The Trouble with Trolls

By David Santana

A One-Round Adventure for the Legends of the Shining Jewel Campaign

The town of Thornwater has become peaceful since the monsters of the swamp have
stopped attacking. But the famous explorer, Thorton Backswapper, is worried as to

why. And what does this have to do with the dead troll on the road? For heroes of
levels 1-6.
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WELCOME TO LSJ!

This is a Legends of the Shining Jewel campaign
adventure. It is written to be played in a standard four-
hour convention time slot. It is a good idea to have the
players and judge place some sort of name tag in front of
them, so everyone can easily identify each other and the
names of the characters they are playing. Some of the
text in this adventure is in bold italics. This text is for the
players to hear, although you are certainly free to
paraphrase or summarize the text if you feel it is
necessary.

LSJ GM EMPOWERMENT CLAUSE

The coordinators of the campaign empower GMs to make
changes to the module as necessary to accommodate any
unforeseen actions taken by the PCs. If the players find
another way to deal with the module, they should be
successful and appropriately rewarded. The GM may
also invent new NPCs as needed to populate the city of
Amthydor, which is not completely detailed due to
practical limitations.

If the party is having trouble dealing with say, undead
encounters, the GM can always have a patrol of priests or
the like come along to finish the combat and save the PCs.

Do NOT save the PCs if their failure is a result of their
own ill-advised actions or lack of forethought. Softening
the blow from a bad set of rolls or simple bad luck is one
thing, but stupid actions deserve what they get.

CALCULATING ATL (AVERAGE TABLE LEVEL)

Add up the levels of all characters at the table (plus
cohorts and entourages) and any animals that will take
part in combat that are not granted by class features (such
as familiars, animal companions, or bonded mounts).
Divide this total by 6, regardless of how many player
characters are at the table. This gives you the Average
Table Level (ATL) for running combats.

A NOTE ABOUT ATL S AND THE POWER OF PCs

Not all parties are created equal. Some level 1 parties can
handle anything the GM can throw at them, and some
level 3 parties are relatively weak for their levels. If the
GM finds that the party at the table is really not up to the
challenge of the tier, he should adjust the encounters
DOWN for that party. This is particularly important if
the party has a broad mix of experience levels, is lacking
clerics and paladins who can heal, or is a “role-playing”
rather than “battle-ready” party. The encounters should
be a worthy challenge, not an impossible task or a
slaughter fest. Regardless of what the instructions say,
the GM should let common sense rule the day (and the
module).

ABOUT THE MODULE

“The Trouble with Trolls” is a stand alone module which
requires no previous module to play.

LIFESTYLE IN LSJ

Player Characters have to spend money on many things
during downtime: food, rent, repairs on weapons and
armor, and other daily expenses. In the LSJ Campaign
this is reflected in Lifestyle Costs, which are paid at the
start of every LSJ adventure. See page 151 of the LSJ
Campaign Guide.
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ADVENTURE BACKGROUND

While Amthydor is considered a central location of
civilization, much of the countryside still has its
own troubles and problems. For many decades, the
garrison of Thornwater Village, a protectorate of
Amthydor, has dealt with caravan raids and attacks
from all sorts of creatures, primarily trolls. Tribes of
them still make their homes in the marsh, far from
prying eyes of the human settlements.

Recently, the raids from the trolls have all but
stopped, to the relief of the settlements. The
Diamond Legion garrison has been able to send its
forces elsewhere, leaving a token force in place. As
could be expected, trade passing through
Thornwater is on the rise.

This turn of events does not make Master Explorer
Thorton Backswapper happy. The somewhat
famous gnome has spent years studying the non-
human tribes within the environs. He is concerned
that the cessation of troll attacks might indicate that
they are massing and organizing for a massive raid.

Failing to impress the commander of the Diamond
Legion with his concerns, Thorton sends a request
of the Explorer’s League to hire some adventurers
to investigate the matter.

The reason for the trolls’ disappearance is due to
Ganvil, a cleric of Graala who has devised an
alchemical mixture. This mixture’s main ingredient
is essence of troll, which Ganvil creates by
immersing one of the creatures in an alchemical
concoction. This strips the troll of its ability to
regenerate and their almost animistic raging nature.
The resulting potion is called f#roll’s blood, and
Ganvil has been selling it to small establishments in
the city.

The troll’s blood makes an imbiber feel more
resilient and stronger for a short time. Imbibing
more of the liquid can become addictive, causing
the drinker to become more enraged and troll-like.
Eventually, a person becomes no better than a
mindless troll herself, and becoming susceptible to
suggestion. Ganvil hopes to manipulate and control
troll’s blood victims, eventually creating a small

army. Long-term abuse of #oll’s blood makes the
resultant changes permanent, though victims who
have abused the stuff for only a week or less can
recover.

Details on essence of troll and troll s blood are found
in GM Appendix 1.

Some of the city’s residents have already come
under sway of the troll’s blood and have become
quite violent. The rest of city is mystified by their
actions, and the connection has not yet been made
between them and their abuse of #roll’s blood.

Introduction: The PCs get to read the Amthydor
Shining Jewel and see the advertisement seeking
adventurers for local exploration.

Encounter 1: PCs may look into employment from
the Explorer’s League. PCs not looking into the job
are approached as free agents by members of the
Explorer’s League.

Encounter 2: PCs travel to the city of Thornwater
and encounter a dead troll on the road. PCs may
follow the trail it left behind to a ruined cage and
wagon abandoned off the road.

Encounter 3: PCs arrive at Thornwater PCs may
gather information from Thornwater locals.

Encounter 4: PCs meet with Thorton and may begin
to search the marshlands, using the map provided by
Thorton as a guide.

Encounter 5: The areas of the marshlands are
detailed here. The PCs may visit any of the locations.
Before the PCs approach either the Lizard Mound
or the Troll Village, they must have had Encounter
6

Encounter 6: PCs encounter the wounded troll
HackThud in the marsh. He is being attacked by
crocodiles and losing with his essence drained. The
party may choose to befriend him or attack him. If
they befriend him they will continue on to
Encounter 7. If they kill him, then continue the
module, but their encounter with the Troll Village is
Encounter 8.
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Encounter 7: If the PCs befriend HackThud, he
leads them to his troll village. The villagers will try
to explain their problem

Encounter 8: If the PCs attack HackThud, they will
encounter trolls who will attack them.

Encounter 9: If the PCs talk to the villagers, they
arrive at the tunnel described to them.

Encounter 10: If the PCs attacked HackThud, they
come across the mound entrance and have to deal
with its guardians.

Encounter 11: The Lizard Mound is detailed here.
The PCs will fight the kobolds first if they do not
use the secret back entrance.

Encounter 12: This is the final combat where the
PCs must defeat Ganvil and his lycanthrope allies.

Encounter 13: PCs return to Thornwater and speak
with Thorton. The results of this encounter
determine the conclusion of the adventure.

Conclusion A: PCs defeat the necromancer and
force a possible peace from the Thornwater trolls.

Conclusion B: PCs defeat the necromancer and do
not forge a possible peace from the Thornwater
trolls.

Epilogue: The players are told of at least a case of
essence of troll mixed with wine is still out in the
city somewhere.

INTRODUCTION

Give Player Handout 1 to the players to read. The
information is only background for the module and
not necessary for its completion.

With your mind on the recent dry spell of
opportunities for adventure, you settle on a brisk
walk to clear your head on this cool Amthydor
morning.

Along the way you make it a point to stroll Crier’s
Avenue. Before the advent of movable type, this
street had been named for the many town criers
who shouted out the news to the populace. These
days, the criers yell to hawk their newspapers, and
today is no exception.

“Extra! Extra!l! Get your news from The Shining
Jewel!” rings out a voice on a street corner. “Troll
attacks on nearby settlements! Latest noble gossip!
Only a copper! Get your news!”

PCs can purchase the Amthydor Shining Jewel and
read the articles and see the advertisement.

If PCs take the hook of employment, proceed to
Encounter 1.

For PCs who ignore the newspaper and/or the
advertisement, read the following:

You continue traveling down the street, but a man
intercepts you. He is a short muscular human
wearing earth tones. A well-made bow is strung on
his back and he wears a monocle over one eye.

“Greetings. You’ve caught my eye. Tell me, are you
available for hire?”

If the PC (s) acknowledges this, continue.

“Ah, quite. Good show! I am Maxwell Linton,
sometimes known as Traveling Mack,” He reaches
out to pump the hand of anyone wishing to shake
his. “I am from the Explorer’s League. And I am
looking to find adventurers willing to take on a
little task.
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I don’t know much about the assignment except
that it is a job for one of our League brothers
located in Thornwater. I don’t know much more
beyond that.”

> DC 10:

“The Thornwater garrison of the Diamond Legion
has been moving troops back to the city in recent
months.”

Mack is a well known explorer because of his
exploits in the southern continents. He isn’t quite
sure what the adventurers are wanted for; he’s just
out here scouting potential workers as a favor to the
league. He will direct them to the League’s offices
for any questions they might have.

What the PCs know about the Explorer’s League:

PCs can make a Knowledge: History or Local DC
15 check to recognize Mack, and to know that he is
a member of the Explorer’s League, an independent
organization of travelers who share the details of
their exploits with their peers. If the PCs manage a
Knowledge: History or Local DC 20 check on the
above, they have some more detailed knowledge of
the Explorer’s League; give those PCs Player’s
Handout 4.

What the PCs know about Thornwater

PCs may make Knowledge: Geography or Local,
to glean the following information about
Thornwater and its most famous resident:

> DC 10: Give them PC Handout 2:
Thornwater

> DC 15: The size of the Thornwater garrison
has been reduced since the drop-off of attacks by
humanoids coming from the marshes. The used to
harass traders there, but they’ve recently stopped.

> DC 20: Thorton Backswapper is probably
the most well-known resident of the town. He has
been slavishly working on some sort of scholarly
work dealing with his area of interest, races that
inhabit the environs in and around Thornwater.

PCs can also attempt to gather information about
Thornwater using Diplomacy (gather
information):

> DC 20:

“The Diamond Legion garrison in Thornwater is
being redeployed back to Amthydor because the
problems with humanoid raiders around the
settlement have ended.”

> DC 25:

“The forces returning to the city are needed for
this big upcoming sweep | keep hearing about.
They’re going to purge the undead-infesting
sections of the city.”

If the PCs continue to refuse the hooks, the
adventure is over for them. Otherwise, continue
onto Encounter 1
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ENCOUNTER 1 — THE EXPLORER'S
LEAGUE

Read the following box text:

The Explorer’s League building is a stone building
in the services district. Two large columns flank
the double wooden doors. Only a small sign above
the doors indicate what this building might be,
labeled simply ‘The League.’”

Entering into the building, you find a virtual
jungle of large plants seemingly growing from
areas around and near the walls. On the far end of
the room is a desk made of finely crafted wood, and
awrought metal gate. A man sits calmly behind the
desk. He is slightly balding and stockily built. His
eyes are keen and his upper lip is hidden beneath
his thick white mustache. A plague before him
reads ‘Commander Bragg’. He pulls out the pipe
he was smoking.

“Ah, yes. You look like explorers in search of a
story. You have come to hear stories, or to tell
them?”

“League memberships are 100 gp a year. And you
can use the lounge here at any time.”

PCs can join the League. There is no cert and no real
benefit other than bragging rights at this time.

« We understand that need
adventurers for a task?

“Ahh, you are here for the Thornwater job. Master
Thorton Backswapper has a problem he needs
investigated, something beyond his ability to

handle. Thus, he needs adventurers.”

you

«* What problem?
“I’m not sure. We only got the message from him
asking that we hire you on his behalf.”

« What’s the pay?

“I don’t know. That you’ll have to ask Master
Backswapper, since he is the one paying you. I will
say that he has a good reputation and you
shouldn’t hesitate to do business with him. I’'m
sure if you succeed it will be worthwhile.”

«* What do you know about Backswapper?

This is a good opportunity for PCs to introduce
themselves to Commander Bragg. He is an
accomplished adventurer and a teller of tall tales
(the taller the better). In interviewing the
adventurers, he will begin to tell tall tales and keep
telling them unless the adventurers keep him on
track. Most of the members of the Explorers League
are eager to tell tales of their adventures — it’s why
the League was formed.

Whenever the PCs get Bragg focused and not
boasting of his exploits, they can ask him questions
about what’s going on. Some possible questions,
and his suggested answers, are listed below.

=« What is the Explorers League?

He is a member of the League, and an
acquaintance. He’s a gnome and a scholar of sorts.
He specializes in the study of the various races that
inhabit those parts.

=« How do we make contact with him?

“He’s in the town of Thornwater, a day’s north ride
\from the city’s gate. He can be found at the

Clearwater Inn. He has a room there.”

“The League is made up of explorers who, by way
of sharing exploration adventures learn of
exciting and new places to further explore.”

The adventure is over for any PCs that have no
interest in going.

If the PCs accept the job, Bragg writes up a small
writ noting that the PCs are in the employ of the
League, which the PCs will use to identify
themselves to Backswapper. He sees the PCs off
with:

«* How do you join the league?

“Now, good luck on your adventure. If your tale is
interesting enough, come back and share it with

myself and the rest of the League. Good hunting.”
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When the PCs finally head for Thornwater, proceed
to Encounter 2.

ENCOUNTER 2 — THE WAGON

Read the following box text:

The ride out towards Thornwater seems quite
peaceful, as you pass through open farmlands and
the occasional traveler. It’s only slightly cloudy,
and the air is pleasantly cool. A quarter hour
outside of town, you see what appears to be the
fingertips of a large, green hand poking through
some brush along the roadside.

If the players want to investigate read the following
text.

In the brush, you find what appears to be a large
green humanoid with rubbery flesh. You see that it
is disemboweled and it struggled this far to die
almost at the road. The resultant trail of gore is
easily seen and leads off to the east.

A Knowledge: Nature DC 10 check by a PC
informs them that only fire and acid can stop a troll
from regenerating, yet anyone examining the body
can tell there are no burns (thermal or chemical)
upon it.

If the players want to follow the trail, have them
make a Survival DC 10. If they are successful, read
the following text:

You come forward into a clearing. Asmall dirt path
which leads further up the road to here can be
seen. Inthe clearing’s center you can see a wagon,
the back of which seems to be resting in the dirt.
Nearby, you can make out a large rectangular steel
cage.

If the players want to search the area for information;
read the following box text.

You find a broken axle on the wagon, which is why
the wagon’s back edge is sitting in the dirt. The
cage lies nearby, as does a stout iron bar which
looks like it was used to secure the cage door
closed. Blood can be seen in a few places around
area. There is no sign of a driver or the draft
animals that pulled the wagon.
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One of Ganvil’s men was transporting a troll whose
regeneration ability had been removed (see essence
of troll writeup in GM Appendix 1). He had pulled
the wagon into the side clearing. When the wagon’s
axle broke, the cage tumbled out of the wagon’s bed,
and when it hit the ground the iron bar that had been
securing the door popped loose. The troll decided to
make a break for it, but the driver opened the troll’s
gut with a swing of his battleaxe. The creature fled,
and the driver, fearful he might be seen by travelers
on the nearby road, cut the horses loose and returned
to the mound in the swamp (see Encounter 10).

Survival DC 15 or Perception DC 15 will reveal a
set of foot prints and two sets of horse tracks.

Survival DC 15 check to track the trail leads the
group back to the road where the trail become lost
among the general traffic.

ENCOUNTER 3 — ENTERING
THORNWATER

Read the following box text:

Continuing on for a few more hours, you come
upon the outer edge of the settlement. A small
outpost manned by what seem to be Diamond
Legionnaires. They call you to halt and come down
towards you.

These are the patrol of Diamond Legionnaires
assigned to the outpost for the day. The two exits
from Thornwater are guarded by an outpost at each
end. The garrison itself is along the outside fence of
Thornwater.

