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						T
					
					
						he Toad God’s Treasure
						 is a d20 adventure that
					
				

				
					
						features a crawl through a ruined temple dedicated to
					
				

				
					
						the forgotten Toad God. Designed to be challenging
					
				

				
					
						for four 4th-level characters, characters of higher levels
					
				

				
					
						should fair better against some of the tougher combat
					
				

				
					
						encounters. Fewer characters, or those of lower levels,
					
				

				
					
						will have a difficult time finishing the adventure.
					
				

				
					
						A mixed party will do well if it has at least one cleric,
					
				

				
					
						one magical weapon, and spelunking equipment, such
					
				

				
					
						as ropes and lanterns. Diplomacy serves the characters
					
				

				
					
						well at points, as brute force does at others. A clever
					
				

				
					
						group of players will last much longer than “hack-and-
					
				

				
					
						slashers,” especially after the group finds their way into
					
				

				
					
						the natural caverns within the ruins.
					
				

				
					
						For ease of reference, several resources are given in
					
				

				
					
						the Appendix, including (a) a description of the Idol of
					
				

				
					
						the Toad God, (b) a complete map of the temple and
					
				

				
					
						the ruins; (c) an Encounter Level table; (d) stat-blocks
					
				

				
					
						for creatures, as well as Cirdis, the main antagonist of
					
				

				
					
						the adventure; and (e) new feats, spells, monsters, and
					
				

				
					
						skills.
					
				

				
					
						To begin the adventure, read or paraphrase the
					
				

				
					
						Players’ Background
						 to your players.
					
				

			

			
				
					
						Shrouded in the forgotten past, when the world was
					
				

				
					
						young and civilization younger, the cult of the Toad God
					
				

				
					
						flourished. Reaching out to maligned individuals, the
					
				

				
					
						cult grew corpulent and powerful. Followers croaked
					
				

				
					
						wicked prophecies and engaged in rituals filled with
					
				

				
					
						blood, accompanied by chants to insipid powers.
					
				

				
					
						Innocent folk disappeared and rulers trembled with
					
				

				
					
						trepidation. Its tendrils of wickedness slipped across
					
				

				
					
						naïve realms as they refused to acknowledge the
					
				

				
					
						growing cult’s influence.
					
				

				
					
						At its height, the cult spanned the known world,
					
				

				
					
						though its presence was never great in the urban
					
				

				
					
						centers of civilization. Throughout the countryside,
					
				

				
					
						predominantly near bogs and marsh, the cult held sway
					
				

				
					
						over many aspects of life. Simple villagers and serfs
					
				

				
					
						were afraid to act during the cults high seasons, and
					
				

				
					
						many authorities found their decrees nullified by the
					
				

				
					
						contradicting whims of the Toad God’s followers.
					
				

				
					
						Temples to the Toad God helped to instill fear among
					
				

				
					
						the locals and facilitated the rise of the cult. Legend
					
				

				
					
						has it that the cult was so expansive that their insidious
					
				

				
					
						sanctums were never more than a day’s ride apart.
					
				

				
					
						Though the nobility would vehemently deny such
					
				

				
					
						stories, folklore maintains that even rulers paid homage
					
				

				
					
						to the Toad God in small shrines secreted in hidden
					
				

				
					
						places within their keeps. Such was the power, both
					
				

				
					
						physically and psychologically, of the Toad God.
					
				

			

			
				
					
						 
						P
					
					
						LAYERS
					
					
						’ B
					
					
						ACKGROUND
					
				

				
					
						In one form or another, the village of Feldspar has
					
				

				
					
						existed on the edge of civilization since time
					
				

				
					
						immemorial. With the rise and fall of powers, and the
					
				

				
					
						persistent ebb of human settlement, no less than a
					
				

				
					
						handful of nations, languages, and cultures have graced
					
				

				
					
						this region. Recent times have been kinder to the
					
				

				
					
						current settlers, who enjoy stability and productivity as
					
				

				
					
						never before.
					
				

				
					
						Or so it was, until the tremors began. Without
					
				

				
					
						warning—with little discrimination—the earth shifted,
					
				

				
					
						moving with untold vigor in outlaying areas. Isolated
					
				

				
					
						cottages were thrown down and fertile lands were torn
					
				

				
					
						asunder. Terrified inhabitants quickly fled furrowed
					
				

				
					
						fields, leaving fecund expanse to the encroaching wild.
					
