THUGGIMUS

(Csemborguth’s subordinates)
Male & female halfling Rogues 5th

Init Senses
Languages
AC

Fort Ref Wwill

Spd

Melee

Ranged

Base Atk Grp
Combat Gear

Abilities

Possessions Leather Armor +1

Evasion:

Sneak Attack:

Uncanny Dodge:

Tactics:

Note:



A SURPRISE WELCOME

Garrote

Side Bar: Pharaoh

gloves ring of freedom of movement
of swimming and climbing
Quaal’s

feather token: anchor  fan Scrying

gloves

amulet of inescapable location

PIRATES
PHARAOH LONGSPAR “THE PEACOCK”
Male Half-Elf Swashbuckler 5th/Dread Pirate (Honorable) 6th

Init: ; Senses:



Languages
AC

Fort Ref Will
Spd
Melee +2 rapier of puncturing
+3 defending dagger
Ranged +2 returning dagger of throwing
Base Atk ; Grp
Combat Gear +2 rapier of puncturing,+3 defending dagger, dagger

of throwing & returning +2 potions of cure serious wounds
potion of mage armor potion of cat’s grace

Abilities

SQ

SA +2 rapier of puncturing

Feats

Skills

Possessions +2 mithral chain shirt of command,

boots of striding and springing, a +2 cloak of resistance

Grace:

Insightful Strike:

Dodge Bonus:

Seamanship (Ex):

Fearsome Reputation (Ex):

Rally the Crew (Ex):

Acrobatic Charge (Ex):

Steady Stance (Ex):

Luck of the Wind (Ex):

PHARAOH

DC5

DC 10

DC 15

DC 20

DC 25

DC 30




Tactics:

HOMESHIC “SHORT SHROUD”
Male Gnome Diviner 9th

Init Senses
Languages
AC mage armor shield
Fort Ref Wil
Spd
Melee
Ranged wand of lightning bolts
Base Atk Grp:
Combat Gear wand of lightning bolts
cure moderate wounds invisibility,

from arrows

of fire
Spell-like Abilities:

dancing lights, ghost sound, prestidigitation

Wizard Spells Prepared:

Rary’s telepathic bond* 7, teleport
arcane eye*A, (Silent) dispel magic, stoneskin/

clairaudience/clairvoyance*, fly, (Silent) glitterdust, hold

fireball, ice storm,

person, invisibility
animate rope, detect thoughts*A, invisibility”, see
invisibility/, spider climbA, Tasha’s hideous laughter
color spray, comprehend languages*, jump, mage armor”,
(Silent) message, shield"

detect magic*, mage hand, mending, message

A
Abilities
SQ
SA

SD

Feats

Skills

Possessions ring of protection +2, rod of flame

extinguishing, rod of lesser silent metamagic, potions of flying, and

water breathing detect thoughts comprehend
languages tongues glitterdust invisibility
invisibility sphere water breathing wind wall

whispering wind

Tactics:
clairaudience/clairvoyance arcane eye
glitterdust invisibility

detect thoughts, zone of truth, detect scrying



fireball, magic missile, ghoul touch Fort Ref Will
Spd
Dispel Magic Melee
Space/reach
color spray, animate rope hold Base Atk Grp:
person wand of lightning bolts Atk Options
Abilities
teleport SQ

fireball, ice storm wall of fire Feats
Skills

Alertness (Ex):

KHARMA Deliver Touch Spells (Su):
Homeshic’s Familiar
MM
Init: Senses
Languages
AC Empathic Link (Su):

Improved Evasion (Ex):

HOMESHIC’S SPELL COMPONENTS POUCH:

Share Spells:

Speak with Animals of Its Kind (Ex)

Speak with Master (Ex):

Skills:




s CHAPTER TWO: SAILING AND SIDE TREKS

BUCCANEERS
Init: Senses:
Languages
AC 18 Touch 13, Flat-footed 15
hp
Fort Ref Will
Spd
Melee +1 scimitar
Ranged +1 bolts
WHY, OH WYVERN! CR 11
Base Atk Grp
Combat Gear +1 scimitar +1 bolts
potion of cure light wounds
Abilities
Feats
WYVERNS (4) CR 11
Skills Init Senses
: Languages
Possessions leather armor +1 buckler +1
AC
Immune
3 Fort Ref Will
Tactics:
Spd
Melee
Space/reach
Base Atk Grp
Atk Options
Abilities
Feats

Skills



Improved Grab (Ex):

Poison (Ex):

Skills:
Tactics:
Garrote’s
Garrote’s
wings of flying
flying

Garrote’s

Garrote

Garrote

Garrote

(wings of

Wings

DRAGONNE, BE GONE! CR11

BAD Ax
Male Blackscale Lizardfolk Barbarian 6th
MMIIT

CR 9

Init

Languages

ACTA 17 e
L R el

Resist
Fort
Spd
Melee {

Ref Will

Ranged e

Space/reach
Base Atk
Combat Gear

Grp )
javelins of lightning

Abilities e )
Special Qualities

Feats

Skills



Possessions

of natural armor +1

Hold Breath ()

Fast Movement

Illiteracy
Rage:

Uncanny Dodge

Trap Sense

Improved Uncanny Dodge:

javelin of lightning

DRAGONNE CR9
MM

Init: Senses:

Languages

AC

hp

Fort Ref will
Spd

Melee

Space/reach

Base Atk Grp:
Atk Options

Abilities

Feats

Skills

Pounce:

Roar:

amulet

Tactics:

Garrote’s

javelins of

lightning



BARMY BARNACLES!

AQUATIC CARRION CRAWLERS (48)

MM
Init: Senses:
Languages
AC

Fort Ref Will
Spd

Melee

Space/reach

Base Atk

SA

Abilities

Feats

Skills

Paralysis:

Skills:

Tactics:

CR 11

CR 11

Wandering Monster Table for Surface Encounters (d6)
MM
MM
MM
MM3
MM?2
MM



Beorhtyst
SEAFOOD! 4
Trident sending
Wandering Monster Table for Undersea 1
Trident
Encounters
Sending
Beorhtyst
Wandering Monster Table for Undersea Encounters (d12) :
Trident
Trident’s
Beorhtyst
Trident
Trident
Trident
THE TRIDENT :
Trident
The Trident
Beorhtyst
THE WRECK
Trident’s
T Before you lies the wreck of a mighty warship, its triple bank of oars
e broken or missing. Its decks have been laid bare by a massive tear in its
o starboard side from gunwail to beam wide enough for a wyvern to fly
rident’s
i into. It is at that point that the vessel struck a low, rocky protuberance as
el it fell against the ocean floor causing it to nearly break in half. Two of its
Beorhtyst

three masts are splintered, their sails torn from the spars while rigging

hangs limply, swaying gently in the current.



You estimate that well over 100 bodies lie scattered around the
wreck as far as you can see in these murky depths. Strangely, you
note that approximately two dozen of those bodies are piled on the
canted deck near the door to the aft cabin or have spilled over the

gunwail to the sea floor just below.

Trident

CAPTAIN’S CABIN

Beyond the bodies lying in the open doorway, you see a captain’s
cabin. It is surprisingly tidy considering the state of the rest of the
ship, though loose items, such as chairs, bedding, maps, and dining
utensils have floated or fallen free of their original placements. As
your adventurer’s eye scans the interior, it comes to rest upon the
closed and locked footlocker bolted to the floor against the side of
the writing desk to the port side of the room.

Just as this discovery peaks your interest, a spectral figure in a
chain shirt under the uniform of the Keolandish Royal Navy steps
from either side of the doorway and brandishes a broad-bladed
spear at you. One of them speaks in a voice warbled by the water
saying,

“Avast! Advance and ye shall die.”

“Avast! Depart

or die!”