The Diamond Legion will ask for the PCs to state
their business and they will ask to inspect what they
are bringing into Thornwater. PCs not willing to
submit will be denied entrance into the settlement.
PCs that resist with force will promptly be arrested.
Such PCs will be held indefinitely. Add their names
to the notes section of the critical event summary
and bring it to the attention of the LSJ Coordinator
at the con.

Once the PCs reveal their intent on meeting with
Thorton Backswapper, a few legionnaires will
snicker. They don’t particularly respect the explorer
or his beliefs, and think he’s a bit of a crackpot.

If the PCs report on finding the dead troll, a pair of
legionnaires will be sent out with a draft horse and
wheeled sledge to retrieve it. If the PCs actually
managed to drag the creature’s body here, they will
take possession of it. They won’t speculate in front
of the PCs about any questions they might have
(such as why the troll didn’t regenerate, why it was
in the cage, and so on).

If the PCs ask where they can find Thornton
Backswapper, or the Clearwater Inn, the PCs will
give them directions to it (see Encounter 4).

The settlement is quite small, but if the PCs wish,
they can question the locals about recent happenings
here via a Diplomacy (gather information) check.
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> DC 5: The Thornwater Marshlands have
excellent hunting, but are quite dangerous.

> DC 10: The Diamond Legion garrison has
been here for several years, but they are in the
process of leaving the settlement.

> DC 15: The garrison is being moved
because of undead threats in Amthydor, as they are
no longer needed there.

> DC 20: Since the lizardfolk were driven
away, the town has not been plagued by attacks.

> DC 25: There are rumors of monstrous
hordes gathering in the swamp.

Likewise, PCs can gather information about
Thornton Backswapper through Diplomacy.

> DC 5: He’s a gnome, so mind your pockets
and purses.

> DC 10: He’s a washed-up former explorer.
These days, he does nothing but sits at a desk and
writes.

> DC 15: He’s spreading rumors of a troll
attack. The legionnaires don’t like him much, since
if it was true, they wouldn’t be able to get out of the
marshlands to return to Amthydor — this isn’t
considered a desirable post.

> DC 20: He’s a scholar, and he studies all
sorts of non-gnome races.

> DC 25: His area of special interest is the
marshland trolls.

When ready continue with the following box text:

The Clearwater Inn sits at the opposite end of the
main street of the town. It’s obvious that this place
gets regular visitors, since it is so close to
Amthydor and along a main trade road.

The inn is cheerfully decorated, with the theme
being bottles of wine. Empty bottles of all shapes
and sizes are neatly arranged, some being more
than a century old. It’s clear that the proprietor has
a love of fine spirits, though you see no bar or
indication that food could be found here.

“Can I interest ye in a room, gentles?” asks a
painfully thin, elderly human who is doubtless the
proprietor.

The innkeeper is Valtis Nereth, and he makes a good
living. He worked as a glazier, blowing glass into
bottles of various sorts for many years. He worked
for years at his craft and upon retirement purchased
the inn and filled it with the brick-a-brac around
which he feels so comfortable.

If the PCs desire lodging, he can offer single bed
rooms for 1 sp a night. Flop space on the common
room floor is also available for 1 cp. The stabling of
mounts costs an additional 1 sp per mount per day.

If the PCs ask about Thornton Backswapper, he
directs the PCs upstairs to the second floor, room
number 2. He doesn’t say much about the gnome if
asked, except that he is less of a guest and more of
a tenant since he can afford to keep a room year-
round.

If the PCs knock on the door:

|Knocking, you hear a low voice murmur ‘enter’.

If the PCs knock or just barge into the room:

As you open the door, you see a small room. At the
opposite end of the room by the bay window, there
sits a small desk. Along one side of the room is a
bed and opposite that is a couch. A black-haired
gnome sits behind the desk, making notes into a
book. He looks up at you through yellow-tinted
spectacles.

“What can I do for you folks?”

|LS] 32 - The Trouble with Trolls

Page 10|




IALLATL

¥ Thorton Backswapper

CN Male gnome rogue 2/expert 8

Init +2; Senses lowlight vision; Perception +17

AC 16, touch 16, flat-footed 13; (+2 Dex, +2
deflection, +1 size, +1 dodge)

hp 84 (10d8+20)

Fort +4, Ref +7, Will +8

Defense Abilities evasion

Spd 20 ft.

Melee +1 bane (animal) shortsword +9/+4 (1d4+1
plus sneak attack)

Space 5 ft.; Reach 5 ft.

Special Attacks sneak attack

Spell-Like Abilities 2/day detect magic, 1/day
dancing lights, ghost sound, prestidigitation, and
speak with animals.

Str 10, Dex 15, Con 14, Int 17, Wis 14, Cha 14
Base Atk +7; CMB +6; CMD 18

Feats Dodge, Weapon Finesse, Skill Focus
(Knowledge: Nature), Skill Focus (Profession:
Scholar), Skill Focus (Knowledge: History)

Skills Acrobatics +7, Appraise +15, Bluff +7,
Diplomacy +11, Disable Device +15, Linguistics +4,
Knowledge (history) +16, Knowledge (geography)
+14, Knowledge (local) +14, Knowledge (Nature)
+16, Profession (scholar) +18, Perception +17,
Sense Motive +15, Stealth +8, Use Magic Device
+7

Languages Common,
Goblin, Draconic, Orcish
Gear Lens of Detection, Rope of Climbing, +1 Bane
(animal) small Shortsword, Ring of Protection +2
Special Abilities Defensive Training, Gnhome
Magic, Hatred, Illusion Resistance, Keen Senses,
Obsessive  (profession:  scholar),  Weapon
Familiarity, Sneak Attack, Rogue Talent (minor
magic: detect magic), Trap Finding, Evasion

Gnome, Sylvan, Giant,

Once the PCs establish that they were sent by the
Explorer’s League, continue.

“Ah so you are the adventurers I asked for. Good.”
He comes around the desk, carrying a large scroll
with him. “I’m Thornton Backswapper. ’'m glad
you could come. It has been pretty hard getting
anything done around here about the problem....
Well, sit down and I’ll explain.”

He motions for you to take a seat anywhere you
can in his small room. “Aside from being a
member of the Explorer’s League, I study the
creatures that are not normally found in
civilization. | have spent years studying the area,
since it was constantly besieged by marauding
humanoids out of the marshlands.”

“The garrison was placed here to protect against
those raids, and to protect this trade road. But then
the attacks inexplicably ceased. It was not unusual
for them to stop for a brief while, but it has been
about six months since anything has been seen. As
a result, most of the garrison has been withdrawn
back to Amthydor.”

“There are only two things I can think of that
would stop the local creatures’ attacks. Either
something much bigger is stalking them, or they
are gathering for a large-scale attack. The
Diamond Legion won’t take my advice to stop the
withdrawal of forces and do a thorough check of
the area — he’s under a lot of pressure from
Amthydor to pull their men out of Thornwater.”

“Here’s where you come in. I would like you to
explore the marshlands and see if you can

determine why the attacks have ceased.”

Answers to potential questions the PCs might ask:

=« How much are you paying?

“I am ready to offer you 50 gp each for the
information. If what you bring back to me is
\particularly noteworthy, I’ll include you in the
credits of the book I’'m writing regarding these

marshland humanoids.”
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-« What do you know about the local trolls?
“Mostly, they are a small problem at worst. They
preyed on the lizardfolk as much as on the locals
until the Diamond Legion showed up.
Occasionally a stray troll would appear, and be
quickly taken down.”

« We found a dead troll by the roadside.
“You found a dead troll on the road? And not
burned? That is curious. | will have to arrange to
get a look at the remains.”

-« What other creatures are there in the
marsh?

“From my last scouting, there were lizard men,
trolls, crocodiles, several varieties of animated
plants. There is a hermit out there, but | would
avoid her. I think she’s some sort of witch.”

ENCOUNTER 5 — THE THORNWATER
MARSHLANDS

The areas indicated on the map are detailed here.
Refer to the map as needed.

Important DM Note: When the PCs decide to
explore the troll area or the lizard mound, you
should have them run into Encounter 6 beforehand.

Area One: Thornwater Creek

The small stream flows from the marshlands
towards Thornwater. It is considered the main
water supply for the town. The banks of the stream
are kind of slippery, and the marsh-like conditions
seem to grow the further out you travel.

-« What areas should we be looking at?
How can we find our way around the marsh?

Hand the PCs Player Handout 1 and indicate each

area of the map to them.

When the players are done with their questions read
the following box text.

“Well, good luck. If you find out anything of|

import, I will be here.”

When the PCs are ready to begin their exploration
of the marsh, go to Encounter 5.
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Area Two: Hermit Hut

-« What do you know about the bog?

As you approach the clearing, a gentle humming
can be heard from the hut. It is a small, thatched,
wooden structure surrounded by weeds and other
undergrowth.

“This bog is like many of nature's gifts to us. It is
full of predatory plants and crocodiles which can
take care of themselves.”

=« Have you seen any trolls lately?

A Knowledge: Nature DC 10 can tell that the
undergrowth is useful plants (herbs and such) which
have been expertly cultivated.

“The trolls have left his part of the swamp. I don't
know anything more.”

=« Do you have anything that can help us?

Coming closer, you hear a crow ‘caw’ and the
humming stops. The door is nudged open and a
large hound comes out, snarling.

“Hush, Ranger,” says a gentle voice from inside
the hut. The hound stops its growling, but not its
stance from the door.

The door opens, and a small human woman stands

at the threshold. She is not young, though her hair

is still brown and it is kept tied back. Her brown

robe is clean. Her azure eyes take you in even as

she says, “I am Agatha. Who disturbs my
rivacy?”

“I have many poultices which maybe of use, but 1
would require payment. | don't need your gold or
precious stones, they are of little use to me. But a
fair trade of useful general goods would entice
me.”

Alagatha is a druid. She has been in the marsh most
of her life and considers it under her protection. She
doesn’t like humanoids much, even those of her own
race, and will be curt with the PCs. She will try to
get rid of the PCs, answering questions only because
it will expedite their departure.

If the PCs threaten her, she will warn them once
against doing so. If they refuse, she attacks and
orders Ranger to defend her (a free action).
Alagatha heard the group coming, so she spent
several rounds casting long lasting buffs before the
group arrived. These bonuses are reflected in her
stats. If she is clearly outmatched she will use her
wild shape ability to flee the scene in a suitable
animal form.

Things Alagatha can tell the PCs:

=« Do you know where the Lizardfolk are?

“The lizardfolk have left the marshlands,
migrating south.”

She does have medicinal poultices that she will
trade for general goods, but not gold. These
poultices work much like a cure light wounds doing
1d8+1 points of healing. They are of no use after a
week, so they are not certed. She has six of these
available that can be used during the adventure. She
will accept 50 gp per poultice in trade of useful
items (tools, rope, rations — anything useful to a
swamp-dwelling druid).
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IALLATL |
¥ Alagatha

N Hmn Female Druid 12

Init +2; Senses; Perception +20

AC 21, touch 12, flat-footed 19; (+2 Dex, +5 natural,
+4 armor, )

hp 100 (12d8+24)

Fort +10, Ref +6, Will +13

Defense Abilities cast spells upon herself and
ranger as the group was approaching; DR 30 Fire;
Immune poison

Spd 40 ft.

Melee spear +10/+5 (1d8+1, x3)

Ranged sling +11/+6 (1d4+1, x2)

Space 5 ft.; Reach 5 ft.

Spells Known Orisons (DC 15) Create Water,
Detect Magic, Light, Flare; 1 level (DC 16) Cure
Light Wounds (2), Entangle, Faerie Fire,
Longstrider (already cast), Produce Flame; 2"
Level (DC 17) Barkskin (2) (already cast on herself
and Ranger), Flame Blade, Resist Energy (2)
(already cast on herself and Ranger); 3™ level (DC
18) Call Lightning, Cure Moderate Wounds,
Greater Magic Fang (cast on Ranger), Plant
Growth, Speak with Plants; 4" level (DC 19) Dispel
Magic, Flame Strike, Rusting Grasp, Spike Stones;
5 level (DC 20) Cure Critical Wounds, Wall of
Thorns, Control Winds, Commune with Nature; 6™
level (DC 21) Move Earth, Summon Nature's Allies
Vi

Str 18, Dex 17, Con 16, Int 2, Wis 11, Cha 10
Base Atk +2; CMB +7; CMD 20

Feats Brew Potion, Spell Focus (conjuration),
Augment Summon, Combat Casting, Craft
Wonderous Item, Natural Spell

Skills Craft (alchemy) +16, Handle Animal +15, Fly
+17, Knowledge (nature) +16, Perception +20,
Spellcraft +16, Survival +20

Languages Common, Druidic, Giant

Gear amulet of natural armor +1, +2 leather armor,
robe, spear, sling, 10 stones.

Special Abilities Wild Shape 5/day, Venom
Immunity, Resist Nature's Lure, Trackless Step,
Woodland Stride, Wild Empathy, Nature Sense,
Nature Bond (companion), Orisons

¥ Ranger
N Medium Animal (Wolf Animal Companion)
Init +5; Senses scent; Perception +11

AC 31, touch 16, flat-footed 25; (+5 Dex, +15
natural, +1 dodge)

hp 90 (10d8+30)

Fort +10, Ref +12, Will +4

Defense Abilities defensive spells, evasion; DR
Fire 30

Spd 50 ft.

Melee bite +14/+9 (1d8+9 plus trip)

Space 5 ft.; Reach 5 ft.

Special Attacks power attack

Str 18, Dex 17, Con 16, Int 2, Wis 11, Cha 10
Base Atk +7; CMB +10; CMD 25

Feats Improved Natural Attack (bite), Power Attack,
Dodge, Mobility, Spring Attack

Skills Perception +11

SQ Scent, Multi-attack, devotion, evasion, link,
share spells
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Area Three: Foul Bog

As you make your way through the bog, you notice
the full flora of the place. Even in the dismal light
from the overhanging trees, plants still grow and
flourish here.

A Perception DC 20 will allow the PCs to notice
the shriekers and violet fungi when they get within
20 feet. Knowledge: Nature DC 11 will tell PC's
that the shriekers will only cry out if anyone
approaches within 10 feet, the signal for the violet
fungi to attack. At ATL 5 & 7, a Knowledge Nature,
Perception, or Survival DC 20 is required to notice
the assassin vine at all before it attacks.

Shriekers can be found here, along with some
dangerous flora. Shriekers and violet fungi often
work together to attract and Kill prey. When the
shriekers’ hellish racket attracts a curious creature,
the violet fungus tries to kill it. Both creatures enjoy
the fruits of a successful hunt.

IATL 1

X Shrieker (2)

N Medium

Init -5; Senses lowlight vision; Perception +0

AC 5, touch 5, flat-footed 5; (-5 Dex)

hp 8 (1d8)

Fort +0, Ref -5, Will -3

Immune plant traits

Spd 0 ft.

Space 5 ft.; Reach O ft.

Special Attacks shriek

Str 10, Dex 1, Con 10, Int -, Wis 5, Cha 8

Base Atk +0; CMB +0; CMD 5

Special Abilities

Shriek (ex): emits a piercing sound that lasts 1d3
rounds whenever there is movement or a light
source within 10 feet. The shriek makes it
impossible to hear any other sounds within 50 feet.
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X Violet Fungus (1)

N Medium plant

Init -1; Senses lowlight vision; Perception +0

AC 15, touch 9, flat-footed 15; (-1 Dex, +6 natural)
hp 40 (4d8+12)

Fort +7, Ref +0, Will +1

Immune plant traits

Spd 10 ft.

Melee 4 tentacles +4 (1d4+1 plus rot)

Space 5 ft.; Reach 10 ft.