				

				
					
						Now, the insular-minded people of Feldspar bear
					
				

				
					
						witness to an influx of fear-laden simpletons fleeing
					
				

				
					
						remote regions of civilization. With them come the
					
				

				
					
						superstitions of avenging gods and mythic curses,
					
				

				
					
						products of amalgamated world-views rooted in ancient
					
				

				
					
						traditions.
					
				

				
					
						More troubles arise for Feldspar and its people with
					
				

				
					
						the arrival of newcomers. Unsettling this already tense
					
				

				
					
						time is Skaed of Ruumah, a recent arrival to the area.
					
				

				
					
						Raving and spirited, Skaed is an adherent of the region’s
					
				

				
					
						popular religion. He claims to be a prophet, and is
					
				

				
					
						delirious with visions of coming doom. He rambles
					
				

			

			
				
					
						2
					
				

			

			
				
					
						Mother Izola of Eim
					
				

				
					
						Mistress of the Jade Sikhilion
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						I
					
					
						NTRODUCTION
					
				

			

			
				
					
						through the mud-stricken streets of Feldspar spouting
					
				

				
					
						predictions of plague “wrought from the mouth of the
					
				

				
					
						great Wyrm, who spills forth from its mouth croaking
					
				

				
					
						spirits shaped like toads.” His stinging invectives aim at
					
				

				
					
						revealing the “horrific frogmen” that hide among “our
					
				

				
					
						people like tigers among the tall grasses, pensive before
					
				

				
					
						a kill.”
					
				

			

			
				
					
						goblins conduct midnight raids against nearby farms
					
				

				
					
						that have suffered from the quakes. They have managed
					
				

				
					
						to snatch crops, chickens, and even a hog in the midst
					
				

				
					
						of the farmers’ disarray and uncertainty. It’s unknown
					
				

				
					
						how long the band of goblins can survive, but they obey
					
				

				
					
						Snitch diligently.
					
				

				
					
						Ignorant of both the giant and the goblins is Cirdis, a
					
				

				
					
						follower of the Toad God and an agent of the sculwugs.
					
				

				
					
						Cirdis is a reclusive man that conspires to revive the
					
				

				
					
						ancient cult of the Toad God and gain the respect of
					
				

				
					
						his sculwug masters. His knowledge of the cult leads
					
				

				
					
						him to believe that the tremors and quakes are signs of
					
				

				
					
						the Toad God’s imminent coming, as foretold in the
					
				

				
					
						cult’s apocalyptic writings. The sightings of the toad-
					
				

				
					
						demon and his own research guide him to the hills to
					
				

				
					
						find “the faithful few that will rise again when the master
					
				

				
					
						comes forth from the darkness beyond.” He hopes to
					
				

				
					
						find the revived priests from ages ago so that he can
					
				

				
					
						prepare for the Toad God’s return.
					
				

			

			
				
					
						G
					
					
						AMEMASTER
					
					
						’
					
					
						S
					
					
						 B
					
					
						ACKGROUND
					
				

				
					
						At the height of the cult’s power, a temple was built in
					
				

				
					
						the secluded hills outside the village of what is now
					
				

				
					
						Feldspar. The sanctum was not only a place for ritual
					
				

				
					
						and dark deeds, but it was also home to the remains of
					
				

				
					
						the cult’s most prominent priests. Far from civilization,
					
				

				
					
						the bodies rested undisturbed with their unholy relics—
					
				

				
					
						their written legacies their only company. The recent
					
				

				
					
						tremors changed all that.
					
				

				
					
						The first to stumble across the forgotten corridors
					
				

				
					
						and caves was the hill giant Rappaport. Rappaport made
					
				

				
					
						his home in the warrens of the hills, fashioning a
					
				

				
					
						reputation by raiding farmland and supply caravans
					
				

				
					
						periodically. Giant hunters and adventures were hard
					
				

				
					
						press to find him because he moved from warren to
					
				

				
					
						warren, avoiding an untimely fate. Unfortunately, the
					
				

				
					
						giant chose to settle in an unstable cave when the
					
				

				
					
						tremors struck. The resulting collapse sealed the giant
					
				

				
					
						off from the outside world. A few newly formed tunnels
					
				

				
					
						lead off into the forgotten temple of the Toad God, but
					
				

				
					
						they were too small for the giant to navigate. Rappaport
					
				

				
					
						now survives on a small group of carrion crawlers stuck
					
				

				
					
						in the caves with him.
					