Beorhtyst

Trident

clairaudience

Haligast

SWORDWRAITHS (2)

Init: Senses:
Languages:
AC:

clairvoyance

Appendix II: New Magic

FF

CR9

hp:
DR

Fort: Ref: Will:

Spd:
Melee: +2 Spear

Space/reach:

Base Atk: Grp:
spear +2

Abilities:

Skills:

Possessions:

protection +1.

Strength Damage (Su):

Turn Resistance (Ex):

Note:

WIZARD’S NOOK
DM’s note:

chain shirt +1

ring of

Arcane Lock

After defeating the lock on this portal, you see a cramped cabin

with little headroom due to the low ceiling and shelving surrounding

the room at head height.

There is a hammock hanging in one

corner from a hook. Another hook in the opposite corner apparently

allows the hammock to be stretched for sleeping. A sturdy desk

takes up the majority of the floor space which it shares with a chair
and a footlocker. The enclosed shelves are filled with books that are

held in place by a smooth cord and are enclosed behind glass doors.

Trident



fire trapped

Boccob’s blessed book

fire trap, hallucinatory terrain, remove curse, solid fog
explosive runes, gaseous form, water breathing, wind wall
arcane lock, flaming sphere, fog cloud, gust of wind, pyrotechnics,
whispering wind
animate rope, comprehend languages, endure elements, obscuring

mist, shocking grasp, unseen servant

CLERIC’S CRANNY

The door opens easily into a small room. You immediately note
that the water within is darker — hazy as if filled with fog. The
opening of the door stirs the waters within and without and washes
some of the haze-filled water out into the hallway where you stand.

There, it begins to mix with the water around you.

Inside, the room is furnished with a limp hammock, two chairs, a
footlocker, and an altar against the far wall. The altar does not
protrude far from the wall so as not to take up much space in the
already tiny room, though you do see a couple of long drawers built
into its front. Lying scattered upon the submerged floor are a holy
book, a few loose sheets of parchment, a feather quill, an ink pot,
and an oddly shaped broach.

Trident

Appendix II: New Magic

Trident

Tactics:
Trident

Trident’s



Trident

ZOMBIES (18)

MM
Init:  Senses:
Languages:
AC:
hp:
Fort: Ref: Will:
Spd:
Melee:
Space/reach:

Base Atk: Grp:
Combat Gear:
Abilities:

Feats:

Skills:

Possessions:

Desecrate:

IX1ITXACHITL ROGUES

Init Senses
Languages:

AC

hp:

Fort: Ref:
Spd

Melee:

Will:

CR 4

Desecrate

CR VARIES

MM 11

Space/reach:

Base Atk Grp:
Combat Gear:
Abilities:

Feats

Skills:

Possessions

Evasion (Ex)

Sneak Attack (Ex):

Trap Sense (Ex):

Uncanny Dodge (Ex):

Skills:

IxXiTxacHITL BARBED CORAL TAIL SPIKES

necromancy

Wounds

Inflict Critical




IXITXACHITL UNDERPRIEST CR7

Init:  Senses

Languages:

AC:

hp:

Fort Ref:  Will:

Spd:

Melee: +1 unholy barbed coral tail spike

Base Atk Grp
Space/reach

Spells Prepared: Domains:

magic circle against good*, summon monster 111
darkness, death knell, desecrate*, eagle’s splendor
bane, cause fear, doom, protection from law*
detect magic, guidance, inflict minor wounds, read magic,

resistance

Combat Gear +1 Unholy Barbed Coral Tail Spike
Abilities:

SA:

SQ:

Feats:

Skills:

Possessions:

Profane Lifeleech (Ex):

Rebuke Undead (Su):

Spontaneous Casting (Su):

Skills:

Appendix VI: New Feats.

THE WYNDSOME WENCH

CR 11



A FLOCK OF SEA GHOULS

Before you, on the ocean floor, lie the broken remains of a
merchant caravel, its entire bow torn off and scattered in pieces
across the sandy bottom. Twisted spars and frayed cordage clutter
the shattered ribbing of what remains of the ship. Its figurehead, a
beautiful ocean maiden, lies in one piece about 40 yards from the
rest of the wreck. Arms that normally reach forward to embrace the
salt spray before her, now extend imploringly to the heavens above.

From the depths of the ruined vessel, several humanoid figures
cautiously emerge. Elongated tongues appear to taste the water as
they extend from mouths filled with sharp, broken teeth. Dead eyes
that seem to lust for your flesh fix upon you and, as one, the

creatures lunge forward from their hidden places.

Wyndsome Wench

Wyndsome Wench’s

‘Wench

Wyndsome Wench

Wyndsome Wench

You choose your next target carefully and are about to follow
through with your planned attack when you sense a dreadful
premonition. A cool current chills the back of your neck and sends
shudders down your spine. You turn just enough to see a hazy
female figure appear directly behind you. You note a malevolence
in her dark eyes that the pale, beautiful face cannot disguise. She
reaches for you as if to caress your cheek, when suddenly her dark
tresses grey and thin before you and her face transforms into a

rictus of death.



New Magic

Aeolius

REOD (Ghost)

MM
Init: Senses:
Languages:
AC:
hp:
Fort: Ref Will:
Melee

Ranged

Base Atk Grp
Attack Options:
Abilities

SQ

Feats

Appendix II:

Skills

Possessions ring of protection +3, cloak of charisma +4, wand of

detect magic

Corrupting Gaze (Su):

Draining Touch (Su):

Manifestation (Su):

Rejuvenation (Su):

Turn Resistance (Su):

ADVANCED GHASTS, LACEDONS (16)

Init: Senses:
Languages:

AC:

hp:

Fort Ref Will
Spd

Melee

CR 8



Space/reach:

Base Atk: Grp
Abilities

SA:

SQ:

Feats

Skills:

Ghoul Fever (Su):

Paralysis (Ex):

Stench (Ex):

Neutralize Poison

Dirsy
Nereid

Init: Senses:
Languages
AC

Resist

Fort Ref Will
Spd

Melee

Space/reach

Base Atk:

Atk Options:

Abilities
SQ:

Delay Poison

Feats:
Skills:

Possessions  ring of protection from electricity (5), ring of
protection from acid (5), coral sea horse

Deflection

Displacement

Drown

Meld Into Wyndsome Wench:

Fast Healing 5 (Sp):

Shawl (Su):

Speak With Animals (Su):

Spell-like Abilities (Sp)

Summon Water Elemental (Sp):



Skills:

Appendix II: New Magic coral
sea horse Wyndsome Wench figurehead Garrote
Appendix VII: Myths

CHAPTER THREE: BAIT!

Note:

rope trick

Wandering Monster

Table for Surface Encounters

Garrote

wall of force



TERRAPIN DIPSAS
Male advanced dragon turtle
MM

Init: Senses:

Languages
AC

Immune

DR

Regeneration

Fort Ref Will
Spd

Melee

Ranged
Space/reach:

Base Atk Grp
Atk Options:
Abilities

SD

Feats

Skills

Possessions: amulet of stoneskin
ring of regeneration
Breath Weapon (Su):

Capsize (Ex):

Snatch:

Note:

CR 18

Swim-by Attack:

Skills

Tactics:

stoneskin

amulet of



Note:

Ixitxachitl Rogues

The Trident

VAMPIRIC IXITXACHITL (1) CR 10
MM II

Init Senses

Languages

AC

Fort Ref Will

Spd

Melee 2 barbed coral tail

spike

Space/reach:

Base Atk: Grp

Combat Gear: +2 barbed coral tail spike
Abilities:

Feats:

Skills:

Possessions: amulet of natural armor +3

Energy Drain (Su):

Evasion (Ex):

Fast Healing (Ex):

Profane Strike (Ex):

Appendix IV: New Feats
Sneak Attack (Ex):

Trap Sense (Ex):

Uncanny Dodge (Ex):

Skills:

TERLENS CR VARIES

FF
Init: Senses
Languages
AC

Fort Ref Will
Spd



Melee
Space/reach:

Base Atk Grp
Attack Options:
Abilities

Feats

Skills

Ambush (Ex):

Improved Grab (Ex):

Worry (Ex):

Skills:

Tactics:

Lairs of Terrapin Dipsas and Atrox

1) Terrapin Dipsas’ Lair:

An irregular cave opening yawns before you about 20 feet high
and wide. The interior fades to darkness, but appears to expand as
it descends. A hole just large enough to allow a man-sized creature
to enter pierces the entrance’s stony floor.