Str 12, Dex 8, Con 16, Int -, Wis 11, Cha 9

Base Atk +3; CMB +4; CMD 13

Special Abilities

Rot (Ex) A creature struck by a violet fungus's
tentacle must succeed on a DC 15 Fortitude save or
the flesh around the point of contact swiftly begins
to rot away, exposing raw bone with shocking
swiftness. This hideous affliction causes 1d4 points
of Strength damage and 1d4 points of Constitution
damage. This is a poison effect. The save DC is
Constitution-based.

IATL 3

X Shrieker (2)

N Medium

Init -5; Senses lowlight vision; Perception +0

AC 5, touch 5, flat-footed 5; (-5 Dex)

hp 8 (1d8)

Fort +0, Ref -5, Will -3

Immune plant traits

Spd 0 ft.

Space 5 ft.; Reach O ft.

Special Attacks shriek

Str 10, Dex 1, Con 10, Int -, Wis 5, Cha 8

Base Atk +0; CMB +0; CMD 5

Special Abilities

Shriek (ex): emits a piercing sound that lasts 1d3
rounds whenever there is movement or a light
source within 10 feet. The shriek makes it
impossible to hear any other sounds within 50 feet.
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X Violet Fungus (2)

N Medium plant

Init -1; Senses lowlight vision; Perception +0

AC 15, touch 9, flat-footed 15; (-1 Dex, +6 natural)
hp 40 (4d8+12)

Fort +7, Ref +0, Will +1

Immune plant traits

Spd 10 ft.

Melee 4 tentacles +4 (1d4+1 plus rot)

Space 5 ft.; Reach 10 ft.

Str 12, Dex 8, Con 16, Int -, Wis 11, Cha 9

Base Atk +3; CMB +4; CMD 13

Special Abilities

Rot (Ex) A creature struck by a violet fungus's
tentacle must succeed on a DC 15 Fortitude save or
the flesh around the point of contact swiftly begins
to rot away, exposing raw bone with shocking
swiftness. This hideous affliction causes 1d4 points
of Strength damage and 1d4 points of Constitution
damage. This is a poison effect. The save DC is
Constitution-based.

IATL 5

X Shrieker (2)

N Medium

Init -5; Senses lowlight vision; Perception +0

AC 5, touch 5, flat-footed 5; (-5 Dex)

hp 8 (1d8)

Fort +0, Ref -5, Will -3

Immune plant traits

Spd 0 ft.

Space 5 ft.; Reach O ft.

Special Attacks shriek

Str 10, Dex 1, Con 10, Int -, Wis 5, Cha 8

Base Atk +0; CMB +0; CMD 5

Special Abilities

Shriek (ex): emits a piercing sound that lasts 1d3
rounds whenever there is movement or a light
source within 10 feet. The shriek makes it
impossible to hear any other sounds within 50 feet.
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X Violet Fungus (2)

N Medium plant

Init -1; Senses lowlight vision; Perception +0

AC 15, touch 9, flat-footed 15; (-1 Dex, +6 natural)
hp 40 (4d8+12)

Fort +7, Ref +0, Will +1

Immune plant traits

Spd 10 ft.

Melee 4 tentacles +4 (1d4+1 plus rot)

Space 5 ft.; Reach 10 ft.

Str 12, Dex 8, Con 16, Int -, Wis 11, Cha 9

Base Atk +3; CMB +4; CMD 13

Special Abilities

Rot (Ex) A creature struck by a violet fungus's
tentacle must succeed on a DC 15 Fortitude save or
the flesh around the point of contact swiftly begins
to rot away, exposing raw bone with shocking
swiftness. This hideous affliction causes 1d4 points
of Strength damage and 1d4 points of Constitution
damage. This is a poison effect. The save DC is
Constitution-based.

% Assassin Vine

N Large Plant

Init +0; Senses blindsight 30 ft., low-light vision;
Perception +1

AC 15, touch 9, flat-footed 15; (+6 natural, -1 size)
hp 40 (4d8+12)

Fort +7, Ref +1, Will +2

DR Cold 10, Fire 10; Immune electricity, plant
traits

Spd 5 ft.

Melee slam +7 (1d8+7 plus grab)

Space 10 ft.; Reach 10 ft.

Special Attacks constrict (1d8+7), entangle

Str 20, Dex 10, Con 16, Int -, Wis 13, Cha 9

Base Atk +3; CMB +9 (+13 grapple); CMD 19
(can't be tripped)

Languages nil

SQ camouflage

Gear nil

Special Abilities

Camouflage (Ex) Since an assassin vine looks like
a normal plant when at rest, a DC 20 Perception
check is required to notice it before it attacks for the
first time. Anyone with ranks in Survival or
Knowledge (nature) can use either of those skills
instead of Perception to notice the plant.

Entangle (Su) An assassin vine can, as a free action,
cause plants within 30 feet of it to animate and grasp
at foes. This ability is otherwise similar to entangle
(CL 4th, DC 13). The save DC is Wisdom-based.
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IATL7

X Shrieker (2)

N Medium

Init -5; Senses lowlight vision; Perception +0

AC 5, touch 5, flat-footed 5; (-5 Dex)

hp 8 (1d8)

Fort +0, Ref -5, Will -3

Immune plant traits

Spd 0 ft.

Space 5 ft.; Reach O ft.

Special Attacks shriek

Str 10, Dex 1, Con 10, Int -, Wis 5, Cha 8

Base Atk +0; CMB +0; CMD 5

Special Abilities

Shriek (ex): emits a piercing sound that lasts 1d3
rounds whenever there is movement or a light
source within 10 feet. The shriek makes it
impossible to hear any other sounds within 50 feet.

X Violet Fungus (2)

N Medium plant

Init -1; Senses lowlight vision; Perception +0

AC 15, touch 9, flat-footed 15; (-1 Dex, +6 natural)
hp 40 (4d8+12)

Fort +7, Ref +0, Will +1

Immune plant traits

Spd 10 ft.

Melee 4 tentacles +4 (1d4+1 plus rot)

Space 5 ft.; Reach 10 ft.

Str 12, Dex 8, Con 16, Int -, Wis 11, Cha 9

Base Atk +3; CMB +4; CMD 13

Special Abilities

Rot (Ex) A creature struck by a violet fungus's
tentacle must succeed on a DC 15 Fortitude save or
the flesh around the point of contact swiftly begins
to rot away, exposing raw bone with shocking
swiftness. This hideous affliction causes 1d4 points
of Strength damage and 1d4 points of Constitution
damage. This is a poison effect. The save DC is
Constitution-based.
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Y Assassin Vine (2)

N Large Plant

Init +0; Senses blindsight 30 ft., low-light vision;
Perception +1

AC 15, touch 9, flat-footed 15; (+6 natural, -1 size)
hp 40 (4d8+12)

Fort +7, Ref +1, Will +2

DR Cold 10, Fire 10; Immune electricity, plant
traits

Spd 5 ft.

Melee slam +7 (1d8+7 plus grab)

Space 10 ft.; Reach 10 ft.

Special Attacks constrict (1d8+7), entangle

Str 20, Dex 10, Con 16, Int -, Wis 13, Cha 9

Base Atk +3; CMB +9 (+13 grapple); CMD 19
(can't be tripped)

Languages nil

SQ camouflage

Gear nil

Special Abilities

Camouflage (Ex) Since an assassin vine looks like
a normal plant when at rest, a DC 20 Perception
check is required to notice it before it attacks for the
first time. Anyone with ranks in Survival or
Knowledge (nature) can use either of those skills
instead of Perception to notice the plant.

Entangle (Su) An assassin vine can, as a free action,
cause plants within 30 feet of it to animate and grasp
at foes. This ability is otherwise similar to entangle
(CL 4th, DC 13). The save DC is Wisdom-based.

Area Four: Troll Tribes

If the players search here, go to Encounter 6.

Area Five: Lizard Mound

If the players search here, go to Encounter 6.
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ENCOUNTER 6 — MEETING HACKTHUD

IALLATL

DM Note: Use this encounter while the PCs are
exploring and have yet to head to neither the Lizard
Mound nor the Troll Villages.

PCs encounter the wounded troll HackThud in the
marsh. They may choose to befriend him or attack
him.

You wander through the murky swamp, wondering
if you will find anything at all. The smell isn’t
enough to drive off the frogs and bugs that pester
you as you make your way. As you come to a copse
of trees, you see a patch of ground with a single,
stunted tree growing out of the marshy earth.
Beneath that tree, a battle is raging between a troll
and a number of crocodiles. The troll is ash-gray
in color.

The troll is HackThud. He was seeking help for his
people when he was attacked by marsh crocodiles
(two of which lie dead next to him). He managed to
defeat them, but he is badly hurt. HackThud has
taken 24 points of damage already in this fight.
HackThud's Regeneration ability has been
suppressed because his essence has been drained by
the cleric of Graala.

The number of crocodiles varies by ATL.

¥ HackThud (male troll Rng 2)

CE Large humanoid (giant)

Init +4; Senses darkvision 60 ft., low-light vision,
scent; Perception +8

AC 20, touch 13, flat-footed 16; (+2 Armor, +4 Dex,
+5 natural, -1 size)

hp 56 (32 left) (6d8+2d10+48)

Fort +14, Ref +9, Will +5

Spd 30 ft.

Melee bite +12 (1d8+7), 2 claws +12 (1d6+7)
Ranged composite longbow +10/+4 (1d10+7, x3)
Space 10 ft.; Reach 10 ft.

Special Attacks rend (2 claws, 1d6+10)

Str 25, Dex 18, Con 21, Int 10, Wis 11, Cha 6
Base Atk +6; CMB +14; CMD 28

Feats Intimidating Prowess, Iron Will, Skill Focus
(Perception), Point Blank Shot, Precise Shot

Skills Intimidate +11, Handle Animal +9,
Knowledge (geography) +11, Knowledge (nature)
+11, Perception +13, Survival +11

Languages Giant

SQ Favored Enemy (humanoid: reptilian), Track,
Wild Empathy, Combat Style Feat (ranged) (Precise
Shot)

Gear Masterwork Leather Armor, Belt Pouch,
Tribal Sash, Large Composite Longbow (Str +7),
quiver and 40 arrows.

Special Abilities

Essence Drained (Ex): Trolls with their essence
drained are at minimum hit points per hit die and
lose their Regeneration (EX) ability.
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IATL 1 |

IATL 3 |

X Crocodile (2)

N Large Animal

Init +1; Senses lowlight vision; Perception +8

AC 14, touch 10, flat-footed 13; (+1 Dex, +4 natural,
-1 size)

hp 31 (3d8+9)

Fort +6, Ref +4, Will +2

Spd 20 ft., swim 30 ft., sprint

Melee bite +5 (1d8+4 plus grab) and tail slap +0
(1d12+2)

Space 10 ft.; Reach 5 ft.

Special Attacks death roll (1d8+6 plus trip)

Str 19, Dex 12, Con 17, Int 1, Wis 12, Cha 2
Base Atk +2; CMB +7 (+11 grapple); CMD 18 (22
vs. trip)

Feats Skill Focus (Perception), Stealth

Skills Perception +8, Stealth +5 (+13 in water),
Swim +12

SQ hold breath

Special Abilities

Death Roll (Ex) When grappling a foe of its size or
smaller, a crocodile can perform a death roll upon
making a successful grapple check. As it clings to
its foe, it tucks in its legs and rolls rapidly, twisting
and wrenching its victim. The crocodile inflicts its
bite damage and knocks the creature prone. If
successful, the crocodile maintains its grapple.

Hold Breath (Ex) A crocodile can hold its breath
for a number of rounds equal to 4 times its
Constitution score before it risks drowning.

Sprint (Ex) Once per minute a crocodile may sprint,
increasing its land speed to 40 feet for 1 round.

X Crocodile (4)

N Large Animal

Init +1; Senses lowlight vision; Perception +8

AC 14, touch 10, flat-footed 13; (+1 Dex, +4 natural,
-1 size)

hp 31 (3d8+9)

Fort +6, Ref +4, Will +2

Spd 20 ft., swim 30 ft., sprint

Melee bite +5 (1d8+4 plus grab) and tail slap +0
(1d12+2)

Space 10 ft.; Reach 5 ft.

Special Attacks death roll (1d8+6 plus trip)

Str 19, Dex 12, Con 17, Int 1, Wis 12, Cha 2
Base Atk +2; CMB +7 (+11 grapple); CMD 18 (22
vs. trip)

Feats Skill Focus (Perception), Stealth

Skills Perception +8, Stealth +5 (+13 in water),
Swim +12

SQ hold breath

Special Abilities

Death Roll (Ex) When grappling a foe of its size or
smaller, a crocodile can perform a death roll upon
making a successful grapple check. As it clings to
its foe, it tucks in its legs and rolls rapidly, twisting
and wrenching its victim. The crocodile inflicts its
bite damage and knocks the creature prone. If
successful, the crocodile maintains its grapple.

Hold Breath (Ex) A crocodile can hold its breath
for a number of rounds equal to 4 times its
Constitution score before it risks drowning.

Sprint (Ex) Once per minute a crocodile may sprint,
increasing its land speed to 40 feet for 1 round.
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IATL 5 |

IATL7 |

X Crocodile (6)

N Large Animal

Init +1; Senses lowlight vision; Perception +8

AC 14, touch 10, flat-footed 13; (+1 Dex, +4 natural,
-1 size)

hp 31 (3d8+9)

Fort +6, Ref +4, Will +2

Spd 20 ft., swim 30 ft., sprint

Melee bite +5 (1d8+4 plus grab) and tail slap +0
(1d12+2)

Space 10 ft.; Reach 5 ft.

Special Attacks death roll (1d8+6 plus trip)

Str 19, Dex 12, Con 17, Int 1, Wis 12, Cha 2
Base Atk +2; CMB +7 (+11 grapple); CMD 18 (22
vs. trip)

Feats Skill Focus (Perception), Stealth

Skills Perception +8, Stealth +5 (+13 in water),
Swim +12

SQ hold breath

Special Abilities

Death Roll (Ex) When grappling a foe of its size or
smaller, a crocodile can perform a death roll upon
making a successful grapple check. As it clings to
its foe, it tucks in its legs and rolls rapidly, twisting
and wrenching its victim. The crocodile inflicts its
bite damage and knocks the creature prone. If
successful, the crocodile maintains its grapple.

Hold Breath (Ex) A crocodile can hold its breath
for a number of rounds equal to 4 times its
Constitution score before it risks drowning.

Sprint (Ex) Once per minute a crocodile may sprint,
increasing its land speed to 40 feet for 1 round.

X Crocodile (8)

N Large Animal

Init +1; Senses lowlight vision; Perception +8

AC 14, touch 10, flat-footed 13; (+1 Dex, +4 natural,
-1 size)

hp 31 (3d8+9)

Fort +6, Ref +4, Will +2

Spd 20 ft., swim 30 ft., sprint

Melee bite +5 (1d8+4 plus grab) and tail slap +0
(1d12+2)

Space 10 ft.; Reach 5 ft.

Special Attacks death roll (1d8+6 plus trip)

Str 19, Dex 12, Con 17, Int 1, Wis 12, Cha 2
Base Atk +2; CMB +7 (+11 grapple); CMD 18 (22
vs. trip)

Feats Skill Focus (Perception), Stealth

Skills Perception +8, Stealth +5 (+13 in water),
Swim +12

SQ hold breath

Special Abilities

Death Roll (Ex) When grappling a foe of its size or
smaller, a crocodile can perform a death roll upon
making a successful grapple check. As it clings to
its foe, it tucks in its legs and rolls rapidly, twisting
and wrenching its victim. The crocodile inflicts its
bite damage and knocks the creature prone. If
successful, the crocodile maintains its grapple.

Hold Breath (Ex) A crocodile can hold its breath
for a number of rounds equal to 4 times its
Constitution score before it risks drowning.

Sprint (Ex) Once per minute a crocodile may sprint,
increasing its land speed to 40 feet for 1 round.
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The PCs will need to use Diplomacy and hand
signals and such to get their points across (unless
they speak Giant). HackThud understands only a
little Common. PCs using hand signals and
drawings can make a Diplomacy DC 15. A PC may
make a Bluff DC 15 to use innuendo in order to

convey a message (as per the BIuff skill description).