				

				
					
						Also stumbling across the ruined temple is a small
					
				

				
					
						group of elite goblin warriors and their concubines. Led
					
				

				
					
						by Snitch, a once formidable guard for the nearby
					
				

				
					
						Goblin King, they flee their previous home to escape
					
				

				
					
						the sculwugs—creatures half-human, half-toad, which
					
				

				
					
						arrived months ago and stroked the Goblin King’s ego
					
				

				
					
						with talk of power and conquest. Snitch and his band
					
				

				
					
						of loyal goblins spoke to the Goblin King about their
					
				

				
					
						fears, but the king would listen to none of it. Time
					
				

				
					
						passed and it was apparent that the sculwugs had
					
				

				
					
						entranced the Goblin King with visions of grandeur.
					
				

				
					
						When the tremors struck, many goblins saw it as a sign
					
				

				
					
						from the gods that the Goblin King was wrong to listen
					
				

				
					
						to the sculwugs. In the confusion wrought by the
					
				

				
					
						quakes, Snitch and his band fled to the hills. They
					
				

				
					
						quickly found and explored the ruined temple, settling
					
				

				
					
						in one of its better-preserved sections.
					
				

				
					
						Snitch and his band live in fear of the Goblin King
					
				

				
					
						and the sculwugs. So far, they have avoided detection.
					
				

				
					
						Using the subsequent tremors to their advantage, the
					
				

			

			
				
					
						P
					
					
						REPARATION
					
				

				
					
						The players are counting on you to make the game fun
					
				

				
					
						and enjoyable, so give them your best. As for any
					
				

				
					
						adventure, it’s important that you prepare for each
					
				

				
					
						session of play ahead of time. This is especially
					
				

				
					
						important for this adventure, At times, unless you are
					
				

				
					
						on your toes, PCs might find themselves wandering
					
				

				
					
						without a goal or struggling against unforeseen hazards.
					
				

				
					
						If this should happen, step in and help the PCs along.
					
				

				
					
						Your developing campaign will determine how you
					
				

				
					
						might go about doing this, but don’t be afraid to create
					
				

				
					
						your own random occurrences to achieve your aims.
					
				

				
					
						Above all else, the point of the adventure is to have
					
				

				
					
						fun.
					
				

				
					
						New rules are presented at four important points in
					
				

				
					
						the adventure. These rules cover 
						Falling Damage
						,
					
				

				
					
						Cave-ins and Collapses
						, 
						Underwater Combat
						, and
					
				

				
					
						Swimming
						. Become familiar with the places where
					
				

				
					
						these rules apply and the rules governing each situation.
					
				

				
					
						The less you sit and ponder the rules in their given
					
				

				
					
						context, the easier encounters will flow.
					
				

				
					
						An important aspect of the adventure, and one that
					
				

				
					
						requires the most preparation, is the encounter with
					
				

				
					
						Cirdis. When the PCs enter the ruins, you must
					
				

				
					
						determine how far Cirdis has gotten in the complex.
					
				

				
					
						Choose one of the five areas of the ruins (see
					
				

				
					
						Arrangement of the Ruins
						 below), and place Cirdis in
					
				

				
					
						the last numbered chamber of that area (the five
					
				

				
					
						chambers are thus 
						5
						, 
						12
						, 
						18
						, 
						19
						, and 
						28
						). Some area
					
				

				
					
						and chamber descriptions differ depending on whether
					
				

				
					
						Cirdis is located in a particular area or not.
					
				

			

			
				
					
						3
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						I
					
					
						NTRODUCTION
					
				

			

			
				
					
						Determine Cirdis’ location based on your intended
					
				

				
					
						purpose of the scenario. If the PCs don’t run into the
					
				

				
					
						cultist in a timely manner (to be decided by you), resist
					
				

				
					
						the urge to keep Cirdis confined to any given region.
					
				

				
					
						After all, Cirdis has a (malignant) mind of his own too,
					
				

				
					
						and his use of it should challenge PCs to their fullest.
					
				

			

			
				
					
						cave entrance, but there was no sign of Anna.
					