Magical lights appear to emanate from this hole. They are
comprised of a swirl of browns and greens with frequent blue,
yellow, and purple sparks shooting forth from below. These lights
dissipate at a distance of about 20 feet from the small hole and
curtain the cave entrance, further obscuring your perception of its
depths.



The widening tunnel opens into an immense undersea cavern 100
feet in diameter. The floor has many short stalagmites rising from it
and the walls are adorned with cut geodes whose crystalline
interiors are opened for display. In the very center of the floor is a
huge pile of seashells of every kind. Scattered amongst the shells are
various coins while humanoid arms and equipment lie around the
edge of the pile. You note a single sea chest half-sunk into one side
of the mound of shells.

You cannot be sure of the height of the cavern’s ceiling as some
type of hanging moss obscures its upper parts. This moss hangs to
within 30 feet of the floor and appears to glow softly. Though the
light it gives off is faint, it is caught and reflected by the crystals of
the geodes bathing the cavern in a faerie-like moonlit brightness.

Thus, you are able to faintly note the cave’s furthest dimensions.

water breathing cat’s

grace remove paralysis resist energy (Acid 10)
cure
moderate wounds lesser restoration
chain lightning, ice
storm, wall of fire wind wall

Note:

The phosphorescent moss dimly lights another immense cavern up
here, though it is obviously kept from hanging very far down from
the ceiling 30 feet above. There are several man-sized stalagmites
and stalactites here that prevent you from having a clear view of the

floor and ceiling.

detect magic



pearl of the sirines  helm of underwater

action +3 plate armor of the deep

+3 shocking burst long spea trident of

warning figurine of wondrous power — pearl dolphin Gold
White Appendix II: New Magic

CHAPTER FOUR: DEVIL IN THE DEEP

DM’s note:

Long, Long Ago:

A Few Decades Ago:

Recently:
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A)

B)

)

D)

Lairs of Terrapin Dipsas and Atrox

2) Bad Air:

E) & F)

airy water



While marveling at the airiness of the water in the tunnel you
have been descending, you emerge into a large cavern with a sandy
floor. The room is flooded with bubbles of air that rise from the
sand in dozens of locations.

Floating within the bubble-filled water of this cavern is a dark,
cloudy amalgam of mist that shifts form as it moves. As it nears
you, its form takes on a monstrous appearance with membranous
wings, clawed extremities, and a fang-filled maw stretching to engulf

you.

Belker MM
3) Empty Cave:

Within the cave at the bottom of this descending tunnel, you see
gaseous bubbles erupt from the silt-covered floor at semi-regular
intervals. The bubbles rise to the ceiling, disperse, and escape up the

tunnel.

bear’s

endurance

4) Stonewalled:

You stand at the entrance to a roughly 40 by 40 foot cavern
carved into the rock of the continental shelf. From its center, three
streams of bubbles rise to the ceiling and escape through cracks in
the stone.

As you take in this scene, you notice something stir to your left.

A MORKOTH’S POWER OF HYPNOSIS ON OERTH

dispel magic

polymorph

reduce

Turning your attention in that direction, you see a long, bulky
creature shoot from the north wall into the midst of the bubbles. It
then uses its eight webbed legs to turn in your direction and slowly

advance while casting its baleful gaze upon you.

potion of bull’s strength

Aquatic Basilisks MM



e o breathing, water wall*
ectre of the Past:
L darkvision, gust of water®, Melfs acid arrow, see

8 : invisibility, shatter, resist energy
You see before you an irregularly-shaped cavern approximately

60 feet long and averaging 30 feet wide. About 40 feet along the

same wall your tunnel enters, another tunnel leads from the room.

alarm, comprehend languages, endure elements,
expeditious retreat, mage armor, magic missile, shield

detect magic, light, mage hand, waterproof*
Strangely, all but the southern end of the cavern floor is covered by

a small lake of dark liquid which appears bluish in your light. The f :
Appendix II: New Magic
currents present in the tunnels seem to stir the dark liquid slightly,
but it does not mix with the water above it. Albino crabs, clams,
and shrimp of various sizes ring the pool, though they do not appear
gL IR St gh they pp ) o
to be interested in entering it.
Init: Senses:
Languages:
AC

Fort Ref Will
Spd
Melee
Space/reach:
Base Atk:
Abilities:
SA:
$Q

Water Breathing b

eats

Skills

Energy Drain (Su):

Create Spawn (Su):

ring of sustenance

wand of melf's acid arrow staff of frost
Unnatural Aura (Su):

waterproofed explosive runes

Sunlight Powerlessness (Ex):

greater dispel magic, Otiluke’s freezing sphere
break enchantment, dominate person, wall of stone
charm monster, lesser globe of invulnerability, locate
creature, summon monster IV

lightning bolt, protection from energy, haste, water



6) Babbling Bubbles:

The cavern at the end of this short tunnel is an irregular 40 feet
in diameter. As you watch, you note a cluster of bubbles rise from
the far corner of the room. They float to the ceiling and follow it
toward your position joining with a much larger stream of bubbles
which comes from around the corner to the south. The larger
stream seems to carry the faint sound of murmuring voices which
The combined

stream of gas then exits the room via the tunnel you have entered.

occasionally include burbling shouts and shrieks.

fire breath

Aquatic Gibbering Mouthe LoM

7) The Sound of Terror:

The periphery of the large chamber before you has a silt-covered
floor which is peppered with variously sized rocks and boulders in its
northern part. You notice that these stones must have recently
fallen from the ceiling as they are not covered in silt. An occasional
spurt of bubbles emerges from a smaller cavern to the northeast and
collects in a hole in the ceiling at the north end of the larger room.
This hole has apparently filled with the gas as more of it escapes the
trap and continues along its path, exiting the cavern through the

northwestern tunnel.

water breathing potions

Water Breathing

water

breathing

Destrachan MM

8) Death Awaits:

As you round a corner in the tunnel, you experience a magical
assault upon your person. As you struggle to control the panic that
threatens to overwhelm your senses at the thought of drowning, you
meet the gaze of a dark humanoid figure standing in the center of a
pool of dark blue liquid that doesn’t mix with the water in the
tunnel. The creature cocks its head and terror wells up from the
depths of your soul as you see beyond its lidless eyes into the very

depths of the Abyss itself.



Bodak MM
9) Tunnel of Betrayal:

In the middle of this room you see a 10 foot diameter pool of dark
blue liquid that does not mingle with the waters above it. A five
foot wide ledge covered in impressively-sized crabs and clams circles
the room. On the far side of the pool you see that the tunnel
continues. You can just make out what appear to be the legs of a
humanoid figure sticking out from around the corner of the
northern wall of the far tunnel. The figure must be in a seated
position, though it is covered with silt so that only the toes of the

boots are easy to distinguish.

water breathing

ring of protection +2  +1 anarchic

short sword of speed glamered suit of +2 leather armor of

silent moves

A1vrrp (1) CR 5
MM

Init Senses

Languages

AC

Fort Ref Will
Spd

Melee

Space/reach:

Base Atk Grp

Atk Options:

Abilities

Feats
Skills

Babble (Su)

Madness (Su):

Wisdom Drain (Su):

10) Flower Face:
DM’s note:

You see before you a rather large cavern with three tunnels
exiting from it. Several large piles of detritus lay scattered about the
room, but in its center rises a curtain of bubbles through which you
can see a humanoid figure moving. As you watch, it swims through
the gaseous curtain directly toward you. When it emerges on your
side, you are shocked at the horrendous appearance of this woman.