If successful, HackThud will understand the PCs
mean him no harm. PCs with tongue spells or those
that speak Giant have no problem communicating
with HackThud. PCs with comprehend languages
will have to convince HackThud to allow them to
touch him in order for this spell to work.

HackThud will attempt to convey to the PCs that his
people are being used by an evil man who is “taking
the troll away” (meaning the troll’s special abilities).
He will also convey to the PCs that he will lead them
to his village.

PCs do have the option to attack and/or Kill
HackThud, though he may be too much for some
parties to handle. If they do so, then you can skip

Encounter 7. They may continue to explore the area.

If they approach the Troll Village, use Encounter 8.
HackThud won’t pursue fleeing PCs; he’s already
badly wounded and wants to get back to the village.

ENCOUNTER 7 — THE TROLL VILLAGE
(PLAYERS ESCORTED BY HACKTHUD)

Read the following box text:

You follow HackThud through the marshlands.
Eventually, he leads you to a higher ground. On
your map you can tell you are approaching the
troll village. You see ahead what seems to be a
stockade. Two trolls stand on either side of the
entrance with spears. Upon your approach they
brandish them, then pull them back when
HackThud barks at them. Once you enter the
village, you see several thatched huts and a crude
well. Several of the trolls appear an ashen gray
color instead of green. As a group, they seem
smaller than expected, as if they have been shrunk.

All the trolls you see are solemn and appear tired.
They all skitter away from you in fright.
HackThud takes you to a hut with symbols
scratched into the door.

Any PC that can read Giant will see the symbol that
roughly translates to “witch doctor.”
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IALLATL |
% Troll Witch Doctor

CE Large humanoid (giant) Wizard 5

Init +4; Senses darkvision 60 ft., low-light vision,
scent; Perception +13

AC 16, touch 11, flat-footed 14; (+2 Dex, +5 natural,
-1 size)

hp 94 (6d8+5d6+34); regeneration 5 (acid or fire)
Fort +13, Ref +9, Will +10

Spd 30 ft.

Melee bite +8 (1d8+5), 2 claws +8 (1d6+5)

Space 10 ft.; Reach 10 ft.

Special Attacks rend (2 claws, 1d6+7)

Spells Known Cantrips (DC 12) Detect Magic,
Detect Poison, Resistance, Prestidigitation; 1% level
(DC 13) True Strike (b), Alarm, Endure Elements,
Magic Missile, Unseen Servant; 2" level (DC 14)
Detect Thoughts (b), See Invisibility, Daze Monster,
Flaming Sphere; 3 level (DC 15) Tongues (b),
Suggestion.

Str 21, Dex 14, Con 21, Int 15, Wis 11, Cha 8
Base Atk +4; CMB +10; CMD 22

Feats Intimidating Prowess, Iron Will, Skill Focus
(Perception), Scribe Scrolls, Brew Potion, Greater
Iron Will, Lightning Reflexes, Extend Spell.

Skills Bluff +3, Intimidate +9, Heal +10,
Knowledge (arcana) +16, Knowledge (nature) +16,
Perception +13, Spellcraft +16.

Languages Giant, Draconic, Goblin

SQ Divination specialist (Conjuration/Illusion
prohibited), Forewarned, Diviner's Fortune. Viper
familiar.

Gear Belt Pouch, Tribal Sash, Tribal Tattoos (as
Cloak of Resistance +2)

Special Abilities

Regeneration (Ex) A creature with this ability is
difficult to kill. Creatures with regeneration heal
damage at a fixed rate, as with fast healing, but they
cannot die as long as their regeneration is still
functioning (although creatures with regeneration
still fall unconscious when their hit points are below
0). Certain attack forms, typically fire and acid,
cause a creature's regeneration to stop functioning
on the round following the attack. During this round,
the creature does not heal any damage and can die
normally. The creature's descriptive text describes
the types of damage that cause the regeneration to
cease functioning.

Attack forms that don't deal hit point damage are not
healed by regeneration. Regeneration also does not
restore hit points lost from starvation, thirst, or
suffocation. Regenerating creatures can regrow lost
portions of their bodies and can reattach severed
limbs or body parts if they are brought together
within 1 hour of severing. Severed parts that are not
reattached wither and die normally.

Forewarned (Su): You can always act in the
surprise round even if you fail to make a Perception
roll to notice a foe, but you are still considered flat-
footed until you take an action. In addition, you
receive a bonus on initiative checks equal to 1/2
your wizard level (minimum +1). At 20th level,
anytime you roll initiative, assume the roll resulted
in a natural 20.

Diviner's Fortune (Sp): When you activate this
school power, you can touch any creature as a
standard action to give it an insight bonus on all of
its attack rolls, skill checks, ability checks, and
saving throws equal to 1/2 your wizard level
(minimum +1) for 1 round. You can use this ability
a number of times per day equal to 3 + your
Intelligence modifier.
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Inside you see one troll with painted symbols on
the bare areas of his skin. He looks to all of you as
you enter. He is as ashen looking as the others.
HackThud makes a calming gesture to you as the
other troll stands.

Encounter 10 or return to Thornwater and
Conclusion C. If the PCs choose to help, continue.

If any PCs speak Giant, you can skip to the dialogue
below. Otherwise, he casts a spell, and in so doing,
read the following to the players:

The painted troll produces a small clay mound,
intoning a magic spell as he smashes the mound.

The shaman looks you all over, then begins to draw
on the floor. [Refer to Map 2: The Mound.] “This
is old Lizard mound. There is brush here and
there. He have kobold guard at entrance. Inside,
we see he have furry human guards.”

“Here in back is old break, take you to small room
next to main. No guards there. So only he, his
urry men, and the glass box.”

PCs can make a Spelicraft DC 18 to determine the
spell being cast is tongues. The spell has a duration
of 50 minutes.

Once communication has been established, read the
following:

He doesn’t know how many ‘furry men’ there are.
He can tell them they have snouts and can walk on
two or four legs. Eventually he will have no other
answers to give, or the spell will run out. When this
occurs:

The painted troll turns to you. “You understand
what I say?”

He barks and points to the one called HackThud .
The latter motions for you to follow him.

He will wait for the PCs to acknowledge him.

If the PCs follow, he leads them out of the camp.

“HackThud tell me you save him in swamp. You
are human adventurers. Man came, he take trolls.
Make troll not troll. Make troll not strong, make
troll not heal, make all troll less than troll. He take
what make troll and make juice from it. Make
much juice. He take troll and take away all troll.
When done, he give troll, but troll never strong
again. Will help troll? Help troll, we no attack
humans.”

The troll escorts you to the edge of the camp.
“Thank you,” he manages in his broken language,
before heading back into the village.

Basically, the witch doctor is trying to tell the PCs
about the necromancer. They are offering to no
longer attack humans if they PCs stop him. Once the
PCs understand this, continue

“Bad man took old lizard mound. He make home
deep inside. Many guard way. Troll no stupid. Troll
know secret way to go inside. Troll no can win, you
maybe. We show you secret, you stop him?”

The witch doctor will wait again for the PCs to agree.

PCs can say no, in which the trolls will tell them to
go. If they choose this option, they can continue to
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ENCOUNTER 8 — THE TROLL VILLAGE

IALLATL |

(PLAYERS NOT ESCORTED)

If the PCs attacked HackThud in Encounter 6, use
this encounter. The trolls are trying to drive the
players away from the village through a show of
force. The trolls are uninterested in diplomacy from
outsiders currently without someone to vouch for
them.

Cutting through the foliage, you can see what
appears to be a wooden wall. From behind it, you
see several trolls armed with enormous composite
bows.

Note: The number of trolls listed below is the
number attacking the PCs at any one time. If PCs
refuse to leave the area. The trolls have four
reinforcements per ATL of the adventure. PCs that
refuse to leave will likely be slain. Should the PCs
manage to kill all the protectors in the stockade, the
remaining trolls scramble over the ramparts and flee
into the marshlands. They do no pursue the PCs if
they flee.

The number of Troll Protectors attacking in each
wave varies by ATL.

ATL1:2
ATL3: 4
ATL5: 8
ATL7:10

Y Troll Protectors

CE Large humanoid (giant)

Init +2; Senses darkvision 60 ft., low-light vision,
scent; Perception +8

AC 16, touch 11, flat-footed 14; (+2 Dex, +5 natural,
-1 size)

hp 42 (6d8+36)

Fort +11, Ref +4, Will +3

Spd 30 ft.

Melee bite +8 (1d8+5), 2 claws +8 (1d6+5)
Ranged composite longbow +6 (1d10, x3)

Space 10 ft.; Reach 10 ft.

Special Attacks rend (2 claws, 1d6+7)

Spell-Like Abilities none

Spells Known none

Str 21, Dex 14, Con 23, Int 6, Wis 9, Cha 6

Base Atk +4; CMB +10; CMD 22

Feats Intimidating Prowess, Iron Will, Skill Focus
(Perception)

Skills Intimidate +9, Perception +8

Languages Giant

SQ

Gear Belt Pouch, Tribal Sash, Large Composite
Longbow, quiver and 40 arrows.

Special Abilities

Essence Drained (Ex): Trolls with their essence
drained are at minimum hit points per hit die and
lose their Regeneration (Ex) ability.
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ENCOUNTER 9 — L1ZARD MOUND
SECRET ENTRANCE

If the PCs spoke to the troll witch doctor, they have
directions to the tunnel described to them. When
they arrive:

Moving through the underbrush, you manage to
locate the carefully-hidden path that leads into the
mound. After moving aside a particularly large
rock, you see a dirt tunnel that heads towards the
mound.

The tunnel is dark and only about 4 ft in height, so
most PCs will have to crawl through. This area is
not trapped and no tracks can be found since it was
seldom used.

Once PCs are ready to proceed, continue.

After moving some seventy-five feet into the
darkness, you come to the end of the tunnel. Atarp
seems to have been draped across the passageway,
blocking your view. No noise can be heard from
beyond it.

When the PCs move the tarp:

Pushing aside the tarp, you find yourselves in a
small room.

Refer to Encounter 10, Room 2: The Supply
Room and GM Map 2.

ENCOUNTER 10 — A DAY AT THE
CIRCUS

Approaching the Mound:

If the PCs did not parlay with the trolls, they have
no warning of what to expect here. They come
across the mound entrance and have to deal with its
guardians. Each of the known entrances has several
kobolds (and possibly dire weasels) guarding it (see
below).

Each team of kobolds will fight until there is only
one of their number left, whereupon that last kobold
will make a break for the interior of them mound in
an attempt to alert those within. If present, the dire
weasels will fight to the death.

Any yipping from the kobolds will likely bring their
fellow exterior guards running from the other
entrances within one round. Inhabitants on the
mound’s interior will not be alerted unless one of the
kobolds flees inside and verbally warns them.

Of course, the easiest way to enter is via the secret
entrance (see Encounter 9). Note that the entrance is
gained from a tunnel; there is no way for PCs to spot
the secret entrance from the mound’s exterior.

All ATLs after ATL 1 has a combination of both
kobolds and guard animals.

ATL 1: 3 Kobold Warriors at each entrance.

ATL 3: 4 Kobold Warriors and a Dire Weasel at
each entrance.

ATL 5: 3 Kobold Fighters and two Dire Weasels at
each entrance.

ATL 7: 4 Kobold Fighters and an Advanced Dire
Weasel at each entrance.

Roll Perception for Guards inside the mound is at a
+12 against the group's Stealth roll (combat
penalties factored into the kobold's checks). Have
each player make a Stealth roll after the first round
of combat at Initiative 0, and every round there after
to determine if the kobolds inside the mound hear
the combat.
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IATL 1

IATL 3 |

% Kobold Warrior 1 (3 at each entrance)

LE Small humanoid (reptilian)

Init +1; Senses darkvision 60 ft.; Perception +5
AC 15, touch 12, flat-footed 14; (+2 armor, +1 Dex,
+1 natural, +1 size)

hp 10 (1d10)

Fort +2, Ref +1, Will -1

Weakness light sensitivity

Spd 30 ft.

Melee spear +1 (1d6-1)

Ranged short bow +3 (1d4, x3)

Space 5 ft.; Reach 5 ft.

Str 9, Dex 13, Con 10, Int 10, Wis 9, Cha 8

Base Atk +1; CMB -1; CMD 10

Feats Skill Focus (Perception)

Skills Perception +9

Languages Common, Draconic

SQ Crafty

Gear leather armor, spear, short bow, quiver with 20
arrows

Special Abilities

Crafty (Ex) Craft (trapmaking) and Stealth are
always class skills for a kobold.

¥ Kobold Warrior 1 (4 at each entrance)

LE Small humanoid (reptilian)

Init +1; Senses darkvision 60 ft.; Perception +5
AC 15, touch 12, flat-footed 14; (+2 armor, +1 Dex,
+1 natural, +1 size)

hp 10 (1d10)

Fort +2, Ref +1, Will -1

Weakness light sensitivity

Spd 30 ft.

Melee spear +1 (1d6-1)

Ranged short bow +3 (1d4, x3)

Space 5 ft.; Reach 5 ft.

Str 9, Dex 13, Con 10, Int 10, Wis 9, Cha 8

Base Atk +1; CMB -1; CMD 10

Feats Skill Focus (Perception)

Skills Perception +9

Languages Common, Draconic

SQ Crafty

Gear leather armor, spear, short bow, quiver with 20
arrows

Special Abilities

Crafty (Ex) Craft (trapmaking) and Stealth are
always class skills for a kobold.
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% Dire Weasel (1 at each entrance)

N Small Advanced Giant Animal

Init +3; Senses lowlight vision, scent; Perception
+3

AC 22, touch 13, flat-footed 19; (+3 Dex, +2 armor,
+6 natural, +1 size)

hp 24 (2d8+8)

Fort +6, Ref +5, Will +3

Spd 20 ft., climb 20 ft.

Melee bite +5 (1d4 plus Attach)

Space 5 ft.; Reach 5 ft.

Special Attacks Attach

Str 11, Dex 17, Con 18, Int 2, Wis 16, Cha 9
Base Atk +1; CMB +1; CMD 13 (17 vs. trip)
Feats weapon finesse

Skills Acrobatics +13, Climb +0, Escape Artist +1,
Stealth +11; Racial Modifiers +4 Stealth, +8
Acrobatics

Gear masterwork leather barding

Special Abilities

Attach (Ex) When a weasel hits with a bite attack,
it automatically grapples its foe, inflicting automatic
bite damage each round.

IATL 5

% Kobold Fighter 1 (3 at each entrance)

LE Small humanoid (reptilian)

Init +3; Senses darkvision 60 ft.; Perception +5
AC 20, touch 15, flat-footed 16; (+4 armor, +1
shield, +3 Dex, +1 natural, +1 size)

hp 12 (1d10+2)

Fort +2, Ref +1, Will -1

Weakness light sensitivity

Spd 30 ft.

Melee masterwork spear +3 (1d6)

Ranged masterwork short bow +6 (1d4, x3)

Space 5 ft.; Reach 5 ft.

Str 11, Dex 17, Con 14, Int 10, Wis 9, Cha 8
Base Atk +1; CMB -1; CMD 10

Feats Skill Focus (Perception), Point Blank

Skills Perception +5, Stealth +2

Languages Common, Draconic

SQ Crafty

Gear Masterwork chainshirt, masterwork buckler,
masterwork short bow, masterwork spear, quiver
with 20 arrows.

Special Abilities

Crafty (Ex) Craft (trapmaking) and Stealth are
always class skills for a kobold.
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\ Dire Weasel (2 at each entrance)

N Small Advanced Giant Animal

Init +3; Senses lowlight vision, scent; Perception
+3

AC 22, touch 13, flat-footed 19; (+3 Dex, +2 armor,
+6 natural, +1 size)

hp 24 (2d8+8)

Fort +6, Ref +5, Will +3

Spd 20 ft., climb 20 ft.