				

				
					
						Afraid to enter the ruins, the locals requested
					
				

				
					
						the aid of the local authorities to find Anna, but
					
				

				
					
						they are busy maintaining order in the village and
					
				

				
					
						its surroundings. Perhaps the PCs are willing to
					
				

				
					
						help?
					
				

			

			
				
					
						D
					
				

			

			
				
					
						Not many of the ancient dwarves are known to
					
				

				
					
						visit Feldspar or its region of civilization, which
					
				

				
					
						is why the arrival of the grizzled dwarf Andvari of
					
				

				
					
						Valholl has sparked a great deal of conversation
					
				

				
					
						and speculation in the village. Andvari searches
					
				

				
					
						for heroes as interested in hoards of gold and
					
				

				
					
						silver as he. He is willing to reward any group
					
				

				
					
						that finds the Idol of the Toad God with the
					
				

				
					
						pendant of Ygdel, a mystic necklace once carried
					
				

				
					
						by the great dwarven hero Ygdel. The idol is said
					
				

				
					
						to be carved from a single giant emerald and is
					
				

				
					
						shaped in the likeness of the Toad God. If asked
					
				

				
					
						about the pendent, Andvari says it give its wearer
					
				

				
					
						the strength and intellect of Ygdel himself (a bard
					
				

				
					
						can confirm this with a successful Bardic
					
				

				
					
						Knowledge check against DC 21). If the PCs
					
				

				
					
						agree to gain the idol for Andvari, he tries to place
					
				

				
					
						a lesser geas on a PC before telling them the
					
				

				
					
						location of the ruined temple. Whatever should
					
				

				
					
						happen, Andvari carries a pendant he calls the
					
				

				
					
						pendant of Ygdel, but is merely enchanted with
					
				

				
					
						Nystul’s magic aura.
					
				

			

			
				
					
						A
					
					
						DVENTURE
					
					
						 H
					
					
						OOKS
					
				

				
					
						Several possible hooks are given below to entice players
					
				

				
					
						into the adventure. Feel free to use one of these hooks,
					
				

				
					
						combine any number of them, or ignore them in favor
					
				

				
					
						of your own.
					
				

			

			
				
					
						D
					
				

			

			
				
					
						Skaed is indeed a visionary or prophet, but like
					
				

				
					
						all such figures, he is misunderstood and feared
					
				

				
					
						by a great number of people. He has come to
					
				

				
					
						Feldspar under the compulsion of his deity to
					
				

				
					
						warn the small village and anyone who would
					
				

				
					
						listen of impending doom. Unfortunately, no one
					
				

				
					
						is listening, and so he seeks “hearts that see
					
				

				
					
						where eyes cannot.” PCs in Felspar run across
					
				

				
					
						the ranting Skaed, who ends his scathing
					
				

				
					
						pronunciations of doom to enlighten the PCs on
					
				

				
					
						their heroic fate. With uncanny precision, Skaed
					
				

				
					
						tells of the temple’s location, foretelling disaster
					
				

				
					
						for those that flee their destiny and riches beyond
					
				

				
					
						imagination for those that seek it.
					
				

			

			
				
					
						D
					
				

			

			
				
					
						A number of the PCs know the elders Hessa and
					
				

				
					
						Samuel, farmers on the outskirts of Feldspar.
					
				

				
					
						News comes that Samuel was found dead, an
					
				

				
					
						apparent victim of the roaming toad-demon.
					
				

				
					
						When found, Hessa is a mess; she is frantic,
					
				

				
					
						depressed, and devastated. Not only has she lost
					
				

				
					
						her love, but she must remarry to retain the farm.
					
				

				
					
						If she cannot find a husband within a month’s
					
				

				
					
						time, she is legally bound to marry her husband’s
					
				

				
					
						brother, who is a cruel and unsavory man. Hessa
					
				

				
					
						has lost all hope for her future, believing no
					
				

				
					
						righteous man would want a woman in her 40s
					
				

				
					
						with five children. All she asks is that the PCs
					
				

				
					
						avenge her husband’s death, but willing PCs
					
				

				
					
						could marry Hessa, allowing her to keep the farm
					
				

				
					
						and saving her from her husband’s brother.
					