The body-length hair that flows around her is tangled with seaweed,



bone, and flesh. Her face sports a nose any troll would be proud to
own and her flesh is covered with pustules and warts the size of a

silver coin.

protection from cold sonic energy

hag eye

waterproofed

bear’s endurance bull’s strength, fire breath, fire resistance

protection from energy protection from energy

water breathing

Pockmark Poison Table

Appendix III: New Magical Locations - Cold Seeps

false life

ghoul touch  shocking grasp

BLODENWEDD
Female Sea Hag Wizard 5th/Sea Witch 2nd
MM
Init Senses
SR
Languages
AC

Fort Ref
Spd
Melee
Space/reach:
Base Atk:
Combat Gear: potions of bear's endurance, bull's strength, fire
breath, fire resistance 10, cure moderate wounds
Spells Prepared:
shout*
favorable wind* , lightning bolt*, vampiric touch

false life, ghoul touch, gust of wind*, pressure sphere

alarm”, expeditious retreat, ray of enfeeblement,
shocking grasp x2*
ray of frost, disrupt undead, mage hand, touch of fatigue



Atk Options:
SQ

Abilities
Feats

Skills
Possessions bracers of defense +3
Amphibious

Evil Eye (Su):

Horrific Appearance (Su):

Skills

DM’s note:

11) Vengeful Orb:

In the middle of this small, deep cavern is a beautiful Aquatic Elf.
She floats within a shower of bubbles rising from the floor beneath her.
They dance around her as they rise to the ceiling which appears to go
all the way to the surface. It is pierced by small crevices through which
sunlight streams causing the bubbles to sparkle and shine. You note
that there appear to be no other exits, but then your attention is

drawn back to the elf as she addresses you in Common saying,

“Hail, worthy adventurers. I have a rewarding proposition for

you, if you are willing and able to assist me.”

Persistent Image

Your suspicion is justified! As your vision pierces the illusion,
you become aware of a vicious-looking, green and black orb about
six feet in diameter with two clawed arms and an enormous eye
above a fang-filled maw. One of what you initially took to be two
antennae writhing atop the sphere, twists around and focuses the

small eye on its end directly upon you.



ring of elemental

command (water)

Ci1s Beholderkin, Eye of the Deep LoM
12) Empty cavern:

This small chamber appears empty. Its walls and ceiling have
been roughly carved as you have noticed throughout this tunnel
system and the floor is covered with sandy silt. Another tunnel exits

the cavern opposite the one you have entered.

13) What a Handsome Nose You Have:

A cavern opens before you with a pool of dark blue liquid
covering its floor and three exit tunnels. Albino crustaceans of
amazing size go about their business amongst equally enormous
clams. As you take this in, you witness a grotesque humanoid with
stringy hair and a long nose rise slowly from the far edge of the pool.
Dollops of the heavy liquid fall lazily from its body. It continues to
rise until it stands as tall as a man from the pool’s surface, but you
estimate that the pool itself is quite deep as the beast’s knees just

barely show above the pool’s brine.

Usnach’s Treasure (d6 result)

icthyoid bane +2 heavy crossbow bolts

hide

from animals, enlarge person, and displacement

UsSNACH
Male Salt Water Troll (Scrag) Warrior 4th
MM
Init Senses
Languages
AC
; Regeneration
Fort Ref Will
Spd

Melee



Space/reach:
Base Atk:
SA

SQ

Abilities
Feats

Skills

Rend (Ex):

Regeneration (Ex):

Salt Water Trolls (Scrags) MM

14) Heart for Evil:

After descending a narrow tunnel, you enter a cavern roughly 40
feet in diameter. Most of the room’s floor is covered with a pool of
dark blue liquid that does not mix with the water you are swimming
in. More of the giant crabs, shrimp, and clams edge the pool or
climb upon its walls.

As you observe the room, you notice a gray lump you first thought
to be part of the northeast cavern wall unfold and fall into the pool
with a muted splash. As the ripples its entry created quickly level
off, you see a head rise from the pool about 15 feet from you
followed by the rest of a humanoid body. It is armored in an
archaic-looking breastplate, but carries no weapon or shield. As it
emerges from the pool, the dark liquid sloughs off, revealing a
With

surprising quickness, it thrusts itself through the water, covering the

skeletal figure with little flesh remaining on its bare bones.
last few feet of distance between you. The creature’s most striking

feature is the vicious-looking claw at the end of the worm-like

tongue extending from its skeletal mouth.

anti-magic field

feflecting +3 breastplate of invulnerability

+3 darkwood shield,

ring of improved lightning resistance

+2 morning star of

destructio

Note:

Mohrg MM

15) Welcome to My Parlor:

The tunnel you have been following opens into an impressively
large cavern, the extent of which the limits of your vision prevent
you from ascertaining. Its walls have been carved in a manner
consistent with the rest of the lair and rise to a height of about 30
feet. Numerous openings similar to the one from which you have
just emerged are carved into every wall, though some of them
appear to be twice the size. The cavern appears to be quite old.
Various submarine flora growing upon the walls, floor, and ceiling

sway in the gentle current. Crustaceans, mollusks, and gastropods



of all sizes lurk wherever the eye may rest. You note that gas bubbles
rise in at least two locations and the gentle current moves the
bubbles in a clockwise direction around the cavern’s ceiling.

As you take in this underwater scene, an undulating spot of
darkness forms at the extreme edge of your vision. It grows in size,
swaying left and right with hazy tendrils that flail around its central
mass. As it nears, its form coalesces into that of a ten foot long,
heavily scaled shark with thrashing tentacles in place of its fins and
grasping mandibles on either side of its tooth-filled maw. Its squid-
like eyes gleam with an evil intelligence as it advances upon you

with obviously malicious intent.

endure

elements

haste

potion of lesser

restoration

From the darkness of the marine grotto’s depths emerges a second
creature of nightmare. It appears as an amalgamation of the most
horrendous traits of the aquan races. A fishlike head with bulbous,
malevolent eyes and a squid-like beak surrounded by fleshy
appendages top the body. A tail comprised of the tentacles of an
octopus protrudes from its central bulk. Chauky-colored, chitinous
plates cover the vital portions of the body and bristly hairs protrude
from the creature’s crab-like legs. As horrible as the shark/squid

creature was to behold, this new aberration is truly an unnatural

abomination.
protection
from good resistance

protection from good

magic fang guidance
touch of madness

Haste

charm person, darkbolt

reduce person blast of force

Note:

blast of force

Note:

ATROX
Morkoth Sorcerer 1st/Druid 1st/Fleshwarper 6th MM II

Init Senses

Languages
AC

SR



Fort Ref Wwill
Spd
Melee
Ranged
Base Atk Grp
Space/reach:
Spells Known:
blast of force LoM
darkbolt (LoM), touch of madness (LoM)
charm Person, reduce person, protection from good, true
strike
acid splash, daze, dancing lights, flare, ray of frost, read

magic, mage hand

Spells Prepared:
magic fang, obscuring mist
detect magic, guidance, resistance

Combat Gear: ring of protection +2, rod of lesser empower

Abilities

Feats

Skills

Aberrant Familiar/Animal Companion/Summon Familiar (Su):

Elder Secret (Su):

o Secret of the Choker

« Secret of the Mind Flayer

Grafts (Ex):
. Antennae Graft (FF)