Melee bite +5 (1d4 plus Attach)

Space 5 ft.; Reach 5 ft.

Special Attacks Attach

Str 11, Dex 17, Con 18, Int 2, Wis 16, Cha 9
Base Atk +1; CMB +1; CMD 13 (17 vs. trip)
Feats weapon finesse

Skills Acrobatics +13, Climb +0, Escape Artist +1,
Stealth +11; Racial Modifiers +4 Stealth, +8
Acrobatics

Gear masterwork leather barding

Special Abilities

Attach (Ex) When a weasel hits with a bite attack,
it automatically grapples its foe, inflicting automatic
bite damage each round.

|ATL7 |
¥ Kobold Fighter 1 (4 at each entrance)
LE Small humanoid (reptilian)
Init +3; Senses darkvision 60 ft.; Perception +5
AC 20, touch 15, flat-footed 16; (+4 armor, +1
shield, +3 Dex, +1 natural, +1 size)
hp 12 (1d10+2)
Fort +2, Ref +1, Will -1
Weakness light sensitivity
Spd 30 ft.
Melee masterwork spear +3 (1d6)
Ranged masterwork short bow +6 (1d4, x3)
Space 5 ft.; Reach 5 ft.
Str 11, Dex 17, Con 14, Int 10, Wis 9, Cha 8
Base Atk +1; CMB -1; CMD 10
Feats Skill Focus (Perception), Point Blank
Skills Perception +9, Stealth +2
Languages Common, Draconic
SQ Crafty
Gear Masterwork chainshirt, masterwork buckler,
masterwork short bow, masterwork spear, quiver
with 20 arrows.
Special Abilities
Crafty (Ex) Craft (trapmaking) and Stealth are
always class skills for a kobold.
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% Dire Weasel (1 at each entrance)

N Small Advanced Giant Animal

Init +3; Senses lowlight vision, scent; Perception
+3

AC 22, touch 13, flat-footed 19; (+3 Dex, +2 armor,
+6 natural, +1 size)

hp 54 (5d8+20)

Fort +7, Ref +6, Will +4

Spd 20 ft., climb 20 ft.

Melee bite +7 (1d6+1 plus Attach)

Space 5 ft.; Reach 5 ft.

Special Attacks Attach

Str 12, Dex 17, Con 18, Int 2, Wis 16, Cha 9
Base Atk +3; CMB +3; CMD 15 (19 vs. trip)
Feats weapon finesse, improved natural attack
(bite), combat reflexes

Skills Acrobatics +16, Climb +0, Escape Artist +1,
Stealth +11; Racial Modifiers +4 Stealth, +8
Acrobatics

Gear masterwork leather barding

Special Abilities

Attach (Ex) When a weasel hits with a bite attack,
itautomatically grapples its foe, inflicting automatic
bite damage each round.

General Notes on the Mound’s Interior:

The interior of the mound is unlit. Ceilings are eight
feet in height. The floors are made of packed mud
and earth. The doors are made of wood which have
been swollen with moisture, making them difficult
to close (Break DC 23).
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Area 1 & 2: Guard Outpost

Read this box text if the guards have not been
summoned to a disturbance at the main entrances.

Sitting around a low table are four kobold guards,
each feeding scraps to a large furry creature in the
corner of the room. They seem to be taking bets on
how quickly the creature devours this or that scrap
of food.

There are four kobold warriors and one dire weasel
standing guard at each post. These four will join the
battle if they are alerted, they will join the battle as
mentioned above. Otherwise they will be found
sitting here feeding scraps to the dire weasel.

IALLATL |
% Dire Weasel

N Small Advanced Giant Animal

Init +3; Senses lowlight vision, scent; Perception
+3

AC 22, touch 13, flat-footed 19; (+3 Dex, +2 armor,
+6 natural, +1 size)

hp 24 (2d8+8)

Fort +6, Ref +5, Will +3

Spd 20 ft., climb 20 ft.

Melee bite +5 (1d4 plus Attach)

Space 5 ft.; Reach 5 ft.

Special Attacks Attach

Str 11, Dex 17, Con 18, Int 2, Wis 16, Cha 9
Base Atk +1; CMB +1; CMD 13 (17 vs. trip)
Feats weapon finesse

Skills Acrobatics +13, Climb +0, Escape Artist +1,
Stealth +11; Racial Modifiers +4 Stealth, +8
Acrobatics

Gear masterwork leather barding

Special Abilities

Attach (Ex) When a weasel hits with a bite attack,
itautomatically grapples its foe, inflicting automatic
bite damage each round.
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% Kobold Warrior 1 (4)

LE Small humanoid (reptilian)

Init +1; Senses darkvision 60 ft.; Perception +5
AC 15, touch 12, flat-footed 14; (+2 armor, +1 Dex,
+1 natural, +1 size)

hp 10 (1d10)

Fort +2, Ref +1, Will -1

Weakness light sensitivity

Spd 30 ft.

Melee spear +1 (1d6-1)

Ranged short bow +3 (1d4, x3)

Space 5 ft.; Reach 5 ft.

Str 9, Dex 13, Con 10, Int 10, Wis 9, Cha 8

Base Atk +1; CMB -1; CMD 10

Feats Skill Focus (Perception)

Skills Perception +9

Languages Common, Draconic

SQ Crafty

Gear leather armor, spear, short bow, quiver with 20
arrows

Special Abilities

Crafty (Ex) Craft (trapmaking) and Stealth are
always class skills for a kobold.

Area 3: Guard Barracks

Here a dozen small cots are arranged barracks-
style for the kobolds. Other than ragged blankets
and a few leftover scraps of unidentifiable meat,
nothing is found here.

Area 4: Supply Room

A rough larder is here along with several crates
and barrels. The larder contains salted meats and
dried fruit. Only one door leads out.

If searched, the barrels contain cheap wine and oils
(used on the machinery in the lab). The crates
contain several dozen vials used in bottling. The
room is not occupied.

If the PCs used the secret entrance, they will emerge
in this area.
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Area 5: Laboratory

Approaching this room, you can hear a squishing
and crunching sound ahead coming from within
it.

The door is unlocked and not trapped. PCs might
begin pre-casting spells. If they do, make
Perception checks for the inhabitants of the lab
against the caster's Stealth for each spell. If they
hear spellcasting or any other loud noise, the lab’s
inhabitants will certainly respond.

This room appears to be some sort of laboratory.
In the room’s center is a large, glass box half filled
with liquid. A troll, obviously dead, is chained
within it. Under the glass box a kiln burns, heating
the glass and causing the liquid to boil. A coiled
tube leads from the box to a beaker, into which
drips viscous greenish liquid. The rest of the room
is a hodgepodge of equipment and parts.

If the PCs entered the mound without alerting the
inhabitants of this room, they will enjoy a surprise
round. Read the following:

Near the complex glass box, a bald man in black
robes stands examining a beaker. As you enter he
seems surprised at your presence, as do his allies
in the room with him.

If the PCs made their presence known, the enemies
in the lab are prepared for them (no surprise round,
and the DM should assume that Ganvil has pre-cast
any appropriate spells). Read the following:

Near the glass box, a bald man in black robes
stands, his arms folded as if expecting you.”’l
dislike unannounced visitors...”

See GM Appendix 3 for information on Graala.

IATL 1

¥ Ganvil

CE Male Human Fighter 1/Cleric of Graala 2

Init +2; Senses Perception +2

AC 21, touch 14, flat-footed 17; (+2 Dex, +7 armor,
+2 deflection)

hp 34 (1d10+2d8+10)

Fort +7, Ref +2, Will +5

Defense Abilities shield of faith, divine favor,
entropic shield (20% ranged attack miss)

Spd 20 ft.

Melee Thorn +8 (1d6+5, 19-20 x2)

Space 5 ft.; Reach 5 ft.

Special Attacks Rage (8 rounds/day)

Spells Known Orisons (DC 12): Bleed, Detect
Magic, Light, Read Magic; 1% Level (DC 13) Lesser
Confusion (d), Magic Weapon (already cast on the
wererat's weapon), Cure Light Wound, Divine Favor
(already cast on self), Shield of Faith (already cast
on self)

Str 16, Dex 12, Con 14, Int 13, Wis 14, Cha 14
Base Atk +2; CMB +5; CMD 17

Feats Weapon Focus (short sword), Combat
Casting, Toughness, Dodge

Skills Craft (alchemy) +7, Knowledge (religion) +8,
Spellcraft +8

Languages Common, Draconic

Gear Thorn (+1 cold iron short sword), +1
glamored breastplate, amulet of lycanthrope bane
(functions as Protection from Evil, but only against
lycanthropes)

Special Abilities Domains: Madness & Moon,
Orisons, Channel Negative Energy, Aura

Channel Energy: Clerics of Graala channel
negative energy vs. lycanthropes. Their effective
level for affecting lycanthropes is unchanged to
their actual cleric level.

Rage (EX): You gain the ability to rage, similar to
the first level barbarian extraordinary ability of the
same name. If you have barbarian class levels, the
levels stack with your cleric levels when
determining the total number of rounds a cleric of
Graala can rage. (+2 attack, +2 dmg, +2 hp/Ivl)
Vision of Madness (Sp): You can give a creature a
vision of madness as a melee touch attack. Choose
one of the following: attack rolls, saving throws, or
skill checks. The target receives a bonus to the
chosen rolls equal to 1/2 your cleric level (minimum
+1) and a penalty to the other two types of rolls
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equal to 1/2 your cleric level (minimum -1). This
effect fades after 3 rounds. You can use this ability
a number of times per day equal to 3 + your Wisdom
modifier.

Moon Touch (Su): You can smite a lycanthrope
creature as a melee touch attack, dealing 1d8 points
of energy damage +1 for every 2 cleric levels you
possess. This touch has no effect on non-
lycanthropes. You may use this ability a number of
times per day equal to 3 + your Wisdom modifier.

§ Coyle
LE Female human Monk 2
Init +2; Senses Perception +9
AC 15, touch 15, flat-footed 10; (+2 dex, +2 wis, +1
dodge)
hp 22 (2d8+9)
Fort +5, Ref +5, Will +5
Defense Abilities evasion; Immune nil
Spd 30 ft.
Melee +1 adamantine claw +1 (1d6+4, x2)
_Or_
unarmed strike +4 (1d6+3, x2)
Space 5 ft.; Reach 5 ft.
Special Attacks flurry of blows +3/+3 (1d6+3)
Str 17, Dex 15, Con 14, Int 8, Wis 14, Cha 8
Base Atk +1; CMB +6; CMD 18
Feats Dodge (B), Scorpion Style (B), Toughness,
Combat Reflexes, Stunning Fist (B)
Skills Acrobatics +7, Climb +7, Knowledge
(religion) +4, Swim +8
Languages Common
Gear +1 adamantine claw, hooded robe, holy
symbol of Oblivion
Special Abilities Flurry of Blows, Stunning Fist,
Unarmed Strike, Evasion
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% Wererat Warrior 1 (Hybrid Form) (2)

M Humanoid (shapeshifter)

Init +2; Senses lowlight vision, scent; Perception
+2

AC 17, touch 12, flat-footed 15; (+2 Dex, +2 natural,
+3 armor)

hp 13 (1d10+3)

Fort +6, Ref +6, Will +1

DR 10/silver

Spd 30 ft.

Melee shortsword +5 (1d6+3, 19-20 x2) and bite +0

Curse of Lycanthropy (Su) A natural lycanthrope's
bite attack in animal or hybrid form infects a
humanoid target with lycanthropy (Fortitude DC 15
negates). If the victim's size is not within one size
category of the lycanthrope, this ability has no effect.
Lycanthropic Empathy (Ex) In any form, natural
lycanthropes can communicate and empathize with
animals related to their animal form. They can use
Diplomacy to alter such an animal’s attitude, and
when so doing gain a +4 racial bonus on the check.
Afflicted lycanthropes only gain this ability in

(1d4+3 plus plus Disease plus Curse of Lycanthropy) animal or hybrid form.

Ranged light crossbow +3 (1d8, 19-20 x2)

Space 5 ft.; Reach 5 ft.

Special Attacks

Str 17, Dex 15, Con 16, Int 10, Wis 14, Cha 6
Base Atk +1; CMB +4; CMD 16

Feats Weapon Focus (short sword)

Skills Climb +7, Intimidate +2, Swim +7
Languages Common

SQ nil

Gear two short swords, studded leather armor, light
crosshbow, 20 bolts

Special Abilities

Disease (Ex) Filth fever: Bite—injury; save Fort
DC 14; onset 1d3 days; frequency 1/day; effect 1d3
Dex damage and 1d3 Con damage; cure 2
consecutive saves. The save DC is Constitution-
based.

Change Shape (Su) All lycanthropes have three
forms—a humanoid form, an animal form, and a
hybrid form. Equipment does not meld with the new
form between humanoid and hybrid form, but does
between those forms and animal form. A natural
lycanthrope can shift to any of its three alternate
forms as a move-equivalent action. An afflicted
lycanthrope can assume animal or hybrid form as a
full-round action by making a DC 15 Constitution
check, or humanoid form as a full-round action by
making a DC 20 Constitution check. On nights
when the full moon is visible, an afflicted
lycanthrope gains a +5 morale bonus to Constitution
checks made to assume animal or hybrid form, but
a -5 penalty to Constitution checks made to assume
humanoid form. An afflicted lycanthrope reverts to
its humanoid form automatically with the next
sunrise, or after 8 hours of rest, whichever comes
first. A slain lycanthrope reverts to its humanoid
form, although it remains dead.
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IATL 3

¥ Ganvil

CE Male Human Fighter 1/Cleric of Graala 4

Init +2; Senses Perception +2

AC 21, touch 14, flat-footed 17; (+2 Dex, +7 armor,
+2 deflection)

hp 51 (1d10+4d8+15)

Fort +8, Ref +3, Will +6

Defense Abilities bull's strength, shield of faith,
divine favor, entropic shield (20% ranged attack
miss)

Spd 20 ft.

Melee Thorn +13 (1d6+8, 19-20 x2)

Space 5 ft.; Reach 5 ft.

Special Attacks Rage (18 rounds/day)

Spells Known Orisons (DC 12): Bleed, Detect
Magic, Light, Read Magic; 1 Level (DC 13) Lesser
Confusion (d), Magic Weapon (already cast on the
wererat's weapon), Cure Light Wound (2), Divine
Favor (already cast on self), Shield of Faith (already
cast on self); 2" level (DC 14) Touch of Idiocy (d),
Spiritual Weapon, Bull's Strength (cast on self)

Str 17 (21), Dex 12, Con 14, Int 13, Wis 14, Cha
14

Base Atk +4; CMB +7 (+9); CMD 19 (21)

Feats Weapon Focus (short sword), Combat
Casting, Toughness, Dodge, Extra Rage

Skills Craft (alchemy) +9, Knowledge (religion)
+10, Spellcraft +10

Languages Common, Draconic

Gear Thorn (+1 cold iron short sword), +1
glamored breastplate, amulet of lycanthrope bane
(functions as Protection from Evil, but only against
lycanthropes)

Special Abilities Domains: Madness & Moon,
Orisons, Channel Negative Energy, Aura

Channel Energy: Clerics of Graala channel
negative energy vs. lycanthropes. Their effective
level for affecting lycanthropes is unchanged to
their actual cleric level.

Rage (EX): You gain the ability to rage, similar to
the first level barbarian extraordinary ability of the
same name. If you have barbarian class levels, the
levels stack with your cleric levels when
determining the total number of rounds a cleric of
Graala can rage. (+2 attack, +2 dmg, +2 hp/Ivl)
Vision of Madness (Sp): You can give a creature a
vision of madness as a melee touch attack. Choose
one of the following: attack rolls, saving throws, or

skill checks. The target receives a bonus to the
chosen rolls equal to 1/2 your cleric level (minimum
+1) and a penalty to the other two types of rolls
equal to 1/2 your cleric level (minimum -1). This
effect fades after 3 rounds. You can use this ability
a number of times per day equal to 3 + your Wisdom
modifier.