				

			

			
				
					
						D
					
				

			

			
				
					
						The easiest hook is to have the PCs stumble upon
					
				

				
					
						the entrance to the ruined temple just as the giant
					
				

				
					
						and the goblins did. Whether this is done
					
				

				
					
						between adventures or happens during an
					
				

				
					
						adventure is up to you.
					
				

			

			
				
					
						B
					
					
						EGINNING
					
					
						 
					
					
						IN
					
					
						 F
					
					
						ELDSPAR
					
				

				
					
						Some information might be gleaned from the
					
				

				
					
						inhabitants of Feldspar concerning the ancient cult.
					
				

				
					
						Though most have forgotten its existence, a few grew
					
				

				
					
						up hearing fanciful tales told by their long dead
					
				

				
					
						ancestors. Some PCs, such as clerics, druids, wizards,
					
				

				
					
						or sorcerers, might have learned of the cult through
					
				

				
					
						study of ancient tomes. Presented here are a few things
					
				

				
					
						PCs can glean while in Feldspar.
					
				

			

			
				
					
						D
					
				

			

			
				
					
						After the quakes, a young shepherdess named
					
				

				
					
						Anna was sent to round up some of the flock
					
				

				
					
						that scattered when the tremors hit. She didn’t
					
				

				
					
						return for some time, so the locals banded
					
				

				
					
						together to search for her. A remnant of the flock
					
				

				
					
						was eventually found near the entrance to the
					
				

				
					
						temple. A more thorough search revealed the
					
				

			

			
				
					
						Gather Information checks (DC 10 or 20):
						 Reveal all
					
				

				
					
						of the bulleted points with a successful check result
					
				

				
					
						against DC 10. The check requires one full day of
					
				

				
					
						investigation and results in 1d4+1 gp of expenditures.
					
				

			

			
				
					
						4
					
				

			

			
				
					
						D
					
				

			

			
				
					
						Skaed is a cleric from the nearest town. He has
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						I
					
					
						NTRODUCTION
					
				

			

			
				
					
						come without the blessings of his faith and is
					
				

				
					
						not liked by anyone, including the village
					
				

				
					
						authorities. He can be found living in a rickety
					
				

				
					
						shanty big enough for a few people. He is
					
				

				
					
						followed by a few people that are clearly as
					
				

				
					
						“disturbed” as he. The entire group holds
					
				

				
					
						services once a week.
					
				

			

			
				
					
						Knowledge (local) checks (DC 23):
						 The cult of the
					
				

				
					
						Toad God once terrorized the area around Feldspar for
					
				

				
					
						scores of miles. Bizarre rituals of blood designed to
					
				

				
					
						appease the insatiable appetite of the Toad God was
					
				

				
					
						performed in masse. Cultists raided villages and farms
					
				

				
					
						for their victims, which were never seen again. They
					
				

				
					
						were thought murdered in blasphemous rites or
					
				

				
					
						changed into half-human, half-toad like monsters.
					
				

				
					
						These rampages grew so terrible that the earth itself
					
				

				
					
						swallowed up the temple and the cult disappeared.
					
				

				
					
						Since that time dozens of centuries ago, the cult of the
					
				

				
					
						Toad God has become little more than a footnote in
					
				

				
					
						the history of the area. It and the god they worship are
					
				

				
					
						forgotten to all but the most devoted of religious
					
				

				
					
						historians.
					
				

			

			
				
					
						D
					
				

			

			
				
					
						Folks arriving from the countryside in the last
					
				

				
					
						few days mention seeing a freakish, “toad-like
					
				

				
					
						demon” at night. No one claims to have
					
				

				
					
						encountered the demon, but witnesses say
					
				

				
					
						they’ve seen it roaming the broken hills south of
					
				

				
					
						the village. The creature is tall, with sparkling
					
				

				
					
						eyes, and moves stiffly about. Some say it speaks,
					
				

				
					
						while others tell of its horrendous tongue, which
					
				

				
					
						can grab a whole horse. It’s believed to be the
					
				

				
					
						culprit in many recent disappearances.
					