. Healing Blood LoM

. Plated Skin FF

. Silthalar Heart LoM

Graft Mastery (Ex):

Hypnosis (Su):

Note

Nature Sense (Ex):

Spell Reflection (Su):

Tremorsense:

Wild Empathy (Ex):

dispel magic

Players’ Handbook



Squid’s Ink Sac:

Grasping Mandibles:
BEAST (Atrox’s Aberrant Familiar

Init Senses

Languages
AC:

Fort Ref Will
Spd
Melee
Improved Evasion (Ex):
Space/reach:
Base Atk: Grp
Abilities
SA Improved Grab (Ex):

Feats
Skills
Aberrant Familiar (Su): Ink Cloud (Ex):

o Scales:

Keen Scent (Ex)
o Size Increase:

Link
Alertness (Ex):

Deliver Touch Spells (Su):
Share Spells:

Empathic Link (Su):

Grafts (Ex):

Speak with Animals of Its Kind (Ex):

Squid tentacle arms in place of shark fins



Speak with Master (Ex):

15a) Sleeping Chamber:

This comparatively large tunnel opening leads to a smaller
chamber with an enormous clam sitting near the north wall. This
mollusk is about ten feet in diameter and nearly six feet high! Two
smaller, though still giant, clams rest near the larger one — one to
either side. The shells of all three giant clams appear to be slightly
ajar. More normal-appearing flora and fauna similar to that in the

larger cavern grow and scurry, respectively, around this room.

Note:

Bracers of Armor +2
Beads of Force
Gloves of Dexterity +3

read magic
blast of force
darkbolt magic fang obscuring mist
good touch of madness

Gi1ANT CLAM (1)

Init Senses
AC

Hardness

SR

Fort Ref
Spd

Melee

Ranged

Wwill

Space/reach:

Base Atk: Grp
Abilities

SA

SD

Feats

Skills

Hardness

Improved Grapple:

Pearl of Power
Amulet of Health +2

charm person

protection from

CR 4



Spell Resistance:

Swallow Whole:

Tremorsense:

Giant Clams
Appendix I. New Monsters

15b) Mad Aberration’s Lab

Within this antechamber, you see what appears to be a mad-
man’s laboratory. Several different kinds of fish and crustaceans are
pinned to the walls, floor and ceiling (10 feet above) while a pile of
hand-sized clam shells rests in the near southeast corner.

Around the northeast corner you come upon a horrific sight.
Pinned to the stone wall with what appear to be the spines of some
aquatic creature is a manta ray. Its torso has been split open and,
though still attached, its intestines and other interior organs have
been pulled out and wrapped around posts that have been driven
into the floor and ceiling. As you examine this macabre seen before
you, it becomes apparent that this creature’s insides have been
displayed for better viewing and that various surgical alterations
have been made to them. In addition, you notice that the manta

ray has extremely long fangs in its pried-open mouth.

With a start, you realize that it still lives as one of its eyes rolls

your direction and focuses upon you.

regeneration hea

15¢) Womb of the Aberration:

DM’s note: anti-magic field

This smallish chamber has a ten foot ceiling and its floor is
covered with brine. The walls and ceiling have a disgusting
brownish growth upon them that glistens sickeningly when

illuminated.



HUGE OCHRE JELLY CR 8 3
15d) Briny Depths:
Init Senses

ik The center of this chamber’s floor holds a ten foot diameter brine

pool.  The ancient, mostly decayed, skeletons of several large

creatures, both humanoid and ichthyoid, line the perimeter of the
Fort Ref will

Spd
Melee
Ranged

pool.  Some of these remains are partially submerged within the
brine, while others appear to have died while sitting down against

the wall for a rest.

Space/reach

Base Atk: Grp
Abilities

SA

SQ

Feats

Skills

Acid (Ex):

Constrict (Ex):

Improved Grab (Ex):

Split (Ex)
mattock of the titan

Daern’s instant fortress

Skills:

Ochre Jellies MM

CHAPTER FIVE:
THE ENEMY OF MY ENEMY... IS
ALSO MY ENEMY



KELP FOREST LAIR AND ENVIRONS

Note:



A 5 x5 x ¥ foot section of woven kelp wall has the following statistics

Secret and concealed doors in the kelp wall have the following statistics:

A 5 x5 x 5 foot cube of growing kelp strands has the following statistics:

Note

Appendix VI: NPCs



Ixitxachitl Sentries
The Trident

Terlen Watchdogs

Tactics:

KELP ANGLER (1) CR 10
FF

Init Senses

Languages
AC
Immune ;s Resist
Fort Ref Wwill
Spd
Melee
Space/reach:
Base Atk: Grp
Attack Options:
Spell-like Abilities:
dispel magic, entangle

confusion, displacement

Abilities:
SQ

Feats

Skills

Blindsight (Ex):

Silence

Camouflage:

Improved Grab (Ex):

Plant Traits (Ex):

Regeneration (Ex):

Skills:

Tactics:



IXITXACHITL LAIR

As you pass through the forest wall, you see that it conceals the
entrance to a tunnel, of sorts, woven from living strands of kelp
which grow from the sandy ocean floor. The weave of the kelp
seems to begin in the tunnel floor, though there is no ‘part’ down the
middle. It extends outward to form walls in a checkerboard pattern
where it continues with both vertical and horizontal strands that
eventually form a woven ceiling similar to the floor. No light can be
seen emanating from the other end though this tunnel is about ten
feet in diameter, so it should be comfortable for you to walk or swim

DM’s note: A
along it as you choose.

1) Main Entrance Tunnel:

DM’s note
Ixitxachitl Lair
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2) Terlen Lair:

Terlen

3) Smaller entrance tunnel:

Peering through the false weave in the kelp wall, you see a small,
dark tunnel of interwoven kelp snaking its way deeper into the
This tunnel is of only half the diameter of the

entrance tunnel and will require man-sized creatures that elect to

undersea forest.

walk to stoop a bit to traverse its length.

4) Secret/Concealed Doors:

5) False Prison:

The entrance tunnel winds around, up, and down until opening
into a ‘room’ about 35 feet in diameter and having a ceiling 15 feet
from the floor.

strands in a manner similar to that of the tunnel.

This ‘room’ is made of interwoven living kelp
Interspersed
randomly through the room are groups of kelp stalks that have not
been included in the weaving of the floor, walls, and ceiling.
Through their waving fronds you can just make out the occasional

movement of a figure near the back wall of the room.

Appendix I: New Monsters

STRANGLEWEEDS (9) CR7
Init Senses

AC

DR s Immune ;s Resist
Fort Ref Wwill

Spd

Melee

Space/reach:

Base Atk Grp
Attack Options:
Abilities

SQ

Skills
Blindsight (Ex):



Camouflage (Ex)

Constrict (Ex):

Entangle (Ex):

Plant Traits (Ex):

Tactics:

antiplant shell, command plants, diminish plants, hold plant
Appendix II: New Spells

Upon closer examination, the figure on the back wall appears
humanoid, but possessed of fins at the end of scaled legs instead of
feet. It is bound by strands of kelp to the wall and hangs there with
its head sagging. Occasionally, it twitches or strains against the
bonds that hold it, though such exertions never last more than a few

seconds.