Moon Touch (Su): You can smite a lycanthrope
creature as a melee touch attack, dealing 1d8 points
of energy damage +1 for every 2 cleric levels you
possess. This touch has no effect on non-
lycanthropes. You may use this ability a number of
times per day equal to 3 + your Wisdom modifier.
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§ Coyle

LE Female human Monk 4

Init +2; Senses Perception +2

AC 15, touch 15, flat-footed 10; (+2 dex, +2 wis, +1

dodge)

hp 40 (4d8+15)

Fort +6, Ref +6, Will +6

Defense Abilities evasion; Immune nil

Spd 40 ft.

Melee +1 adamantine claw +8 (1d6+5, x2)
_Or_

unarmed strike +7 (1d8+4, x2)
Space 5 ft.; Reach 5 ft.
Special Attacks flurry of blows +6/+6 (1d8+4)
Str 18, Dex 15, Con 14, Int 8, Wis 14, Cha 8
Base Atk +3; CMB +10; CMD 22
Feats Dodge (B), Scorpion Style (B), Toughness,
Combat Reflexes, Stunning Fist (B), Exotic Weapon
Proficiency (Claw)
Skills Acrobatics +10, Climb +10, Knowledge
(religion) +6, Swim +10
Languages Common
Gear +1 adamantine claw, hooded robe, holy
symbol of Oblivion
Special Abilities Flurry of Blows, Stunning Fist,
Unarmed Strike, Evasion, Maneuver Training, Still
Mind, Ki Pool (magic), Slow Fall 20 ft.

Y Wererat Ranger 2 (Hybrid Form) (2)

M Humanoid (shapeshifter)

Init +2; Senses lowlight vision, scent; Perception
+2

AC 17, touch 12, flat-footed 15; (+2 Dex, +2 natural,
+3 armor)

hp 26 (2d10+6)

Fort +7, Ref +9, Will +1

DR 10/silver

Spd 30 ft.

Melee

Full Atk: shortsword +4 (1d6+3, 19-20 x2) and
shortsword +4 (1d6+3, 19-20 x2) and bite +1
(1d4+3 plus plus Disease plus Curse of Lycanthropy)
Atk: shortsword +6 (1d6+3, 19-20 x2)

Ranged light crossbow +4 (1d8, 19-20 x2)

Space 5 ft.; Reach 5 ft.

Special Attacks

Str 17, Dex 15, Con 16, Int 10, Wis 14, Cha 6
Base Atk +2; CMB +7; CMD 20

Feats Weapon Focus (short sword), Two Weapon
Fighting (b)

Skills Climb +8, Intimidate +3, Knowledge
(geography) +5, Knowledge (nature) +5, Survival
+7, Stealth +7, Swim +8

Languages Common

SQ nil

Gear two short swords, studded leather armor, light
crossbow, 20 bolts

Special Abilities Favored Enemy (human), Track,
Wild Empathy, Combat Style (two weapon fighting)
Disease (Ex) Filth fever: Bite—injury; save Fort
DC 14; onset 1d3 days; frequency 1/day; effect 1d3
Dex damage and 1d3 Con damage; cure 2
consecutive saves. The save DC is Constitution-
based.

Change Shape (Su) All lycanthropes have three
forms—a humanoid form, an animal form, and a
hybrid form. Equipment does not meld with the new
form between humanoid and hybrid form, but does
between those forms and animal form. A natural
lycanthrope can shift to any of its three alternate
forms as a move-equivalent action. An afflicted
lycanthrope can assume animal or hybrid form as a
full-round action by making a DC 15 Constitution
check, or humanoid form as a full-round action by
making a DC 20 Constitution check. On nights
when the full moon is visible, an afflicted
lycanthrope gains a +5 morale bonus to Constitution
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checks made to assume animal or hybrid form, but
a5 penalty to Constitution checks made to assume
humanoid form. An afflicted lycanthrope reverts to
its humanoid form automatically with the next
sunrise, or after 8 hours of rest, whichever comes
first. A slain lycanthrope reverts to its humanoid
form, although it remains dead.

Curse of Lycanthropy (Su) A natural lycanthrope's
bite attack in animal or hybrid form infects a
humanoid target with lycanthropy (Fortitude DC 15
negates). If the victim's size is not within one size

category of the lycanthrope, this ability has no effect.

Lycanthropic Empathy (Ex) In any form, natural
lycanthropes can communicate and empathize with
animals related to their animal form. They can use
Diplomacy to alter such an animal’s attitude, and
when so doing gain a +4 racial bonus on the check.
Afflicted lycanthropes only gain this ability in
animal or hybrid form.

IATL 5

¥ Ganvil

CE Male Human Fighter 1/Cleric of Graala 6

Init +2; Senses Perception +2

AC 23, touch 15, flat-footed 18; (+2 Dex, +8 armor,
+3 deflection)

hp 69 (1d10+6d8+21)

Fort +9, Ref +4, Will +7

Defense Abilities magic vestment, bull's strength,
shield of faith, divine favor, entropic shield (20%
ranged attack miss)

Spd 20 ft.

Melee Thorn +12 (1d6+7, 19-20 x2)

Space 5 ft.; Reach 5 ft.

Special Attacks Rage (22 rounds/day)

Spells Known Orisons (DC 12): Bleed, Detect
Magic, Light, Read Magic; 1% Level (DC 13) Lesser
Confusion (d), Magic Weapon (already cast on the
wererat's weapon), Cure Light Wound (2), Divine
Favor (already cast on self), Shield of Faith (already
cast on self); 2" level (DC 14) Touch of Idiocy (d),
Spiritual Weapon, Bull's Strength (2) (cast on self
and Coyle), 3" level (DC 15): Rage (d) (cast on
Coyle), Cure Serious Wounds, Magic Vestment (cast
on self)

Str 17 (21), Dex 12, Con 14, Int 13, Wis 14, Cha
14

Base Atk +4; CMB +7 (+9); CMD 19 (21)

Feats Weapon Focus (short sword), Combat
Casting, Toughness, Dodge, Extra Rage, Power
Attack

Skills Craft (Alchemy) +11, Knowledge (religion)
+12, Spellcraft +12

Languages Common, Draconic

Gear Thorn (+1 cold iron short sword), +1
glamored breastplate, amulet of lycanthrope bane
(functions as Protection from Evil, but only against
lycanthropes)

Special Abilities Domains: Madness & Moon,
Orisons, Channel Negative Energy, Aura

Channel Energy: Clerics of Graala channel
negative energy vs. lycanthropes. Their effective
level for affecting lycanthropes is unchanged to
their actual cleric level.

Rage (Ex): You gain the ability to rage, similar to
the first level barbarian extraordinary ability of the
same name. If you have barbarian class levels, the
levels stack with your cleric levels when
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determining the total number of rounds a cleric of
Graala can rage. (+2 attack, +2 dmg, +2 hp/Ivl)
Vision of Madness (Sp): You can give a creature a
vision of madness as a melee touch attack. Choose
one of the following: attack rolls, saving throws, or
skill checks. The target receives a bonus to the
chosen rolls equal to 1/2 your cleric level (minimum
+1) and a penalty to the other two types of rolls
equal to 1/2 your cleric level (minimum -1). This
effect fades after 3 rounds. You can use this ability
a number of times per day equal to 3 + your Wisdom
modifier.

Moon Touch (Su): You can smite a lycanthrope
creature as a melee touch attack, dealing 1d8 points
of energy damage +1 for every 2 cleric levels you
possess. This touch has no effect on non-
lycanthropes. You may use this ability a number of
times per day equal to 3 + your Wisdom modifier.

§ Coyle
LE Female human Monk 6
Init +2; Senses Perception +2
AC 14, touch 14, flat-footed 8; (+2 dex, +3 wis, +1
dodge)
hp 64 (6d8+24)
Fort +8, Ref +7, Will +8
Defense Abilities evasion, rage, bull's strength;
Immune nil
Spd 50 ft.
Melee +1 adamantine claw +13 (1d6+8, x2)

_Or_

unarmed strike +11 (1d8+7, x2)
Space 5 ft.; Reach 5 ft.
Special Attacks flurry of blows +11/+11/+6 (1d8+7)
Str 18 (24), Dex 15, Con 14 (16), Int 8, Wis 14,
Cha8
Base Atk +4; CMB +14; CMD 24
Feats Dodge (B), Scorpion Style (B), Toughness,
Combat Reflexes, Stunning Fist (B), Exotic Weapon
Proficiency (Claw), Weapon Focus (Claw),
Gorgon's Fist (B)
Skills Acrobatics +15, Climb +15, Knowledge
(religion) +8, Swim +15
Languages Common
Gear +1 adamantine claw, hooded robe, holy
symbol of Oblivion
Special Abilities Flurry of Blows, Stunning Fist,
Unarmed Strike, Evasion, Maneuver Training, Still
Mind, Ki Pool (magic), Slow Fall 30 ft., High Jump,
Purity of Body

|LS] 32 - The Trouble with Trolls

Page 41|




% Wererat Ranger 3 (Hybrid Form) (2)

M Humanoid (shapeshifter)

Init +6; Senses lowlight vision, scent; Perception
+2

AC 17, touch 12, flat-footed 15; (+2 Dex, +2 natural,
+3 armor)

hp 36 (3d10+9)

Fort +7, Ref +9, Will +2

DR 10/silver

Spd 30 ft.

Melee

Full Atk: shortsword +6 (1d6+3, 19-20 x2) and
shortsword +6 (1d6+3, 19-20 x2) and bite +2
(1d4+3 plus plus Disease plus Curse of Lycanthropy)
Atk: shortsword +8 (1d6+3, 19-20 x2)

Ranged light crossbow +5 (1d8, 19-20 x2)

Space 5 ft.; Reach 5 ft.

Special Attacks

Str 17, Dex 15, Con 16, Int 10, Wis 14, Cha 6
Base Atk +3; CMB +8; CMD 21

Feats Weapon Focus (short sword), Two Weapon
Fighting (b), Endurance (b), Improved Initiative
Skills Climb +9, Intimidate +4, Knowledge
(geography) +6, Knowledge (nature) +6, Survival
+8, Stealth +8, Swim +9

Languages Common

SQ nil

Gear two masterwork short swords, masterwork
studded leather armor, light crossbow, 20 bolts
Special Abilities Favored Enemy (human), Track,
Wild Empathy, Combat Style (two weapon fighting),
Favored Terrain (city)

Disease (Ex) Filth fever: Bite—injury; save Fort
DC 14; onset 1d3 days; frequency 1/day; effect 1d3
Dex damage and 1d3 Con damage; cure 2
consecutive saves. The save DC is Constitution-
based.

Change Shape (Su) All lycanthropes have three
forms—a humanoid form, an animal form, and a
hybrid form. Equipment does not meld with the new
form between humanoid and hybrid form, but does
between those forms and animal form. A natural
lycanthrope can shift to any of its three alternate
forms as a move-equivalent action. An afflicted
lycanthrope can assume animal or hybrid form as a
full-round action by making a DC 15 Constitution
check, or humanoid form as a full-round action by
making a DC 20 Constitution check. On nights
when the full moon is visible, an afflicted

lycanthrope gains a +5 morale bonus to Constitution
checks made to assume animal or hybrid form, but
a—5 penalty to Constitution checks made to assume
humanoid form. An afflicted lycanthrope reverts to
its humanoid form automatically with the next
sunrise, or after 8 hours of rest, whichever comes
first. A slain lycanthrope reverts to its humanoid
form, although it remains dead.

Curse of Lycanthropy (Su) A natural lycanthrope's
bite attack in animal or hybrid form infects a
humanoid target with lycanthropy (Fortitude DC 15
negates). If the victim's size is not within one size
category of the lycanthrope, this ability has no effect.
Lycanthropic Empathy (Ex) In any form, natural
lycanthropes can communicate and empathize with
animals related to their animal form. They can use
Diplomacy to alter such an animal’s attitude, and
when so doing gain a +4 racial bonus on the check.
Afflicted lycanthropes only gain this ability in
animal or hybrid form.
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IATL7

¥ Ganvil

CE Male Human Fighter 3/Cleric of Graala 6

Init +2; Senses Perception +2

AC 23, touch 15, flat-footed 18; (+2 Dex, +8 armor,
+3 deflection)

hp 91 (3d10+6d8+29)

Fort +10, Ref +5, Will +8

Defense Abilities magic vestment, bull's strength,
shield of faith, divine favor, entropic shield (20%
ranged attack miss)

Spd 30 ft.

Melee Thorn +15/+10 (1d6+8, 19-20 x2)

Space 5 ft.; Reach 5 ft.

Special Attacks Rage (22 rounds/day)

Spells Known Orisons (DC 12): Bleed, Detect
Magic, Light, Read Magic; 1 Level (DC 13) Lesser
Confusion (d), Magic Weapon (already cast on the
wererat's weapon), Cure Light Wound (2), Divine
Favor (already cast on self), Shield of Faith (already
cast on self); 2" level (DC 14) Touch of Idiocy (d),
Spiritual Weapon, Bull's Strength (2) (cast on self
and Coyle), 3" level (DC 15): Rage (d) (cast on
Coyle), Cure Serious Wounds, Magic Vestment (cast
on self)

Str 18 (22), Dex 12, Con 14, Int 13, Wis 14, Cha
14

Base Atk +6/+1; CMB +11 (+12); CMD 22 (24)
Feats Weapon Focus (short sword), Combat
Casting, Toughness, Dodge, Extra Rage, Power
Attack, Intimidating Prowess, Vital Strike

Skills Craft (alchemy) +13, Knowledge (religion)
+14, Spelicraft +14

Languages Common, Draconic

Gear Thorn (+1 cold iron short sword), +1
glamored breastplate, amulet of lycanthrope bane
(functions as Protection from Evil, but only against
lycanthropes)

Special Abilities Domains: Madness & Moon,
Orisons, Channel Negative Energy, Aura, Bravery,
Armor Training

Channel Energy: Clerics of Graala channel
negative energy vs. lycanthropes. Their effective
level for affecting lycanthropes is unchanged to
their actual cleric level.

Rage (Ex): You gain the ability to rage, similar to
the first level barbarian extraordinary ability of the
same name. If you have barbarian class levels, the
levels stack with your cleric levels when

determining the total number of rounds a cleric of
Graala can rage. (+2 attack, +2 dmg, +2 hp/Ivl)
Vision of Madness (Sp): You can give a creature a
vision of madness as a melee touch attack. Choose
one of the following: attack rolls, saving throws, or
skill checks. The target receives a bonus to the
chosen rolls equal to 1/2 your cleric level (minimum
+1) and a penalty to the other two types of rolls
equal to 1/2 your cleric level (minimum —1). This
effect fades after 3 rounds. You can use this ability
a number of times per day equal to 3 + your Wisdom
modifier.