				

			

			
				
					
						Knowledge (religion) checks (DC 25): 
						The cult of the
					
				

				
					
						Toad God evolved from the primitive religion of the
					
				

				
					
						toad-like humanoids called the sculwugs. Some
					
				

				
					
						sculwugs held honored positions in the cult, which
					
				

				
					
						believed in sacrificing living creatures, including
					
				

				
					
						humanoids, to appease the Toad God’s appetite for
					
				

				
					
						flesh. Anyone carrying a toad/frog or such a
					
				

				
					
						representation while in a space sacred to the Toad God
					
				

				
					
						(such as the entire temple presented herein) is said to
					
				

				
					
						gain limited favor with him (which may or not be the
					
				

				
					
						case, as you decide). The forgotten symbol of the cult
					
				

				
					
						is a stylized head of a toad on a background of reeds.
					
				

			

			
				
					
						D
					
				

			

			
				
					
						Shepherds spotted a small group of goblins in
					
				

				
					
						the hills recently. It’s uncertain if the hill giants
					
				

				
					
						and goblins are fighting or aiding one another.
					
				

				
					
						Unwilling to listen to reason, a small group of
					
				

				
					
						inexperienced heroes left to spy on the
					
				

				
					
						humanoids not long ago. No one has seen or
					
				

				
					
						heard from them since. All fear the worst, of
					
				

				
					
						course.
					
				

			

			
				
					
						Characters can follow up each of the points above by
					
				

				
					
						making three separate Gather Information checks
					
				

				
					
						against DC 20. Again, each check requires one full day
					
				

				
					
						of investigation and results in 1d4+1 gp of expenditures.
					
				

			

			
				
					
						A
					
					
						RRANGEMENT
					
					
						 
					
					
						OF
					
					
						 
					
					
						THE
					
					
						 R
					
					
						UINS
					
				

				
					
						The ruins are divided into five distinct areas,
					
				

				
					
						corresponding to the five temple areas provided:
					
				

				
					
						Temple of the Toad God (
						1-5
						), Ruins of the Temple (
						6-
					
				

				
					
						12
						), Lair of the Goblins (
						13-18
						), Caverns of the Hill
					
				

				
					
						Giant (
						19
						), and Tombs of the Priests (
						20-28
						). Each area
					
				

				
					
						begins with a brief description detailing any special
					
				

				
					
						notes about a given site, situation, or creature. Area
					
				

				
					
						descriptions are followed by keyed encounters for an
					
				

				
					
						area. Read the area descriptions carefully and note any
					
				

				
					
						special circumstances; feel free to mark the text to help
					
				

				
					
						you remember these important points.
					
				

				
					
						Ruined corridors and newly formed tunnels are free
					
				

				
					
						of activity for the most part. Snitch and the goblins stay
					
				

				
					
						well away from the carrion crawlers and aren’t
					
				

				
					
						concerned in the least for the catacombs leading to
					
				

				
					
						the Toad God’s faithful undead. As for the giant, all save
					
				

				
					
						one goblin has avoided him and for good reason (see
					
				

				
					
						area 19). With the Track feat, a successful Wilderness
					
				

				
					
						Lore check (DC 20) reveals the passage of any creature,
					
				

				
					
						as you determine. Use this to your advantage, giving
					
				

				
					
						PCs hints to possible dangers that lie ahead or steering
					
				

			

			
				
					
						D
					
				

			

			
				
					
						Skaed and his group of followers spread an
					
				

				
					
						implicit xenophobic sophistry that is becoming
					
				

				
					
						popular among the superstitious people of
					
				

				
					
						Feldspar. Humans are more suspicious of other
					
				

				
					
						races, and there is talk from some about creating
					
				

				
					
						a law that would prevent non-humans from the
					
				

				
					
						village proper.
					
				

			

			
				
					
						D
					
				

			

			
				
					
						The toad-demon was reddish-brown and walked
					
				

				
					
						upright. It had gleaming red eyes, made no noise,
					
				

				
					
						never opened its mouth, and smelled like fresh
					
				

				
					
						pine. It always seem to attack only one person
					
				

				
					
						at a time, forgoing the nearest possible victim in
					
				

				
					
						order to prey upon the one it was destined to
					
				

				
					
						kill.
					
				

			

			
				
					
						D
					
				

			

			
				
					
						The goblins are most likely members of the goblin
					
				

				
					
						realm ruled by the Goblin King. The goblins
					
				

				
					
						inhabit the region just beyond the broken hills
					
				

				
					
						and have been seen with both giants and
					
				

				
					
						disgusting looking toad-like humanoids.
					
				

			

			
				
					
						5
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