DROWNED (1) CR 8
MM IIT
Init Senses

Immune

Spd
AC
Fast Healing
Fort Ref Will
Melee
Space/reach:
Base Atk:
Special Atks:
Abilities
SQ

Feats

Skills



Drowning Aura (Su):

Unholy Toughness (Ex)

Skills

Tactics:

Note:

speak with dead

I was Jhegduthas, a triton. I did not live in a community of my
people, but traveled the southwestern Azure Sea in search of
adventure. I was hired to guard a ship traveling from Gradsul to a
far southern island in the Pearl Sea. There the crew were to dispose
of a vile magical item where it could not be easily recovered. Alas, I
was ambushed and captured by a band of despicable ixitxachitl
before 1 was able to provide a warning to the crew of the ship.
Somehow, the ixitxachitl managed to sink the ship and acquire the
unholy item that was its charge. I was tortured daily by their vile
priests until they completed their lair here in the kelp forest. At that
time, I was the sacrifice they used to dedicate their newly
constructed altar to the Sibilant Beast. I know nothing else about
the item the ship’s crew was transporting. If you wish to do me any
service, please contact the Archmage of the Oceans and inform him

of my demise.

saise resurrect

Appendix VII:
Stories and Myths

6) Zombie Guard Room:
DM’s note:

As you slip through the thinly veiled doorway, you see the
passageway widen into a room of sorts. Its roughly circular
diameter is about 30 feet, but the ceiling remains only five feet
above the floor. Two other circular passageways exit the room — one
to the north and one to the south. They both appear to mimic the
dimensions of the tunnel you have been traveling along for some

time.



BLACKSKATES (2)

Init Senses

Immune

Languages
Spd
AC

Fort Ref Will
Melee

Space/reach

Base Atk: Grp
Atk Options:
Abilities

SQ:

Feats

Skills

Blood Rage (Ex):

Poison (Ex):

CR9

Blood Tracker (Su)

Skills:

Tactics

Note



7) Ixitxachitl Guard Rooms:
This room appears very similar to the larger room with the

undead ixitxachitl, but there is only a single exit tunnel opposite the

one you have just entered.

Ixitxachitl Guards
The Trident

Tactics:

8) Ixitxachitl Lairs:

The space beyond the thin kelp wall expands a bit into a small,
low room. Kelp leaves have been piled into small mounds in two or

three spots on the floor, but no other exits are apparent.

Ixitxachitl Rogues
The Trident

9) Secret Escape Tunnel:

The tunnel expands into a 20 foot diameter room, though the
ceiling remains frustratingly low. There are no apparent exits other
than the one you entered by, nor does there seem to be anything else
of note.

Ixitxachitl Guard
The Trident

Tactics:

10) Locatha workrooms:

This softly glowing opening in the tunnel leads to what appears to
be a workroom. Several fish-headed humanoids use coral and stone
tools to fashion various implements upon stone outcroppings rising
through the floor. The humanoids are man-sized and the ceiling
rises to a height of about eight feet. Some smaller strands of kelp
growing from opposite corners of the room shed a soft light which is
the apparent source of illumination.

The fishmen freeze in place as soon as they notice your presence
and watch you from a head tilted to one side to facilitate a single,
bubble-eyed stare. You are unsure of the non-verbal expressions of

such creatures, but you can feel the tension in the water around you.



d)

LOCATHA SLAVES (18)
MM
Init
Languages
Spd
AC

Fort Ref  Will
Melee

Space/reach:

Base Atk: Grp
Abilities

Feats

Skills

Tactics:

CR %

11) Slave Quarters:

About 25 feet down the tunmel, you see a very faint light
emanating from a slightly larger opening to the side. The smaller
tunnel you have been traversing appears to continue on into

darkness.

The slightly larger opening widens into another woven kelp room
that appears to have a ceiling high enough for you to stand up in. A
dim light shines from just a few strands of phosphorescent kelp
growing up the south wall of the room. Shedding little more light
than that of a candle, it illuminates a cramped floor of kelp beds,
two of which hold reclining fish-men. Holding the webbed hand of
one of them is another of the fish-men who floats nearby. These two
freeze in place and stare at you with a single widened eye, though
the third creature does not react.

Two other tunnel openings exit the room - a small, dark one
opposite the one you have entered and a larger one with its own
faint light to the southwest.

Incapacitated Locatha slaves
Room 10)

CATHBAD CR7
Male locatha Druid 7th
MM
Init Senses
Languages
AC



Fort Ref will
Spd
Melee
Base Atk: Grp
Space/reach:
Spells Prepared:
cure serious wounds
neutralize poison, water breathing, water wall*

gust of water*, resist energy, hold plant*, summon aquatic

swarm*

calm animals, charm animal, cure light wounds, goodberry,
entangle

cure minor wounds, detect poison, guidance, light, mending,
resistance

Appendix II: New Magic
Abilities

Attack Options: summon nature's ally

SA

Feats

Skills

Possessions

Animal Companion (Ex):

Grizzly’s Claws (Feat):

Nature’s Sense:

Resist Nature’s Lure (Ex):

Spontaneous Casting(Su):

summon nature’s ally

Trackless Step (Ex):

Warm Marine Encounter Table
Wild Empathy (Ex): Player’s Handbook

Woodland Stride (Ex):

Tactics:

12) Slave Nursery:

More phosphorescent kelp dimly lights a smaller room with no
exits. Within are seven very small versions of the fish-like

humanoids huddling behind two adults.



13) Altar Room:
DM’s note: Unhallow

Bane

Endure elements

Endure elements

endure elements

The tunnel beyond the concealed door expands into a much larger
area, though the water seems a bit murky. Tiny pieces of ash seem
to float within the room. Several mounds of woven kelp rise from
the likewise carpeted floor which rises to a central point 10 feet
above your entry. You see that, for the first time since entering the
kelp forest, the floor is not entirely covered in living woven kelp
strands. A carpet of very short plants covers the area immediately
to the front of a venting statue at the mount’s peak in the room’s
center and another patch grows near the wall to your left. Near the
wall to your right you see man-sized tubular plants swaying gently
in the current while more appear to grow around the back of the
statue.

The uppermost portion of the peak and the pair of smokestacks
rising from it are carved into the likeness of a two-headed demonic
figure wrapped with tentacle-like arms. Black smoke shoots forth
from the mouth of one of the elongated heads while white smoke
erupts from the other. After rising another ten feet above the ten
foot tall statue, this smoke escapes through the loosely woven kelp
ceiling.

Of special note is the hilt of a sword protruding from the top of

what appears to be an altar at the base of the statue.

Appendix II: New Magic

Oerth, part 2

Astrosus

headband of intellect

Demogorgon’s Champions: Death Knights of



STATUE OF DEMOGORGON
CE unique large construct

Init Senses

AC
HP DR

Fort Ref Will
Spd

Melee

Space/reach:

Base Atk: Grp
Abilities

Attack Options:

SQ

Feats

Skills

Breath Weapon - Black Smoker:

Breath Weapon - White Smoker:

form

Constrict:

Immunity to Magic:

transmute rock to mud

CR 12

rock

Improved Grab

Giant Tube Worms
Pirahna Snail Swarms
Turucambi Worm Swarms
Dragon’s Foot Snails

Appendix I. New Monsters

Tactics

gaseousf

Appendix I: New Monsters

14) Underpriests’ room:
DM'’s note:

glyph of warding

slow

transmute mud to

stone to flesh

Holy word

bane



inflict moderate wounds

Beyond this concealed entrance, you see a larger room. The walls
seem to be decorated in strange accoutrements made of stone, coral,
seaweed, and shells. ~ Most of these decorations are in fish,
crustacean, or squid-like form, but the most disturbing are the few
that are vaguely humanoid in shape. There is something oddly
octopoid and definitely wrong about them.

Three smallish kelp mounds lie at opposite sides of this room.

glyphs
of warding

Ixitxachitl Underpriests

The Trident

Tactics:

darkness

inflict light wound

eagle’s splendor

death knell

15) Gwallawg’s lair:
DM’s note:

glyph of warding

glyph of warding

dispel magic

Through this trapped entryway, you see a short, dark tunnel
leading to another larger room. Its walls are decorated with vile-
looking effigies of various undersea and surface creatures. They are
made of stone, shell, coral, plant, and less identifiable materials.