Moon Touch (Su): You can smite a lycanthrope
creature as a melee touch attack, dealing 1d8 points
of energy damage +1 for every 2 cleric levels you
possess. This touch has no effect on non-
lycanthropes. You may use this ability a number of
times per day equal to 3 + your Wisdom modifier.
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§ Coyle
LE Female human Monk 8
Init +3; Senses Perception +2
AC 16, touch 16, flat-footed 8; (+3 dex, +4 wis, +1
dodge)
hp 84 (8d8+32)
Fort +9, Ref +8, Will +9
Defense Abilities evasion, rage, bull's strength;
Immune nil
Spd 50 ft.
Melee +1 adamantine claw +15/+10 (1d6+8, x2)
_Or_
unarmed strike +13/+8 (1d10+7, x2)
Space 5 ft.; Reach 5 ft.
Special Attacks flurry of blows +13/+13/+8/+8
(1d10+7)
Str 18 (24), Dex 16, Con 14 (16), Int 8, Wis 14,
Chas
Base Atk +4; CMB +14; CMD 24
Feats Dodge (B), Scorpion Style (B), Toughness,
Combat Reflexes, Stunning Fist (B), Exotic Weapon
Proficiency (Claw), Weapon Focus (Claw),
Gorgon's Fist (B),Mobility
Skills Acrobatics +17, Climb +17, Knowledge
(religion) +10, Swim +17
Languages Common
Gear +1 adamantine claw, hooded robe, holy
symbol of Oblivion
Special Abilities Flurry of Blows, Stunning Fist,
Unarmed Strike, Evasion, Maneuver Training, Still
Mind, Ki Pool (magic), Slow Fall 40 ft., High Jump,
Purity of Body, Wholeness of Body

Y Wererat Ranger 4 (Hybrid Form) (2)

M Humanoid (shapeshifter)

Init +6; Senses lowlight vision, scent; Perception
+2

AC 17, touch 12, flat-footed 15; (+2 Dex, +2 natural,
+3 armor)

hp 46 (4d10+12)

Fort +8, Ref +10, Will +2

DR 10/silver

Spd 40 ft.

Melee

Full Atk: shortsword +7 (1d6+3, 19-20 x2) and
shortsword +7 (1d6+3, 19-20 x2) and bite +3
(1d4+3 plus plus Disease plus Curse of Lycanthropy)
Atk: shortsword +9 (1d6+3, 19-20 x2)

Ranged light crossbow +6 (1d8, 19-20 x2)

Spells 1% level (DC 13) Longstrider (already cast)
Space 5 ft.; Reach 5 ft.

Special Attacks

Str 17, Dex 15, Con 17, Int 10, Wis 14, Cha 6
Base Atk +3; CMB +8; CMD 21

Feats Weapon Focus (short sword), Two Weapon
Fighting (b), Endurance (b), Improved Inititative
Skills Climb +10, Intimidate +5, Knowledge
(geography) +7, Knowledge (nature) +7, Survival
+9, Stealth +9, Swim +10

Languages Common

Gear two masterwork short swords, masterwork
studded leather armor, light crossbow, 20 bolts
Special Abilities Favored Enemy (human), Track,
Wild Empathy, Combat Style (two weapon fighting),
Favored Terrain (city), Hunter's Bond (companion)
Disease (Ex) Filth fever: Bite—injury; save Fort
DC 14; onset 1d3 days; frequency 1/day; effect 1d3
Dex damage and 1d3 Con damage; cure 2
consecutive saves. The save DC is Constitution-
based.

Change Shape (Su) All lycanthropes have three
forms—a humanoid form, an animal form, and a
hybrid form. Equipment does not meld with the new
form between humanoid and hybrid form, but does
between those forms and animal form. A natural
lycanthrope can shift to any of its three alternate
forms as a move-equivalent action. An afflicted
lycanthrope can assume animal or hybrid form as a
full-round action by making a DC 15 Constitution
check, or humanoid form as a full-round action by
making a DC 20 Constitution check. On nights
when the full moon is visible, an afflicted
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lycanthrope gains a +5 morale bonus to Constitution
checks made to assume animal or hybrid form, but
a5 penalty to Constitution checks made to assume
humanoid form. An afflicted lycanthrope reverts to
its humanoid form automatically with the next
sunrise, or after 8 hours of rest, whichever comes
first. A slain lycanthrope reverts to its humanoid
form, although it remains dead.

Curse of Lycanthropy (Su) A natural lycanthrope's
bite attack in animal or hybrid form infects a
humanoid target with lycanthropy (Fortitude DC 15
negates). If the victim's size is not within one size

category of the lycanthrope, this ability has no effect.

Lycanthropic Empathy (EX) In any form, natural
lycanthropes can communicate and empathize with
animals related to their animal form. They can use
Diplomacy to alter such an animal’s attitude, and
when so doing gain a +4 racial bonus on the check.
Afflicted lycanthropes only gain this ability in
animal or hybrid form.

Y Dire Rat (2)

N Small Animal Companion

Init +3; Senses lowlight vision, scent; Perception
+6

AC 14, touch 14, flat-footed 11; (+3 Dex, +1 size)
hp 14 (2d8+2)

Fort +4, Ref +6, Will +1

Spd 40 ft., climb 20 ft., swim 20 ft.

Melee bite +3 (1d4+1)

Space 5 ft.; Reach 5 ft.

Str 10, Dex 17, Con 12, Int 2, Wis 12, Cha 4
Base Atk +1; CMB +2; CMD 15

Feats Weapon Focus (bite)

Skills Perception +6

SQ Link, Share Spells
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Area 6: Master Bedroom

Especially considering that you are in the middle
of a mud mound deep within a marsh, this
bedroom is luxurious. A full bed is here, along with
a dresser and a writing table. Above the table sits a
magnificent longbow and quiver of arrows,
prominently displayed in the manner of a war
trophy. A case filled with about a dozen bottles sits
next to the table. On the writing desk are a few
notes and letters.

CONCLUSION A: PEACE WITH THE
TROLLS

If the PCs defeated Ganvil and made peace with the
trolls, read the following:

If the PCs examine the room, they will find that the
bottles contain the same, strange viscous liquid that
was dripping out of the coil in the laboratory. This
is essence of troll, though the PCs won’t know this.

If the PCs investigate the papers on the desk give
them Player Handout 3.

Both the bow and arrows are darkwood. The
weapon is a +1 mighty (Str 16) darkwood composite
longbow.

The information and the vials should be turned over
to the Diamond Legion either in Thornwater or
Amthydor. The city can apply it to find a curative
for the essence of troll that has already claimed
addicts in the settlement. PCs who wish to keep any
of the vials should receive the essence of troll cert.
There is no more than one vial for each PC.

If the PCs defeated Ganvil and helped forge a peace
between Thornwater and the trolls, proceed to
Conclusion A. If they defeated Ganvil but did not
deal peacefully with the trolls, proceed to
Conclusion B.

If the PCs were defeated by Ganvil, he will
interrogate any captured PCs before turning them
over to his wererat allies, who use the adventurers
as their next meal.

Having slogged your way out of the marsh and
returned to Thornwater without incident, you once
again find yourself speaking to Thorton
Backswapper. The settlement’s governor is with
him.

“I don’t know what you did in the swamp,” the
mayor begins, “but when trolls come peacefully to
deal with us, something has definitely taken a turn

for the better. Tell me - what happened?”

After the PCs have had a chance to explain the
events of the adventure:

After telling your tale, Thorton thanks you and
pays you the fee he promised. “You’ve guaranteed
\peace for the foreseeable future, and you’ve given
me a new focus for my research — specifically,
what alchemical nonsense that evil priest was
pursuing in the lizard mound. | suggest you turn
over a sample of that liquid to the Diamond
Legion, along with a report on what’s happened
out here. I’ll be sure to remember you when I
\publish my book, friends.”

Once you return to Amthydor, you eventually
receive news that the terror on the streets of the city
has been resolved. A month or so later, you receive
a package delivered to your doorstep. Within it you
find a note and a large book.

The note reads: “Thank you for all your help. The
trolls and the Diamond Legion garrison are in the
process of coming to deal amicably with one
another. All of you will always be welcome here.
Enclosed you will find a copy of my new book,
Creatures of the Thornwater Marshes. | included

your name in the credits. Enjoy!”
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PCs receive the Friendships of Thornwater, the
Thornwater trolls and of Thorton Backswapper as
well as receiving a copy of his book.

Read the Epilogue to the players.

CONCLUSION B: NO PEACE WITH THE
TROLLS

Having slogged your way out of the marsh and
returned to Thornwater without incident, you once
again find yourself speaking to Thorton
Backswapper. “It’s good to see you. Tell me - what

happened?”

After the PCs have had a chance to explain the
events of the adventure:

After telling your tale, Thorton thanks you and
\pays you the fee he promised. “You’ve given me a
new focus for my research — specifically, what
alchemical nonsense that evil priest was pursuing
in the lizard mound. | suggest you turn over a
sample of that liquid to the Diamond Legion, along
with a report on what’s happened out here. I’ll be
sure to remember you when | publish my book,
\friends.”

Once you return to Amthydor, you eventually
receive news that the terror on the streets of the city
has been resolved. A month or so later, you receive
a package delivered to your doorstep. Within it you
find a note and a large book.

The note reads: “Thank you for all your help. The
weakened trolls are in the process of being driven
out of the marshland by the Diamond Legion
garrison. All of you will always be welcome here.
Enclosed you will find a copy of my new book,
Creatures of the Thornwater Marshes. | included

your name in the credits. Enjoy!”

Continue to the Epilogue .
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EPILOGUE

The streets of Amthydor are quiet again. The
scourge of the troll essence having been resolved,
the streets can sleep peacefully. An old man walks
a cart down the street, carrying rags and other
such rubbish for his own personal use.

Among his other possessions is a case marked
“Essence”. He slowly slips a bottle of wine from
the case and opens it. Savoring its flavor, he
continues down the city streets. Within the case sit
11 more bottles, waiting to be consumed...

THuUS ENDS THE TROUBLE WITH
TROLLS

TIMEUNIT COST:5TU
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EXPERIENCE POINT SUMMARY

Total the XP earned from the following:

Module
Experience

600 850 1200 1800

Experience earned is based on the Average Table Level (ATL), and no PC received experience greater than
the ATL at which the adventure was run. However, the maximum experience a specific PC can earn is also
limited to the next higher ATL above his “personal ATL” level (his character level rounded up to the nearest
odd number). For example: a 3rd level PC plays at the same table with high-level players and the group
comes out to be an ATL 9. The maximum amount of experience the 3rd level PC can earn would be based
on ATL 5, but a 6th level PC (personal ATL 7) would earn XP based on ATL 9. With such a disparaging
range of experience earned from 1st all the way to 19th levels, this is the only way to make sure that low-
level PCs don't earn experience too quickly.
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TREASURE SUMMARY

Treasure earned (other than gold) is based on the PC’s level, not the Average Table Level (ATL) at which
the PC played or received experience. For example: a 3rd level PC plays at the same table with high-level
players and the group comes out to be an ATL 9. The maximum amount of treasure the 3rd level PC can
earn would be based on ATL 3, and a 6th level PC would earn treasure based on ATL 7. With such a
disparaging range of magic available, this is the only way to make sure that low-level PCs don't become
too powerful too quickly so as not to overpower a table of their peers.

If it’s not on this list, the PCs cannot keep it.

Encounter 4
> 50 gp.

Encounter 12

> Thorn, +1 Short Sword

This cold iron spear has the haft encrusted with
green jade, shaped in the form of thorns. A well in
the handle prevents the wielder of being pricked by
the thorns.

Value: 4620 gp  Tradable: Yes
Size: Small Rarity: Uncommon
Legality: legal Real Value: $0

> Quiver of darkwood arrows

These 20 arrows are made of darkwood, and are
considered masterwork quality.

Value: 380 gp Tradable: Yes
Size: Small Rarity: Common
Legality: legal Real Value: $0

> +1 mighty (16 Str) darkwood composite
longbow

This mighty longbow is made of darkwood and is
considered to weigh half as much as a bow of equal

type.

Value: 2360gp  Tradable: Yes
Size: Large Rarity: Uncommon
Legality: legal Real Value: $0

> +1 adamantine clawed gauntlet

This claw gauntlet is a small one-handed exotic
weapon which does 1d6+1 damage and has a critical
threat range of 20/x2. It counts as a special monk
weapon (PHB pg. 40). This item is a +1 adamantine
claw gauntlet.
Value: 3350 gp
Size: Small

Tradable: Yes
Rarity: Rare

Legality: legal Real Value: $0

> +1 glamered breastplate

A suit of armor with this ability appears normal.
Upon command, the armor changes shape and form
to assume the appearance of a normal set of clothing.
The armor retains all its properties (including
weight) when glamered. Only a true seeing spell or
similar magic reveals the true nature of the armor
when disguised.

Value: 4050gp  Tradable: Yes
Size: Medium  Rarity: Uncommon
Legality: legal Real Value: $0

> Amulet of lycanthrope bane

This simple amulet holds within it several bits of
twigs and herbs. When worn, the amulet affects
Lycanthropes as if they were warded by a protection
from evil. The wearer gains a +2 defection bonus vs.
lycanthropes. Any mental affects from the
lycanthropes has no effect on the wearer, and
summoned lycanthropes cannot touch the wearer.
Note that this amulet has no effect on non-
lycanthrope shapeshifters. This takes up the amulet
slot.

Value: 1000 gp  Tradable: Yes
Size: Tiny Rarity: Uncommon
Legality: legal Real Value: $0

> Essence of troll

The character named above has kept a vial of
essence of troll. The essence will become inert one
month after the date _/ / . If the character
decides to imbibe this vial before the time is up, the
player must fill out this form and send it to the
Campaign coordinator. The character must remain
out of play until notified by the campaign as to
otherwise.
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Character Name:
Character Class:
Race:

Level(s):

Player Name
Address

Phone Number
Email

Send To:
Andrew Hauptman
Etc

Value: N/A
Size: Tiny
Legality: illegal

Tradable:
Rarity: Rare
Real Value: $0

Yes

Encounter 13

> Publishing Credits
In recognition for assisting the explorer Thorton
Backswapper, he has included your name in the

credits and has sent you a copy of his book “The
Creatures of the Thornwater Marshes.” The book
makes a great conversation piece or can be used to
hold up a wobbly end of a table

MNalue: 5gp  Tradable: Yes
Size: Large Rarity: Common
Legality: legal Real Value: $0

> Thornwater Friendship

For resolving a troll situation, the hero named above
has earned the gratitude of the following group(s)
and will always be welcomed to visit.
___Thornwater

__ Thornwater Marsh Trolls

___Thorton Backswapper

Value: N/A Tradable: No
Size: n/a Rarity: Common
Legality: legal Real Value: $0
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PLAYER HANDOUT 1:

THE AMTHYDOR SHINING JEWEL

STREET TERROR
Mercul 3 —~Amthydor

The city has seen a new
threat walking the streets.
Common citizens who seem
to be possessed by an
unknown strength and anger
have been attacking citizens,
clawing and biting them.

The Diamond Legion cannot
explain why this is occurring.
“These are commoners who
seem to have lost their senses.
Their eyes glaze over as if
not remembering who they
are,” said Captain Vestra of
the Diamond Legion.

The clerics of Meneon are
busy at work studying the
outbreak as well as the
League of Thermatological
Study is assessing the
possible magic connection.

“There 1s no cause for alarm,”
says General Breng of the

Miltary Forces. “The
number  of  citizens
affected is very small,
and we have things well
in hand.”

SMOOTH SAILING
Mercul 2- Amthydor

The Royal Regatta was
an astounding success!
Thousands of people
came and reveled in the
city for days. The
winners of the race are
heralded as they are
presented the Winners
Cup, which they will
hold for a year until next
year’s Regatta.

Lady Deybri Seabury
headed the Regatta as the
Mistress of ceremonies.
Even with potential
trouble looming for the
Lady and her house, the

festivities went off without a
hitch.

Said one young reveler of the
event: “Yesterday was really
amazing! | saw all these
boats! The beach was really
great, but mom and dad got
really angry because they
couldn’t find me when I
snuck out to wade in the
water really late...”

WEATHER

Mild day, clear and windy
Sun rises 6 bells

Sun Sets 8 bells

Moon rise 10 bells,
Half-moon

ADVERTISEMENT:

Looking for explorers and
adventurers for expedition of
dire importance. Contact the
League of Explorers in the
Service District.
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Player Handout 2: Thornwater

Thornwater Village and Garrison

Leader: Speaker Devlin Ormhurst, elected representative to the Lord Monarch (civilian residents),
Captain Dolan Tanric (Diamond Legion garrison)

Resources: Fish, grains, produce, rice.

Population: 200 (including Diamond Legion) (humans 93%, halflings 4%, dwarves 1%, gnomes
1%)

Alignment: N, NG, LG, LN

Language: Common

Deities: Quorum of Faith

Description: The small settlement of Thornwater is half hamlet and half Diamond Legion
garrison. Goods coming overland from the south cross the River Lestra using Thornwater’s docks.
The presence of the Diamond Legion guards against attacks from unfriendly creatures in the nearby
marshes, as well as protecting the southern approach to the city.
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Player Handout 3: Ganvil’s Notes and Letters.
Scraps from Ganvil’s Journal

..... I have managed to gain the confidence of trolls. They don’t suspect what I intend
for them....

..... | have prepared the glass case to draw the essence from the trolls. This should
work....

.....  have managed to extract essence from the first batch of trolls. I will send them
back to their people....

...... | have added the mixture to bottles of alcohol. This should make the essence keep
instead of losing its potency in two weeks.....

..... The test shipments I sent to the local dives in Amthydor have proven successful.
Soon that city will be open to me....

..... First signs of susceptibility as people wander the streets of the city. I will test my
control in a few days ....

..... The test has proven fruitful. By my command I sent the humans who have taken
the essence of troll to attack a local bar. Soon I will have the city in my hands....

. The trolls become totally drained after I am done with them. Hopefully I can
farm them enough for their other members to regain some more of their essence. |
will have to try to squeeze every drop...

Unsent Letter:

Rat Queen,

My progress grows better every day. We will soon be able to use the
citizens of Amthydor against them. You will be able to repay them for what
they did to your mound and Undertown. Graella’s will be done!

Ganvil
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Player Handout 4: The Explorer’s Club

The Explorer’s Club was founded a small group of thrill seekers and hunters as a place to tell their
adventures and a place that they could say they belong to. While operating as a gentleman’s club,
it does not discriminate against women nor does it provide any entertainment. It is no more than a
clubhouse or a hunting lodge. Members over the years who are big game hunters have collected
trophies of their kills and they hang in different rooms.

Membership is 100 gp a year, and you must be able to tell stories of your exploits. The bigger the
yarn the better! The Explorer’s club does not stand on ceremony. Its membership simply belongs
and occasionally hangs out in the lounge, spinning their tales.

The membership also sponsors big game hunts and research opportunities for those interested in
that bent. Hence the wide rang of people who are members of the Explorer’s Club.
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GM Appendix 1: Essence of Troll

Essence of troll was created by the alchemist/necromancer Galvin. The essence is drawn from the
bodies of trolls boiled in a special alchemical mixture. The essence of troll can be added to any
type of liquid and imbibed. The effects are as follows:

Save: Fort DC 20.

Effect: Imbiber’s Str and Con gain a +6 enhancement bonus for one hour; Int and Wis gain a -6
enhancement penalty (minimum 1). After one hour the enhancement bonus to Str and Con is lost,
as is the Int and Wis enhancement penalty. However, Str and Con gain a -4 enhancement penalty.
These effects persist for 24 hours or after a full bed rest.

Essence of troll radiates an aura of weak transmutation magic.

The essence is very addictive. If imbibed more than three times within a 48 hour period, the body
never fully recovers (permanent -2 enhancement penalty to Str, Con, Int and Wis). Imbibing the
essence lessons the effects to what they are normally, but the -2 never is removed even after full
rest.

In order to remove the effects of the addiction, a heal or a break enchantment spell is needed.

Essence of troll in its pure form breaks down after two weeks of being bottled. Only essence mixed
in with alcohol will survive longer. PCs who actually decide to take and/or imbibe the mixture
need to fill out the cert and sent in. The vial of essence becomes inert one month after the date on
the cert.

Trolls who have had their essence removed are reduced to the minimum hit points her hit die
possible. They also lose their regeneration ability.
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GM Appendix 2: Thornmarsh Trolls

The Thornmarsh trolls from small communities within the marshlands near the Thornwater
Protectorate. The trolls constantly raided the human communities until very recently when the
Necromancer raided their villages for use in his experiments. Very few Thornmarsh trolls remained
free of the Necromancer’s control, and those returned from him found themselves stripped of their
ability to regenerate.

With their newly forged weakness, the trolls stopped their raids and became forager/trappers to
sustain themselves. The tribes are very wary of strangers and will defend themselves if attacked.
But their well-known ferocity is gone with their new found vulnerability.

Atypical Thornmarsh Tribe consists of a chief troll, one sub chief, a hunter, and two to three dozen
protectors (warriors).

The below statistics assume that the trolls have lost their essence and as such have minimum
possible hit points and no regeneration abilities. Troll children are too small to effectively rend.

IALLATL \
¥ Troll Protectors
CE Large humanoid (giant)
Init +2; Senses darkvision 60 ft., low-light vision, scent; Perception +8
AC 16, touch 11, flat-footed 14; (+2 Dex, +5 natural, -1 size)
hp 44 (6d8+36)
Fort +11, Ref +4, Will +3
Spd 30 ft.
Melee bite +8 (1d8+5), 2 claws +8 (1d6+5)
Ranged composite longbow +6 (1d10, x3)
Space 10 ft.; Reach 10 ft.
Special Attacks rend (2 claws, 1d6+7)
Spell-Like Abilities none
Spells Known none
Str 21, Dex 14, Con 23, Int 6, Wis 9, Cha 6
Base Atk +4; CMB +10; CMD 22
Feats Intimidating Prowess, Iron Will, Skill Focus (Perception)
Skills Intimidate +9, Perception +8
Languages Giant
SQ
Gear Belt Pouch, Tribal Sash, Large Composite Longbow, quiver and 40 arrows.
Special Abilities
Essence Drained (Ex): Trolls with their essence drained are at minimum hit points per hit die and lose their
Regeneration (EX) ability.
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X Troll Young

CE Medium humanoid (giant)

Init +4; Senses darkvision 60 ft., low-light vision, scent; Perception +8
AC 17, touch 14, flat-footed 13; (+4 Dex, +3 natural)

hp 18 (6d8+12); regeneration 5 (acid or fire)

Fort +11, Ref +6, Will +3

Spd 30 ft.

Melee bite +6 (1d6+3), 2 claws +6 (1d4+3)

Space 5 ft.; Reach 5 ft.

Special Attacks rend (2 claws, 1d4+4)

Str 17, Dex 18, Con 19, Int 6, Wis 9, Cha 6

Base Atk +4; CMB +9; CMD 21

Feats Intimidating Prowess, Iron Will, Skill Focus (Perception)

Skills Intimidate +7, Perception +8

Languages Giant

Gear Tribal Sash.

Special Abilities

Essence Drained (Ex): Trolls with their essence drained are at minimum hit points per hit die and lose their
Regeneration (Ex) ability.
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GM Appendix 3: Clerics of Graala

Graala, Intermediate God of Monsters

Portfolio: Monsters, lycanthropy, wild beasts, fear, madness, ugliness, ferals.

Symbol: A medusa's head.

Alignment: CE

Clergy’s Alignment: NE, CN, CE

Domains: Fear, Madness, Moon, Rage, Strength.

Favored Weapon: Claws or a spiked gauntlet.

Armor and Weapon Proficiencies: Clerics of Graala are no longer proficient with shields.

Channel Energy: Clerics of Graala channel negative energy vs. lycanthropes. Their effective level for
affecting lycanthropes is unchanged to their actual cleric level.

Rage (Ex): You gain the ability to rage, similar to the first level barbarian extraordinary ability of the same
name. If you have barbarian class levels, the levels stack with your cleric levels when determining the total
number of rounds a cleric of Graala can rage.

Moon Domain

Moon Touch (Su): You can smite a lycanthrope creature as a melee touch attack, dealing 1d8 points of
energy damage +1 for every 2 cleric levels you possess. This touch has no effect on non-lycanthropes. You
may use this ability a number of times per day equal to 3 + your Wisdom modifier.

Nimbus of Moonlight (Su): At 8th level, you can emit a 30-ft. nimbus of moonlight as a standard action,
for a number of rounds per day equal to your Wisdom modifier. Lycanthropes within this radius suffer 1d8
points of energy damage +1 point per 2 cleric levels you possess. Spells and spell-like abilities with the
darkness descriptor are automatically dispelled if brought inside this nimbus. This nimbus has no effect on
non-lycanthropes. You may use this ability once per day at 8th level, and an additional time per day for
every four levels beyond 8th.

Domain Spells - 1% detect lycanthropes, 2" remove curse, 3™ repel lycanthropes (as repel vermin, but
affects lycanthropes instead), 4™ restoration, 5" break enchantment, 6" anti-life shell, 7" repulsion, 8t
moonburst (as sunburst, but appears as moonlight), 9" mass hold monster.

Madness Domain

Vision of Madness (Sp): You can give a creature a vision of madness as a melee touch attack. Choose one
of the following: attack rolls, saving throws, or skill checks. The target receives a bonus to the chosen rolls
equal to 1/2 your cleric level (minimum +1) and a penalty to the other two types of rolls equal to 1/2 your
cleric level (minimum —1). This effect fades after 3 rounds. You can use this ability a number of times per
day equal to 3 + your Wisdom modifier.

Aura of Madness (Su): At 8th level, you can emit a 30-foot aura of madness for a number of rounds per
day equal to your cleric level. Enemies within this aura are affected by confusion unless they make a Will
save with a DC equal to 10 + 1/2 your cleric level + your Wisdom modifier. The confusion effect ends
immediately when the creature leaves the area or the aura expires. Creatures that succeed on their saving
throw are immune to this aura for 24 hours. These rounds do not need to be consecutive.

Domain Spells: 1% lesser confusion, 2™ touch of idiocy, 3" rage, 4" confusion, 5" nightmare, 6%
phantasmal killer, 7" insanity, 8" scintillating pattern, 9" weird.
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Player Map 1
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CRITICAL EVENT SUMMARY: THE TROUBLE WITH
TROLLS

Convention: Date:

List about 10 questions that ask what PCs did at critical plot points. A sample follows.

1. What was Granvil's status at the end of the module? (Circle all that apply)

Dead Captured Escaped
2. How did the players treat HackThud? (Circle whichever applies)
Refused to take him Hostile Attacked him Killed him
Accepted him Befriended him
3. How did the players treat Alagatha the Druid? (Circle all that apply)
Hostile Attacked her Killed her Accepted her Befriended her
4. Did the players help/befriend the trolls? Yes No
5. Did the players attack the trolls? Yes No
6. Did any of the players drimk the Essance of Troll? Yes No
7. Did the players collect the information about the Rat Queen?  Yes  No

8. Note any other important information on the back of this form (PC arrests, etc.).

Return this form to: David Samuels, 2722 East 64" Street, Brooklyn, NY 11234, or by e-mail to
Isj-modsummary@theshiningjewel.com.
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Please send completed form to:
Eric V. Clark, 300 Indiana Ave,
Pendleton, IN 46064, or email

to

Isj-roster@theshiningjewel.com.

ROSTER OF
TROUBLE WITH

HEROES: THE
TROLLS

Judge Name:

Convention: Date:

Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:

Special items or comments:

Hero's Stats: Str Dex Con Int Wis Cha Gained a level: Lost level(s):
Dead: Out of Play: Wish to Judge Future Events: ~ Wish to Author Future Events:
Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:

Special items or comments:

Hero's Stats: Str Dex Con Int Wis Cha Gained a level: Lost level(s):
Dead: Out of Play: Wish to Judge Future Events: ~ Wish to Author Future Events:
Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:

Special items or comments:

Hero's Stats: Str Dex Con Int Wis Cha Gained a level: Lost level(s):
Dead: Out of Play: Wish to Judge Future Events: Wish to Author Future Events:
Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:

Special items or comments:

Hero's Stats: Str Dex Con Int Wis Cha Gained a level: Lost level(s):
Dead: Out of Play: Wish to Judge Future Events: ~ Wish to Author Future Events:
Player Name: Home State:

Email address: (optional)

Hero’s Name: Sex: Race:

Class: Level: Region/City:

Special items or comments:

Hero's Stats: Str Dex Con Int Wis Cha Gained a level: Lost level(s):

Dead: Out of Play:

Player Name:

Wish to Judge Future Events: Wish to Author Future Events:

Email address:

Hero’s Name:

Class:

Special items or comments:

Home State:

(optional)

Sex: Race:

Level: Region/City:
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Hero's Stats: Str Dex Con

Int

Wis Cha

Dead: Out of Play:

Wish to Judge Future Events:

Gained a level: Lost level(s):
Wish to Author Future Events:
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Welcome to the ]___SJ ShoPPing Sprcc!

Enclosed in this package is all you need to use the
Shopping Spree.

What to Print

Please print out the Shopping Spree cert file. Each
character gets one and only one cert per adventure to
make their purchases. Please destroy any unused certs.

Gcncral Kulcs

Each player may purchase up to four items per adventure,
all listed on a single cert.

All unused slots on the cert must be crossed out at the
time of purchase.

Exception: A player with a cohort who is playing in that
adventure may purchase up to an additional four items for
the cohort, all on a second cert.

In game time terms, Shopping Spree purchases may only
take place before or after an adventure.

No items may be purchased during an adventure, nor may
any be added to a purchase completed before an
adventure.

E.g.: The party runs into some lycanthropes and has no
silver weapons. They decide at that time that they had
bought silversheen using the Shopping Spree. Sorry, that
isn’t happening. Deny the purchase until after the module
is over.

What Can Bc Furc['lasccl

The following may be purchased from Pathfinder RPG
Core Rulebook.

Scrolls are available for the following Arcane/Divine
Spells. Prices are listed for (Arcane)/(Divine). NAin the
listing means the spell is not available as that type of
scroll.

. . Scroll Potion
Available Potions / Scrolls PriccA/D  Price

Cure light wounds (potion) 50/25 50
Endure elements (potion) NA/25 50
Mage armor (potion) NA/NA 50
Magic fang (potion) NA/25 50
Magic weapon (oil) NA/25 50
Protection from XX* (potion) NA/ 25 50
Remove fear (potion) NA/ 25 50
Bless weapon (oil) NA/ 100 100
Silversheen (oil) NA 250
Aid (potion) NA 300
Cure moderate wounds 200/ 150 300
(potion)

Darkvision (potion) NA /375 300
Delay poison (potion) 200/ 150 300
Lesser restoration (potion) NA/ 150 300
Remove paralysis (potion) NA/ 150 300
Resist energy 10** (potion) NA/ 150 300
Cure serious wounds (potion) | 525/ 375 750
Magic circle against XX* NA /375 750
(potion)

Neutralize poison (potion) 1000/ 375 750
Remove blindness/deafness NA/ 375 750
(potion)

Remove curse (potion) NA/ 375 750
Remove disease (potion) NA/ 375 750
Water breathing (potion) NA /375 750
Dispel Magic (scroll)*** NA /375 NA
Hold Person (scroll)*** NA/ 150 NA
Breath of Life (scroll)**** NA/ 1125 NA
Raise Dead (scroll)**** NA /6125 NA

All potions and scrolls available for purchase are at minimum caster level.

* An alignment (Good / Evil / Law / Chaos) must be specified when purchased.

** One type of energy (fire / cold / acid / electric / sonic) must be specified when purchased.

*** There may be a chance for a mishap if the scroll is cast by a caster less than 5th level.
**** There may be a chance for a mishap if the scroll is cast by a caster less than 9th level.
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OPEN GAME LICENSE Version 1.0

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative
Material" means copyrighted material including derivative works and translations (including into other computer languages), potation, modification,
correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed
or adapted; (c) "Distribute™ means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open
Game Content" means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not embody
the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor,
and means any work covered by this License, including translations and derivative works under copyright law, but specifically excludes Product
Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including trade dress; artifacts; creatures
characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or
supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product
identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark™ means the logos, names,
mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game
License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used
under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed
using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright
holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement
with the owner of such Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that
Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of
this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days
of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to
make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
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