There is also a small kelp mat on the floor in the far corner.

GWALLAWG (IXITXACHITL HIGH PRIEST) CR 10
MM II

Init Senses

Languages

AC

HP

Fort Ref will

Spd

Melee +3 keen unholy barbed coral tail spike

Base Atk:  Grp
Space/reach:
Spells Prepared: Domains:
dispel good*, insect plague**
control water, giant vermin, unholy blight*
bestow curse, deeper darkness, magic circle against good*,
summon monster III, water wall**
darkness, death knell, desecrate*, eagle’s splendor, resist
energy, silence
bane, cause fear, doom, endure elements, protection from
law*, sanctuary
detect magic, guidance, inflict minor wounds, light, read magic,

resistance



Appendix IT: New Magic
Combat Gear: +3 keen unholy barbed coral tail spike
Abilities Appendix II: New Magic

SQ eagle’s splendo

Skills Altar
Room, 13

Possessions amulet of natural armor +3

ring of lightning
flashes (LoM)
Profane Lifeleech (Ex):

16) Vampiric Ixitxachitl Lair:

On the other side of the kelp wall you see another large room with
nothing of note except four small kelp mounds on the floor.
Rebuke Undead (Su):

Spontaneous Casting (Su):

Skills:

Tactics
Vampiric Ixitxachitl
Chapter Three:
Bait!

glyph of
warding



17) Goholeth’s Lair:

While traveling the short tunnel to this room the water begins to
take on a pinkish tint. When you can see into the room itself, you see
various-sized pieces of flesh floating within the bloody water. Though
the room is woven of kelp like the rest of the complex, the strands
making up the floor and walls have been shredded in several places.
The sand and stone of the ocean floor is visible in several spots which
are littered with the bones of humanoids, rather large species of fish,

and what appears to be the skull of an enormous serpent.

Detect Good Detect Magic

bag of tricks

of swimming and climbing

horn of airy water, boots

horn of the tritons, +3 sharkskin
armor of fire resistance (10) and swimming
trident of fish command

Appendix II: New Magic

+2 thundering shortspear of speed

GOHOLETH (PISCOLOTH MERCENARY LEADER) CRY9
FF

Init Senses

Languages

AC

HP DR SR
Immune Resist
Fort Ref
Spd

Melee

Will

Base Atk Grp

Space/reach:
Spells-like Abilities:
At will: blink*, fear, detect good*, detect magic*, protection from
good*, scare, and see invisibility*
meld into stone*, phantasmal killer, and stinking cloud

greater teleport

Combat Gear: cloak of the manta ray
Abilities

Augmented Critical (Ex):

Paralysis (Ex):
Summon Yugoloth (Sp):

Skills:

CR 6

SKEROLOTHS (4)

FF
Init
Senses

Languages



AC

HP

Immune Resist
Fort Ref Will

Spd

Melee

Base Atk Grp

Space/reach:

Spells-like Abilities:

At will: daze, detect good*, jump*

burning hands, expeditious retreat

Abilities
SA

SQ
Feats
Skills

Tactics:

Jjump
meld into stone
detect good
detect magic
blink, protection
from good, see invisibility

phantasmal killer

stinking cloud

scare

fear

summon

yugoloth

greater teleport

greater teleport

CONCLUDING THE ADVENTURE

Astrosus

Beorhtyst
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APPENDIX I: NEW MONSTERS

GIANT CLAMS

Init
AC

HD

Fort Ref Will
Spd

Melee

Ranged
Space/reach:

Base Atk: Grp
Abilities

Special Attacks:
Special Qualities
Feats

Skills:
Environment
Organization
Challenge Rating
Treasure
Alignment
Advancement

Level Adjustment

A very large clam sits before you. It is covered in algae and small,
albino crabs scurry atop and all around it. The two halves of its shell
appear to be separated just a crack. As you watch, you see small bits of
detritus, fish, and other items get sucked between the lips of the clam’s

shell, then swirl out again from the other side.

Combat

Hardness:

Improved Grapple:

Spell Resistance:

Swallow Whole:

charm monster

hold monster



Tremorsense:

STRANGLEWEED OF THE AZURE SEA!?

Init

Senses

AC

HD

Fort Ref Will
Spd

Melee

Space/reach:

Base Atk: Grp:
Abilities

Special Attacks:
Special Qualities:

Skills
Environment
Organization
Challenge Rating:
Treasure
Alignment

Advancement

Level Adjustment

This patch of kelp is made up of several stalks originating from a single
root bundle. Upon closer inspection, it is apparent that the stalks are

thicker than that of normal kelp and the fronds have a brownish tinge to

their interior veins.

Combat

Blindsight (Ex):

Camouflage (Ex):

Constrict (Ex)

Entangle (Ex):

Plant Traits (Ex):



2nd Edition Monster Manual
3.5 Edition Monster Manual

GIANT TUBE WORMS!!

Init

Senses

AC

HD

Fort Ref Will
Spd

Melee

Space/reach:

Base Atk: Grp
Abilities

Special Attacks:
Special Qualities:

Feats
Skills

Environment

Organization
Challenge Rating:
Treasure
Alignment
Advancement

Level Adjustment

You see before you a forest of reddish-orange tubes rising from the sea
floor. Each tube stands between two and six feet in height. The skin of
the shorter ones folds over itself making the tube appear to be scrunched

down while the taller ones seem to be stretched tight. The taller they are,

the more they sway gently in the currents.

Combat

Fast Healing (Ex):

Improved Grab (Ex)

Regeneration (Ex):

Swallow Whole:



Effects

Tremorsense:

Feats:
Skills:

TurUCAMBI WORMS!?

Init

AC

HD

Fort Ref Will
Spd

Melee

Ranged

Space/reach:

Base Atk: Grp
Abilities

Special Attacks:
Special Qualities:

Feats
Skills

Environment

Organization
Challenge Rating:

Treasure

Appendix V: Underwater

Alignment
Advancement

Level Adjustment:

Before you lies what appears to be a carpet of short, but stout cylinders
swaying gently in the currents. They grow from the sea floor right up to
the edge of the source of the extreme heat you have noticed in the area.
Each of the thousands of lead grey cylinders is only about an inch or two
long. Many bleached bones lie in various states of burial within this grey
carpet and frequent curiously shaped lumps indicate that the remains of

older unfortunates lie below the crusty, black surface of the sea floor.

Chemical Jet:



Tremorsense:

DRrAGON’s FooT SNAILs'®

Init

Senses

AC

HD

Fort Ref  Will
Spd

Melee

Ranged
Space/reach:

Base Atk Grp
Abilities

Special Attacks

Special Qualities:

Feats
Skills

Environment

Organization
Challenge Rating
Treasure
Alignment
Advancement:

Level Adjustment:

Snails the size of your head crawl lazily upon the surface of the
hydrothermal vent's smokestack extracting nutrients and leaving a
smooth trail behind them. Their shells are a sparkly metallic grey and the

foot’ of each snail appears to be covered in thick, dark scales.

Combat

Magnetism:

Sonic Shriek:

Tremorsense:

PIRANHA SNAILS!#

Init

Senses

AC

HD

Resist

Fort Ref
Spd

Melee
Space/reach:
Base Atk: Grp
Abilities

Wwill



Special Attacks:
Special Qualities
Combat
Feats
Skills

Environment

Organization
Challenge Rating:
Treasure
Alignment
Advancement

Level Adjustment: Blood Drain:

After studying the creature before you for a moment, you realize that it
is covered with minute transparent spots which appear to quiver from
time to time. As you focus your attention upon this movement, the entire
surface of the creature shivers and a nearly translucscent cloud of  Jet:

thousands of miniature pieces springs from the creature directly at you!

Sa®as

APPENDIX II: NEW MAGIC Duration

Saving Throw:
Spell Resistance:

SPELLS

Drawmij’s aquatic summons

Appendix V: Underwater Effects

BLAST OF FORCE
LoM

DRAMIJ’S AQUATIC SUMMONS

Level
Components
Casting Time:
water breathing
Range

Target

teleport



GUST OF WATER
gust of wind

HoLDp PLANT

hold person

INSECT PLAGUE

SUMMON (AQUATIC) SWARM

WATERPROOF

Level
Components
Casting Time:
Range

Area
Duration
Saving Throw

Spell Resistance

Waterproof permanency

WATER WALL

wind wall,
ITEMS
ASTROSUS!®
hold animal
Astrosus
Cauldron of Night
Cauldron

summon swarm

Orb of Sol



Astrosus cold iron, human

bane, keen, unholy, viscious bastard sword +5

1)
2)

3) protection from good

4) fear
5) dismissal
6)
crushing despair mass inflict light wounds
7)
Astrosus
Astrosus
restoration
Cauldron of Night
Astrosus
Astrosus
morality undone LoM
morality undone
Astrosus’

Mordenkainen’s disjunction

Astrosus Holy

Astrosus
Astrosus

Astrosus

planar bindings soul bind, trap the soul,

limited wish wish

Astrosus

holy word

holy word

Mordenkainen’s disjunction Astrosus

anti-magic field

holy word

morality undone

Astrosus

Demogorgon’s Champions: The Death
Knights of Oerth, Part Two
The Cauldron of Night

BAG oF Tricks (PUFFER FIsH)

bags of tricks



d% Animal Source 3 cure moderate wounds

Sw 4) Continuous detect scrying
MM 5)

Sw divination

SW

MM

CARNELIAN OF CARNAGE - STONE OF UNHINGING

CORAL SEA HORSE
stone horse - courser, Govannan
SW

FIGURINE OF WONDROUS POWER - PEARL DOLPHIN

pearl dolphin

MM
Govannan
HALIGAST
holy, ghost touch dagger +3
Color Magical effect Use/day
magic missile
water breathing
lightning bolt 1
disguise ship (SW
shout 2) bless
Sflowsight (SW 3) detect undead

cone of cold

pearl dolphin

GOVANNAN

Govannan

HORN OF AIRY WATER

2) locate object :
airy water (SW



Wyndsome Wench

airy water Wyndsome Wench

THE WYNDSOME WENCH

Wyndsome Wench

Fast Healing 5:
Meld Into Wyndsome Wench:
Wyndsome Wench

meld into stone

Wyndsome Wench

Restoration:
Protection from Good/Evil/Law:
Wyndsome Wench

o Quaal’s feather token Anchor  Fan
Wench
Wyndsome Wench’s

Wyndsome Wench Hardness: Hit Points:
limited wish
heal, restoration meld into stone major creation planar

ally



APPENDIX III:
NEW MAGICAL LOCATIONS

COLD SEEPS AND HYDROTHERMAL VENTS

COLD SEEPS

A) Brine Pools:

B) Pockmarks:

anti-magic shel

$



Pockmark Poison Table (% result)

Note:
dispel magic neutralize poison
o Confused: confusion
o Enraged: rage
rage
o Pained: symbol of pain
o Sickened:

o Slowed: slow

Pockmark Magical Effect Table (% result)

o Airy Water:

airy water

bear’s endurance
bull’s strength

endure elements

fire breath

haste

lesser restoration
protection from energy
resist energy

water breathing

airy water (SW)

o Bear’s Endurance:

o Bull’s Strength:

o Endure Elements:

o Fire Breath:

e Haste:

elixir of fire breath

o Lesser Restoration:

o Protection from Energy:

Random Energy Protection Table (d6 result)

A Ul A W N



o Resist Energy:
Random Energy Protection

Table Random Energy Resistance Table

Random Energy Resistance Table (% result)

o Water Breathing:

HYDROTHERMAL VENTS

Elixir of Fire Breath

Appendix I. New
PP B) White Smokers:
Monsters

Gaseous Form

gaseous
A) Black Smokers:
form



APPENDIX IV: gust of wind

NEW FEATS Lightning Bolt
PROFANE STRIKE RIsrefuisiees
(cf. Book of Exalted Deeds, Sacred Strike)
Prerequisite
: Benefit

Benefit

Normal
SPELL ADAPTATION (ELEMENTAL [AIR, EARTH, FIRE, OR Speil
WATER], EXTRAPLANAR [SPECIFIC PLANE], VOID/VACUUM,
ETC.)
APPENDIX V:
UNDERWATER EFFECTS

Stormwrack
’s Guide 3.5e
COMBATY
Table 3-22 _’s Guide
RANGED ATTACKS UNDERWATER
Table 3-22

Chapter One: Volunteers? Stormwrack

SPELLS AND SPELL-LIKE EFFECTS

Author’s note:



Acid:
Air
Cold

il cone of co.ld )

ice storm's
Sonic
fireball

DEPTH

Lightning/Electricity:

fireball

DROWNING (P. 304 DMG)

shocking grasp

lightning bolt

firebal
HYPOTHERMIA
LIGHT
lightning bolt, chain
lightning call lightning

Sunlight as a Light Source
Depth Bright Shadowy



SWIMMING

Sa®an

APPENDIX VI: NPCS JHEGDUTHAS

JHEGDUTHAS Male triton Ranger 6th/Horizon Walker 3rd
Init Senses
Resist
Languages
Spd
AC
hp
Fort Ref will
Melee

Space/reach:
Base Atk: Grp
Spell-like Abilities:
Summon Nature’s Ally IV
Spells Prepared:
pass without trace, speak with animals
Abilities
Feats

Skills

Animal Companion (Ex):

Combat Style/Improved Combat Style (Ex):

Favored Enemies (Ex):



Terrain Mastery:
Aquatic

Marsh

Cold

Wild Empathy( Ex):

Skills:

BRIDIE AND LOCHRU

Chameleon Power

BRIDIE
Female locatha Druid 2nd

Init

Languages

Spd

AC

hp:

Fort Ref  Will
Melee

Space/reach:

Base Atk:  Grp
Spells Prepared:

Ring of

MM

calm animals, charm animal, cure light wounds, goodberry



cure minor wounds, detect poison, guidance, mending Fast Movement (Ex)*
Combat Gear: potion of cure light wounds.
Abilities Illiteracy
Feats Rage (Ex)
Skills
Possessions
Animal Companion (Ex): Uncanny Dodge (Ex):

Nature’s Sense (Ex):

Wild Empathy (Ex): Player’s Handbook

Woodland Stride (Ex):

LocHRU
Male locatha Barbarian 2nd
MM
Init
Languages
Spd
AC

Fort Ref Will

Melee

Space/reach:

Base Atk: Grp

Combat Gear: potion of cure light wounds
Abilities

Feats

Skills

Possessions ring of chameleon power

APPENDIX VII:
STORIES & MYTHS

ORIGINS OF THE NEREID??



THE MYTH OF THE FIRST MORKOTH?!

here

water breathing

water breathing

here


http://www.canonfire.com/cfhtml/modules.php?name=Forums&file=viewtopic&t=4491&start=0 
http://www.canonfire.com/cfhtml/modules.php?name=Forums&file=viewtopic&t=4402&highlight=quaal 

RESOURCES

Guide
Guide II
Player’s Handbook
Monster Manual I-V
Stormwrack
Fiend Folio
Lords of Madness
Book of Exalted Deeds
Complete Adventurer

Complete Divine

3.5 edition

here


http://www.canonfire.com/cfhtml/modules.php?name=Forums&file=viewtopic&t=4646 
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